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A user interface is like a joke. If you

have to explain it, it’s not that good.

User Experience 101

SW05



Experience

• Research Assistant with focus on UX (User Experience), 

Immersive Realities of Lucerne University of Applied Sciences and Arts

• Junior UX-Engineer, exanic baar

• Web developer, go4web lucerne

Education

• Start of my master’s in Human Factors in October 2023, 

Technical University of Berlin or Chemnitz

• Bachelor of Science in Computer Science with Major in Human Computer Interaction Design, 

Lucerne University of Applied Sciences and Arts

About me



Today’s

schedule

15:30 – 15:50 Overview
User Experience, Human Computer Interaction

15:50 – 16:00 TIME FOR A BREAK

16:00 – 16:30 Customer Persona, Journey, Paper Prototyping
store pages and copywriting (Ala)

16:30 – 16:50 Group work:
Paper Prototyping (individual break)

16:50 – 17:10 Wireframing
Figma Basics

17:10 – 17:50 Group work (& Homework):
Wireframing



What the heck is…
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Usability

User Experience (UX)

Software Ergonomics

Ergonomics (cognitive)

Human-Computer-Interaction (HCI)

Man-Maschine-Interaction (MMI)

Human Centred Design (HCD)

User Interface (UI)



„The difference lies in whether people are regarded as 

extensions of the machine, or the machine is designed as an 

extension of people.“

Czaja (1987)

Of machines and people



Why HCI – Usability - UX?

formerly nowadays

• Higher complexity (more products)
• Higher user requirements
• More users
• More security
• …



Already Steve said …
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Personas



User Journey



User journey: a concrete e-commerce example



• Low-fidelity prototypes (Lo-Fi)

with Paper & Pencil or tools like 

balsamiq

• High-fidelity prototypes (Hi-Fi)

with dedicated tools (Figma, 

Adobe XD, …)

Prototyping

Lo-Fi & Hi-Fi



• Horizontal: many features, but 

only superficial implementation

• Vertical: a specific feature 

implemented in detail

Prototyping

Horizontal vs vertical



Paper Prototypes



store pages

&
copywriting



In your teams

• Create paper prototypes (each for themselves)

• Spark Ideas within your group

• No need for a joint solution

• Pages (only desktop needed):

• Home

• Shop

• Product

• Cart

• (Check-out)

• (My Account)

Group work: Paper prototyping (20’)





Wireframes



• Pen and Paper

• Balsamiq (balsamiq.com) → the standard

• PowerPoint

• Miro

• (Figma)

• (Adobe XD)

• …

➢ The simpler the tool, the better

Wireframing Tools

https://balsamiq.com/


• Free education account (figma.com/education)

• Collaboration

• Areas

• Frames

• Elements

• Wireframe Kit

• Copy Components

• Connections

Figma Basics

Wireframe Kits

https://www.figma.com/templates/wireframe-kits/

https://www.figma.com/education/
https://www.figma.com/templates/wireframe-kits/
https://www.figma.com/templates/wireframe-kits/


A big big Figma file
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For yourself

• Get in touch with Figma and play around (make sure, you stick on the basis, there is no need for details)

• We will dive deeper in the features of figma next week

In your teams

• Create a common wireframe for the group (consisting of several screens)

• Stick to simple screens. No visuals (no colors, no pictures, no special fonts, no animation, …)

• Next week, we conduct a user test (how to test an interface will follow)

• Pages (only desktop needed):

• Home

• Shop

• Product

• Cart

• (Check-out)

• (My Account)

Group work: Wireframing HOMEWORK
UNTIL MARCH 27TH



• Theory about Usertests

• Group work: Conducting usertests

• Figma in detail

• Group work: Playing with Figma

• Theory: Gestalt Principles, Guidelines, Design Patterns, …

• …?

About next week



School of Computer Science and Information Technology
Research
Melissa Beck
Scientific Assistant

Phone direct +41 41 349 31 04
melissa.beck@hslu.ch

Thank you!
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