Encouraging Design Reuse and Contribution in HCI Storyboart

Problem

Novice student designers Iin human compdt@eraction often lack
the information and tools they need to design a good product.
Because there Is no centralized store for domain knowledge:

There Is a lack of access to established domain knowledge

It 1S difficult to disseminate new ideas

Background

Storyboards which are sequences of pictures representing features
paired with narrative text describing how usgroduct interaction
might occur, have been used to help with product design [1].

A previous study showed thegusing claimgdescriptions of

features and their positive and negative impacts on users|2]) can aid
students during storyboarding [3]. However, paje&sed

prototyping is not a long term solution:

As contributions increase, the paper library is difficult to sort,
browse, and maintain

Relationships between cards are not easily shown
Paperbased libraries are not easily centralized

Our guestion:

How do we make It easy for HCI studentsdocess
previously established workas well as taontribute
their own work to the field, in order to encourage and
enable good product design?

Solution
Reusable Cards

We developed a storyboarding environment to leverage claims from
an online library.
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representation, and the user can choose to see more detailed views
using click options.

Picture view

Detailed view with related cards shown

Claim view

Environment Structure

The environment is divided into three resizable areas:
Browseallows the user taccess the card library

My Workspaceallows the user to separate out cards they would
like to use as well ageate and edit cards

Storyboardprovides space for a user to lay out their cards In
storyboard form, to add scenario text, and to choose a template
for their storyboard
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Results
User Study

Although the primary contribution of this work Is a tool for
storyboarding using pictorial artifacts, we conducted a pilot study to
investigate.  9%,] SpE

How easy Is it thind existing card?

How easy Is It tareate your own cards

Six students used our tool to create a storyboard for a notification
system and answered a guestionnaire about their experience.

On a scale of 1 (easiest) to 5(hardest), we found that users rated
creating their own cardgl.7/5) as easier thafinding and reusing
preexisting card§2.7/5).

Each participant had previously used papased storyboarding, and
5 out of 6 reported that they would prefer using the compubersed
method for storyboard creation.

Future Work

We would like to deploy this tool for use in student projects in HCI
classes with the goals of encouraging reuse of previous work and
making it easier for students to make their own contributions.
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