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Bill Buxton Sketching User Experiences: The Art and Science of Design Exploration

bill buxton sketching user experiences is more than just a phrase; it encapsulates a revolutionary

approach to how designers and developers conceive, iterate, and refine the interactions between

humans and technology. Bill Buxton, a pioneer in human-computer interaction, has long championed

the idea that sketching is not merely about creating pretty pictures but a fundamental tool for exploring

ideas, uncovering user needs, and fostering innovation. In this article, we dive deep into the principles

of Bill Buxton’s approach to sketching user experiences, why it matters in today’s design landscape,

and how you can apply these insights to enhance your own design process.

The Philosophy Behind Bill Buxton Sketching User Experiences

Bill Buxton’s perspective on sketching user experiences stems from the belief that design is inherently

exploratory. Unlike the final polished product, sketches are rough, quick, and deliberately imperfect.

This imperfection is what makes sketching a powerful tool—it allows designers to think freely and

experiment without fear of failure.

Sketching as a Thinking Tool

According to Buxton, sketching is more about thinking than drawing. It encourages designers to

externalize their thoughts, making intangible ideas visible and tangible. This process enables them to

communicate concepts clearly, test assumptions early, and engage stakeholders in meaningful

dialogue.

By sketching user flows, interaction models, or interface layouts, designers can brainstorm multiple



solutions rapidly. This iterative process uncovers new possibilities and highlights potential issues

before investing considerable resources in development.

The Role of Ambiguity in Sketching

One of Buxton’s key insights is that ambiguity in sketches is valuable. Unlike high-fidelity prototypes

that can mislead stakeholders into thinking the design is finalized, sketches invite interpretation and

discussion. This ambiguity nurtures collaboration, as team members contribute varied perspectives,

enriching the design exploration.

How Bill Buxton’s Approach Transforms User Experience

Design

In user experience (UX) design, understanding and empathizing with users is paramount. Bill Buxton’s

sketching methodology supports this by promoting a user-centered mindset throughout the design

process.

Rapid Prototyping to Validate Ideas

Sketching enables rapid prototyping, a process where designers quickly create low-fidelity

representations of a product to test concepts. This approach aligns with Buxton’s advocacy for early

and frequent iteration. By sketching user interfaces and interactions, designers gather feedback swiftly,

identify usability issues, and refine ideas before moving into costly development phases.



Bridging the Gap Between Designers and Developers

Often, communication breakdowns between designers and developers lead to misinterpretations and

project delays. Buxton’s emphasis on sketching user experiences fosters a shared vocabulary.

Sketches serve as common artifacts that both parties can reference, reducing ambiguity and ensuring

everyone is aligned on the intended user flow and functionality.

Encouraging Inclusive Design Through Sketching

User experience is not one-size-fits-all. By sketching diverse scenarios and user journeys, designers

can explore how people with different abilities, backgrounds, and contexts interact with a product. This

inclusive approach helps uncover edge cases and accessibility concerns early, leading to more

empathetic and universal designs.

Practical Tips for Incorporating Bill Buxton Sketching User

Experiences in Your Workflow

If you want to harness the power of Bill Buxton’s sketching philosophy, here are actionable tips to

integrate into your design routine.

1. Embrace Imperfection

Don’t aim for polished drawings. Use simple lines, shapes, and annotations. The goal is to

communicate ideas quickly, not to create art. This mindset lowers the barrier to iteration and

encourages experimentation.



2. Sketch Early and Often

Start sketching from the initial phases of your project. Whether it’s brainstorming features, mapping

user journeys, or exploring interface layouts, frequent sketches help uncover insights gradually and

avoid costly late-stage changes.

3. Use Sketches as Conversation Starters

Bring your sketches into meetings and workshops. Use them to prompt discussion, solicit feedback,

and co-create with team members or users. This collaborative spirit aligns perfectly with Buxton’s

vision of sketching as a communal exploration.

4. Combine Sketching with Other UX Tools

While sketching is powerful, it works best alongside other methods like wireframing, usability testing,

and user research. Use sketches to capture initial ideas, then refine them through these

complementary techniques.

5. Keep a Sketchbook or Digital Equivalent

Maintain a dedicated space for your sketches. Whether it’s a physical notebook or a digital tool like

Procreate or Adobe Fresco, having a centralized collection of sketches helps track your design

evolution and revisit past ideas for inspiration.



The Impact of Bill Buxton’s Work on Modern UX Design

Bill Buxton’s contributions have influenced how UX professionals think about creativity and process.

His advocacy for sketching has permeated design education, industry practices, and even software

tools that support rapid ideation.

Influence on Design Thinking and Agile Methodologies

Sketching user experiences fits naturally within design thinking frameworks. It facilitates empathy,

ideation, and prototyping—core stages of design thinking. Agile teams also benefit from sketching as it

supports quick feedback loops and continuous improvement.

Integration in Digital Tools and Workflows

Many contemporary design platforms now incorporate sketching capabilities, recognizing its value.

Tools like Figma, Sketch, and Miro provide environments where quick, rough sketches can be created

and iterated collaboratively, echoing Buxton’s principles.

Educational Impact

Design schools emphasize sketching user experiences as an essential skill. Students learn that

sketching is not about artistic talent but about problem-solving and communication. This educational

shift nurtures a new generation of designers who think visually and iteratively.



Exploring Different Types of Sketches in User Experience

Design

Understanding the variety of sketches used in UX can deepen your appreciation of Bill Buxton’s

approach.

Concept Sketches

These are broad, high-level depictions of ideas, often illustrating the overall vision or user scenarios.

They help capture the essence of a concept before delving into details.

Storyboard Sketches

Storyboards map out a user’s journey through a product or service, highlighting interactions, emotions,

and pain points. They provide narrative context to design decisions.

Interface Sketches

These focus on the layout and elements of the user interface, such as buttons, menus, and navigation

structures. Interface sketches lay the groundwork for wireframes and prototypes.

Interaction Sketches

These illustrate specific user interactions, like gestures, transitions, or animations. They help designers

think through how users engage dynamically with a system.



Why Sketching User Experiences Remains Relevant in a Digital

Age

In an era dominated by digital tools, one might wonder if traditional sketching still holds value. Bill

Buxton’s teachings remind us that sketching transcends medium—it’s a mindset.

Speed and Flexibility

Sketching by hand or digitally allows for unparalleled speed in capturing fleeting ideas. Unlike digital

mockups, which can demand precision and time, sketches invite spontaneity.

Enhancing Creativity

The tactile nature of sketching can stimulate different cognitive pathways than typing or clicking. This

sensory engagement often leads to more creative breakthroughs.

Lowering Barriers to Participation

Not everyone is comfortable with complex design software, but most can sketch at a basic level. This

inclusivity encourages broader team involvement, from marketing to engineering.

Complementing High-Fidelity Prototypes

While polished prototypes are essential for user testing and development, sketches remain invaluable

for the initial phases of design—when ideas are still fluid and malleable.



---

Bill Buxton’s championing of sketching user experiences fundamentally reshapes how we approach

design challenges. By embracing imperfection, fostering collaboration, and prioritizing exploration, his

philosophy empowers designers to create more thoughtful, user-centric products. Whether you’re a

seasoned UX professional or just starting your design journey, integrating sketching into your workflow

can unlock new levels of creativity and understanding that digital precision alone cannot achieve.

Frequently Asked Questions

Who is Bill Buxton and why is he important in user experience design?

Bill Buxton is a renowned researcher and designer in the field of human-computer interaction and user

experience (UX). He is known for his pioneering work on sketching and prototyping as essential tools

for designing user experiences, emphasizing the value of early-stage, low-fidelity design methods.

What does Bill Buxton mean by 'sketching user experiences'?

Bill Buxton refers to 'sketching user experiences' as the practice of using quick, low-fidelity sketches to

explore, communicate, and iterate on design ideas before committing to detailed development. This

approach encourages creativity, experimentation, and collaborative feedback early in the design

process.

How does sketching improve the user experience design process

according to Bill Buxton?

According to Bill Buxton, sketching improves the UX design process by enabling designers to rapidly

visualize concepts, identify potential issues, and refine ideas without the high cost or commitment of

fully developed prototypes. It fosters innovation and helps teams align on design direction through

tangible, accessible representations.



What are some common techniques Bill Buxton recommends for

sketching user experiences?

Bill Buxton recommends techniques such as storyboarding, paper prototyping, and simple hand-drawn

wireframes. These methods focus on capturing the flow, interactions, and overall feel of the user

experience rather than detailed visual design, allowing for quick iteration and user feedback.

How has Bill Buxton's work influenced modern UX tools and practices?

Bill Buxton's emphasis on sketching and early prototyping has influenced the development of many

modern UX tools that support rapid wireframing and interactive prototyping, such as Sketch, Figma,

and Adobe XD. His ideas have helped shift the industry towards valuing early exploration and iterative

design.

Can sketching user experiences help in cross-functional team

collaboration?

Yes, sketching user experiences facilitates cross-functional collaboration by providing a common visual

language that designers, developers, product managers, and stakeholders can understand and

contribute to. It helps break down complex ideas into simple, shareable concepts that encourage

discussion and collective problem-solving.

Additional Resources

Bill Buxton Sketching User Experiences: A Deep Dive into Design Innovation

bill buxton sketching user experiences has become a pivotal concept in the field of human-computer

interaction and UX design. Buxton, a renowned researcher and pioneer in interaction design,

emphasizes the importance of early-stage ideation through sketching as a fundamental tool for

exploring, communicating, and refining user experiences. His approach challenges traditional design

paradigms by advocating for sketching not merely as an artistic endeavor but as a critical cognitive



process that fosters innovation and clarity in user-centric designs.

Understanding Bill Buxton’s Philosophy on Sketching

Bill Buxton’s work underlines sketching as more than just a preliminary visualization technique. In his

extensive research and writings, Buxton argues that sketching is an extension of thinking itself. This

perspective positions sketching as a form of external cognition, enabling designers to externalize their

thoughts, iterate rapidly, and engage in collaborative critique. Unlike polished prototypes or high-fidelity

wireframes, sketches are intentionally ambiguous, encouraging exploration and preventing premature

fixation on details.

In the context of user experience (UX) design, Buxton’s sketching methodology serves as a bridge

between abstract concepts and tangible user interactions. By sketching user experiences, designers

can capture a broad range of possibilities, experiment with workflows, and anticipate potential usability

challenges early in the design process. This iterative loop of ideation, sketching, feedback, and

refinement leads to more effective and user-friendly solutions.

The Role of Sketching in UX Design Processes

Sketching user experiences is integral in various stages of the UX design lifecycle. Buxton's approach

advocates for sketching to be employed not only during initial brainstorming but throughout the design

evolution. Below are some key roles sketching plays in UX design:

Idea Generation: Sketching facilitates rapid generation and exploration of multiple design ideas

without the pressure of perfection.

Communication: Hand-drawn sketches provide a tangible medium for interdisciplinary teams to

discuss design concepts, bridging gaps between designers, developers, and stakeholders.



Problem Framing: Sketches help identify potential user pain points and interaction bottlenecks

early on.

Iterative Refinement: Continuous sketching allows for quick modifications based on user

feedback or new insights.

This dynamic use of sketching supports a user-centered design philosophy by embedding flexibility

and responsiveness into the development pipeline.

Bill Buxton Sketching User Experiences: Tools and Techniques

Buxton’s advocacy extends beyond the act of sketching itself to the tools and environments that

facilitate this practice. He acknowledges the enduring value of traditional pen-and-paper sketches but

also embraces digital tools that can emulate or enhance the sketching experience.

Traditional vs. Digital Sketching

While traditional sketching offers immediacy and freedom, digital sketching tools bring advantages

such as easy editing, sharing, and integration with other digital workflows. Buxton highlights that the

choice of tools should align with the goals of the sketching activity, rather than defaulting to digital

tools for the sake of technology.

Some popular digital sketching platforms that echo Buxton’s principles include:

Procreate: Known for its intuitive interface and natural drawing experience on tablets.



Adobe Fresco: Combines raster and vector drawing tools, useful for varying fidelity levels in

sketches.

Figma and Sketch: Although primarily used for interface design, these tools support low-fidelity

sketching and prototyping.

Buxton encourages designers to maintain the spontaneity and exploratory nature of sketching

regardless of the medium, ensuring that the cognitive benefits of sketching remain intact.

Sketching Techniques in User Experience Design

Buxton’s teachings emphasize several sketching techniques that enhance the depiction of user

experiences:

Storyboarding: Visual narratives that map out user interactions and contextual scenarios.1.

Wireframing: Basic layout sketches that focus on content placement and navigation structures.2.

Flow Diagrams: Sketches illustrating user paths and decision points within an application or3.

service.

Annotations: Adding notes or explanations to sketches to clarify intent and highlight design4.

considerations.

These techniques collectively help in visualizing complex user journeys and system behaviors, making

abstract concepts more accessible to all stakeholders.



The Impact of Bill Buxton’s Sketching Approach on Modern UX

Practices

Bill Buxton’s principles have profoundly influenced the way contemporary UX professionals approach

design ideation. His advocacy for sketching as a cognitive and communicative practice resonates

strongly in agile and lean UX methodologies, which prioritize rapid iteration and stakeholder

collaboration.

Comparing Buxton’s Sketching Approach with Other UX Methodologies

When compared to more rigid design frameworks that heavily rely on high-fidelity prototypes or data-

driven design, Buxton’s sketching philosophy offers distinct advantages:

Flexibility: Sketching requires minimal investment and can be discarded or transformed easily,

unlike detailed prototypes.

Encouraging Creativity: The informal nature of sketches invites experimentation, which can lead

to innovative solutions.

Reducing Cognitive Load: By externalizing ideas, designers can better manage complex

interactions and user flows.

Facilitating Collaboration: Sketches serve as a common language among diverse teams.

However, the approach is not without limitations. Some stakeholders may find sketches too abstract or

imprecise, leading to challenges in decision-making or resource allocation. Balancing sketching with



other validation techniques, such as user testing, becomes essential.

Bill Buxton Sketching User Experiences: Future Directions

As UX design continues to evolve in response to emerging technologies like augmented reality (AR),

virtual reality (VR), and voice interfaces, the principles of sketching user experiences promoted by

Buxton remain highly relevant. These new interaction paradigms demand fresh ways to conceptualize

and communicate user experiences before committing to costly development.

Emerging tools that integrate sketching with interactive simulation and AI-driven design assistance may

further empower designers to explore user experiences in richer and more dynamic ways. Buxton’s

legacy encourages continuous re-examination of sketching as a foundational practice, adaptable to the

shifting landscape of digital interaction.

The integration of sketching into collaborative platforms also promises to enhance remote and

distributed design teams, ensuring that the essential cognitive and communicative functions of

sketching persist in modern workflows.

Bill Buxton’s emphasis on sketching as a core mechanism for designing user experiences challenges

the UX community to embrace ambiguity and exploration as catalysts for innovation. His work serves

as a reminder that amidst technological advancements, the human-centered act of sketching remains a

timeless tool for understanding and shaping the ways users interact with technology.

Bill Buxton Sketching User Experiences

  bill buxton sketching user experiences: Sketching User Experiences: Getting the Design
Right and the Right Design Bill Buxton, 2010-07-28 Sketching User Experiences approaches design
and design thinking as something distinct that needs to be better understood—by both designers and
the people with whom they need to work— in order to achieve success with new products and
systems. So while the focus is on design, the approach is holistic. Hence, the book speaks to
designers, usability specialists, the HCI community, product managers, and business executives.

https://stage.support.buyingbuddy.com/archive-th-156/bill-buxton-sketching-user-experiences.pdf


There is an emphasis on balancing the back-end concern with usability and engineering excellence
(getting the design right) with an up-front investment in sketching and ideation (getting the right
design). Overall, the objective is to build the notion of informed design: molding emerging
technology into a form that serves our society and reflects its values. Grounded in both practice and
scientific research, Bill Buxton's engaging work aims to spark the imagination while encouraging the
use of new techniques, breathing new life into user experience design. - Covers sketching and early
prototyping design methods suitable for dynamic product capabilities: cell phones that communicate
with each other and other embedded systems, smart appliances, and things you only imagine in your
dreams - Thorough coverage of the design sketching method which helps easily build experience
prototypes—without the effort of engineering prototypes which are difficult to abandon - Reaches
out to a range of designers, including user interface designers, industrial designers, software
engineers, usability engineers, product managers, and others - Full of case studies, examples,
exercises, and projects, and access to video clips that demonstrate the principles and methods
  bill buxton sketching user experiences: Sketching User Experiences: The Workbook Saul
Greenberg, Sheelagh Carpendale, Nicolai Marquardt, Bill Buxton, 2011-11-14 Sketching Working
Experience: The Workbook provides information about the step-by-step process of the different
sketching techniques. It offers methods called design thinking, as a way to think as a user, and
sketching, a way to think as a designer. User-experience designers are designers who sketch based
on their actions, interactions, and experiences. The book discusses the differences between the
normal ways to sketch and sketching used by user-experience designers. It also describes some
motivation on why a person should sketch and introduces the sketchbook. The book reviews the
different sketching methods and the modules that contain a particular sketching method. It also
explains how the sketching methods are used. Readers who are interested in learning,
understanding, practicing, and teaching experience design, information design, interface design,
and information architecture will find this book relevant. - Features standalone modules detailing
methods and exercises for practitioners who want to learn and develop their sketching skills -
Extremely practical, with illustrated examples detailing all steps on how to do a method - Excellent
for individual learning, for classrooms, and for a team that wants to develop a culture of design
practice - Perfect complement to Buxton's Sketching User Experience or any UX text -
Author-maintained companion website at http://grouplab.cpsc.ucalgary.ca/sketchbook/
  bill buxton sketching user experiences: Sketching User Experiences Bill Buxton, 2007
  bill buxton sketching user experiences: Sketching User Experiences: Getting the Design
Right and the Right Design William Buxton, 2007-04-10 Speaking to the HCI community and other
design professionals, this work is grounded in both practice and scientific research. It encourages
designers to try new methods, test themselves with the exercises and projects, and see an
improvement in innovative interaction design that works.
  bill buxton sketching user experiences: Sketching User Experiences William Buxton, 2007
  bill buxton sketching user experiences: User Experience Re-Mastered Chauncey Wilson,
2009-09-11 User Experience Re-Mastered: Your Guide to Getting the Right Design provides an
understanding of key design and development processes aimed at enhancing the user experience of
websites and web applications. The book is organized into four parts. Part 1 deals with the concept
of usability, covering user needs analysis and card sorting—a tool for shaping information
architecture in websites and software applications. Part 2 focuses on idea generation processes,
including brainstorming; sketching; persona development; and the use of prototypes to validate and
extract assumptions and requirements that exist among the product team. Part 3 presents core
design principles and guidelines for website creation, along with tips and examples on how to apply
these principles and guidelines. Part 4 on evaluation and analysis discusses the roles, procedures,
and documents needed for an evaluation session; guidelines for planning and conducting a usability
test; the analysis and interpretation of data from evaluation sessions; and user interface inspection
using heuristic evaluation and other inspection methods. - A guided, hands-on tour through the
process of creating the ultimate user experience – from testing, to prototyping, to design, to



evaluation - Provides tried and tested material from best sellers in Morgan Kaufmann's Series in
Interactive Technologies, including leaders in the field such as Bill Buxton and Jakob Nielsen -
Features never before seen material from Chauncey Wilson's forthcoming, and highly anticipated
Handbook for User Centered Design
  bill buxton sketching user experiences: Designing User Experience David Benyon, 2019
Designing User Experience presents a comprehensive introduction to the practical issue of creating
interactive systems, services and products from a human-centred perspective. It develops the
principles and methods of human-computer interaction (HCI) and Interaction Design (ID) to deal
with the design of twenty-first-century computing and the demands for improved user experience
(UX). It brings together the key theoretical foundations of human experiences when people interact
with and through technologies. It explores UX in a wide variety of environments and contexts.
  bill buxton sketching user experiences: Design Unbound: Designing for Emergence in a
White Water World, Volume 1 Ann M. Pendleton-Jullian, John Seely Brown, 2018-12-04 Tools for
navigating today's hyper-connected, rapidly changing, and radically contingent white water world.
Design Unbound presents a new tool set for having agency in the twenty-first century, in what the
authors characterize as a white water world—rapidly changing, hyperconnected, and radically
contingent. These are the tools of a new kind of practice that is the offspring of complexity science,
which gives us a new lens through which to view the world as entangled and emerging, and
architecture, which is about designing contexts. In such a practice, design, unbound from its
material thingness, is set free to design contexts as complex systems. In a world where causality is
systemic, entangled, in flux, and often elusive, we cannot design for absolute outcomes. Instead, we
need to design for emergence. Design Unbound not only makes this case through theory but also
presents a set of tools to do so. With case studies that range from a new kind of university to
organizational, and even societal, transformation, Design Unbound draws from a vast array of
domains: architecture, science and technology, philosophy, cinema, music, literature and poetry,
even the military. It is presented in five books, bound as two volumes. Different books within the
larger system of books will resonate with different reading audiences, from architects to people
reconceiving higher education to the public policy or defense and intelligence communities. The
authors provide different entry points allowing readers to navigate their own pathways through the
system of books.
  bill buxton sketching user experiences: A Project Guide to UX Design Russ Unger,
Carolyn Chandler, 2023-11-09 USER EXPERIENCE DESIGN is the multifaceted discipline of shaping
digital products and systems into tools that are both useful and usable. Success as a UX designer
extends beyond just knowledge of the latest technologies; it also involves diplomacy, management
insight, and a solid grasp of business dynamics. In this updated guide, you'll learn to: Understand
various roles in UX design, identify stakeholders, and increase collaboration across teams Define
your project's purpose and scope collaboratively, from high-level objectives to fine details Identify
the differences between methodologies such as waterfall, agile, and lean UX Delve into qualitative
and quantitative user research, and use the data you gather to inform your design decisions Design
and prototype applications and systems that prioritize user needs The third edition offers new
insights on the Operations (Ops) functions within UX practices, discovery in UX, and collaboration
activities for designers and stakeholders. You'll find new information on the many remote methods
that can be used to gain important insights about users and on frameworks that help you define the
products to create. This guide is a vital resource for anyone looking to stay at the forefront of the
ever-changing field of UX design.
  bill buxton sketching user experiences: Designing the User Experience of Game
Development Tools David Lightbown, 2015-02-24 Most tools developers want to improve the user
experience but are not given the time, lack the techniques, or don't know where to begin.Designing
the User Experience of Game Development Tools addresses these issues to empower tools
developers to make positive steps toward improving the user experience of their tools.The book
explains how to im



  bill buxton sketching user experiences: Design, User Experience, and Usability: Design
Thinking and Methods Aaron Marcus, 2016-07-04 The three-volume set LNCS 9746, 9747, and 9748
constitutes the proceedings of the 5th International Conference on Design, User Experience, and
Usability, DUXU 2016, held as part of the 18th International Conference on Human-Computer
Interaction, HCII 2016, in Toronto, Canada, in July 2016, jointly with 13 other thematically similar
conferences. The total of 1287 papers presented at the HCII 2016 conferences were carefully
reviewed and selected from 4354 submissions. These papers address the latest research and
development efforts and highlight the human aspects of design and use of computing systems. The
papers accepted for presentation thoroughly cover the entire field of Human-Computer Interaction,
addressing major advances in knowledge and effective use of computers in a variety of application
areas. The total of 157 contributions included in the DUXU proceedings were carefully reviewed and
selected for inclusion in this three-volume set. The 49 papers included in this volume are organized
in topical sections on design thinking; user experience design methods and tools; usability and user
experience evaluation methods and tools.
  bill buxton sketching user experiences: Management by Design Daniel W. Rasmus,
2010-10-01 A revealing look at work environments that lead to greater loyalty and an increase in
productivity Exploring the premise that the best way to attract and retain people, and their
knowledge, will come from designing environments that turn today's increasingly virtual workplace
into an attractive place for people to spend their time, Management by Design: Applying Design
Principles to the Work Experience shows how the principles of design can be successfully applies to
the work experience, making it a rewarding and productive. Reveals why the application of design to
the workplace experience can improve the employee/employer relationship Why increased morale
and employee loyalty start with a great work environment Explains why it is more important than
ever to manage work experiences, especially with the projected work shortages in the coming
decades Other titles by Rasmus: Listening to the Future: Why It's Everybody's Business This
innovative book helps managers and executives connect the dots between employee retention,
positive brand expression, and lasting stories that reflect well on an organization.
  bill buxton sketching user experiences: Dynamic Prototyping with SketchFlow in Expression
Blend Chris Bernard, Sara Summers, 2010-03-24 This book is for designers, user experience pros,
creative directors, developers, or anyone who wants to create rich, interactive, and compelling
products. If you want to communicate innovative ideas, research, experiment, and prototype in the
language of the interface, Dynamic Prototyping with SketchFlow in Expression Blend is the perfect
text. Learn how to sketch, iterate, and validate ideas—utilizing the power and productivity within
SketchFlow.
  bill buxton sketching user experiences: Idea Engineering La Verne Abe Harris, 2014-01-03
Engineers and technologists often operate from a worldview of ones and zeros. The mission of this
book is to interject the colorful world of creative thinking to help engineers and technologists learn
to think and work differently. Thus, idea engineering becomes the driving force, transforming
engineers and technologists into innovators and entrepreneurs, using case studies and anecdotes
from first-hand experience. The material in this book is organized to take the reader through basic
concepts and techniques of creative thinking and innovation, to better solve engineering and
technological challenges. It provides an overall understanding of who, what, why, when, and how
idea engineering can transform an individual and a company to formulate and apply the best
possibilities. The target audience is university-level students and practitioners, especially upper
division undergraduates and graduate students in engineering education, industrial engineering,
engineering technology, science, and technology; and then engineering practitioners from an
engineering, technology, or science background. It can be purchased individually as a text,
professional trade or reference title, or accessed within a collection libraries and professional
organizations would buy. In addition, the material in this book can supplement coursework in
business, communication, management, and applied creative arts. As a core or supplemental text, it
would make a great foundation for a one-credit course—or a part of any three-credit capstone design



course or seminar—stressing creative thinking and innovation. It would also be a good overview for
any layman interested in learning about creative thinking and innovation.
  bill buxton sketching user experiences: Glimmer Warren Berger, 2009-10-13 The first
mainstream book to explore how the problem-solving, creative and insightful powers of Bruce Mau
and the world’s other great designers can be applied to our everyday lives and businesses — and
spawn creative epiphanies around the world. What can be learned from great designers? How can
design improve our lives? Answers abound in Glimmer. In the cutting-edge studios of Canadian
design phenomenon Bruce Mau and other visionary designers, everything is ripe for reinvention —
including how businesses function, children learn and communities thrive. Warren Berger, with the
full cooperation of Mau, tallies and explores the deceptively simple principles that steer design’s
vanguard — “ask stupid questions,” “begin anywhere” and “make hope visible” — and illustrates
how these and other such principles can provide the means for finding hope in these anxious times.
  bill buxton sketching user experiences: Learning iOS Design William Van Hecke,
2013-05-25 “This book contains everything you need to know to create awesome, life-altering
applications. . . . I pride myself on knowing a lot about design, but when reading this book, I
probably didn’t encounter a single page that didn’t offer at least one interesting idea, new concept,
or clever design technique. It’s also written in a way that prevents you from putting it down. . . .
You’re in for a treat.” –From the Foreword by LUKAS MATHIS, author of ignorethecode.net
Transform Your Ideas into Intuitive, Delightful iOS Apps! As an app developer, you know design is
important. But where do you start? Learning iOS Design will help you think systematically about the
art and science of design, and consistently design apps that users will appreciate–and love.
Pioneering Omni Group user experience expert William Van Hecke first explains what design really
means, and why effective app design matters so much. Next, using a sample concept, he walks
through transforming a vague idea into a fleshed-out design, moving from outlines to sketches,
wireframes to mockups, prototypes to finished apps. Building on universal design principles, he
offers practical advice for thinking carefully, critically, and cleverly about your own projects, and
provides exercises to guide you step-by-step through planning your own app’s design. An
accompanying website (learningiosdesign.com) provides professional-grade sketches, wireframes,
and mockups you can study and play with to inspire your own new project. Coverage includes
Planning and making sense of your app idea Exploring potential approaches, styles, and strategies
Creating more forgiving, helpful, and effective interactions Managing the constraints of the iOS
platform (or any platform) Crafting interfaces that are graceful, gracious, and consistently enjoyable
to use Balancing concerns such as “focus versus versatility” and “friction versus guidance”
Understanding why all designs are compromises–and how to find the best path for your own app
Register your book at informit.com/register to gain access to a supplemental chapter in which Bill
Van Hecke discusses the design changes made in iOS 7.
  bill buxton sketching user experiences: Design Thinking Michael G. Luchs, Scott Swan,
Abbie Griffin, 2015-11-02 Develop a more systematic, human-centered, results-oriented thought
process Design Thinking is the Product Development and Management Association's (PDMA) guide
to better problem solving and decision-making in product development and beyond. The second in
the New Product Development Essentials series, this book shows you how to bridge the gap between
the strategic importance of design and the tactical approach of design thinking. You'll learn how to
approach new product development from a fresh perspective, with a focus on systematic, targeted
thinking that results in a repeatable, human-centered problem-solving process. Integrating
high-level discussion with practical, actionable strategy, this book helps you re-tool your thought
processes in a way that translates well beyond product development, giving you a new way to
approach business strategy and more. Design is a process of systematic creativity that yields the
most appropriate solution to a properly identified problem. Design thinking disrupts stalemates and
brings logic to the forefront of the conversation. This book shows you how to adopt these techniques
and train your brain to see the answer to any question, at any level, in any stage of the development
process. Become a better problem-solver in every aspect of business Connect strategy with practice



in the context of product development Systematically map out your new product, service, or
business Experiment with new thought processes and decision making strategies You can't rely on
old ways of thinking to produce the newest, most cutting-edge solutions. Product development is the
bedrock of business —whether your product is a tangible object, a service, or the business itself —
and your approach must be consistently and reliably productive. Design Thinking helps you
internalize this essential process so you can bring value to innovation and merge strategy with
reality.
  bill buxton sketching user experiences: Practices for Scaling Lean & Agile Development
Craig Larman, Bas Vodde, 2010-01-26 Lean and Agile Development for Large-Scale Products: Key
Practices for Sustainable Competitive Success Increasingly, large product-development
organizations are turning to lean thinking, agile principles and practices, and large-scale Scrum to
sustainably and quickly deliver value and innovation. Drawing on their long experience leading and
guiding lean and agile adoptions for large, multisite, and offshore product development,
internationally recognized consultant and best-selling author Craig Larman and former leader of the
agile transformation at Nokia Networks Bas Vodde share the key action tools needed for success.
Coverage includes Frameworks for large-scale Scrum for multihundred-person product groups
Testing and building quality in Product management and the end of the “contract game” between
business and R&D Envisioning a large release, and planning for multiteam development Low-quality
legacy code: why it’s created, and how to stop it Continuous integration in a large multisite context
Agile architecting Multisite or offshore development Contracts and outsourced development In a
competitive environment that demands ever-faster cycle times and greater innovation, the practices
inspired by lean thinking and agile principles are ever-more relevant. Practices for Scaling Lean &
Agile Development will help people realize a lean enterprise—and deliver on the significant benefits
of agility. In addition to the action tools in this text, see the companion book Scaling Lean & Agile
Development: Thinking and Organizational Tools for Large-Scale Scrumfor complementary
foundation tools.
  bill buxton sketching user experiences: The Definitive Guide to Drupal 7 Benjamin
Melancon, Allie Micka, Amye Scavarda, Benjamin Doherty, Bojhan Somers, Jacine Rodriguez, Karoly
Negyesi, Moshe Weitzman, Roy Scholten, Ryan Szrama, Sam Boyer, Stephane Corlosquet, Amanda
Miller-Johnson, Andrew Grice, Dan Hakimzadeh, Kasey Dolin, Stefan Freudenberg, 2011-12-27 The
Definitive Guide to Drupal 7 is the most comprehensive book for getting sites done using the
powerful and extensible Drupal content management system. Written by a panel of expert authors,
the book covers every aspect of Drupal, from planning a successful project all the way up to making
a living from designing Drupal sites and to contributing to the Drupal community yourself. With this
book you will: Follow practical approaches to solving many online communication needs with Drupal
with real examples. Learn how to keep learning about Drupal: administration, development,
theming, design, and architecture. Go beyond the code to engage with the Drupal community as a
contributing member and to do Drupal sustainably as a business. The Definitive Guide to Drupal 7
was written by the following team of expert Drupal authors: Benjamin Melançon, Jacine Luisi, Károly
Négyesi, Greg Anderson, Bojhan Somers, Stéphane Corlosquet, Stefan Freudenberg, Michelle Lauer,
Ed Carlevale, Florian Lorétan, Dani Nordin, Ryan Szrama, Susan Stewart, Jake Strawn, Brian Travis,
Dan Hakimzadeh, Amye Scavarda, Albert Albala, Allie Micka, Robert Douglass, Robin Monks, Roy
Scholten, Peter Wolanin, Kay VanValkenburgh, Greg Stout, Kasey Qynn Dolin, Mike Gifford,
Claudina Sarahe, Sam Boyer, and Forest Mars, with contributions from George Cassie, Mike Ryan,
Nathaniel Catchpole, and Dmitri Gaskin. For more information, check out the Drupaleasy podcast
#63, in which author Benjamin Melançon discusses The Definitive Guide to Drupal 7 in great detail:
http://drupaleasy.com/podcast/2011/08/drupaleasy-podcast-63-epic
  bill buxton sketching user experiences: The VR Book Jason Jerald, 2015-09-01 This is a
strong foundation of human-centric virtual reality design for anyone and everyone involved in
creating VR experiences. Without a clear understanding of the human side of virtual reality (VR), the
experience will always fail. The VR Book bridges this gap by focusing on human-centered design.



Creating compelling VR applications is an incredibly complex challenge. When done well, these
experiences can be brilliant and pleasurable, but when done badly, they can result in frustration and
sickness. Whereas limitations of technology can cause bad VR execution, problems are oftentimes
caused by a lack of understanding human perception, interaction, design principles, and real users.
This book focuses on the human elements of VR, such as how users perceive and intuitively interact
with various forms of reality, causes of VR sickness, creating useful and pleasing content, and how to
design and iterate upon effective VR applications. This book is not just for VR designers, it is for
managers, programmers, artists, psychologists, engineers, students, educators, and user experience
professionals. It is for the entire VR team, as everyone contributing should understand at least the
basics of the many aspects of VR design. The industry is rapidly evolving, and The VR Book stresses
the importance of building prototypes, gathering feedback, and using adjustable processes to
efficiently iterate towards success. It contains extensive details on the most important aspects of VR,
more than 600 applicable guidelines, and over 300 additional references.
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