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SKETCHES ARE…
• quick, freehand drawings
• can include labels or captions
• don’t need to be pretty

• goal:
– for communication
– for brainstorming
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try to communicate ideas 
with as few lines (as little 
“ink”) as possible!



WHY SKETCH

getting the design right
– generate an idea

Graphs on the next few slides were modified from images found in the Sept. 2009 Wikipedia entry: hill climbing
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WHY SKETCH?
getting the design right

– generate an idea 
– iterate and develop it idea idea
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but is it the best idea?
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WHY SKETCH?
getting the design right

– generate an idea 
– iterate and develop it

The problem
– other better solutions may be available in different ideas
– local vs. global maxima (local hill climbing) 
– often results from fixating on a single idea
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WHY SKETCHES?
getting the design right

– generate an idea
– iterate and develop it

getting the right design
– generate many ideas and variations
– reflect and choose
– then iterate and develop  your choice

Bill Buxton coined the expression ‘Getting the Design Right vs. Getting the Right Design’
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EXPLORATION OF 
A SINGLE IDEA

Slide contributed by Bill Buxton



THE ATTRIBUTES 
OF SKETCHES

quick 
– to make

timely 
– provided when needed

disposable 
– investment in the concept, not the 

execution
plentiful 

– they make sense in a collection or series of 
ideas

clear vocabulary 
– rendering & style indicates it’s a sketch, not 

an implementation 

constrained resolution
– no higher than required to capture 

its concept
consistency with state

– refinement of rendering matches 
the actual state of development of 
the concept 

suggest & explore rather than 
confirm
– value lies in suggesting and 

provoking what could be i.e., they 
are the catalyst to conversation 
and interaction

a catalyst 
– evokes conversations and 

discussion
Concepts from Bill Buxton’s Book Sketching User Experiences (2007) Morgan Kaufmann













https://vimeo.com/28443920

Watch this video at home



SKETCHING ACTIVITY (30 MINS)

• sketch a number of different things 
• DO NOT put your name on your sketches
– One page per sketch

• we will then tape these sketches up 
together, explore them, and discuss
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BUT: “I CAN’T DRAW…”



SOME PRINCIPLES FOR 
SKETCHING
• use as few lines as you can
• communicate the essence of the idea
• details only if they are important
• choose the detail you put in deliberately
• one piece of paper per sketch!!!!!
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SKETCHING DATA



FIND A PARTNER
Form groups of 2



SKETCH THE RELATIONSHIP 
BETWEEN TWO NUMBERS  
(10 MINUTES)

75 37
(there are at least 45 different ways)
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http://www.scribblelive.com/blog/2012/07/27/45-ways-to-communicate-two-quantities/



GENERAL ADVICE
Get to know your data first
• what attributes are included? How do the 

attributes relate to each other?
• what are the types of attributes included?
• can I derive new attributes from the existing 

attributes?
• what questions does the data trigger in you? 

Write them down



SKETCHING TUTORIAL PART II
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YOUR NEXT ASSIGNMENT
• brainstorming session (spend 1h together)
– sketch ideas, each on single sheet of paper
– we will start this in the lab with the 10+10 

technique
• create an affinity diagram with the sketches
– organize them into groups
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YOUR NEXT ASSIGNMENT
• select and polish ideas

– from the affinity diagram
– select the three or four most promising sketches

• they do not have to be from different students
• discuss these sketches 
• re-sketch them on a piece of paper neatly, one per student (even if it 

was not your original sketch)
– add annotations, provide descriptions where necessary, add date and name 

of re-sketching student

• Deliverable :
– the 3 or 4 re-sketched ideas (+ 10 original ones). 
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SKETCHING FOR 
BRAINSTORMING
• To this point, we have talked about the use 

of sketching for communication
• But, sketching can also be used for 

brainstorming (and commonly is)
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10 PLUS 10 
TECHNIQUE
• the 10 plus 10 technique is a great way to 

generate ideas, PLUS refine those ideas
• we will actually use the 10 plus 10 technique 

today to explore/study one design problem
• This is a technique that you can use in generating 

ideas/refining them for the purpose of your project
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10 PLUS 10 
TECHNIQUE
• Generate 10 sketches individually that relate to the design problem (individually) 

(10 mins)
– These sketches must be meaningfully different (i.e. avoid variations on the same idea)
– Take risks: do not limit yourself to the realities of “today”
– Avoid judging the quality of these ideas now; the point is to get diversity

• Discuss within your group each of the design ideas represented in the sketches, 
then select the most promising 3 design ideas (10 mins)

• Using these promising design ideas, generate each an additional 10 sketches 
that are variations of these 3 design ideas (20 mins)

• Discuss within your group each of these variations, and select the 2 best 
variations for each design idea (5 mins)

• Present these best ideas to the class and discuss (5 mins for each presentation, 
plus 5 mins of discussion)

�30



PHASE 1: MAKE 10 SKETCHES 
 (30 MINS)
Generate 10 sketches individually that 
relate to the design problem (individually) 
– These sketches must be meaningfully different 

(i.e. avoid variations on the same idea)
– Take risks: do not limit yourself to the 

things you know how to implement.
– Avoid judging the quality of these ideas now; 

the point is to get diversity
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PHASE 2: INTERNAL DISCUSSION  
(5MINS)

• Discuss within your group each of the 
design ideas represented in the sketches

• Select the most promising 3 design ideas
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PHASE 3: “PLUS 10” (10 MINS)

• Using the 3 promising design ideas, generate 
an additional 10 sketches that are variations of 
these 3 design ideas

• On a per-person basis, it might be best to stick 
to one of the design ideas

�33



PHASE 4: INTERNAL DISCUSSION  
5MINS

• Discuss within your group each of these 
variations

• Select the 2 best variations for each design 
idea
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PHASE 5: PRESENT (5 MINS/GROUP)

Present these best ideas to the class and 
discuss (5 mins for each presentation, plus 5 
mins of discussion)
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LESSONS FROM 10 PLUS 10
• 10+10 is a great technique for brainstorming
• This is a great way to “unstick” yourself if you feel 

stuck on a design problem. 
• Note: there are phases where you discuss with 

others—in principle, you can do this on your own.
• But, one thing to remember is that it is always 

valuable to discuss the sketches with others—
forces you to communicate something, and 
forces you to be concrete.
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