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ASSIGNMENT 2 – STORYBOARD AND LOW-FI PROTOTYPES 

DUE: NOVEMBER 5, 2024 

OVERVIEW 
Build a storyboard and paper prototypes for the early stages of your project’s user interface, starting from 

the solution and value proposition you defined in Assignment 1. This assignment must be done in group: 

you can use the all the lab hours devoted to this assignment to start working on it and complete the work in 

the following days. 

TASKS AND STORYBOARD 
1. Define 3 tasks. These tasks should be core to the solution and the value proposition of your 

project, as per Assignment 1. You should have 1 simple task, 1 moderate, and 1 complex task. 

Remember that a task describes what a user is trying to achieve (user behavior), not how to 

complete the task itself (system features). 

2. Create one storyboard. Start by defining the context, the actors, the problems/needs they have, 

and then how your solution help solving/satisfying them. Think about how your narrative will 

weave together your three tasks: the storyboard must represent at least two of the tasks just 

defined. 

The storyboard must be a “traditional” one (i.e., comic-strip-like). It should include 4 to 8 panels 

and fit on one A4 paper. Try to stay within one sheet of paper: use a second one if and only if you 

really need the space! It is also a good idea to use a black thick pen to draw your storyboard: this 

trick helps you in not focusing on details, while keeping the final result more visible once in digital 

format. You can use a tablet and its pencil to create the storyboard, if you prefer: it should be 

entirely hand-drawn also in this case. 

LOW-FI PROTOTYPES 
1. Brainstorm different ways to realize your solution. Explore at least two different modalities (e.g., 

speech, AR, VR, touch, …, tablet, smartwatch, etc.) for realizing the goal of your solution, 

exemplified in the storyboard. A modality is either a way of interacting or a device type. Write 

down the two modalities you chose and why you selected them. 

2. Make two paper prototypes. Design and realize a paper prototype for each modality you chose. 

Each prototype should clearly connect to your solution and value proposition, as well as build upon 

the storyboard and the three tasks. 

As a reminder, a paper prototype concretely shows all the fundamental elements, the major 

functionality, the main “screens” of a user interface, but it is realized with pen and paper, and it is 

hand drawn. Paper prototypes are really effective for rapid ideation. 

Create hand-drawn paper prototypes: in this way, you can focus on the concepts, on the 

information architecture, on the main functionality, and not on fine-tuning the pixels representing 

the shadow of a button. Paper prototypes must be in black and white, since you do not need (nor 

want) to focus on visual design aesthetics (yet). 
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The realized paper prototypes should be complete enough for allowing teachers to understand the 

essence of your application and to guide a hypothetical new user through each of your three tasks. 

A prototype can contain entire screens, useful to show the initial state, or “cutouts”, which are 

more appropriate for dynamic UI elements (e.g., dialog boxes or some particular menu items). 

Again, small details are not important right now (e.g., the copyright policy page) and do not need to 

be included.  

Finally, the interface depicted in your paper prototypes should enable your target users to 

navigate, recover from errors, and change their minds. Ideally, a developer should be able to use 

your prototypes to create functional apps with a defined flow.  

3. Make two high-level flow diagrams. For each prototype, write some captions, draw some arrows 

to explain the high-level flow of the “screens” of each prototype, so that it is easier to understand 

how it works. Those captions/arrows must not be in the paper prototype, but in a separate figure 

(which will include the “screens” of the prototype). 

4. Set up the prototype for the heuristic evaluation (Assignment 3). Be sure to have all the pieces to 

make the paper prototype work, so that the evaluator(s) can use it to fully complete the three tasks 

you defined. 

DELIVERABLES 
Create a new directory called “A2” in your assigned group repository on GitHub and upload, by the 

deadline, a set of slides (in PDF) and the paper prototypes (their digital versions, as photos or scans, in two 

PDFs). Keep in mind that any other material might be useful when preparing the final report. 

The slides should contain: 

1. Intro 

a. Project title and team members 

b. Value proposition 

c. Problem/solution overview 

2. Tasks and storyboard 

a. List of the simple, moderate, and complex tasks 

b. Storyboard: why you chose it, which are its strengths and weaknesses, and how well it 

achieves the identified goal/user need 

3. Modalities exploration 

a. Overview of the alternatives you considered 

b. Present the two selected alternatives and the motivation 

4. Paper prototype #1 

a. Include the high-level flow of the “screens” of your prototype  

b. How does it connect to the storyboard and the three tasks? 

5. Paper prototype #2 

a. Include the high-level flow of the “screens” of your prototype 

b. How does it connect to the storyboard and the three tasks? 
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GRADING CRITERIA (100%) 
The assignment will be evaluated at the exam, considering any changes made based on the feedback 

provided after the assignment deadline. The criteria outlined below indicate the focus of the evaluation 

and the relative weight of each aspect of the assignment. 

Tasks (20%) 

___ Tasks are complete and communicate the goals of your target users 

___ Simple, moderate, and complex tasks are labeled appropriately 

Storyboard (15%) 

___ Storyboard clearly illustrates at least two tasks 

___ It has a captivating problem/solution storyline and is relevant for the identified goal/user need 

___ Motivations, strengths and weakness are thoughtfully reported 

___ No UI used; limited and pre-approved use of UI-esque elements 

Modalities exploration (10%) 

___ Motivation behind the two chosen modalities is clear 

___ Demonstrable quality of the performed exploration 

Paper prototypes (50%) 

___ Complete and built using low-fi techniques 

___ Full connection to the tasks and the storyboard 

___ Each reflect the adopted modality 

___ Clarity and completeness of each high-level flow diagram 
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