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This was the ideation stage of our project, consisting of 
sketching, brainstorming, and the earliest stages of prototyping.

We started by sketching different concepts. The ideas spanned 
mobile apps, poster-sized screens, and gesture interfaces.

This provided the basis for a brainstorming session, where we 
established user task flows.

From there, we agreed on three design concepts and created 
wireframes to better communicate those ideas.

We showed those wireframes to our critical friends to get 
feedback.
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Executive Summary



What follows is a sample of the wide variety of ideas we brought 
to a brainstorming session to help our group determine what 
assumptions to make, what tasks to support, and what features 
to include as we begin prototyping.



Touch Screen Ideas









Mobile Tie-in Ideas





Gesture Ideas





We discovered our ideas had similar underlying flows and began 
to flesh that out. 

Certain features hindered or were altogether outside of the 
flows. In the end, decided that whatever we built would interact 
with a mobile app. That app could be tied in to the system that 
would support extra functionality, but would remain outside of 
the scope of our capstone project.
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First Draft Task Flow
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Touch-Based Interaction Flow
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Gesture-Based Interaction Flow
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After identifying the information architecture needed in the 
ticket buying process and deciding a general flow, we created 
three wireframe prototypes.

Two of the wireframes were designed around using touch-based 
interaction. The third was designed with the Kinect in mind, 
using gestures to interact.

All three were designed for a 24”x38” poster-sized display.

These wireframes represent the visualization of the information 
flows shown in previous slides given a design direction.  



Full screen Touch Model

Users begin by touching anywhere.

A modal dialog flies in at the height a 
little below the eye level which is 
easiest for users to access.

All the interactions afterwards (except 
sliding card for payment) happen within 
the modal dialog.



Full Screen touch Model



Only the horizontal sidebar on the 
right is touchable. The poster-sized 
screen does not accept user inputs.

All the interactions (except sliding 
card for payment) happen on the 
sidebar.

Sidebar Touch Model



Sidebar Touch Model



Gesture Model

Interactions are all gesture-based.

The poster-sized screen displays an 
animated character from the movie and 
who interacts with users and provides 
audio instructions.



Gesture Model

You want 2 
tickets? 

Thumbs up 
to confirm.

Slide your 
card to 

pay!



Peer Feedback
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After finalizing our initial prototypes we showed them to our 
critical friends! Here’s some of what they said:



Feedback on Touch Model wireframes

Is there a way that when 
people approach they’ll 

know it’s interactive?

Would the 
animations 

persist while you 
are buying your 

ticket?

I really like 
the look of 
it, it really 

seems 
movie like!

I like that the buttons are really 
separated, but when its big, the 
buttons will be further apart and 

seem more separated...

I  like having 
both of the 

types, 3D and 
regular, 

together and 
color-coded!

That “showtimes” 
thing at the bottom is 
a little misleading to 

me because they look 
like buttons.

Visually, for me, it was too 
busy… as a user I may be 

confused, but the features and 
functionality is great…



Feedback on Gesture model Wireframes

It’s really immersive and 
really brings that movie 

going experience!

What if one person comes first and the other 
person comes later… Like one person buying 

tickets for multiple people?

The button doesn’t have 
to be a box… I like the 
fact that the poster is 
being integrated into 
ticket buying UI itself.

What happens if you’re 
NOT with your significant 
other?! Is there an option 

to NOT have customization 
in your tickets?

I really like the simplicity 
of this!!



Based on their feedback, our group decided to move forward 
with one touch-based interaction model and one gesture-based 
interaction model in the next round of design.

We took over a conference room and began creating new 
requirements and wireframes.



For our touch interface, we have decided:

● An interaction lower on the screen allows for accessibility 
and keeps visuals above intact.

● Users should be able select a movie and a time on the same 
screen.

● We should be careful to avoid information overload.
● The focus should be on getting through the interaction 

quickly.



For our gesture concept, we have decided:

● To emphasize gesture interactions over hot-spot style 
interactions.

● To play pre-recorded voice with subtitle display on the 
screen.

● Voice command recognition is out of scope.
● To focus on creating an engaging, novel experience that 

augments existing ticket-buying options.


