
Storyboards A Paris Flea Market Guide

In cases for complex system design where there is no apparent design standard the need for a 
UI prototype wins over the paper prototype. However for mobile design the universality of 
Google’s Material Design is what makes paper prototype experiments extremely informative. 
When universal design reaches an ambient state the desired experience has been obtained. 
For the user, intuition has kicked in and the experience has become enjoyable. The user 
knows what to do instinctively.  
 
$1 Dollar Prototype 
This methodology utilizes cheap materials for rapid prototyping to solicit feedback in just 
about any situation where there is a coffee shop, cafeteria or anywhere there are people and a 
few minutes to spare. This is an iterative process that makes excellent use of storyboarding to 
visualize a concept on 3 x 3 stickies then switches to 3 x 5 stickies to represent the artifice of 
a mobile phone. The method also provides explicit direction on how to make use of Android 
design patterns in Google Material Design. 
 
The prototypes shown below were done in a workshop taken on September 17, 2015 in 
Dallas. They represent the initial task flow of plan, browse and join from the homepage of 
the app.  
 

 
 
This storyboard illustrates the excitement and also pain point of seeing the map of all the flea 
markets in Paris and being confused that there are so many to choose from. The user’s desire 

This storyboard illustrates the excitement and pain point of seeing the Paris map with all the 
flea markets and being overwhelmed that there are so many to choose from. The user desires 
to browse through the markets as if she were looking at a magazine. Then, seeing and one she 
wants to visit. Next is the market scene. The user sees a vintage hat she likes. She takes a photo 
of a different one that she may come back for later. She pays the vendor. She is very happy to 
have a new vintage French beret.


