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Communicating through online channels, especially on websites, is an essential skill for
agricultural communicators (Irlbeck & Akers, 2009; Leal et al., 2020).

User centered design is becoming the industry standard for making website designs more
effective (Liedtka & Chin, 2018).

Prototyping is an “obvious and unquestionable” necessity in planning and testing in web design
(Lim et al., 2008, p. 2) and gives designers an opportunity to identify user priorities (Andrews et
al., 2012).

Figma is a popular program for creating prototypes for websites (Clark, 2024; Figma Learn, n.d.).

Through a class assighment, students created a prototype of their portfolio site to understand
the planning required of successfully implementing user centered design.

Prototyping had three steps:
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Utilize prototyping tools in web design * Figma “professional team” accounts are
courses. free for education.
D Emphasize planning steps before the e Laptops and internet access are essential.
e prototype (i.e., outlines, copy, style guides).  Instructors need time to build knowledge
Break prototyping into steps (i.e., of Figma.
wireframe, mockup, prototype). * |n-class instructional time is needed to
Allow time for troubleshooting. teach students this new program.
e Add peer reviews after the activity.
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After the assignment, students were asked five reflection questions.




