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UX PROTOTYPING SITES AS A BASIS FOR THE WEB DESIGN SPECIALISTS TRAINING

The fast progress of an information technology changed the prototyping standards of the modern web solutions so sharply. Like a web and mobile application. It couldn't describe the full understanding of this process without clear view of these elements. It is very important for preparing IT specialists. 
Firstly the author described the arguments about necessity of the current theme. The main issue of this article is describing actual and modern concepts of the UX prototyping. Also, the author specified the importance of taking into account practical experience in teaching subjects which related with web technologies. The next step which the author opened is analyzing scientific and methodical resources.
The author describes main parts of the modern design development of Internet-services and mobile applications. Also, creator presents the interpretation of the concept of “user experience design” (UX). In an article described all phases of web design prototyping. Further, the author opened and illustrated best examples for successful realizing these parts. 
These phases consist of: 1) research of the target audience; 2) creating user story and user scenario; 3) information architecture; 4) wireframes; 5) testing wireframe prototype; 6) creating the graphical user interface.
The author describes in detail each step of the UX designing. 
For example, he provides definitions of the phases, which related with the creating user stories and user scenarios. Also, the creator reveals the meaning of information architecture and issues which this architecture solves. 
The article points to importance of the creating and testing wireframes. It helps to choose a final version of the interface. The author emphasizes that designer needs to know principles of composition, сoloring, modular grids, typography standarts for the final stage of creating design interface. Also the knowledge of software tools is important for implementation ideas.
In conclusion, the author summarizes main points of the article and asks the order of the questions which need to resolve next time. Also, describes arguments like: 
1. needing to explore modern approaches in User Experience part of Web/App designing solutions;
1. adaptation of designing methodologies to higher educational institutions, which trained specialists in the IT industry;
1. preparing new courses and programs which relevant with information technology industry.
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