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Housekeeping

* You should have:
— read the assignments
— started sketching

— divided the articles among the group members
« Target experience

« Still some problems getting everyone into Lisam

— The groups have been updated on the website — let me know
if something is still not right
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Agenda

e History
« User experience (UX)

* Designing UX
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History

e Man-Machine Communication

« Cognitive ergonomics
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Supermarine Spitfire - 1939-1945
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History

 Man-Machine Communication

« Cognitive ergonomics

« Man-Machine Interface

« User interface (70-talet)

 Human-Computer Interaction (HCI) (80-talet)

— A discipline concerned with the design, evaluation and
implementation of interactive computing systems for human
use and with the study of major phenomena surrounding
them. (ACM)
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History

 Early on, the instructions for computers were written
by women, because it was believed that the hardware
was the most important aspect of computing.

 Ada Lovelace

* Grace Hopper
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History

« Human-Computer Interaction (HCI)

— Includes:
« Psychology
* Ergonomics
» Linguistics
» System analysis

* Programming

... etcetera
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History

 Timeline
~ 1975 Usability /
~ 1985 HCI

~ 1990 Interaction

design

~ 1995 UX design

'}7 Design
)

Content
Requirements

Information
Architecture

Functional
Specifications

Generative

InfoVis
Visual

Design

DataVis

Information
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Spatial
Experience

Interactive
Signage Environments
Ubiquitous
Computing
Media Controls
Instaliations

Application

'
Design Interface

Design Usability
Engineering

Navigation

Interaction
Design
(IxD)

Invention
Design

Szenario Sound

Design

Design

Design
Simulation

Motion
Design
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History

« User Experience (ISO 9241-210:2010)

— Person's perceptions and responses resulting from the use
and/or anticipated use of a product, system or service

— Multi-disciplinary approach
— UX as a key to success

« Shifts focus from usability to experience

« Business logic
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History

e The first iPhone
(2007)

« Marketing can only create
expectations

« UX have to deliver on the
expectations
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ﬂ DATACENTRE SOFTWARE NETWORKS SECURITY QUL Ueagisia DEVOPS BUSINESS HARDWARE SCIENCE BOOTNOTES FORUMS Q
Hardware » Phones

Why the Apple phone will fail, and fail badly Saldxy S&edge | S6edge
e +

It's the Pippin all over again
Ray Y O 0 129 @ 60

Comment The hype is reaching fever-pitch. and the odds are still stacked that Apple will announce a
device combining the functionality of an iPod and a mobile phone in January next year. but whether
such a device will actually sell is another question.

23 Dec 2006 at 05:02. BI

There seems little question that an Apple phone product will be launched in 2007, and that it will work ( LEARN MORE ) NEXT IS NOW
with the iTunes service and have a very pretty industrial design and a smooth interface. Strapping an

iPod to a mobile phone is not a great technical challenge. which makes it all the more remarkable that

Motorola did it so badly with their ROKR handset. Maintaining the features which made the iPod so Most read

popular in a mobile phone will be much more of a challenge.

UK research network
Janet under ongoing and
persistent DDoS attack

The iPod brought with it amazing industrial design. a well designed interface. and a new usage
paradigm. Portable music players already existed. but the iPod was better looking and easier to use. It
also came with the promise that you didn't just carry music with you. you carried a/l your music with
you. That factor alone changed the way portable music was perceived. and was central to the adoption
of the iPod.

950XL: Clear thoughts of

| - I Microsoft Lumia 950 and
- Continuum with a snazzy

The iPod has moved away from that paradigm. with the Nano and Shuffle only able to store the most

11

diminutive music collection, and recent rumours suggest that an Apple phone will have 8GB of flash- Camera
based storage: comparable with the Nano. But it was that function which sold the concept to many
people. with the style and simplicity of use keeping them hooked. Donald Trump wants
Gates to ‘close the
It is important not to underestimate the importance of the iPod industrial design. or its scope. | recently Internet’, Jeff Bezos to
had to sit in a pub as two iPod fans reminisced about feelings when opening their first iPod box, and pay tax
their overwhelming admiration not for the product, but for the box in which it came. It was sickening,
but demonstrated the lovaltv iPod fans feel. and the expectations that will need to be met. TA Windnws Phane wan't
Il LINKOPING
UNIVERSITY
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History

* FirstiPod
(2001)

e Aresult of many
successftul failures

 Infrastructure in place

® iTunes

(2000)
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History

ABSTRACT

In this organizational overview we cover some of the
critical aspects of human interface research and application
at Apple or, as we prefer to call it, the "User Experience.”
We cover what we do, where we are going (as much as we
are permitted to say in public), and how we are organized.
Some of our innovations in the product process and in the
transfer of research from the laboratories to product should

CHI'95 MOSAIC OF CREATIVITY « May 7-11 1995

SEPTEMBER 10, 2019

l Orgonization Overviews I

What You See, Some of What's in the Fbture, And How
We Go About Doing It: HI at Apple Computer

Don Norman Jiesn Miller Austin Henderson
Apgls C;ompu'm Inc Apglf (Eot_np?xer. Inc. Apple Computer, Inc.
mfimien T sen BN PR ~—— l hﬁniw

be of special interest to the HCI community.

COVEr 50me Ol Tc CTUCA BSpocts Of Duman  mucrnaco
research and application at Apple or, as we prefer to call it,
the "User Experience.” Much of the success and fallures of
H1 at Apple — as eisewhere — depend upon organizatiosal
factors, s0 we discuss the structure of HI at Apple and it
rode in the product process. Some of our innovatioos in the
prodect process and in the transfer of research from the
Iabocatories 10 product should be of special interest 1o the
HCI commanity,

The role of HI within the prodect process is cortainly not
perfect within Apple, and the quality varies within divisions
and from product to prodact. But the company ks sensitive
to and suppottive of the needs of heman interface work, and
comtinual changes arc being made in the product process,
The structure will probably sever be perfect, but it will be
Instrective to review Apple’s process and some of its major
successes and falures.

We show examples of the role of HI in rescarch and

SA , CA 95014 USA
wn E-ommw-ppkxom

Jucts that had considersble wser experience
mummtw OperDoc
! Gulde — will be discussed and demonstrated,
nphasis on the impact that HI had on the prodect
possible, we will discuss some of the new
15 5000 W come from Apple,

the complexity of the product design

y discussing ilustrative examples, incleding a

1al, but incredibly complex issue: desermining the

ind function of the on-off swich for Apple's

I We describe the role of the “User Experience

‘s Office”, which works across the divisions,

) harmondze the human imerface and industrial

cess across the divisions of Apple and ATG. This

introduced a new procedure for prodducts, which

\.ecmmo(l"UmExpumRoqumnmu

1" (UERD), We discuss the UElemmm

Kt cycle and, most impartantly, the positive

amuruos 1 has created within the engincering and marketing
community toward human interface.

APPLE'S ORGANIZATIONAL STRUCTURE

Apple is made up of four different prodoct divisions, Claris,
and the Advanced Technology Groap (ATG), which is the
research arm. The bergest buman interface group working
the product groups is within AppleSoft, the software arm of
Apple. This group, the Haman Inteeface Design Censer,
also provides HI support for Apple PC, the home of the
hardware side of Apple utheduthupMnl entry-level
Macs, porables, and | (printers, displays, and
cameras). Apple's industrial design growp s
organizationally located within Apple PC, and it works
closely with the HI groups throughout the company. In
addition, there are HI groups in Apple Business Sysiems,
Personal Interactive Electronics, and Claris.

Considerable T b on HCLrelated topics takes place
within ATG, some of which will be discussed in the
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User Experience (design)

* Theories and models
— UX is connected our feelings and emotions

— ... as opposed to other similar fields

— We are always sensing, but these are special experiences we
are talking about

— Different suggestions about what experience is, in relation to
artefacts/products/services/systems

LINKOPING
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Emotional Design
(Norman, 2005)
What the design
makes you feel
Ngceral), helps you
do (b&avioural), and
. says about you

Freelmages.com/Ben Joossen
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self 17
The Be-Do Model T

(Hassenzahl, 2010)

Why

Experience

What

How

world



pe rience‘(Battarbee & K
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Meanings of individual experiences emerge and change as they become
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part of social interaction.
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User Experience

“experience is the irreducible totality of people
acting, sensing, thinking, feeling and meaning-
making including their preception and sensation of
the artifact in context”

John Dewey (in McCarthy & Wright, 2004)

LINKOPING
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Four Threads of Experience 20
(Wright & McCarthy, 2003; McCarthy & Wright, 2004)

e Sensual
e Emotional
e Compositional

* Spatio-
temporal
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User Experience (design)

« Can an experience be designed?

* What would you need to design to make sure the
experience would always be the same?

Il LINKOPING
® UNIVERSITY
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User Experience

« Based pm interpretive phenomenological analysis
(Arvola, 2014):

— What things (relations, processes, places, events,
material, documtent, rules, values, principles)
were important for the experience?

— How were those aspects experienced in the
situation/context where an activity took place?

— What consequences did the experience have for
you?

LINKOPING
Illu UNIVERSITY
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PACT
people | acities | Comtrts | Techmloges

Physical differences Temporal aspects Physical environment Input
Ergonomics Cooperation Social context Output
Psychological Complexity Organizational context = Communication

differences

Mental models Safety-critical Content
Social differences The nature of the
context

LINKOPING
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User Experience

e ...as asource of information

Provotyper — ”provoking discrepancies in the concrete, everyday practice to
call forth what is usually taken for granted.” (Mogensen, 1992)

— Emphasis on experiencing something

— The experience must provoke

25
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Provotypes

(Boer & Donovan, 2012) Twist-Vase Render-Lamp
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» In design there is always a tension between different values,
ambitions, wishes, fears and needs

27
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User Experience

* Critical design

“Critical Design is “critical’ in the sense that it takes a
critical stance towards underlying assumptions and values
within society and seeks to raise reflection on these through
design.” (Boer & Donovan, 2012)

28
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* Critical design

Il LINKOPING
UNIVERSITY
Karin Ehrnberger
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User Experience

« Immidiate reactions vs. reflected

« Advantages of designing for experiences

30
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User Experience

Philips Wake-Up light

31
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User Experience

« Advantages of designing for experience:
— guiding & framing,
— 1nspiring,
— evaluating and

— communicating

(Kaasinen et al,. 2015)
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The UX goals defined for the gesture-based concept were:

1: Using the system feels like magic.
2: Sense of control over the system.

' I‘




The UX goals for the Remote Operator Station: 34

1: Feeling of safe 3: Feeling of presence
operation 4: Experience of fluent
2: Sense of control co-operation.




User Experience

« Advantages of designing for experience

— Experiences as goals help us put words on what we want to
achieve.

— Creates frames for what a system should do

« Leads to/ can be combined with utilitarian/pragmatic goals

— Theoretical
* You don’t get stuck in the details

« Emotional reactions powerful arguments

LINKOPING
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- Annoying, but in a nice way.

A REGULAX MULTL SOCXET

THE MEVER HOWGRY CATERMLLAX

The Never Hungry Caterpillar g:;;,;m Folksmon | Rxpesionce
Fadwaarg | Experence Design <

+ ¥

Raad mare. -

(Laschke, Diefenbach, & Hassenzahl, 2015)
Il LINKOPING
UMNNVERSTY


https://vimeo.com/133579013
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User Experience

« Why playful experiences?

— Because there is an empirical framework to start with -
PLEX

e Can be motivational
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You[TD)

Fun theory

Piano stairs - TheFunTheory.com - Rolighetsteorin.se

— RoMghetstooen

Il LINKOPING
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https://www.youtube.com/watch?v=2lXh2n0aPyw
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User Experience

* How do you design (for) experiences?
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User Experience
BOOM!!

« Dramatic arc

Adam Lawrence of WorkePlayeExperience

v,
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Web Mobile  Phone Store

Cross-
channel
experience
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User Experience

“Increase the experience”

Juicy interaction "Ajuicy game feels alive and responds to everything you do

tons of cascading action and response for minimal user input.
011 Tube

(Inbe)Tweening

/ Easing

LINKOPING o
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https://www.youtube.com/watch?v=Fy0aCDmgnxg
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