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Respect

We have come to accept a standard of

respect in human-machine interaction

which is very different from that in

human-human interaction.

The user seeks a
positive experience.

But what is the role of the designer in this?

The designer...

+ creates a context for experience allowing for
enjoyment with all the senses

* makes functions accessible whilst allowing for
interaction in a beautiful way

* concentrates on aesthetics of interaction

We do hot plead...

*for ease of use, but for surprising, seductive
smart, rewarding, tempting, even moody
products that are exhilirating in use

* against technical design, but for diversity




How can this be done?

Take respect for man as a whole as starting

point for design

Wholly trinity of
interaction

s perceptual-motor skills level of doing
* cognitive skills level of knowing
* emotional skills level of feeling

However, HCI turned cognitive

Why?

* No electronic counterpart to our mechanical world-view

* What happens inside electronic products is intangible

Consequence for design

* Products have become intelligent, but intelligence has no form

* Design turned to intelligent part of human, i.e., cogn

¢ Results in manuals and ordered buttons

¢ Final goal is speech interface




We all have senses and bodies

with which we can respond to what our environment affords
(Gibson)

So why not turn to perceptual-motor

skills and make interfaces more tangible?

And as we all have emotions...

Why not make interaction more fun

and beautiful?

How?

Back to physical interaction, i.e., handling

objects instead of icons on a screen




The alarm clock as an example

functional: It does wake you up!
but...

non-adaptive:

It always behaves the same, no matter what the situation is.

he user's context




_Sloganesque

| points of attention

challenging,
rewarding

seductive, playful, surprising, memorab




think beauty In interaction

we are in the curious situation that we have products
which look good at first sight but frustrate us as soon as

we start interacting with_them.




D
think

identity

at purpose
a controlior product serves.
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| think rich actions
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‘ By increasing thelsichness of actions,
controls cannetjonly be visually




etaphor sucks

Products'need not rely.on asingle

"It is not until the metaphor dies that
a product gets meaning for itself.”
Bill Gaver

"By their very nature, analegies are only

representative models and often suffer

from being inaccurate or incomplete.”
Peter Simall

"Magic and paranormal phenomena
conld be a fruitful place to look for new
metaphors.”

Dag Soaiaes & Bill Vaplai:

informative physicall@@mponents

are oftemphidden and inferior
representations argshown insteadd
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Exam Question
One of the most common "mistakes’ when operating a photocopier is choosing the

wrong paper format. Form Theory | emphasizes the importance of physical
interaction (actions instead of buttons) and exposing physical components instead
of hiding them. Redesign, on the basis of this design approach, the way in which the

user selects the paper format.

MPCHINE




ptation

ces

ctural aspects and

It me, touch me and
I know héw you feel
emotions need not be detected by purely physiological

means, as we express our emotions through our
behaviour and interaction With,thesworld
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Tools

nd 1echn|qué

Generating DemonsTrohng

@(l )

Experiential

Generating Demonstrating

Tools and Tools and
fechniques fo fechniques fo

support the supporf the

generafion of ideds communication

by stimulating the and demonsiration
designers of ideas in order fo

crealivify ond evalvafte and

imaginafion. discuss them.




Experiential

Experiential

Experiential

With a distant technique a designer can
visualise o product, buf nof use or fest if: he
can only imagine that he is using it. I is almost
as ifhe is telling the product sfory.

An experieniial fechnique allows the designer

fo experience the product sfory as
the main characfer.

Drawings

* speed
« interactive imagery
. expressive wealth




Experiential

Experiential

Generating

sJichpess senseS
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Generating Demonstrating

interaction
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Experiential

Demonstrating

Experiential

Interaction Relabelli
Exploring Aesth et

Practions
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aesthetics of interaction

appearance interaction role

Participants are asked to consider
an existing product, and, pretending

that it is the product to be designed,

to tell and act out how it works.

* appointments mapped to bullets

* gun as display device

* part with prototypical interaction
* rich action

* explore role
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Generating Demonstrating

Experiential

adjust, add fo

and combine

Velro mod

(SonicRim)

attach and assemble

foamboard,

cardboardy,

paper,

texdtile,

wire,

- sgws,

m'}ﬁih?;f{




|Build &fake

\, scenarios

Wizard of Oz

@ral sounds

all skills

fempt




Why thlsntutorlal

Conscious of

Jacomplexity -of HGCI

respect for man as a whole

‘implicatifons for deésignh

*methods,otherthan"logical

flow-chart“apprioach

|

hy thlSitutOI"lal

Conscmu,s of framework "

'Eesearch through ‘design

“logical yules of electronics

fare notithe starting point

. Réspect the three levels:
nowing,; Deing;.Feeling




