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PLAN & PURPOSE




Interaction Design (IxD) 2024 - Department of Design - Aalto University
Weeks 2-7: Mondays (9.15-12.00 and 13:00-17:00), Fridays (13:00-17:00) and 16-19.1 (8:30-9:00) Room F102 (M202 on 19.1) @ Vare

Analyze Week 1 Sprint Week 2 Ideate: Concept Design Week 3

Lecture Interaction Design Intro Mon 8.1 (AM) Sprint Mon 15.1 (AM) Interaction Styles Mon 22.1 (AM)

Reading Chapter 1: What is [xD? (*) Knapp et al. (2016) Sprint Chapter 7: Interfaces (*)

Exercise IxD Disciplines F-formations Sprint Mindful Touch

Prototyping Mon 22.1 (PM)

Lecture F-formations Mon 8.1 (PM) Daily Sprint Intro Tue 16.1-Fri 19.1 @ 8:45

Reading Kendon (1990) Conducting Interaction - Chapter 12: Design, Prototyping (*)

Exercise F-formations Work on Sprint Paper Prototype

Presentation F-formations Observations Fri 12.1 (PM) Sprint Results Fri 19.1 (PM) Concept Design Results Fri 26.1 (PM)

Prototype: Detailed Ul Week 4 Evaluate Week 5 Final Design Week 6

Lecture Design Systems Mon 29.1 (AM) Heuristic Evaluation Mon 5.2 (AM) A/B Testing (cont’d) Mon 12.2 (AM)

RCELIl  Benyon (2019) Designing UX (CH2: PACT) Goodman et al. (2012) Observing UC (CH11) Lucero (2015) Affinity Diagramming

Exercise Detailed UI Design Evaluation Final Design

Lecture Design Systems (cont’d) Mon 29.1 (PM) A/B Testing Mon 5.2 (PM) A/B Testing (cont’d) Mon 12.2 (PM)
REELILE  Benyon (2019) Designing UX (CH 2: PACT) Goodman et al. (2012) Observing UC (CH11) Holtzblatt (2016) Contextual Design(CH6)
Exercise Detailed UI Design Evaluation Final Design

Presentation Detailed UI Design Fri 2.2 (PM) ‘ Evaluation Results Fri9.2 (PM) Final Design Fri 16.2 (PM)
(*) Sharp H, Preece ], Rogers Y. (2019) Interaction Design: Beyond Human-Computer Interaction (5: e ed.) A?
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INTERACTION
DESIGN

PURPOSE & OVERVIEW

“urpose

* |dentifying & comparing different of [ISREIes, judging & designing novel
interaction styles

» CH /:Interfaces (Sharp et al. 2019): Interface definition and interface types

+ @elplig¥lai interaction design with a fidelity level that allows for their
evaluation with users (LO#4)

Overview (45 +15 + 45 min)

» Interaction styles: definition, current trends & research, |Za\®SI& where [N thinking was
applied

Break (15 min)

« Exercise: mindful touch
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INTERACTION STYLES




NTERACTION STYLES

(1/3)

In

» Labelling method’ of studying style (Ylimaula 1992): evolved from sEeciﬂc terms like type

‘eraction Styles

« HCl interaction style as a [gglele[SReIllaiesleclailaly based on a particular technology,
explained through prototypical [[pUSgEIesRSISaglSIs and their (e.g., command

ine)

Interaction design exemplars (Ehn et al. 1995): applying style thinking to the design of
computer applications, styles as a way of developing a [(SslSiale]lfSReI NS ClaglolETas

(e.g., Gothic, Renaissance) to an analysis of artefacts in the
that gave rise to them

zlalellvalue systems
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INTERACTION STYLES
(2/3)

||'T:e FaCtiOﬂ StYleS (Dritsland and Buur, 2000)

Development through history: functions proliferate, products get smaller and
more mobile, and electronics and computing power Is added, across many types of

products (e.g., cameras, radios, phones)

» Arbitrary interaction: the product’s [eJanaieigleRii¥lglaife]ls) become Increasingly
and the interaction with the product becomes [ESHEleRESYelg¥SIeEl as meaningful

physical components are encased, replaced by electronics and become microprocessor-
controlled
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Frens JW. Designing for rich interaction: Integrating form, interaction, and function.
Doctoral dissertation, Eindhoven University of Technology, 2006.
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INTERACTION STYLES
(3/3)

In

IE raCtiOn StYleS (Dritsland and Buur, 2000)

Problem: interaction designers, in their enthusiasm with new technologies, may fall to
breserve or transfer GNENISKOMINE that were achieved with outdated technologies
nteraction Styles: identify a common systems of [lelatae concerning technology and
action based In history. The philosophies, needs, and values of the SoJdEIRSSIEgE N
which the products were and In which interaction with them [EXGEHsEIes
Working with Interaction Styles: tracing a product’s design [JIte#y, identify eras of

distinct interaction qualities (SVSIMERIERE), and use these to support the interaction
design of contemporary products
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*  Danfoss (@ritsland and Buur, 2000): manufacturer of mechatronic products

EX/ \ M P |_ E 0 (e.g, flow meters, temperature sensors and controllers)

Interplay: between society, design and technology

D/ \ N I:O S S » Style: not only applicable to product appearance but also to interaction

1980-94 AUGMENTED MOLLY 1995+~

1933-69 ANALOG PROFESSIONAL 1970-79 DIGITAL HACKER
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: Phones (Cheng and Buur, 2004); developing a tangible user interaction
: concept for mobile phones of the future

» Interaction style periods: four distinct periods based on |30 years of

N O Kl z & general telephone development history, plus 20 years of history of
Nokia mobile phones
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FAUSE




Smartphones

* Discussions on stress and distraction as a negative influence of mobiles

- Digital detox: finding balance between our digital and physical life

» Q: could an interaction style that is optimised for efficient data manipulation
be adding to the stress?
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PAUSE

» Stress relief app for smartphones

* Draws upon principles from Tai Chi
and mindfulness meditation

* [ransfers slow and continuous
bodily movements to start a journey
to relaxation by using your fingertips
across the screen

Cheng P Lucero A, Buur |. PAUSE: exploring mindful
touch interaction on smartphones. AcademicMindtrek
| o c4-19 |
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APPLYING INTERACTION
STYLE THINKING

current touch
Interaction

habitual routine

fast, intuitive & efficient

require no attention

smartphone

general styles
of moving the body

mindful touch
Interaction

mindful journey

slow, continuous and gentle

deliberate movement
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Design
Sensing Slow, Gentle and Continuous

Movement

* Detected by the speed and continuity of
the finger movement

Visual Exploration to Give Meaning

»  Colorful, minimalistic, soft contemporary
visual style

* A random, organic bubble of air floating In
water dancing with your finger

Sound
+ Sweeping sound around one chord

* A repeating, soothing loop to drift away

>
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Fvaluation (1/2)

- Participants: 10 people (gender balanced), ages 2 [-42,
handedness (9 right, | left), background (5 technical, 5
non-technical), all owned a laptop and mobile phone,
some also a tablet (6)

» Procedure: introduction (10 min), task completion and fill
out AttrakDiff questionnaires (Hassenzahl 2004) (10 min),
semi-structured interview (10 min), total 30 min

RD
82 H
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Evaluation (2/2)

Location: each session was conducted In a meeting or hotel room
Device: PAUSE app running on an iPad Mini 3 or personal IPhone 6s

Setup: people could sit on a comfortable chair; lounge on a Fatboy
beanbag, or lie In bed

+ Experimenter: observed and took pictures from a distance, participants
were otherwise alone in a quiet space




-indings (1/3)

Relieving Stress

- Positive about potential to relieve stress:

- Natural and human way to achieve a
relaxed state

« "l felt like | was with someone, it was like
a conversation and | was very relaxed. |
almost slept actually.”

Feedback & slow steady movement key:

* "Visual feedback was to the point.”

* "This ambient music makes you relax.”

From completing a task to relaxing:

* "By the time you fill the screen, you are
hypnotised by the movement”

* "You lose track of the (bubble) itself, it's a
bit hypnotizing.”

A?
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-Indings (2/3)

A Slow, Continuous and Gentle Movement

- Novelty of interacting with a mobile this way:

"It was different. It was the first time | interacted with
this device in that way.”

- The role of this particular movement In focusing:

* "You got into a kind of mode, concentrated on the
surface itself and the texture of the screen.”

* "It is'Part of the eEXPerience o) (elaXIno at Caae e
boint you don't think about it anymore.”

4+« Comparison to fast, segmented, hectic gestures:

| * "You are always hurrying up, you try to do things as
=4 fast as possible. It's a pleasurable experience.”

» Few participants missed tactile cues or feedback:

* "l was missing some feedback to be sure that | don't
g0 out of the border of the display.”

"l would prefer if it had a different texture.”
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Findings (3/3)

Increasing the Expressiveness of the Movement

- All explored variations of the movement:

* Switch hands, change finger, multiple fingers,
pressing harder, modify trajectory

* “[his type of music makes you do circles, a
movement that makes you sleep or relax.”

» Half required more from the movement:

* "There were no expressive quadlities, whether |
pushed the screen.”

* "lt's missing a layer, or something. Along the
IAESY0 BIBEOLCH [ofline iPhone |
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Discussion

Mindful Touch as Interaction Style
* Rethinking touch gestures to perform usual tasks

* [urning the tapping gesture into a mindful journey:
slow, continuous, barely touching, or applying
pressure evenly and continuously

* Suggestions: drawing and photo apps, games, less
straightforward coupling for musicians

Limitations
« PAUSE downloaded 500,000 times

« Stress.is a serious Issuegheed to properly measure If SESEs
the app effectively reduces stress

Aalto University



BREAK




SHORT EXERCISE
MINDFUL TOUCH




FURTHER READING




FURTHER i
READING

Books

Frens, | W. (2006). Designing for rich interaction: Integrating form, interaction, and function (Doctoral dissertation,
Eindhoven University of Technology).

Rich Interaction:
Integrating Form, Interaction, and Function

“JFS

Marquardt, N., & Greenberg, S. (2015). Proxemic interactions: From theory to practice. Synthesis Lectures on Human-
Centered Informatics, 8(1), 1-199.

Daniel Wigdor and Dennis Wixon. 201 |. Brave NUI World: Designing Natural User Interfaces for Touch and Gesture.
Morgan Kaufmann Publishers Inc.

Articles

Peng Cheng, Andrés Lucero, and Jacob Buur. 201 6. PAUSE: exploring mindful touch interaction on smartphones.
AcademicMindtrek "1 6, 1 84-19 1. https://doi.org/ [ 0.1 145/2994310.2994347

Saul Greenberg, Nicolai Marquardt, Till Ballendat, Rob Diaz-Marino, and Miaosen Wang. 201 |. Proxemic interactions:
the new ubicomp?. interactions |8, | (Jlanuary 201 1), 42-50. https://doi.org/ [ 0.1 [45/189/239.189/250

Trond Are Qritsland and Jacob Buur. 2000. Taking the best from a company history - designing with interaction styles.
DIS '00, 27-38. http://dx.doi.org/ 1 0.1 [45/347642.347658
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https://doi.org/10.1145/2994310.2994342
https://doi.org/10.1145/1897239.1897250
http://dx.doi.org/10.1145/347642.347658

QUES TIONS?
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