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[ntroduction

1.1 Abstract

The non face-to-face communication of social and emotional
expericnces between Peopfe now go through Pl‘xone or other
media like c~mai1, IM (instant messaging) or webcam (e.g. 51<9P6>.
|n communication the context Plags an imPortant role. [However
the context tends to be lost in these media - it harcﬂy enables us
to communicate the context in a way it is expericnccd bg the other
person. Ohne can on]y imagine. Design a system to communicate the

context of a remote user, across the information space.

1.2 Approach
(1).1,/10/100 method

i/10/100is a new &esign process which | have not been used before.
|n this case, there will be three iteration in this Project. " ach iteration
will have a completc design cyc]c. | will describe’it seperate|9 in the
report. l hope that ] can get a more concrete result from this method.

(Z). General aPProach

New dcsign process is not the onlg thing | want to learn in this Prcﬂcct.
| choose this Prcﬁcct since | have not been through any Pro'ect which
is relativclg abstract. | will meet different unPredictive ProHJem durin

the entire process. | rea”9 want to cha”cnge mgsehc and find out
an innovative solution. | will concentrating more on dcsign process,

brainstorm facilitation, user research and Prototyping.



2 Activiti.j week

Durinﬁ the :a::ti».rf'lﬂ week, | start a pressure cooker Pr;;::jc:;t with several
of my team mates. [Nore of us was elear to the project d:s:n'Pticrn. We
have no idea butjust try to find out something,. ftet the brainstorm
session, we came out with a emotional mouse which can express Pt:r.'.n:::nal
fnc“ngs— rt:mﬂtg;ig .T-,!I'It‘l :ai')sh‘:actb. Wq: }‘Ju”t bc:vr:ra| c_ia_r;; mode! to Pr'::s—ﬂnt
our conceptl

I -mouse:

The e-mouse is a tool to communicate social and emotional chrun':nc{:ﬁ
ko a receiving person via a computer mouse. The mouse is able to
transfer the ‘Fcc“ng&‘ of a person to another person |:_::_| c|1am55n5 its
ahapc‘ T he remote user can influence the :5|'1aPc of the mouse.

With these shapes, we would like to tny to give an extra experience to the
use of a computer mouse while chat.tfng on the com puter.

rT"|-|¢ 5-|'|:th.: of the mouse can represent his ¥cc||'n5:-, for exam P|¢:, a flat
mouse stands for a:ad, a round mouse btanc:la for I"'EPPH and a twisted
mouse stands for mad. We chose to create these kinds of mouse shapes,
because of th:frcrganamic form. Aflat mouse is more difficult to handle,
and therefore less comfortable. This wac you can teel empathy for the
remote user |:{I;| using this mouse. When the mouse chansm- into a round
shape, the shape is more comfortable to use. When the remote user is
macf, the mouse chaﬂgcs into a twisted 511:.3{::. This 15 very uncomfortable
forthe receiving user.
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3. ]toration l (5 woeks)

5.1 Foing ot deParturc

Jn gcrcral, the Projoct is still too vague to us. The purpose of this
iteration is to work with each other and find out where we can go. The
iteration will ’d’irougi‘i literature s’cudu, research, brainstorming and

Prototyping.
3.2 Rcscarcl'i

321 What is context?

ch et al.in Understanding and Using (ontext

“«(Context is any information that can be used to characterize the
situation of an entity. An entity is a person, Placc, or objcct that
is considered relevant to the interaction between a user and an
aPP]ication,

inciuding the user and app]ications themselves.”

“The user’s emotional state, focus of attention, location and
orientation, date and time, objocts, and Peoplc in the user’s

environment.”

Schilit et al.
«("ontext is location, identities of nearby Pcop]c and objccts, and
c}‘ianges to those objccts. The imPor’cant aspects of context are:

where you are, who you are wi’di, and what resources are ncarby”

Brown et al.
| _ocation, identities of the Pooplc around the user, the time of dag,

season, tcmPeraturcJ etc.”

(Context is the surrounding in which you are in. T his has an influence
on

what you are doing, because you will for instance not try to do
imPor’cant

work which needs quietncss and sereni ty in a room full of smal |l

children P]aging and crging.

T hus the surrounding or environment in which you are in mostlg says
somotl'iing about what type of activity you do and what type of
atmospi’ierc is in your surrounding. A part of someone’s context
is also the way he or she feels within the surrounding and feels in
goncral. Since how a person is set in an environment also deﬁends
igiﬁt,

’temperaturcJ movement, soundsJ scent, touch and several other

on how he or she feels and acts within this environment.
factors take care of differences between contexts.

(Context contains first of all out of the surrounding; the P]ace (Phgsicai
state), the Pooplc who are there (social state), the activity that is
going on (informational state). [Furthermore, the context exists of how
the user Porcoives this total surrounding and the emotions this person
has at that sPeciFic moment or during the activitg (emotional state).
(Context contains thus out of four elements: the user’s Pi‘igsica],

informational, social and emotional state.

T he classical definition of the context is given ]33 Dog in his doctoral
dissertation (ch, 2000)

(Context is any information that can be used to characterize the
situation of an entity. An entity is a person, Piacc, or objcct that
is considered relevant to the interaction between a user and an

aPP!ication, inciuding the user and application themselves.



(Contextis a not ion used in the language sciences (| ingui s tics,
socio]inguistics, discourse analgsis, Pragmatics, semiotics, etc.) in two

different ways, namely as

[ verbal context

e social context

Verbal context refers to surrounding text or talk of an cxpression
(word, sentence, conver sat ional turn, speech act, etc.). | he idea is
that verbal context influences the way we understand the expression.
[ence the norm not to cite Peop]c iout of context’. Since much
contemporary linguistics takes texts, discourses or conversations
as its o jcct of analysis, the modern study of verbal context' takes

lace in terms of the analgsis of discourse structures and their mutual

relationslﬁips, forinstance the coherence relation between sentences.

Social Context

Media, internet, newspaper even books are inf lucncing People’s
recognition of value, style and their behavior which can also be

consider as a tools for exchanging the context information.

%22 \What is the value of context?
Context valucs; the groups

i. lntimacy, Empathg & (Connectness: value in connecting to or
empathizing with a closelg related person. [ umi ] ouch[3] would fit
into this category

2. [ xtremes,/Skills: value in showing skill and lhcestgle to other
Pcoplc, Possib!g sharing the same extreme skill

3. (Control/Reassurance: value in kecping and eye on somebody
(closc) and receiving reassurance tlﬂrougl’] this information. Tl’]@ may

also evolve into a negative scenario)

4. Fast Expcricnce/ Histor9 Reviewer: value in rccxpericncing
a past context in order to revive memories. Sensecam [1] fits into this

categorg.

5. Frivate Moment: Private moments and Privacg are an important
aspect when considcring a system that (constantly) (autonomouslg)

transmits information

6. Explore/ (nderstand: value in exPericncing a different lhccstylc,
culture or P]acc to understand or explore) \/irtual travcling as

su%estecl in Fl’loto T ourism 8] would fit here.

7. Practical information: value in interpretation of context to derive
Prac’cical information like: “he’s a]reacly in his car so he will be home in
%0 minutes”)



The value of senciing a context to another person over not sending
the context, but concrete information is that concrete information is
just words which can forinstance be misinterpreted. A contex ttells

sometl'iing about someone’s situation in more than what he or she
could tell 139 words. Since words are the mainstream of communication
these ciags, that is what we are used to. We are not aware of that
there is much more communication Possib]e on a more subtle wa

than words, for instance with a context which is sent. A context tells
someti'iing about how a person feels, what type of situation he or she
is in and whether he or she is a]rigl*it‘ Sometimes Peoplejust want to
know someone else is fine and no sPeciiCic words are needed, butjust

a tee!ing or at least a more abstract message should be sent. Words
are concrete and not app]icable for a more i’iigi'i abstract level of

messaging on someone’s context and thus teelings and situation.

T he sur roun&ing can af fect the emotions of the user that is in that
surrounding. On the other Hanci, the user can also affect the eoP!e

and the activity in the surrounding. T here is an interaction Eetween
the surrounding and the People in that surrounding, which in total

forms the value of context.

T he value of context is for builciing the connection to other eople,
jrictied
]39 exchanging and sl'iaring. The connection can also be built 133

objects and self recognition. The connection can be e

receiveing context from others consious]y or unconciouslg.

(Context is a not ion used in the language sciences (| ingui s tics,
sociolinguistics, discourse analgsis, PragmaticsJ semiotics, etc.) in two

different ways, namely as

] ver]ja] context

e social context

\/erbal context refers to surrounding text or talk of an expression
(word, sentence, conver sat ional turn, sPeec}n act, etc.). | he idea is
that verbal context influences the way we understand the expression.
[ence the norm not to cite Peopie out of context'. Since much
contemporary linguistics takes texts, discourses or conversations
as its oEject of analusisJ the modern stucig of verbal context' takes
lace in terms of the ana]ysis of discourse structures and their mutual

relationsi'iips, forinstance the coherence relation between sentences.

Social Context

Media, internet, newspaper even books are inf iuencing People’s
recognition of value, sty]e and their behavior which can also be

consider as a tools for exchanging the context information.



3.3 Literature study
3.3 Design guide]ines

Extracted from To”mar et al. (ZOOO):

- Retain ties with everg&ag life througl‘x field research

- Exrlore sensorial modalities, in the Messenger Sgstem it is the
visua

- Flexible in use, allow for exPression, creativity and development of
visual language bg the user

- Conveg impressions of presence and concern; express intention
and emotion

- Richness can be found in the mapping between input of the activity

and its exPression
[~ xtracted from [Hindus et al. (2001):

-~ ]ntentiona]itg and aesthetics of the artifact can make the Product
attractive and acceptable

- Expressjust enough meaning but not too much; respect the value of
Perceivec{ simplicitg as well as the need for enougl'x imformation

-~ Frovicle control

- Social interaction should not be imposed On users; users alreadg

feel increasing]g ob]iged to keep in touch, and can see added

communication as extra responsibi]ities

% .32 (Conclusions Master Students
Random conclusions

- Fursuing intimacg and connectedness Provic}es the most
o Portunities for ‘a]ways on’ abstracted contextual media to be of
added value. All other categories require more detailed information
that misses the Point in this Project, or ’clﬁeg are too spechcic. As
a result we can say that it would be wise to focus the Pro'ec’c
as such that we demonstrate the value of contextual media with
connectedness as the embodying theme.

- [ lements of a context: visual language (speed of displacemen’c, type
of displacement, color Pa”et, lighting}, sounds (backgrouncl, peopre)
and motions.

~ lntentionalitg is an imPortant aspect for communication to work. | he
initiative for the exPloration of another one's context should lag in
hands of the user.

- [T ven when no direct information exchange is taking P!ace, People
want to maintain connection with others, outside the context of
sPechCic events of information exchange.

- T he here and now is imPortan’c. Otherwise the whole thing loses its
Point. [f the contextual media is not Presentecl in real time the whole
tl‘xing loses its meaning,. ]:eeling of connectedness is created through

areal time always on contextual link.

-Pased on interviewing % students:

o After asking the Participants to write down their most valuable
People

tl‘xeg usua”g first noted down their partner seconc”zj parents, sisters
and brothers and las’cly very good giends.

. Eventua”9 gamilg is very imPor’cant but in terms of communication is
less intimate than the communication between partners or very goocl

friends. 7



%33 FaPer study

|nteraction and Outerac’cion: |nstant Messaging in Action

Bonnie A. Nardi, Steve Whittaker, [~ rin Pradner

This paper is about the use and effectiveness of instant messaging in
a work environment. Recent cmPirica] work has shown the imPortance
of informal workplace communication for effective collaboration. Bg
informal we mean interactions that are gencra”g imPromPtu, brief,
context-rich and clgaclic.

T hese interactions suPPortjoint Problem solving, coordination, social
bonding, and social lcarning~a” of which are essential for comp!ex
collaboration. T hese advantages are less with instant messaging,.
Particular the social context is missing, because with instant
messaging, there is a lack of face to face communication. | here
are also advantages of instant messaging, it can be used for short
questions, clarifications, coordination and scheduling and arranging

meeting&

Living Networked On and Off | ine, 1999
Barrg We”man and Kéitl’l Hampton

|t is the shift from ]iving in Jittle boxes’ to ]iving in networked societies.
Feoplc behave different when theg are interacting with one other
via de computer or in real life. ]nteracting on long distances via
computers (with peo le you do not know), has reduced the identity
and pressures o beimging to groups while increasing opportunitg,
contingency, globa]ization, and uncertainty t}nrough Participation in
social networks.

The Conference Assistant: Combining (Context Awareness with
Wearable Computing

Anind K. Deg, Daniel Salber, Gregorg D. Abowd, Masagasu
Futakawa

|n this aper, humamcomputer interaction is a central discussing
Point. gontext is cxplained as a spcchcic time or location that can be
used as an inpu’c for wearable computing. T his is a different context,
than Probablg could be used in our own Prcject

Jn humamcomputer interaction, there is very little shared context
between the human and the computcr‘ Context in humamcomputer
interaction includes any relevant information about the entities in the
interaction between the user and computer, inclucling the user and
computer themselves. 59 imProving computers’ access to context, we
increase the richness of communication in humamcomputcr interaction
and make it Possiblc to Pro&uce more useful computationai services.
Furthermore, a context aware aPPlication, the ‘Conference
Assistant’ is cxplainec{.

(Context Awareness in [nformation Logistics, 2005

Sandra [Haseloff

The paper is mainlg about exchanging information between humans
and computers; and how context can affect the information and
interaction. |n the paper, tlncg dig dccper in the lack of communication
between humans and comPutcrs; and how context can solve this
Prob]cm. (Context is exPlainecl ]39 a combination of the Fo”owing
terms: human language, background and situation of the human that
is interacting with the computer and the world the human is part of. |n
the paper is searched for sensors that could Perceivc the context a
human is in. |nformation logistics aims to optimize information su Plﬂ
to users’ demands. One of the dimensions that signipicantig affect
information demands is the dimension of context. | he Pieccs
of information that are relevant to a user and the optimal way of

supplging them are Frequentlg determined by contextual factors. 8



Towarcls a Better Understancﬁng of Context and Context~

Awareness, 1999
Gregorg D. Abowcl and Anind K ch

|n this paper, research is Presented in understanding context and
devc]oping context-aware aPPlications. (Context is explained as
information that can be used to characterize the situation of an entity,
where an entity can be a person, Place, or Phgsica] or computationaf
object. Contcxt~awareness or context-aware

computing is explained as the use of context to Provide task-relevant
information and,/or services to a user.

When humans talk with humans, theg are able to use imp]icit situational
information, or context, to increase the conversational bandwidth.
Umcortunate]y, this abi]itg to convey ideas does not transfer well
to humans interacting with computers. In traditional interactive
computing, users have an imPovcrisl‘xed mechanism for Providing input
to computers. Bg improving the computers access to context, we
increase the richness of communication in lﬁumamcomputer interaction
and make it Possib!e to Produce more useful computational services.

T he use of context is increasinglg important in the fields of handheld
and ubiquitous computing, where the user’s context is changing

rapicﬂg.

(Context-Awareness in \Wearable and Ubiquitous Computing, 1998
D. Abowd, AK Deg, R ()rrJ J.Brother’con

(ontext-aware computing is defined as any attempt to use know!cclge
of a users’ Phgsical, social, informational and even emotional state as
input to adapt the behavior of one or more comPutational services.
Different Project about wearable and ubiquitous computing are
explained.

Bui]ding Common (Ground for [Tace to [Tace |nteractions ]33
Sharing Mobile Device (ontext, 2006

Vassilis K ostakos, |- amonn (O’Neill, Anuroop Shahi

T he aim of the mobile device in this aper is to assist users in building
common ground sz means of iclenti{'f;ing shared context. |n this case,
context is cxplained as (shared) knowlcége, assumptions and beliefs.
T}ncg try to assist, the human abilit9 to communicate with other
humans within Plﬂgsica] Proximitzj. T here are of course many different
elements of common grouné or shared context. ]:or the purpose in

this paper, the shared context is a]readg stored in users’ address

books.

Context Awareness Fcrspectives for Mobilc Fersonal Mc&ia, 2005
Antti Aaltonen, Pertti [Huuskonen, Juha | ehikoinen

|n this article context awareness refers to an aPProac}w in which
context information is aPP]iCCJ to the users’ benefit. Essentia”g, itis
a question of knowing where the user is, what he or she is currentlg
doing or about to do, the states of the user and the environment, and
the relationship between these two. Fina“g, context awareness also
requires that the obtained knowlec{ge assist users in PerForming their
tasks more cgicicntlg and in reac}ning thcirgoa]&

Pecause computing (and communication) devices are now moving, with
Peop]c, it is increasingly important for the devices to have some
unclcrstanding of the situations their users encounter. Decoéing this
‘user context’ is a key to imProving usabilitg by dccreasing the need
for user input and reducing Perceivcc} complexitg.



3.34 Re]a’ced dcsign

Jtis cluite hard to find the related dcsigm directlg. So | try to search
the design the other way around from the definition.

~— Tl‘xe influence of context Parametcrs on language use or discourse
is usua”g studied in terms of ]anguage variation, stg!e or register
(see 5t3]istics>. T he basic assumption here is that !anguage users
adapt the Proper’cies of their language use (such as intonation, lexical
choice, syntax, and other aspects of formulation) to the current
communicative situation. |n this sense, language use or discourse
may be called more or less ’aPPropriate‘ in a given context. Jtis the
lang;,lage or derigi’cave terms surrounc{ing set ParagraphJ novel or
article.

Fcrsonal

All kinds of online c}ﬂa’cting software which like: Msn, Skgpe and etc
and including their accessories.

Mobi!e Pl'loncs include short range communication tools

\/\/ebcam orvideo Pl’xone calls

Messagc board or even Post~it

| _etters or emails

Social

Media, internet, newspaper even books are imquencing Peop]e’s
recognition of value, stglc and their behavior which can also be
consider as a tools for cxcl'xanging the context information.

Gamimg device which ]ikcjog stick and other accessories




341 Scenarios
—based upon moodboard values and different factors within context

Thc senderis indicated with (s) and the receiveris indicated with (r)

Fami]H/RclationshiP

Scenario 1: A wife (r) is at home and her husband (s)isona trip.
Value: She wants to know if he is secure, theg want to have a Feeling
of being togethcr.

Factors: emotional atmosplncre, environmental expericnce

Scenario 2: Farcnts (s) are %aving dinner at a restaurant and their
child (M is at home.

\/alue: Fceling of bcing secure and being togcthcr.

Factors: emotional atmosplncre, environmental expericnce.

Work

Scenario 1: two managers which have to cooperate and are of
different comPanics. (Can be both sender and receiver)

\/alue: improving and contro”ing

[Factors: Pcrsona! status/activit

Scenario 2: A secretary (N is waiting for his boss (s) .

\/alue: contro”ing and adapting

[actors: Pcrsona! status/activitg and social load (active)

Social

Scenario 1: A person (r) wants to know how a friend (s) is doing who
is on a date.

\/alue: sharing and invo!ving

[actors: emotional atmosphere

Scenario 2: A person (r) wants to know how her friend (s) abroad is
doing.

Value: communicating, sharing and bonding

[actors: visuals, Personal status/ac’civitg and emotional atmosphere

Homc

Scenario 1: | here are two roommates. One is at home (s) and one is
at school (r)
Value: comFor’cing, familiar and reassuring

Factors: sound, social load and visuals

Scenario 2: A wife is at home (s) and the husband (r) is on a business
trip.

Value: reassuring, comFor’cing and familiar

[Factors: environmental experience, emotional atmosp}were, sounds

and visuals.

| eisure

Scenario 1: A friend (s) is drinking and hanging ina Pub and his
friend is at home.

Value: enjoying

Factors: social load, emotional, sound and visuals

Scenario 2: someone (s) is lying in the sun in her backzjard while
reading a book and her friend (r) is at work.

Value: relaxing and enjoging

Factors: environmental expcricnce sounds and visuals.

Trave]

Scenario 1: one person (s)is trave”ing somewhere and someone else
(M is amjwhere else.
Value: transpor’cing

[Tactors: motion, visuals and sound






3 42 (Conclusion

When a person is on a leisure context, sounds and visuals are
importan’c to communicate this person’s context to show relaxing and
erjoging. |n a home context, are sounds and visuals main]y impor’can’c
to communicate the comfort, gamiliaritg and reassurance to an
other person. In a social environment, the emotional aspect is very
imPortan’c to share with each other. When you want to communicate
your work context, it is important to show you are contro”ing bg your
Persona] status or activitg. When you are ina Familg or relationshi

context you want to communicate you are secure and want a
Feeling of being togcther bg your emotional atmosplﬂcre and the
environmental expcriencc. Wlﬁen you are in a travel context and you

are transpor’cing, this is communicated by motions, sounds and visuals.

3.5 Brainstorm

We did't want to restrict ourself from the bcgirming so that we didn't
choose any spechcic senario. | he brainstorm session was cxPandec{
bg the carriers but the scenarios. \We have used brutethinking, mind

map and lotusblossom to create more ideas.
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3.6 |dea selection

The | otus blossom’ brainstorm and a drawing brainstorm led to various ideas of contextual
information exchangc. To guide these ideas to the scenarios we came up with, we decided to
combine different ideas out of the brainstorms. T o do this, we selected the Fo”owing ideas as a
start for our concepts.

Drawing brainstorm
(1). Patterned Paths idea, through the g]asses you can see motion and patters of the senders .

(2). F]ant iclea, a (digita]) Plant with flowers that refresent your contacts and their ac’civit9 or
e

y

status. (Closed flower can represent s]eep for examp

(). | _motional context Patlﬂs idea, persons can leave a trail of dots on the floor. T he dots
represent the context or emotion the person isin. ] he trail says something about how you feel.

4). Digita! context window idea, the sender sends his window view to the receiver, which can see
the view on a digita] window. T}nis way a part of the (visua]) context is transferred to the receiver.

(5). Shadow idea, the sender sends the silhouettes of persons on that Place to the receiver. At

the Place of the receiver those silhouettes are Projected on the wall as shadows. T his way to
social load and activity are displayed at the receiver's home.

4 : 5

Z

b

3



Lotus blossom

(1). The colour of the context g]asses changes depenc{emt fot S P
the context of someone else. Example: the sender is on the S e e e

beach, the glasses of the receiver colour blue. I P conuak ol

u-ﬁgu,c.{

(2). Context status on MSN is displazjed on the backgrouncl N = :
M z‘.‘c—« ~ta 1’:5

of the text window. et

(3). Wall with faces of different contacts, which displags COTER" 5;:; cond et
context. WAL ; i

rTh A TE L sswriamet by
A . cAfletaa b
'I‘ o (Ekesinr)

(4). Dots that are displagec} on the Hoor, that change 8 i 28 b f1gye. __.l,,,,. Moee Tk

clepcndent of someone’s context and motion. AT ) i~

(5). SEaPc context idea, is that People can cl'lange their own = s )
environment sz their behaviour. |n a club, the amount of drinks ; /‘?'

People bug will clﬂange the visuals on the wall for example. il s ey

=i 1 e T Lelole
(6). Plant that can show to the receiver the context of the 3 _ oy L [
sender. Thc psan’c changcs dcpendent of the context, when T ) I_f_;
the person is awake ochc]ing happg, the flowers are open (left ; : —

icture) when someone is slceping or sad the right Picture can '
Ec shown. Plunt Chamng es

(7). Living patterns idea. T he colour that is Projccted on the
wall will cl'xange the pattern on the wall. This pattern is onlg
visible when a sPeciFic colouris Projected to the wall.



3.7 Select senarios

Wc start to choose senarios and values from the mood board in order
to choose our final concept. More detail information can be seen from
the graPH next age. We changec’ our Problcm statement into "How
can we share the cxPcricnce of cnjogmcnt and relaxion of leisure
t]ﬁrough visuals, motions and the environmental sensorial exPericnce?"

T he final senario we chose is leisure since we think it concerns more

factos and it will be a good example for our further dcvclopment The
Place which we decided was a Pub. T hen we start to think about what
can be the inPuts and what can be the outPuts.
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Family/
Relationship

one scenario
two scenarios

Values

Sounds Visuals

Motion

nvironmenta

Experience
(sensorial)

ersonal status
Emotional |Activity
Atmosphere |Awareness

Social load

Love

Secure

Intimacy

Appreciation

Support

Work

Skills

Improving

Self-actualizing

Adapting

Controlling

Leisure

Enegizing

Relaxing

Enjoying

Self-releasing

Social

Communicating

Involving

Sharing

Bonding

Home

Living

Reassuring

Recharging

Privacy

Central

Familiar

Comfort zone

Travel

Freedom

Ongoing

Exploring

Transporting

Rejoining &
Separation
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Paths

Imagine, it's evening and you are walking down the streel. You walk by several bars and discos and think about how it would be inside those places, The building
does nol express anything ofwhal's happening inside, You get no connection at all with the indoor context. Wouldn't it be interesting if the context of the people and
the atmosphere of a discothegue are communicated to the outside through the building? The paths gives you this contextual com munication opportunity.

The context of the inside is defined by the amount of people inside, their type of activity and the atmosphere of the club itsell (for inslance type of music and
lights used). This is ranslated into visuals which form a path in front of the building. When walking by the building, this path will move with you a bit as a hologram.
The visuals represent the context of the inside. Its colour pattern stand for the mood and type of activity people do, and the amount of differences in colour and
amount of circles represent the busyness and the atmosphere of the club. This way, when you walk by, you get an impressian of the inside context.

Relax Atmosphere Pleasant Atmosphere




Projection

Imagine, it's evening and you are walking down the streel. You walk by several bars and discos and think about how it would be inside those places, The building
does nol BEPIESS .-]:nylhlng of what's happening inside, You get no connection al all with the indoor context, Wouldn't it be interesting if the context of the people and
the atmosphere ol a discotheque aré communicated to the outside through the building? Shaping gives you this contextual com munication opportunity.

The context of the inside is defined by the amount of people inside, their type of activity and the atmosphere of the club itsell (for inslance type of music and
lights used). This is translated into blocks that are projected on the bullding. The blocks itself represent the amount of people that are in the building. The colour of
the blocks stand for the activity that those people are doing (sitting, dancing, drinking etc.). This way, when you walk by, you get an impression of the inside context.

Relax Atmosphere Busy Atmosphere




Wheels

Imagine, it's evening and you are walking down the street. You walk by several bars and discos and think about how it would be inside those places. The building
does nol REPIess nm,rlhlng of what's hnppemng inside, You get no connection at all with the indoor context, Wouldn' it be interesting if the context of the people and
the atmosphere of a discothegue are communicated to the oulside through the building? Thee wheels gives you this contextual communication apportunity.

The context of the inside is défined by the amount of people inside, their type of activity and the atmosphere of the club itself, The wheel is a physical object
which communicates the context inside the pub to the outside. The speed of the rotation represents the music inside more or less like an equalizer. The color of the
wheels will also change according to atmosphere inside the pub. The direction of the wheel will change according to the adaption of the pub like maore people are
joining ar leaving. In this way you can easily feel the context inside the pub and probably vou would like to join them to influence the context yourself

Example Atmosphere

=ophie van cor Yeeprd




Silhouettes

Imagineg, it's evening and you are walking down the streel, You walk by several bars and discos and think about how it would be inside those places, The building
does not express anything ofwhat's happening inside, You get no connection at all with the indoor context. Wouldn't it be interesting if the context of the people and
the atmosphere of a discotheque are communicated to the outside through the building? Shaping gives you this contextual communication opportunity.

The context of the inside is defined by the amount of people inside, their type of activity and the atmosphere of the club itsell (for instance type of music and
lights used). This Is translated into visuals that are displayed on screens on the outside of the windows. These visuals simulate sithouettes, which represent the
amount of people and their activity In a coloured surrounding. This way, when you walk by, you get an impression of the inside context.

Relax Atmosphere Busy Atmosphere




3.9 User research

From the first part of the user research, it can be concluded that
Peop]c can iden’ci% the context of the inside of the building better
with the silhouettes concept, since the silhouettes resemble real
Peoplc and activities.

T he most favorite concept was the silhouettes concept, since it
represents cfearlg the insicre context. Fat!ﬂs on the other Eand is not
favorite, since you can not see the path when it is busy on the street.
T he wheels and Prcﬁcction are also less favorite, because the context
of the inside is not immediatelg clear to Peop]c wa”dng bg. T}‘nouglﬂ
the growt}w of the Projcction was clear, but not when walking 59, 3ou’d

have to look at it a bit !ongcr, or have seen it before.

From this can be concluded that the silhouettes concept is most
suitable for our Problcm statement. (How can we share the cxperience
of enjogment and relaxation of leisure tl‘xrouglﬁ visuals, motions and

environmental sensorial experience?)

(More detailed data can be found in Appcncﬂix/\)

3.10 ]:inal prototype
There was no sophistica’ced prototype éuring this iteration due to

the time limitation. ] he prototype we used for Presentation was the
Poster above.
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501 Evaluation of |teration]

Researclﬂ:

We researched upon what is context about. [Trom this we could
make the factors. We also read the reports of the masters. These
helped us to come up with the values, which we derived from out
moodboard. We also researched upon information cxclﬂange and
context awareness. \We however did not use this, since the found
information was too broad to apply within this process. We also
found some existing dcsigns upon contextual information cxchangc,
but did not app!g what we found. Magbc we should have looked more
for information exc}nange, but it was hard to find any literature which
was not on computer.

There are a lot of Possib]c &esign rescarch processes with
rescarching and depining a Prob]em statement and making scenarios.
The way we did it was a goocl order for this Pro'ect

The moodboard was Helppui to sece the different categories within
context. |t was better if we would have derived them from research,
since now we thougl‘xt of them ourselves. The values lﬂeipccl us to see
the different types and this helped us to select our direction.

Making the scenarios helpc& to give us an overview of which
categories were interesting. The values and factors got meaning
and we could see interesting combinations which made the choice for
direction easier.

We decided which direction we wanted based on the values and our
identities, thus what was interesting for us to choose as a group. We
made the Prob]cm description based on the values and factors and
structured them to the essence of the Problcm.

(Flarming and process can be found in Appendix B)

]dcation:
We did the brainstorm too ear!g in the process and therefore it was
too broad, because of the broad Problcm description. We should
have done a more spccipic creative session, for wEich we needed a
more spcchcic Problcm dcscription first. We selected the ideas upon
Personaf Premcerence and which fitted to the Problem dcscription‘ |d
would have been better if we would have set requirements and have
selected the ideas based upon those. | his cou]cﬂﬂave made it easier.
Concept dcvelopmcnt:
We should have had a comP]ete new brainstorm for sub-ideas of the
chosen concept. Then chose again, work it out and get feedback,
instead of the four first ideas we came up with. |t was good to get
feedback from Possib]c users. Put we should have asked for more
spechcic and objectivc feedback for the choice of concept. The
ictures did not give a gooc} and full idea of what the concepts were
about. A small wizard of Oz would have been more realistic for the
users. The user research was not structured and focused. We should
have thought of specific criteria. Since we had not done that, the
choice for our FinaTconcePt was not grouncled. (Jser research could
have been imP]ementcd more and sooner within the process.

Final Concept:

We on]y thought of one way contextual communication, but it is
more interesting of we would have thougl’]t of a two way contextual
information cxchangc and had included distance. Jt could have been
a rcquirement. Strong Points: a clear communication, recognizab!c,
easilg feasible, casifg adaptabfc to another context, the visuals can
be angtlﬂing. Weak Points: too concrete, we did no research upon
the colours, wejust tested the pictures and not for real,just one way
communication. |t is a nice concept, but there was not cnougln time to
work it out gu”g, which would have led to better results. \We should
have been more clear about what cxact]9 is the input and the outp{cé



4. ]teration ”

4.1 Approach

Jteration | is the only iteration which worked as a team. | have found a
lot of useful informatioin during iteration |. [ s ecia”y, | learnt how to
deal with a inconcrete Problem. So, my goaf or this iteration will be
the Fo”owing:

(1).] ook into the weakness of iteration and improve it

(Z). ]:urtl'lcr research about communication

(5). Define a scenario and work on it

(4). T}‘ne outcome should be concrete and can be further clevclopecﬂ

(5). Share the information with other team member

(6). Eva]uate the process every week &uring FCM

4.2 Rescarch
Value of communication

A man is as alive as he can communicate,” | . Ron [Hubbard wrote.
And communication is a facet of life which he explored very deeply
indeed, ultimate]g writing hundreds of thousands of words about
this vital subject. (_ommunication skills are essential in any sphere of
human interaction. |n fact, when all is said and done, on whatever level,

communication is the sole activitg all Peoplc share.
What is communication?

In Scicntologg, communication has been defined - an accomplishmcnt
that has led to a much cleeper unclerstanding of life itself.
(Communication, in essence, is the shift of a Particic from one part
of space to another part of space. A Partic]c is the thing bcing
communicated. |t can be an object, a written message, a spoken word
or anidea. |n its crudest definition, this is communication.

This simple view of communication leads to the full definition:
(_ommunication is the consideration and action of impc”ing an impulse
or particle from source~Point across a distance to receipbpoint, with
the intention of bringing into being at the receipbpoint dup]ication
and unclerstanding of that which emanated from the source~Point.
Dup!ication is the act of rcproclucing something cxactlg " manated
means “came forth.”

The formula of communication is cause, distance, effect, with
intention, attention and duplication with understanc}ing‘

T he definition and formula of communication open the door to
unc{crstanc}ing this subjcct. Bg dissccting communication into its
component parts, we can view the function of each and thus more
clearlg understand the whole.
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Ang communication
involves a Particlc which
can be in one of four
categories: an objcct. ..

.. awritten message. . .

..a SPOkCﬂ WOF’d. .-

..oranidea..

DUPLICATION
AND
\ UNDERSTANDING

RECEIFT-
POMBNT

Ang successful communication contains all the elements shown
here. Ang failure to communicate can be analyzec! against these
comPonents to isolate what went wrong.
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Other Problem can be categorized as:

Accuracg of the context

\/\/iningness of receiving context

Real-time

Conscious]g or unconsciouslg context exclnamge

Frivacg
Awareness
T he definition of awareness:

“«An understanding of activities of others, which Provides a context
for your own activity”

f:our tgpe of awareness:

\/\/orkplace awareness, which is know]ec{ge of tasks within the virtual
environment, availabi]it9 awareness, which relates to the avai!abilitg
of eople and of)jec’cs, group awareness, which promotes the feelin

of elonging to a group, and contextual awareness, which includes

Pi‘ngsical} social and mental context

Awareness is both a erceptiom of the users of a system, and an
aspect of a system that facilitates that Perception. Awareness here is
not used in the sense of l’laving heard of, nor, in the sense of thinkin
about someone, but in the sense of experiencing what is believed to
be an external Perception, whether sgnclﬂronous or asgnclﬁronous‘
Awareness in this sense must be perceived to be sgnclnronous or
near—sgnc!ﬂronous.

4.21 Application

Contexi-avware application [y
nricrosme
Al afsd
¥
Context infrastructure
e e i e B e i |
|
i| Contex Comtext | |
: diseaseny intorfacs |
- I
I i
st I Source | Privacy
mpin I geleclion i eaninol
i . ]
Il- o ! |
!
i|  Context Conexl (| conten
: wWrapnar slorage | feagening
1
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Figiee 1.3 Teerseraliond hmcional vire ol 1hes conlesd infrastruchine

Raw ——» Pre-
Data —* processing

Analysis ——» Context

l

Single Generic Sensor

Data D y Analysis Context
S 4

Multiple Specific Sensors

Figure 1. Use of asingle generic sensor versus multiple specific sensors for
context-awarensss (adapted from Yan Laerhoven et al. [32]). 29
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4.3 Mood board

| found out that mood board was sPecially efficient to define factors
from my last iteration. | decide to follow it and define factors which

can be used for my brainstorm session.

441 Prainstorm session

The brainstorm session fro iteration || will be lotus blossom and
mix&match. | defined eig}wt different factors including: function,
tecl'mo;ogg, sensorial, lﬁaptic, Passive, artistic, business and Persona].
All the ideas will be selected and further mixed with other ideas in
order to create more. | rea”9 want to expancl ideas logica”g and see
how it works.

Froblcm Definition

[How to improvc human interaction to influence their Fccling of
share, connectedness and social presence ]33 contextual information
exchange?

T here was still no scenario defined before the brainstorm session. |t
will be determined by the user research.

Prainstorm Session (Domain (Grey, 12:30-1%:30 26-0%-2009)
|ntroduction 05 mins
Warm-up (T eam) 05 mins
[ otus Blossom (] eam) 30 mins
Mix & Match (T wo Person) 15 mins
(Two FPerson)

5 mins

Group Presen’c

T otal: 60 mins
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451 Four concepts
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452 ldea selection

| choose six Points for evaluate my concept which are innovation, connected Feeling, abstracted, interaction, Fcasibi]itg and extendable. T he
result is quite clear. | will use contcxt—shape clock as my final concept. The most thing | like from this concept is its extra value. Tl‘xe clock can

record the context bﬁ the time which means the useris not necessary to receive the context real time. And this Point can be further clevclopecl in
the next iteration.

Idea Selection

Innovation Connected feeling Abstracted Interaction Feasibility Extendable Total
Magnetic plate 7 ] b b b b b
status Flower g 7 g 5 4 4 36
Context-shape Clock & 7 & 7 b & 44
Counle Glass b & b 7 7 ] 34
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4.61 [inal prototype

There is no way | can make a real model within one week. The prototype | used for exihibition was a movie which explain how this clock works and
its value. | he input of the clock was not decided since there is no special research to support. | will simplg use emotion to exP]ain my concept.




4.7 1 [~ vakuation of |teration ||
Research:

| mainlg focus on what are communication and the value of
communication within this iteration. | think this information is the
missing parts from the first iteration. We”, | have done a small user
research about the communication status so that | can have a clear
overview about the real life communication. [However | didn’t combine
it with my next step. | have also made a mood board about different
way of communication. | think it is ciuitc he]PFul to see the categories
and use these factors for the brainstorm session. | hat’s what | learnt
from the first iteration.

From the rctsearchJ | found several missing parts from the last
iteration. Put some part is still too vague and | didn’t spcchcically look
into one similarfroduct and its design process. | think this can be the
starting Point of my next iteration.

|deation:

| didnt keep brainstorming with my Previous team but with several of
my friends since | want more inPut& From the creative session, | feel
that my crew was not so efficient that my last team since tl’le feel
vague about my Problem description and the theme. So | cnanged
the methods and divided into three parts. [t works better than |
thoug}wt T he idea was quitc ok and has a lot of Potentia] for further

deve]opmen’c.

Flanning and &esign process can be found in aPPendix D

Concept dcvelopmcnt:

The concept developmcnt Pl’lase was not good enoug]ﬂ due to lack of
time. | he idea selection Phase took longcr time than | thouglﬂt There
are too many Paramctcr and Propcr’cies have not been decided. T}ne
user research has not been organizecl due to this reason. |t was reall

a Pitﬂ since some of the feedback from user would rea”g help me
decide my next direction. | would get more feedback from exhibition
and add another user research in my next iteration. The feedback
from the exhibition was not so direct since some of the parameters
have not been decided. T he user would Prexccr emotion since t}wcy
want more direct contact. [~ motion has been considered as the main
status reflector. Put on the other hand, | still doubt whether it is
necessary to use emotion in this case. |n order to solve this confusion,
another objective user research would be necessary in the next

iteration.

Final Concept:

| onlg tnoug}nt of one way contextual communication, but it is more
interesting of | would have tnought of other way of contextual
information exclnange and interaction in between. | his could have

been a requiremen’c.

Strong Points: a clear communication, recognizable, easily feasible,
lots of Poten’cia], can be viewed later, subjective, scts up more topics
or reason.

Weak oints: no research upon the s}wapes, unknown Parameters and
direction, no direct interaction, not real life

[tis a nice concept, but there was not cnoug}n time to work it out Fu”ﬂ,
which would have led to better results. ] should have been clearer
about what exactlg are the input and the output.
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5. Interim |~ xhibition
5.1 1 ]:eecﬂaack

The feedback from the exhibition was cluite hanclg Most of the
visitor likes my concept spccia”zj because of its extra value. | he
subject is interesting,. Jtis a Pit9 that the parameter of my concept
was not decided. Some of the visitor suggest me to organize an user
research to find out. | he prototype will be even more attractive if it is
Phgsical. Most of them are ]ooking forward to the pattern | am going
to use for the shape.

6. ]teration ”]

6.11 Approaclﬂ

The outcome of iteration || was quite extenable. | am going to focus
more on the user research instead of research in order to get more

concrete support. Meanwhiie | will focus on different
interaction of the clock. My last goal is to make a P
during this iteration.

|

attern, stglc,
3sica! model

43



6.2 Research
6.21 Ambient ]nte”igence
Definition

Ambient ]nte”igencc refers to an exciting new Paracligm in information
tec}wnologg, in which Peop!e are cmPowered througlﬁ a digita!
environment that is aware of their presence and context, and is
sensitive, ac{aptive, and responsive to their needs, habits, gestures
and emotions.

|t can be defined as the merger of two imPortant visions and trends:
”ubiquitous computing” and "social user interfaces”. |t builds on
advanced networking tcc}‘mologics, which allow robust, ad-hoc
networks to be formed ]35 a broad range of mobile devices and other
objects (ubiquitous~ or Pcrvasive computing) Bg adding adaptive
user-system interaction methods, based on new insigh’cs in the way
Peoplc like to interact with computing devices (social user interfaces),
cligita] environments can be created which improve the quality of life
of Peopfc ]33 acting on their behalf. T hese context aware systems
combine ubiquitous information, communication, and entertainment

with enhanced Personaliza’cionJ natural interaction and inte“igencc

What is Ami about?

Ambient ]nte”igcnt environments can be characterized bg the
Fo”owing basic elements: ubiquitzj, awareness, inte”igencc, and
natural interaction. (Jbi uity refers to a situation in which we
are surrounded bg a multitude of interconnected embedded
systems, which are invisible and moved into the background of our
environment. Awareness refers to the abilitg of the system to locate
and recognize objccts and People, and their intentions. lnte”igence
refers to the fact that the digital surrounding is able to analgze the
context, adapt itself to the eoP]e that live in it, learn from their
behavior, and evcntua”g to recognize as well as show emotion.
Natural |nteraction ﬁna”y refers to advanced modalities like natural
speecln~ and gesture recognition, as well as spcech~synthesis, which
will allow a much more human-like communication with the &igital

environment than is Possible toc!a9

Digital environments that is sensitive and rcsponsive to the

PTCSCHCC O]C PCOPIC

[T mbedded:
Mang invisible distributed devices ’chrouglﬂout the environment

Context aware:

T hat knows about their situational state

Personalized:

T hat can be tailored towards your needs and can recognize you
Adaptivc:

That can cl'xange in response to you and your environment
Anticipatory:

That anticipates your desires without conscious mediation
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Cha“cngc for ambient inte”igencc:

|nteraction:

-~ ]mtegratc mu]ti~moda1itg with context awareness and intuitive
feedback mechanisms

-~ ]ntcgratc smart media access into surroundings (audio, video and
light)

- Deve]op interaction concepts for novel Ami technologies
|nnovation:

-~ ]nvolve multip]e Par’cies in the user centered design cgc]e at !arge
- Concentrate on well-defined business domains (i.e., hospitalitg,
fashion, furniture, well-
lacingJ city beautification)
~ Deve]op new business models for Ami innovation

]nvo]vcment:
~|nvolve orc}imarg Peoplc in the user centered clesign cgcle at large

-l et Pcople experience the Ami future and live in it 3ourselves

-Make Ami part of education

Freedom

Aesthetics

Intelligence

Immersion
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6.22 Related dcsign

PHILIPS PHILIPS

PHILIPS
iCat

f"""\k
‘e @)

-

iCat

Interactive user-interface robot

* Emotional feedback

+ Interactive control engine

» Tangible object

+ Dialogue interface

+ Open source software based
» Programmable
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MiraVision
Mo digplay

= Dual- lunction Display & TV

+ Optimal display brightness (in
contrast to classical solution)

* Interactive interface

Ambient Experience

Relaxing clinical environments

+ Ambient atmospheres
- Large projections

« NFC tagging

« Persuasive technology
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6.23 Clock

]
;'-':

anttro Multﬂzunction Clock Familg awareness clock

As the next in Near Near [Tuture's ‘5trangc|9 ]:ami!iar’ series of A “Familg—aware clock” which has a hand for each member of the Familg
gadge’tsJ this Quattro prototype alarm is a solid translucent block that points at their location.

that has no visible buttons or markings. As the Quattro is rotated,

its function clﬁanges——on the side it's a radio, tilted up it's an alarm,

and horizontally it's a clock, each indicated bg a contextual clﬁangc in

the clisP!ag on the front. Jt gets better: the Quattro recognizes when

you get close and Iiglﬁts up touch-sensitive buttons. | hen it gets

even betterer: a wirelcsslg connected teclclg bear triggers the alarm's

snooze function when you giveita hug. | want this future very bac”g.

48



Energy AWARE Clock,

E_nergg AWARE Clock is an e]ectricitg meter that resembles an

orclinarg kitchen clock.

E_nergg AWARE Clock is clesigned to make energy awareness a
part of evergclag life. The clock visualizes the clai!g energy rhgthms
of the household and reminds us of the orclinarg kitchen clock, both
in form, Place and use. | ake a g!ance at your E_nergg AWAR
C]ock - in the same way you g!ancc at the clock every now and then
— and be en!ightened. E_nergg AWARFE Clock shows electrical
utilization of its environment in real time. [f the dishwasher is switched
on it shows immccliatelg on the displag of the unit. Yesterdag’s
graplﬁs fade away slowly and toclag’s consumPtion is drawn on toP
of Previous clags, making it Possible to compare your energy use for
several Periocls.

C]oci@ta”(

Clock Talkis a simple concept of creating a network of devices
ad systems within a home. T he clock acts as the base station and
controls the ]ights, temperature and your morning music. ]mplementecl
using Xbee, the c!ocE senses when you wake up and programs
these devices to get readg for use. | he devices constantlg transmit
their status to the clock. T he instant the user wakes up theg are
Preprogrammcd to function for a behaviorally modeled amount of
time and then switched off. T he clock has a touch interface where all
devices it talks to are displaged and can be take offline with a touch.
This Project is an exPloration of creating a time response system

using radio signals. 49



6.24 |nternet of t%imgs

Todag, developmcnts are rapidlg under way to take this Pl’menomenon
an important step further, bg cmbcdding slnort~range mobile
transceivers into a wide array of additional gadgets and evcrydag
items, enabling new forms of communication between People and
t}'ximgsj and between tlnings themselves. A new dimension has been
added to the world of information and communication tec}mo]ogies
(JC T s): from anytime, any Place connectivity for anyone, we will now
have conncctivitg for angtlning (]:igure ).

(Connections will multiplg and create an cntirelg new dgnamic network
of networks an |nternet of Tl’]ings. The |nternet of T}'xings is neither
science fiction nor imdustrg the, but is based on solid tcc}mo]ogical
advances and visions of network ubiquitg that are zealous]g being

realized.
TECHNOLOGY ROADMAP: THE INTERNET OF THINGS
Sofvwale agenls and
nalogy Reach

Teleoperation and
telepresence; Aldity fo
mesilar @ ol

Absaly of devioes locabed G

NGO 10 FECARE
geolocation signals.

Vi'wia

Locating people and

everyday oliecls

el reduction |Eﬂml]
10 TLEShOn il 2nd

wiree of apphcalions | Surveillance sacuity
Rttt ane, transport.

Tl Safely, docimeerl
Cheriaana 1o eaedicd ty

ogisbics i ol Vertical-Markel Applications
| RFID3gs o
Faciating rowtng
Imeenborying, and loas
| prevention Supply-Chain Hatpers

Bushan
Minbaluwizalion, power-
eMcient edactroncs, and
vl spethieEn = |

Ubiquitads Pasitisning

Phvysical-World

Time

Figure 1 - A new dimension

Any TIME connaction
= O the move
= Cuibgoors and ndoors

* Might « On he move
“Diaylme » Otdoors
= e {@way from the PC)
« Al the PC
e . ANy PLACE connection
= Batweasn PCs

= Human o Human (H2H), not winga PC

= Hurram o Thing | H2T), using genanic equipmen
= Thing to Thing (T2T)

Soueee MU adapted b Neoros a Radaard et
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6.31 (Jser research

| am going to Practicc culture Probcs to get a more objective user
research. | he main tool will be a notebook, voice recorder(mobiles)
and microsoft feedback system. T he notebook is for recording
information and status. ] he voice recorder will be ana]gzec} in order
to find out the topics. T he microsoft feedback system is a tool to

PrCSCﬂt yOUF]CCC&liﬂgS as a re)Cercnce.

5et-up

T hese tools will be assigncd to four persons which are our age for4-5
clays. Later on, the data will be collected and ana!gzed. Tes’cer will
recorder Fo”owing information on the notebook:

Time

1)
). (iender

2
5) TﬂPC of contactor

(1).

(2).

(»).

4). Topics
(5). T}jPC of communication

(6). Active or passive

(7). Number on the Picture (Microsoft feedback sgstcm)

Some of the coversation will be taken randomlg.

More detailed information can be found in Appendix I

(Conclusion

The results from the notebook was not as satisfied as | expectcd.
|t is rea”g hard to find the unconcious communication. Most of the
communication was happencd due to certain reason like homework,
confirmation and etc. Most of the communication was short (ca I~2min)
not just to the Familg member but also to the friends. T he microsoft
feedback system wasjust used as a reference and it also didn't give
much useful information. Fortunaﬂg, some of the voice Pieces gives
some information which | was ]ooking for. Jtis quite clear to analyze
the first sentence ’cheg have said and what do tl‘xeg care the most.
Well, it is still hard to say that the ana]gze was 100% correct since
thisis a quantitive research not a qualitive research. | he result shows
that most of Pcoplc would care about the status of their friends/
families. T here is no PreFerencc within the status such as emotion,
motion and etc. |n this case, | decied to use social status to be the

arameter. | he social status would also enhance their Fecling of
Ecing connected. Ti—]e result also shows that theg need some short
time communication tools. | he value will be even enlarged if | take this

into account.



6.41 Prainstorm session

| am going to stick to lotus blossom and mix&match sincethe
brainstorm session in iteration || was quite efficient. | am lcaming how
to release the intuitive innovation ]33 a logica] methods. | his can be a
good chance.

New Problem statement:

[Jow to communicate the context of social status base on the clock

modch

| defined cig}‘nt factors of Possible variations such as: color, pattern,

shape, sensorial, function, interaction, time and others.

| choose to do the brainstorm session individua”g instead of think as a
team. | will see which way is more efficient.

642 Moodboard

| made a moodboard about all kinds of clock for inspira’cion.
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Aix & Alotch




6.4% |dea selection

The idea selection was quite obvious in this iteration. | he magnetic clock was the on]y one which has the extra value. | he abstraction is also
better than other concepts. ‘:easibilitg has also been taking into account.

Idea Selection

Innovation Connected feeling Abstracted Interaction Feasibility Extendable Extra wvalue Total
oteelyard b b ] ] b b ] 49
sandglass 7 7 ! &) b ) ) 45
hagnetic clock 7 i &) 7 7 &) &) 52
Pattern 1 ] 5 4 ] 7 ] 5 36
Fattern 2 8 B 7 B B ] 5 43
Pattern 3 7 B 4 ] B B B A0
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6.5 [Final concept

The number around the clock will c}'xamge according to the social status of other's. T he size of the number and the distance to the clock are
Porpor’cional. Largcr the size, longer the distance stands for socialing and vice versa. | he color in the middle will show dymamic situation of social

environment.
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6.6 [Tinal Frototgpe

The final prototype was consist ]35 a sound sensor, Phidgct board and a flash program. | will introduce them scPeraat]zj.

Atext-aw areness Clock

Col
onteX tusal

bl

The n
AP al context of

i the 3oci
; (drl'lrﬂurll{a:lun
: ek
Gur wﬂ:;:ﬂ;’ receiving :hh.-:l:ﬂ L
will be s=t U . bt e
ary -

11:':.-‘:;:01 cocializing:
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6.61 Sound sensor

T he sound sensor is consists of a microp!ﬁome and a amplhcier circuit.
The sensor wokrs Pencectlg but the value is not useful due to its
short range. The sensitivity is enouglﬂ omlg when you talk close to the
microphone. | have increase the ampihcication but it is still unfunctional.
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LK

Microphone

i

GND

BCS550

MNotes:
1) R4 is optional (decreases current)
2) C1, C2, C3 between 1uF and 10uF
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6.62 Flash program
The flash Erogram is for reading the value Fromdplnic!gcts and

calculating the coordinates of the numbers. | used random numbers in
the program since the value from sound sensoris not fuctional.

(Code can be found in APPendix I

12
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6.7 [ valuation of [teration |||

| didn't focus too much on research during this iteration. Uus’c simplg
look around to see if there is any comments compare to other Product.
The user research is one of my focus. |t is not as objective and
qualitivc as | expected. But the conclusion do support my brainstorm
session and the Prob]em do exist. Magbc | should try to Practice more
times and apply some other tools. Tl‘xat's what ] have learnt. T}ne
brainstorm session was quitc efficient still. | get a lot of inputs from
others. Sometimes it is better not to exP]ain alot. Just let them think
ranclomlzj and release their intuitive innovation. | he final concept |
have chosed is what | am ]ooking for. |t fits my Prob]em statement. gut
| should do more research or redesign on patterns and colors. Jt will
make my final rototype more artistic ancIPconcre’ce. Frototyping is
alwags my weaE Point. Put | think | have Practice both hardware and
software. | he program works fine. | he on]9 thing missing is the value
of the sound sensor due to hardware limitation. | could have done a lot

better if ] can focus more on the Pattern research.

7. Relqcction of DFCI %

In gcnera], | am quitc satified with this Prcﬂcct. Most of the Prcﬂcct is
done on]g bg mgsel?. | have learnt a new clcsign process i/10/100
method. [~ valuate each iteration afterwards rea”g l‘xclp me Figuring
out what should ] do next. You still have chance even you have made
a mistake. Research part went quite OK although it was vague from
the beginning. | have facilitate three brainstorm session with teams
and individuals. T he outcome was a lot and | chosed one with most

otential. (]ser research can be improved by some other tools. |
should further Practice culture Probc and gain more experiences.
Frototgping should also be improved. Put | am making my progress
and | am happy with it. | have Eﬁamt how to deal with an inconcrete
subjcct from my team mates and my coach. Now ] am capable to
complete a Prcﬂect on my own. | think confidence is what | benefit the

most.
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8. Appenc}ix

8.1 APPendixA

User

Concept

Number Correct

User 1

Paths

Silhouettes

[#]

Projection

Wheels

Preference

Projection

User 2

Paths

Silhouettes

Projection

Wheels

Preference

Silhouettes

User 3

Paths

Silhouettes

Projection

Wheels

Preference

Silhouettes

User 4

Paths

Silhouettes

Projection

Wheels

Preference

Silhouettes

User 5

Paths

Silhouettes

Projection

Wheels

Preference

Silhouettes

User 6

Paths

Silhouettes

Projection

Wheels

IF’referenr:e Silhouettes

User 7

Faths

Silhouettes

Frojection

Wheels

Preference

Projection

User 8

Faths

Silhouettes

k] ) L

Frojection

M

Wheels

Preference

User 9

Silhouettes

Faths

Silhouettes

Frojection

Wheels

Preference

User 10

Silhouettes

Faths

Silhouettes

Frojection

Wheels

Preference

Projection
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What happens inside:

ﬁusy and dancing people. f)iscnlights_
Hoerenkast' because of the colours and in combination with silhoueties.
Relaxed ambience because of the yellowish colours of the building and visuals.

Blocks give an association of the busy-ness in the building. Doesn't like closed windows with visuals.

f)am:ing, disco feeling.
Hoerenkast' association because of the colours and the silhouettes of the people in the building..
When the blocks are coloured, people are dancing, the rest (uncoloured boxes) are people that are not dancing. More busy when everything is coloured.

Windows, because you can see very clearly what is happening inside.

Loungespace, early in the eavening, calm music.
Loud music, party
Chic building, yellowish, contrast of building with abstract forms. Early in the eavening

Cooler to see people, Eives clearer representations and is more fun to look at.

Happens not much, happy colours that could represent different kinds of people. E’urple Is missing.
Dancing, busy party, because all windows are full.
Partial busy, people stand still in the building, happy coloures represent the dancing people, green is a maore passive colour, big and small groups of people

People behind the windows clearly represent activity and how busy it is in the disco.

I-:'artyi not a normal eavening but a special party, colours look like confetti
Mormal eavening, seems kind of calm because of the empty windows.
Museum, a special evening, themaparty.

More direct what it has to represent, percentage of people that are displayed on the windows can represent how many people there are in the building
Paths are not that good because you can't see it if there are many people outside.

Christmas, someone important inside, red carpet association
Red light disctrict, privacy, private area, chilling
Family visiting, decoration
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Carnaval

Gay party. intimate, romantic

Techno party, grows with amount of people that is in the building.

Mode show, chic

Laser show, normal party

Carnaval

‘Dance party, displays amount of people that are in the building.

Sensatoin, busy, certain music

Frivate party, cerfain group of people, art background, half-busy, blocks will fill the building

90's music, machine music feeldings

Trance music

Formal dinner, calm
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8.2 APPenclix B

Process - lteration 1

Explorative
mind mapping

Literature
Moodboard

/ Factors /
Problem - __Z___________
defining Making

scenario's

Leisure
Family
Social

- factors
- values

Problem "How can we share the experience of enjoyment

. and relaxation of leisure through visuals, motions
description . . : "
and the environmental sensorial experience?

—————————————
Idea
|
I
I
|
|

| 3 scenarios:

- calm Paths Silhouettes Projection Wheels
| - pleasent
I - busy /

User
Researching

Final Concept
Silhouettes

Evaluating
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February

(o}

kick off project

Search for research
Research/Moodboard

Present research/Creative session

Creative session/additional research
Creative session/idea selection
Prototyping

Prototyping/Evaluation
Presentation/Evaluation/Individual direction
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8.% Appendix C
Questionnaire 1

How often do you contact gourFamily?
brotl'lcr/sistcr/Parents once-twice a week
grandparents/unclcs/neplﬂews once every 2-3 weeks

How ofter do you contact youe friends?
around twice every éags

W}uj do you contact 50ur€ami13?
kecp them uPdated of situation, make appointment to meet

W}uj do you contact 50ur€ricnds’?
to hang out

Jn which way do you contact 9ourmcrienc4?

E_mail/msn/P}wone mostly

Jn which way do you contact 9ourlcamilg?

skgpe/fahone

Do you contact them activelg or Passiveb?

active

[How ]ong do you think is the best for communication?
genera”g short and multiP]e upclates

Questionnaire 2

How often do you contact 50ur€amilg?
Parents every weck, others once a month

How ofter do you contact youe friends?

evergclag

Wl’lg do you contact 3ourxcami]9?

most of the time for sPecia] occasions like birtlnday

Wl’lg do you contact 9ourxcriends?
to catch up and decide where and when going out again

Jn which way do you contact 9our1criencl?

sms/Phone/msn/Personally

Jn which way do you contact 5our1camilg?

Phone/PersonaHg

Do you contact them activclg or Passivelg?

both

How !ong do you think is the best for communication?
depends on the activitg and ]33 PI’IOI’\C ormsn 10-15 mins
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Questionnaire 3

How often do you contact 3our1camilg?

once or twice a week

How ofter do you contact youe friends?

evergdag

W}wg do you contact 50ur€amily?

out of love

W}wg do you contact 50ur€ricnds7
interst and want to do fun thing

Jn which way do you contact 9ourmcrienc4?

msn/sms/rea] li}cc/Pi—lgsical

In which way do you contact 9ourlcamiig?

Phgsical/PHone

Do you contact them activelg or Passive!g?
active

[How ]ong do you think is the best for communication?
clepcnds on tools, goal and etc

Questionnaire 4

How often do you contact 30ur€amilg?
Parents every clag, every two week

How ofter do you contact youe friends?

2-% times a week

Wl’lg do you contact 3ourmcami]3?
to keep in touch, congratulatc, talk and make appointment

Wl’lg do you contact 9ourmcriend5?

to make appointmcnts, talk about what have done etc

In which way do you contact gour?rienc{?
sms/mail

Jn which way do you contact ﬁoumcamil\(j?

PlﬁOﬂC

Do you contact them activclg or Passivelg?

active

How Iong do you think is the best for communication?
Phone callio-i 5 mins

68



69

Amiated S

L mmre wudy

il |
fH1H L m
il| [0

8.4 APFcndix D




G bl imew
Riwisarch

§* L wren i g

Idum s leet fon

Sourch For Research
Kumiarch

Mo

Iz st bt fom

Seiontilie rosearch

A8 )
Presamt pessurch

ref lect lom

[AR]
Presini doncept

ref lpot lan

Adidivional research

Dembym ooy vors sesslon

Ptk wp g

Prainatoms sesslon

Protouvping

ea insvarm mession 1)

I'resent concept

7o



8.5 APPendix I




8.6 Appendix I

vari = O;

vara = O;

hi. visible =false;
h2. visible =false;
h3. visible =false;
h4. visible =false;
h5. visible =false;
hé. visible =false;
!’17._\/1’51’5]6 =false;
ha. visible =false;
ho. visible =false;
hio. visible =false;
hii. visible =false;
hi2. visible =false;

countdown = FunctionO{
s

trace(i);

var colorful = new Color(”_rootcir”);

co!orFul.setRGB(random(Zﬁ5),ranc}om(255),ran&om(255));

a= random(] OO);

writenumber();

if (i==12){
i =0;
}

function writenumber(){
var emphatic:TextFormat = new Tex’c]:ormato;
emp}watic.bo]d = true;
emp}watic.size =a/4; //size
emp}watic.mcont = Arial";

i (==1){

hi2. visible = true;
hi Z.SCtTcxt]:ormat(emphatic);

//hi2._ x+=a* Math.cos(90);
hi 2._y-=a* Matlﬂ.sin(?O);

hi. visible = false;
h2. visible = false;
h3. visible = false;
h4. visible = false;
h5. visible = false;
hé. visible = false;
}17._visiblc = false;
ha. visible = false;
ho. visible = false;
hio. visible = false;
hii. visible = false;
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hi2. x=284;

}

hiz_y=7;
hi. x=%68;
hi_y=29.5;
h2. x=429.5;
h2._y=91;
h3. x=452;
hs._y=175;
h4. x=429.5;
h4._y=259;
h5. x=%68;
h5._y=%205;
hé. x =284
hé._y=24%;
hil. x=200;
hit_y=295;
hio. x=1%8.5;
hio_y=91;
ho. x=116;
!’19‘_9 =175;
hs. x=1%8.5;
h8._y=259;
h7. x=200;
h7._y=%205;

if (i==2){

hi. visible = true;

hi ‘setTextFormat(cmPlﬁatic);
hi X +=a* Math.cos(60);

hi _y-=a* Math.sin(60);

# ==3)1

}

i (==

}

if (==

}

i (==

h2. visible = true;
}1Z.SCtTextFormat(empiﬂatic);
hl._x += 3% Math.cos(ﬁO);
}12._3 -= a* Math.sin(30);

4){

h3. visible = true;
}15.setTextFormat(empiﬂatic);
hﬁ._x +=a* Math.cos(O);
//1‘15._3 +=3/ Math.sin(O);

5){

h4. visible = true;
h‘hsetTextFormat(empiﬂatic);
hﬁ"._X += 3% Matlﬂ.cos(ﬁo);
h‘i’._}j += g% Matlﬁ.sin<~§0>;

o

h5. visible = true;
}15.setTextFormat(empiﬂatic);
hﬁ._x +=a* Math.cos(-60);
}15._3 += a* Math.sin(-60);

7%



if (i==7){
hé. visible = true;
!’16‘setTextFormat(cmPlﬂatic);
//}16._>< +=a* Math.cos(-30);
!’16‘_9 += a* Math.sin(-20);

}
if (i==8){

h7. visible = true;
!’17‘setTextFormat(cmPlﬂatic);
!’17‘_>< ~= g% Matl’l.cos(% ZO);
!’17‘_9 +=a* Math.sin(~1 ZO);

}

if (i==9){
hs. visible = true;
!’18‘setTextFormat(cmPlﬂatic);
!’18‘_>< ~= g% Matl’l.cos(% 50>;
!’18‘_9 +=a* Math.sin(~1 50);

}

if (i==10){
ho. visible = true;
!’19‘setTextFormat(cmPlﬂatic);
ho. x+=a* Math.cos(180);
//1'19._9 +=a,/ Math.sin(i 80);

i (i==10){
ho. visible = true;
}19.setTextFormat(empiﬂatic);
ho. x+=a* Math.cos(180);
//1‘19._3 +=3/ Math.sin(i 80);

}
i (==11){

hio. visible = true;

hi O.setTcxt]:ormat(emphatic);
hiO._x -=a* Matl‘x.cos(i 50);
hiO._y = a* Math.sin(i 50);

}
i (i==12){

hii1. visible = true;

hii .setTcxt]:ormat(emphatic);
hii. x-=a* Math.cos(i20);
hii _y-=a* Math.sin(i ZO);

}

countdown]ntcrva] = set]nterval(countclown,lOO);//§OOOOO
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