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Unconventional Communication Applian

(including unconventional displays)
A The bed: a medium for intimate communication
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Dodge, C. 1997. The bed: a medium for intimate communication. In CHI '97 Extended Abstracts on Human Factors in
Computing Systems: Looking To the Future (Atlanta, Georgia, March222 1997). CHI '97. ACM Press, New York, NY,
371-372. DOI= http://doi.acm.org/10.1145/1120212.1120439
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Overview

A Interactive Display Environments

A Revisiting some Human Computer Interaction
basics

A Selected methods and tools

A Embedding Interaction / Implicit Interaction
A Sensing InteractionExamples Technologies
A Selected projects

A Towards applications
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Variety of Display Environments

A Traditional paper/paint based displays
A Installed and managed networks of
digital displays
I Signage in malls and streets
I Digital road signs
A Add-hoc arrangements of displays
environments

I Living room environment with fixed and
mobile displays with various sized

A Task specific display environments

I Car user interface with a set different
displays
I Control room setup
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Interaction with Traditional Display
Environments
A See it (or not)

A Look at it (or not)

A Read/view the content in
detail (or not)

Schlussverkauf bei C&A
vom 13.-28. Juli 2007

A Move on
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Interaction with Traditional Content

A Select information -
A Memorize information || &= o

A Take information piece ....__.,
with you 1

A Act on information
A Copy information
A Add content

A Alter content

A Remove/destroy
content
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Characteristics of Interactlon W|th

Display Environments in Public Space:!
A Interacting while in temporary

proximity with displays
A Users come to the displays

A Encounter
I by chance (walking past an advert)
I or deliberate (seeking a departure time)

A Interaction while passing with
pystanders

A Information pull or push

A Application usage is short
(typically seconds to minutes)
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Utility, Usabillity, leeablllty
A Utility

a product can be used to reach a certain goal or to perform a
certain task. This is essential!

A Usability
relates to the question of quality and efficiency. E.g. how well

does a product support the user to reach a certain goal or to
perform a certain task.

A Likeability
this may be related to utility and usability but not necessarily.
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Why Is Utility important?

A Utility will force the designers to think about
the purpose of the display environment

A Utility will provide a baseline to assess if
something works or not

A Utility will help to understand
| Basic propose of the installation
| Targeted users
I The goals of the project

I The side conditions of the system
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Why Is Usability |mportant for
Interactive public display?

A In public spaces people are typically not ordered
to use a systeng people can ignore/walks away

ALYF2NXI O0A2Y YySSRa | NB
A People are afraid of making a foul of themselves

In public, hence if it appears complicated they
may not even try

A Engage and encourage new people who have
seen others interacting with the display
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How to Achievaldsability

A Identify what utility and usability for thdisplay system means
I main purpose of the product
I anticipated users, target audience
I compare with similar/competitive products (if applicable)
A Common effort in the design and development process
I trade-offs between design, engineering, and usability

A Iterative evaluation

I usability testing with different methods at various stages of the
development process

A Improvement after product release
I monitoring user behavior

I evaluation of changes to the product (e.g. adding a new featutbeo
Interactive display environment)
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Building Successful Dlgltal Products

A tension
I different objectives

I different design

goals Obijective:

a product that
is desirable
and viable

A step by stefl-2-3 and buildable
A solution
I Products in the
overlapping space 2. What will

sustain a
business?

From A. Cooper, About Face 2.0

01/Sept/09 Minerva School for Ubiquitous Display Environments 2009 - (c) Albrecht Schmidt 17



UNIVERSITAT

DUISBUR
EUSSSENU -

Overview

A Interactive Display Environments

A Revisiting some Human Computer Interaction
DasICS

A Selected methods and tools

A Embedding Interaction / Implicit Interaction
A Sensing InteractionExamples Technologies
A Selected projects

A Towards applications

01/Sept/09 Minerva School for Ubiquitous Display Environments 2009 - (c) Albrecht Schmidt 18



UNIVERSITAT e — pER‘v'IA — .,&"_,::,, :

ESSEN | | COMDUTI

Design Cycles & Prototyping

A Creating prototypes is important to getirly feedback
I from the project team (prototypes help to communicate)
I from potential users

A Different types of prototypes
I Lowfidelity prototypes (e.g. paper prototypes, sketches)

I Hifidelity prototypes (e.g. implemented and sefanctional Ul, could
look like the real product )

I Fidelity is referring to detail

A Tools & Methods

I Sketches & Storyboards, Paper prototyping
I Limited functionality simulations
I Wizard of Oz
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I A picture foreach interaction step/key screen
Sto rybOardS A Sketch out the application
I Keyscreens
| i Maininteractions
I Important transitions
A Helps to communicate and validate ideas

I Easy to try out different option, e.g. document
base vs. application based

A Ignore details, e.g.
T what font to use, how icons will look like
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