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“ The most profound technologies are those that
disappear. They weave themselves into the fabric of
everyday life until they are indistinguishable from it.”
(Weiser, M.
1991) 7
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But, technology driven, not user—centered
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“Usability is variously defined according to the discipline and context.”

The extent to which a product can be used by specified users to achieve
specified goals with effectiveness, efficiency and satisfaction in a

specified context of use.(1S09241-11)
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Standardization
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> Definition of Ul

“Four general design consideration should be taken into:

Socio-Cultural, Emotion, Intelligence, Physical.”
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Socio-culture

Emotion -
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> Characteristics of Product / Service in UC

» Proactive Service
» Personalized Service

» Context—aware

“Service from Computing Environment, not from a product”
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» Paradigm Shift
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> The Concept of LXD(Life Experience Design)

UXD LXD
» Product View + Environment View(Shopping,Entertainment ...)
» Understanding User « [dentifying Structure among
Through Context Process, Context, User, other domains
Nccdb Vahic
e Prohlem Solving * Developing New Life Paradigm
» Point View » System View
* Product/Service  Business
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Domain Changing in Ul Design

“ There are three co—evolved structures (Park, M.-K., 2003).”
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> Change of Process of Interaction/Interface in UC

Visual & Auditory Feedback
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> Change of Process of Interaction/Interface in UC
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> Change of Process of Interaction/Interface in UC

Traditional Electronic Goods UC Interface
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> Change of Process of Interaction/Interface in UC

Behavior of Work
= Interaction Itself

1 Trackara, J.(2001). The Design Challenge of Pervasive Computing. Interactions, Volume 8, Issue 3, May/June 2001, pp46-52
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> Issues in Norman' s Model

Human

Tool based Service

Information Proces

Action Process

—

\
/
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Info rocess
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> Issues in Norman' s Model

Human

Tool based Service \

Information Process

Action Process

Info rocess
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> Issues of Interaction/Interface in UC

Accidentally Smart Home

-New technologies will be brought piecemeal into the home; unlike the "lab houses" that serve as experiments in
domestic technology today, these homes will not be custom designed from the start to accommodate and integrate
these technologies.

-"accidentally" smart home, a home that contains an accretion of technological components embedded in an
environment that has not benefited from a holistic, ground-up approach to design and integration.

-Ignoring for a moment the implications when disparate (and potentially conflicting) technology is meant to interpret and
act on the behavior of its occupants, we can envision plausible problems with even the most mundane smart home

technologies.

-The general question, is Particularly when these complex technologies offer fewer physical affordances than we
are used to?

-The challenge for ubiquitous computing is to help homeowners understand their accidentally smart homes by
providing insights into what these devices can do, what they have done, and how we control it.

21
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[ssues of Interaction/Interface in UC

Impromptu Interoperability

-Connectivity problems arise due to the rampant diversity of devices and networks This leads to complicated and
proprietary interfaces between two unlike devices. Connectivity problems require 'impromptu interoperability'.

-Such disparate components will be able to interoperate at all.

-Impromptu interoperability not just the simple ability to interconnect, but the ability to do so with little or no
advance planning or implementation

-The chief obstacle limiting such impromptu interoperability now is that, in general, every device or software service
must be explicitly written to understand every other type of device or software that it may encounter.
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> Issues of Interaction/Interface in UC

Administrating In Ubiquitous Computing
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> Issues of Interaction/Interface in UC

Many researches have performed actively related to ubiquitous computing. However,
most of these researches have focused on the technological aspects

4 New paradigm for R
\ Interaction/Interface in UC ,

« Disparate Technology
» Nomadic/wearable
« Disparate Design Z &

Ubiquitous Computing
Environment

Proper
Interaction/interf
ace for Smart
Home
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2 To define the characteristics and types of
Interaction/Interface in smart space

m
| _ Issues & Challenge
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2 To define the influence factors for deciding
appropriate interaction/interface in smart space

Influence
Factor 1

Influence

nfluence
Factor 5

Factor 2

Influence Influence

Factor 3

Factor 4
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2 To define the housework of smart home
and to propose a housework behavior model

Interface 1 Interface 3 Interface 5

Eii 2UC Housemmini
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> Crossing the Chasm (by Jeff Moore)

A Journey from Technology to User — Interface/Usability

The
chasm
Relative %
of
customers
Early
adopters, Early o N
Innovators, | visionaries majority Late majority Laggards,
technology pragmatists | conservatives skeptics
enthusiasts \
Time

Customers want Customers want
technology solutions
and performance and convenience
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Design

>
What do we see?

Engineers see

Performance

Ul Designers see

WORK!
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Design

>
Research Issues in Ul
Issue 1 : Human Life Modeling
1) How to extract Human Life elements(Process/Context)
~Video Ethnography
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Research Issues in Ul
Issue 1 : Human Life Modeling

Role Play _setting
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Research Issues in Ul
Issue 1 : Human Life Modeling
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Design
>

Experience Sampling Method (ESM)

Sampling

d Study of Ubiquitous Technologies(MIT)

What are you doing Are you running or jogging? What are you doing
physically? physically?
2 Yes
@ Sitring @ Going down stalrs
@ No -
> walking ® Running or jogging:
@ Standing 2 Lying down
& Going up stairs @ Other

‘ Answers 1-4 of 8 u

More answers, touch arrow

n Answers 5-8ofg | | |

Select answer




U-Korea Forum Seminar | prof. Lee Eun Jong 34



_ Countermeasure for Ul

Design

>

Interface Design in UC?
:The art of Crossing the Chasm

Experience Sampling Method (ESM)

Digital Camera

Sampling and Reflection(MIT)
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>

How to make Human Life Model

User Process Based Product Architecture
S. Teeravarunyou, K. Sato
Inssesute of Desmsnddhinois Institute @bakrechnology, Chieagp, USA

Place tea

% leaves(UF) Place tea infuser(UF) Steeping tea
—————» Tealinfuser
Get tea leaves Get tea infuser(SF) Containment
(SF) = Keap tea |
ranster jnfuser(SF)
vapor(SF’

+ Water Reservior

% +* Pot

Operate water(UF) ;

Transfer water(SF)

Set heater
(UF}
Switch

Transfer water{SF)

Keep water(SF)

Send water(SF)

= Heater

Bend current{SF)

(SF)

Transfer hot water

Heat water
(5F)

Vit bailar{UF)

r Steep tea
Steeping leaves (SF)
tea containment

% ping Level
Tum on switchillF}

UF = Uaer Function, §F = Syatem Function

Transfer tea (SF)

Figure 10: Function flows and Object

= Tea Control
Valve | teg
quantily
(5F)
discoveries

Qbjects and Functions

Tea infuser
- gel tea leaves

Steeping tea containment
- keep tea infuser

- transfer vapor

- steep tea leaves

Pot

- transfer watar

Water reservior

-transfer waler

Tank

- keep water
- send walter

Switch

- send current

Tea valve

- contral tea quantity
Heater

- heat water

- transfer hot water

Stesping level
- transer tea
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Design

Contextual Design (In Context enterprises)

Physical Model
Layout of work environment
O as it affects the work.
Flow Model
Communication and coordination

necessary to perform task
Sequence Model

O Detailed work steps
Artifact Model

Interface Design in UC?
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Figure The Sospernce Vol (pastial mike | shomn

© Physical things used and created
Cultural Model

Constraints on work due to policy,
culture, or values
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> So, Designer in UC:--

* (@ives Life Vision

* Makes Hi-Life Experience

* Propoes New Life Behavior

« Makes people use it

* (@Gives The Art of Crossing the Chasm
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