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Every group has to choose one of the SDG - social developing goals. 

Then you have to know what to design for this kind of group. 


You are not asked to design anything, you just have to apply tools and methods, because it’s a 
theoretical course. 


Examples of users: teacher with no digital literacy, child with specific ages ecc.

The more you are precise of the user, the more you’ll be able to set the questionnaire in a precise 
way. 


The tricky part of the questionare because sometimes it’s hard to translate the data 


The main output is the design brief. 

Questionare: quantitative data + qualitative questions.


Try not to design for you, for what you know already (students).


15 questions is just enough, max 20. 


Open questions is not just why -> you might get useless data.


Force the answers in the questionnaire or you’ll have missing data. 

For the open questions you can force a minimum number of character. 

Quality check control, think about how to filter the data. 


Apply a bit of statistics for example Mean-score ecc. 


Clean the data after because, differently from the interview you won’t be able to detect possible 
contradictions in the answers. See critically the data. 

Reinterpret the data and also double check with the papers you will find online. Time is a fantastic 
filter. 


Before setting the brief, do the research key findings. The cake, percentages ecc. are not enough. 

-> they will be qualitative findings that came out of the data. 


The brief in the example has 4 lines and you can understand everything from it. Then the system 
can be a panel, an application, a lighting system ecc.   


Don’t put the questions in the presentation. 


Where to find users: Instagram / Facebook pages that have that users. Blogs online.


———————


LESSON 


Up until now we have seen the first block. Now we are gonna see the HOW and the WHAT of the 
interaction. Tools and methods to frame the how ion interaction.


How depends on the technology. It’s also the aesthetic of the system that you are going to 
design. 




These are two different alarm clocks, you interact with these by using your foot and you interact 
with this by using your hand. Maybe these two ways are related to the WHY, so everything is 
interconnected. 


 


The what is the glucose detection with the sensor 


Everthing is in interconnected 

Distinction between FUNCTION and EXPERIENCE


Interaction design is a dialogue between user and 
the system.



What is the difference between the function and the 
interaction? 

FUNCTION focuses on the operation, what you can 
and cannot do. No reelaboration. INTERACTION the 
way through which you experience a product that 
has a certain FUNCTION and it’s related to the 
reason WHY. 

FUNCTION is separated from INTERACTION.

Examples of the clocks. 

INTERACTION different according to user, shape 
glass, context of use ecc. 


Add a new way to interact with the glass in order for 
the user to have a cigarette in the hand while 
drinking a cocktail.

FUNCTION is the same -> contain the cocktail 

INTERACTION is different 


Other examples: car same function but interfaces 
are different. On one we have massive, impressive 
comment control and on the other one we have a 
digital interface.

HOW of interaction - remember AFFORDANCE 


Is a property of the system 


You have to shape it in order for the user to 
understand the HOW of the system. Could be 
digital or not but it has to communicate that an 
action is feasible or not. 

The ways the buttons are shaped tell me what I can 
do and what I can’t do. 


On one side it suggests you to push on the other 
side to pull. 

Without thinkiong, without reinterpretation the 
button tells you to push. 

A five years old kid, without knowing anything, will 
be initiated to push.



If I swipe on one direction is ON, if I swipe on the 
other direction is OFF. 

We moves from the psychological world to the 
design world. 1979 James Gibson in the books 
“The Ecological Approach to Visual Perception”.

The physical property of a system tell me what to 
do without knowledge. 

- According to GIBSON the affordance is binary 


Example. I know this is a button to push 

It’s related to the capabilities off the user.

Door designed for cat, dog or human being. 

Us designers we don’t care about the psychological 
point of view of the affordance but we have to care 
about the communication and the perception of the 
affordance. It’s tightly related to how you give an 
hint on how to perform that kind of action. 

If you are a good designer, you don’t need 
instructions or pictures on how to use the system. 


Affordances are related to the ability, goals, beliefs, 
context and past experiences. 

If you are designing for a visually impaired you have 
to take into account the abilities to shape the 
affordance based on that. 


Which one would you click? 

The first one is perceived as clickable. 


On the second one the action is there, I’m telling 
you buy but I’m not telling you in the correct or 
simple way. 

The more the system is complex the more you 
should make the affordance simple 

- You can perceive something that is not existing 

- The affordance has to give you a clue on what to 
do 

- Can be dependent on the experience, it’s not true 
that is there on not there, it depend on the user 

- Can make an action difficult or simple 



The light was perceived as a button so you can 
perceive something that is not there, so they had to 
put an arrow there. 

Icon interface and the physical slide are matching. 

In Texas the dyson was misunderstood as an 
urinator. 


It’s not true that the affordance is there or not there. 

So dyson is going back to the traditional shape of 
the hand-dryer

You have to do so so that the user can guess the 
outcome and understand if the outcome is 
desirable or not. 


AFFORDANCE as the substrate that will make the 
action possible / impossible, understandable / not 
understandable. 

3 types of physical affordance: 

1. Perecptible: action possible and clearly 
communicated 

2. Action is there but I’m not communicated well 

3. ‘m perceiving something that is not possible


Pic 1. 

Can be dependant on the experience, knowledge, 
or culture of the actor. Can make an action difficult 
or easy. 
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First picture �                                           here you have to pull and rotate



5 types of Digital affordances 


- explicit - easy and natural way (example website) 

- Implicit - some things appear, you don’t know 

what kind of info you’ll get when you click there, 
sometime designers want the wow effect, to be 
different from the others, but sometimes this 
means that the affordance will get implicit

I know that from the experience I can make an 
action with a button. You shape a button in a way 
that you can shape it so that the user knows that he 
can do that action. 


Flow of action, you have to go step by step to 
understand the proper flow through which you have 
to navigate the website. 

It is related to the habits.

We know that when we see an underline text we will 
open a link.

It’s a pattern that we recall.


Two patterns that both communicate clearly the 
action and the outcome. 

Block of information, hierarchy, click and enlarge. 



Could be a choice of the designer, to tell you that 
that action is not possible, that it’s locker. 

But its could be done in a bad way


The clickable button is related to the bedroom, the 
others are switched off, not possible. 

This is not a button. False affordance is something 
that you will never use. 


We use  a system made of three elements. 

If the system gives me a prompt I do an action 

The elements of a system that you are suggesting 
the user the proper actions to be made. 



Two approaches. 

- semantic approach / cognitive - digital 

affordance

- Direct approach / bodily 

In the over I’m dividing the …


More complex the system, more you have to 
combine the two approaches. 

You also have to design the FEEDBACK. 


- computer charging -> green 100% 

Ii don’t know if I can burn myself.




ACTION is matching my thoughts.


MISSING IMAGE EXAMPLE 


FRAMING THE INTERACTION 

Example- you’re in the metro station and you don’t 
hear the sound, but you can feel the vibration 

We are still talking about the feed-forward. The 
senses are very much important, and the senses I 
want to trigger.  

From the machine point of fire we have 2 elements: 
display and controls 

Display is not the display. 

Receptors stimulated by the machine. 

Effectors are the actions that you make 



EXAMPLES


Sensors that continuously detect your glucose 
level. Bracelet userd by child, app used by parents 

USE CASES


I see or not see the levels of the bracelet 


Green silhouette - happy face 

Yellow silhouette + beeping - an icon that tells you 
to to make an activity, you have to push to make 
the beep stop

Red silhouette, sad face + beep increasing - you 
need to eat / or insuline injection -> call to the 
parents 

Auditory signal is also a feedforward because it 
informs you. 


The only action here is push the button. 

The display affects the receptor 

The receptor -> effectors 


You have to use the matrix 

both to analyse and to design 



Glucose-meter: The system is giving me 
information without me interacting with me. 


Most of the time the system interacts with the user, 
indirectly. 


Tangible /intangible 

Direct / inderact 

EXAM QUESTION !!! Relisten audio she explains it. 


EXERCISE:


MATRIX, lots of errors in this cube 


Feedforward: 

bodily: it’s a small device so I can take it in my hand and shake it but there’s nothing suggesting me to do 
this action, the shape tells you to grab it and put it on the desk 

semantic approach: icons and text in the app 

Feedback: visual 

Actions: shake the cube 


Display: different colours blinking, the cube and the app

Controls: you have to change an aspect of the house to actually make the light turn off 

Receptors: sight 

Effectors: the blinking light pushes you to control the app and hopefully fix the problem that the colour 
wants to communicate 


Indirect interaction - cube processing information 

Direct interaction - shake it 


Light is both for feedback and feedforward 

The cubes his symmetric, it isn’t giving you the direction 


Words are not hell. You can write shake me or add an icon, It’s not an error as you might think after 
Norman. 





