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Brief - irony of ironies

Irol f Ironies. A new blockbuster movie is scheduled for release next summer. The film focuses on the plight of humanity
as our lives become more and more under the influence of the technology we live with on a daily basis. To make people
think and to encourage them to watch the movie, the marketing company for the film studio, with a super-ironic twist,
want to release a mobile app that will encourage users to use less tech in their everyday lives - refer to the aim of the
project above.

You have been engaged to work on ideas and development for such an app that will run on a mobile device ie smart;

(eg iPhone) or tablet (eg iPad).

Initial user research has already been carried out and potential target user groups are already ascertained and agreed. The
main design criteria for the app are that it should aim to make users feel less overwhelmed by technology and to recover
much of the time we use, indeed waste, whilst staring at the little glass windows in our hands.

Recommended workflow

1. Choose one of the two types of user - see details in the User Groups section below. Carry out an initial PACT analysis
on your target users; Create two or more authentic personas to represent your target users.

2. Research the use of mobile tech in relation to your user group. What is essential use, what is wasted time and all the
other dimensions in between. What could be different?

3. Sketch ideas for your app, based on your personas and secondary research and then decide on the design(s) you will
take forward. Consider how to build playfulness and fun into the user experience.

4. Make roughly-rough wireframes to try out ideas for the information architecture and information design for your app
After experimentation and refinement with the wireframes, create a set of digital mockups for the app and use these to
user-test your design. Refine your design and prototypes to reflect the test findings.

5. Keep to the core purpose of the app - to humanise our use of tech and to maximise our time ‘being human’.

You do not need to develop every possible screen of your design. Focus on making key-screens that demonstrate
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innovative features of your app. If you have several similar sections in your design just develop one of them. Think vertical
prototype!

Take full advantage of the affordances of the mobile device; be visually innovative; utilise, if possible, existing and
emerging display and input technologies to maximise usability. Where possible, think about the use of non-screen-based
interactions. Revisit Donald Norman'’s concept of emotional design to inform and influence your design decisions.

User g oups learning outcomes

For the purposes of this brief, select ONE group from the predetermined
user groups listed below.

A. Adolescents and young adults (13-21 yo)

B. Adults 21yo +
You may make informed assumptions about the characteristics of your
chosen user group based on your own experiences and you may want
to do some further research to test your assumptions. At the very least,
secondary user-research will be useful. On the positive side, evaluate
existing apps for their usefulness. On the negative side, consider the
time-wasting, energy-wasting and pointless features.

Outputs

Outputs for this project will include: Record of PACT analysis; Personas

representing target users; Wireframes of content and functionality

including wire thumbs of the overall structure; Digital mock up of

screens, (first and second iterations); Evidence of user-testing (video? academic integrity
screenshots?); Supporting evidence for secondary research and design

development. All outputs for this project should be published on your

portfolio website. Photograph or scan physical outputs as appropriate.

Also publish a digitised indicative selection from your sketchbooks etc.

Resources

There is a wide range of web-based resources. The links below are a

good place to start: https interaction-design.org/literature/article,

C m health & safety
interaction-d

Notes and slides from the wk6, wk8 & wk9 Thursday classes on
Blackboard.
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Reporter: Xinhui Peng
User Group: Adults 21yo +




RESEARCH FINDINGS

1.why Are People Addicted To Technology?

Psychologically

Dopamine loop and addiction mechanism:
The application activates the dopamine system through

instant feedback, prompting users to develop dependency.

Psychologically unhealthy:
leading to anxiety and escapism from real-life pressures.

Socially

More online communication than face-to-face interaction,
weakening offline relationships.

Applications

To extend user engagement, products use techniques like
infinite scrolling and recommendation algorithms, causing
users to stay on the device for long periods unconsciously.

2.why Young People Love Electronic Pets?

Psychologically
Interacting with the electronic pet's responses can bring a
sense of achievement and belonging.
Stress
Academic pressure, work, and other aspects of real life can lead to
anxiety, and electronic pets provide a way to relax and experience
pleasure.

Real-life Conditions

There is no time or space to care for a real pet, so electronic pets are
the only option.



PACT SOFTWARE USAGE

) %
Students : graduate School Exams. various Types Of Exams ‘ : n
Professional Exam Preparers: professional Qualifications. Certificates
Language Learners: ielts. toefl
People Who Wish To Be Self-disciplined: learning A Particular Skill 2.

Playing Games, Swiping Short Videos, Watching Live Streams, And
Frequently Swiping Social Media To Interact With Others.
Learning To Use Tech Tools To Accomplish Tasks Efficiently, As
Frequent Switching Leads To Lower Efficiency.
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Physical Environment: Often Occurs In Comfortable But More
Distracting Environments, there May Be A Lack Of Restrictions On
Unnecessary Technology Use In The Environment.

Social Environment: Social Pressures Drive Technology Use (e.g.,
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Expectations To Respond To Messages). : u

\, v, l '
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Software: Short Video Platforms (youtube), Social Media (instagram,

Wechat), Handheld Games. Booking

Issue:

Uber

Technology Design May Contribute To Addiction, E.g. Infinite Scrolling
Mechanisms, Reward Feedback Loops.
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PERSONA

Name huiging Name Liwei
Age 25 Age 28
Careers nurse Careers Product Manager

Education bachelor's degree Education Postgraduate Student

Goal Goal
» Passed the licensing examination for medical » Want to do something relaxing to unwind after work
practitioners . : —_
» Want to do something meaningful, not just instant
* Need efficient, focused study time entertainment.
Activity Activity
» Work is required on weekdays * Cell phones have become a 'decompression tool. when
, o sh : hi feeling tired from work, people tend to open short video
* Avidly swiping short videos and catching up on dramas platforms or shopping apps to relieve stress."
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Various Components
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USER INTERFACE DIAGRAM

HT, NEW FRIEND!
GOAT NEEDS YOUR LOVE!

Come up with a name

HI, NEW FRIEND!
GOAT NEEDS YOUR LOVE!

Come up with a name
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https://youtube.com/shorts/z9nj8-vRmiU?feature=share
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https://youtube.com/shorts/z9nj8-vRmiU?feature=share

