DIEP Final Report

Describe

As a visual communication design undergraduate, my approach to design has
long focused on aesthetics and artistic expression, with relatively limited
attention to user needs. However, during my postgraduate studies, my in-
depth study of user experience design in my courses, especially the
introduction of the PACT model (People, Activities, Contexts, Technologies) of
user research in the Ul design process, has made me gradually realise that
design is not only a visual art, but also a kind of functional creation for users.
The PACT model focuses on ‘People’, ‘Activities’, ‘Contexts’, and
‘Technologies’, which are the most important elements in the design process.
provide a comprehensive and systematic framework for analysing design. For
example, the People dimension emphasises understanding the
characteristics, needs and behaviours of the target user; the Activity
dimension focuses on the user's actions and tasks in a particular context; and
the Contexts dimension covers the physical, social and cultural contexts. The
PACT model helped me realise that these four elements not only exist in
isolation, but also interact with each other to influence the functionality of the
design and the user experience. This approach allowed me to reshape my
design thinking from a personal aesthetic to a user-centred approach, and to
understand how systematic research can provide a solid foundation for
design.

Interpret

During my university years, my design studies focused on visual
communication, and the course content focused more on formal aesthetics,
such as colour matching, typography and graphic creativity, and less on user
needs research and analysis. Due to the lack of experience in user research,
my design works are often orientated to personal aesthetics and lack full
consideration of actual usage scenarios and user needs. For example, in a
class project during my undergraduate studies, | designed a reading app
targeting the younger generation. | focused on the visual appeal of the



interface and designed many complex graphics and colour schemes.
However, due to the lack of in-depth research on user needs, the application
was not clear enough in terms of functional logic, and was seriously out of
touch with the actual needs of users. User feedback indicated that they were
confused when using the app and could not quickly find the functions they
needed. This made me deeply realise that the value of an aesthetically
pleasing design will be greatly reduced if it lacks functionality and user
orientation.

After entering graduate school, | was gradually exposed to the core concepts
of UX design, especially the PACT model that | studied in depth in the ‘Design
and New Media’ course, which made me realise the importance of user
research. In one of the Ul design projects in this course, ‘Apple Focus’, |
conducted in-depth research on the target user group (teenagers) through
interviews and questionnaires. | found that many teenagers were resistant to
traditional constraint-based focus apps, believing that they were too coercive
and brought extra pressure. Based on this finding, | re-adjusted the design
strategy by adding gamification mechanisms and adopting a cartoonish page
style to make the app more relaxed and fun. The final user feedback showed

that this design approach significantly improved user satisfaction. Through
this practice, | not only realised that user research can identify potential
problems, but also appreciated that it can directly guide design optimisation.

User Personas

Background:

Enjoys short videos and games but
often gets distracted from homework
by mobile phones.

Goals:

Reduce phone usage and focus on
completing assignments.

Discover fun, non-phone-based
activities.

Background:

Faces study pressure and
struggles to balance study and
relaxation time.

Goals:

Improve study efficiency by
reducing phone distractions.
Stay motivated with app-based
rewards for completing tasks.

Pain Points: Pain Points:
Lacks time management skills and gets Late-night phone use affects
easily distracted by notifications. sleep.

Struggles to start difficult tasks and
often procrastinates.

Characteristics:

Constant interruptions from
social media and chat apps.

- Characteristics:
Q F‘ Interested in gamified designs and Prefers interactive features and (ﬂ i
challenges. reward systems. 1
Name: Jack  Needs simple guidance features like Likes vibrant and fresh designs Name: Lily
Age: 14 screen time reminders. with study aids. Age: 17



In the course of my study, | have gradually integrated the theoretical
knowledge learnt in the course with practical design. For example, Meredith
Davis and Jamer Hunt (2017) in Visual Communication Design: an
Introduction to Design Concepts in Everyday Experience suggest that ’ design
must respond to the specific characteristics of audiences and contexts’, which
fits highly with the core idea of the PACT model. These theories made me
realise that the goal of design should not only be to create aesthetically
pleasing interfaces, but also to pay attention to the actual user experience. In
addition, Donald A. Norman's reflection on user emotions in Emotional Design
also helped me a lot in how to address user needs in Ul design. It made me
think more from the user's point of view in my future design and understand
the user-centred design thinking.

Evaluate

In the Flourish project, my research further focused on the deeper relationship
between user needs and design. In this project, | was tasked with designing
an intelligent plant management application. During the research phase, |
learnt from online data collection and interviews that users generally wanted a
clear and intuitive interface for presenting plant health data, such as soll
moisture, light intensity, etc. | translated these needs into my design. In my
design, | translated these needs into specific interface features, such as
health status scores, trend charts, and notification alerts, so that users could
quickly understand the health status of their plants. User tests showed that
this intuitive design approach made them more likely to use the app and stick
with the plants. This project gave me a deep sense of the practical value of
the PACT model, and it also made me better understand the indispensability
of user research in the design process.



PACT

Target Users:
Beginners-Interested in keeping plants but lack professional knowledge.

Urban white-collar workers-Busy at work and need a simple and convenient plant
care solution.

Horticulture enthusiasts - have some experience in plant care and are willing to try
smart tools.

International students-such as myself, need extra help to keep plants alive due to
climate and environmental differences.

User characteristics:

Value ease of use and intuitiveness of products.

Prefer high value design, products need to be both practical and decorative.
Sensitive to plant health and easily frustrated by plant deaths.

Usage Scenario
Home environment-placed in the living room, bedroom, balcony, etc.

Office environment-as decoration to enhance the comfort of the environment.
Holiday or business trip scenarios: remote monitoring and management of plants to
avoid unattended problems for a long time.

Restrictions:

Limited space-planter needs to be compactly designed but with strong functions.

Main Activities:

Daily monitoring-Check the growth status of plants (e.g. humidity,
temperature).

Manual Adjustment-According to the prompts to set the temperature
and humidity control of the planter, watering frequency and other
functions.

Daily watering-Even with automatic watering, some users may still be
willing to participate manually.

Frequently Asked Questions:

Forgetting to water or over-watering causes plants to die.

Not sure of the ideal environment the plant needs.

Core Technology
Built-in sensors-soil moisture, light, temperature and humidity monitoring.

Intelligent regulati fan, watering, efc.

Data transmission - connect APP via Bluetooth/Wi-Fi.
Technical Challenge:
Ensure sensor accuracy and device stability.

Battery life or power supply design needs to meet the demand of long time

Possible environmental -e.g. sunlight, direct air- operation.

conditioning, etc.

User
Research

Name: Ivy Jiang
Age: 24 Age: 35
Status: International student Status: Urban white-colar worker, product manager at a technology
Living environment: Rental flat, imited space, indoor plants are mainly T company

placed by the window or desk. Living environment: Urban flat with a variety of plants (10+) on the
Experience in keeping plants: Beginner, ie plants but not good at ()

maintaining them, easy to neglect daily care. -

1.1 hope plants can grow healthily indoors and add natural flavour to the :

Name: Liam Carter

Experience in keeping plants: Intermediate, likes to try new plant
species, has high requirements on plant health, but time is fimited due to
busy work schedule.

1. To achieve efficient and inteligent plant management, especially
when multiple plants are maintained at the same time.

2. To understand more about the growth pattern and needs of plants
through the app, and to improve the maintenance efficiency.

3. Use technology to reduce the stress of maintenance and get more
professional plant care advice.

2. Learn some basic knowledge about plant care, buttime is limited and
not too complicated.

3. To establish an emotional connection with piants through the app to
ease the loneliness of living in a different place.

balcony and indoors.
Iliving environment. ( )

1. Forgetting to water or over-watering, resulting in poor plant condition.
2. Don't know how to judge the health status of plants, especially feel
anxious when the leaves are yellowing or falling off.

3. With the change of season or indoor environment, the light and
humidity needs of plants are often neglected.

4. Unable to take care of piants during holidays or busigess
trips, and worrying that plants wil die. \,

1. Due to busy work, it is easy to miss the plant maintenance time.

2. When caring for multiple plants, it is difficult to accurately grasp the

i t needs of each plant (e.g., watering amount and light).

3. Lack of instant feedback, sometimes the problem

Jf-is only discovered when the piant's condition deteriorates.

4. Complex smart devices or apps may increase

V; ' — the burden rather than simplify the work.
—_—

Support multiple plants management at the same time

and provide personalised care advice for each plant

2. Visualised plant health data (e.g. trend graphs) to help efficient

S decision making.

3. Generate inteligent plans based on plant growth data and

environmental changes (e.g. season, weather).
4. Highly intuitive interface design for quick access to key information.

1. Know the status of plants (e.g. humidity, health
condition) at any time through APP.

2. Get clear and concise care reminders, such as
watering amount and time suggestions. —
3. See the changes in plant growth with pictures or visual data.

4. With anthropomorphic and interactive design, plants can
‘feel alive’ and 'talk to themselves'.

5. Manage plants remotely during holidays to reduce the risk of plant
death.

1.

However, when applying the PACT model, | also found some areas for
improvement. Firstly, the representativeness of the research sample. For
example, in the ‘Flourish’ project, due to the small number of interview
samples, my research results did not fully cover the needs of the target user
groups. This made me realise that in future projects, | need to combine more
diversified research methods, such as adding quantitative data analysis and
observation records in different user scenarios, in order to improve the
comprehensiveness and accuracy of the results. In addition, the reliability of
the research data is also a challenge, and how to obtain high-quality data
under time constraints is a direction | need to learn more about.




In another personal project ‘EaseTrack’, | tried to use the user journey map
combined with PACT model to conduct research. This approach not only
helped me to understand user behaviours and pain points more
comprehensively, but also allowed me to see the opportunity points in the
design more clearly. For example, users often get lost when switching
between tasks, leading to inefficiencies. Based on my research findings, |
adjusted the interface design logic and added a simplified task switching
function, and user tests showed that this improvement effectively increased
user satisfaction. This made me realise that the combined application of
different theoretical approaches can significantly improve design efficiency
and quality of results.

Through my postgraduate studies and practice, | have gradually enhanced my
understanding of user research and the PACT model, and felt my growth in
design thinking. From being unfamiliar with the complex research process at
the beginning to being able to plan the research steps independently, my
confidence has been significantly improved. At the same time, these practices
made me better understand that designers need not only professional skills,
but also the ability to listen to users' needs and provide solutions through
design. This process has helped me to grow from a personal aesthetic-
centred designer to a user-oriented design practitioner.

Plans

In the future, | plan to further improve my ability through the following aspects.
| will continue to enrich my research methods, combining quantitative and
qualitative analyses to ensure the comprehensiveness and reliability of data.
For example, in future design projects, | will try to adopt methods such as user
logging and contextual observation to obtain more realistic and specific data
on user behaviour. In addition, | will explore how to integrate interdisciplinary
methods more effectively, such as combining behavioural analysis models
with psychology, in order to mine user needs more accurately. At the same
time, | hope to demonstrate the research results more efficiently through in-
depth learning of data visualisation tools, so as to make the presentation of
data more intuitive and provide stronger support for design.



In terms of the application of PACT model, | plan to further explore its practice
in complex scenarios. For example, in service design, how to combine the
PACT model to analyse the interactions between users and multiple
touchpoints and propose more systematic solutions.

In the long run, my goal is to become a user-centred designer, creating truly
valuable products and services for users through solid user research and
systematic design methods. At the same time, | hope to combine my personal
learning with cutting-edge industry practices in my future career, and continue
to promote my development and innovation in the field of user experience
design.
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