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My aim today 

•  Bring in users ALL THE TIME! Not expensive! 

•  Bring in technology ALL THE TIME! Not 
expensive! 

•  Do not be scared to try stuff on yourself – but 
do not assume that you are like everyone else 

•  Focus on experience 

•  Generate MORE THAN ONE IDEA! 



Structure of my lecture 

•  Overall user-centred design – the process 

•  Some study, brainstorming, design and 
building methods I’ve found useful 
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Double Diamond model – Design research council - http://www.designcouncil.org.uk  !
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Being 
Human: HCI 

in 2020 
Microsoft 

Research 2008 



Opening the design landscape 



Structure of my lecture 

•  Overall user-centred design – the process 

•  Some study, brainstorming, design and 
building methods I’ve found useful 
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Persona (& anti-persona) (Cooper 1999) 

 
Sandra is a confident 29 year 

old woman who likes to 
spend time with her friends 
and family. She works as a 
trainee at a city planning 

office in Stockholm. Sandra 
does not care about how 

things work technically, but 
she likes new cool 

technological features and 
she is very happy with her 

new mobile. 

Petra Sundström, Anna Ståhl, Kristina Höök 



Cultural probe (Gaver) 

12 informants 
•  Elderly 
•  Teenagers 
•  Dance teachers 

Lessons learnt 
>  About yesterday, today, 

tomorrow 
>  About someone/something 
>  Brooding, shedding, take 

the lid off 



Transfer Scenarios (Ljungblad) 



Bluetooth, rfid, accelerometers, radio, 
sensor nodes, topologies… 

!

!





Moodboards CHAPTER  5

38

Figure  5.7:  The  image  board.

Findings   from  colour   theory  and  colour  psychol-­
ogy  were  used  to  convey  emotional  content  in  the  
expressions.  Our  starting  point  became  Itten’s  co-­
lour  system  that  was  adjusted   to  fit  Russell’s  cir-­
cumplex  model  of  affect.  This  meant  making  the  
colours  gets  weaker  towards  the  middle  of  the  cir-­
cle  where  arousal  and  valence  are  on  neutral.  The  
colours   were   then   smoothed   into   one-­another   in  
the  circle  in  order  to  allow  the  corresponding  emo-­
tional  expressions  blend  into  one  another  without  
any  sharp  boundaries  (Figure  5.8,  see  side  bar).
The  insights  in  theories  about  form  and  how  these  
are  interpreted  were  used  when  designing  objects  
to  add   to   the  coloured  background.  In   the  design  
this   led   to  objects  placed  on   the  positive  valence  
side  in  Russell’s  circumplex  model  of  affect,  were  
designed  with  more  roundness  in  shapes  and  lines.  
Objects  placed  on  the  negative  valence  side  in  the  
circle  were  made  more  angular  and  sharp  in  their  
expression  (Figure  5.9).

Figure  5.9:  The  objects,  on  the  positive  side  versus  nega-­
tive  side.

We   used   the   shape-­descriptions   from   the   Laban-­
analysis,  e.g.  designing  the  objects  to  allow  for  the  
more   energetic   emotions,   so  when   animated   they  
could  be  inspired  by  the  upwards,  rising  movements  
found   in   the   analysis.   The   shapes   of   the   objects,  
that  are  supposed  to  be  spread  all  around  the  circle,  
were  first  sketched  out  using  pen  and  paper  (Figure  
5.10,  see  side  bar  next  page),  exploring  the  shapes  
and  trying  to  find  the  right  expression  that  later  on  
could  be  animated.  The  objects  blend  smoothly  into  
each  other  just  like  the  colours  above  (Figure  5.11,  
see  side  bar  next  page).

Insights   from   theory   of   how   to   convey   emotions  
in   animation   were   complemented   with   the   La-­
ban-­analysis   of   the   characteristics   of   both   shape  
and  arousal  found  for  each  emotion.  For  example,  
to   create   an   animation  expressing   sadness,  which  
according   to   the   Laban-­analysis   is   enclosing,   de-­
scending   and   retiring   in   its   shape,   the   object   has  
to   entail   these   qualities   in   its   visual   shape.   That  
means  that  the  object  has  to  be  big  and  connected   Figure  5.8:  Transformation  of  Itten’s  

circle.



Now we have loads of inspiration 

•  … but how do we turn our inspiration into 
design ideas? 
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What if you actually drive inside of 
that?  

Bo Andersson, 
founder of Grim, 
about Ballistics 
(2001) 

60 
 

Windows one. And he was thinking, "You know what, what if you 
actually drive inside that thing you know."44 

 
Figur 6: Window's screensaver "Pipes" 

Another example is the following story told by the Lead designer at Massive 
about the seed idea of Massive's first game, Ground Control (2000): 

Our founder had played a game called Command & Conquer, a large 
2D  game,  and  what  he  wanted…  this  is  so  funny  because he is so 
extremely  distinct  about  what  it  was  that  ignited  the  idea…  he  played  
the game, and there was this little guy throwing grenades, and he 
wanted  to  see  this  guy  in  full  3D.  He  didn’t  want  to  see  him  that  small  
in a top-down perspective; he wanted to go down with the camera, all 
the way down to the ground, and see, from all angles, when he threw 
the  grenade.  So  that’s  why  we  made  a  3D  RTS  game.  That  was  the  
basic idea that started it all.  

The first seed idea has to be developed and elaborated before it can result in 
a finished game. This part of game ideation will be further examined in 
chapters 6 and 7 where I, in detail, will present the practices I have found in 
my study.  

However, as mentioned above, the handbooks typically states that game 
ideation starts with a number of high-level ideas. These important ideas 
together are often called the game concept. In my first paper, I define the 
game concept as the collection of all the important game ideas that constitute 
a game proposal. Accordingly, the aim of the concept phase in game 
development is to produce a game concept. What ideas are regarded as 
"important" depends on the situation and the purpose of the game concept. 
                                                     
44 The Story of Grin Part 1. Interview with Bo Andersson, founder of Grin. 
http://www.youtube.com/watch?v=5cjqDAXGsbo&feature=relmfu, [retrieved 2012-04-11] 



Brainstorming methods 

•  Only there to unlock your creativity 

•  Tons of different methods 



Brainstorming rules 

•  You cannot be critical! 

•  The wilder the better 

•  Quantity is wanted 

•  Build on others’ 



RANDOM WORDS 



Regulates the 
process 

Optimism Creativity 

Opinions and 
thinking 

Cautiousness Facts and 
information 

Six thinking hats (de Bono) 



Bodystorming (Oulasvirta et al 2003) 



A-labs 



Autobiographical design 



Alternatives to where ideas come from 

•  Customers tell you 

•  You build a sequel (often in the games 
industry) 

•  You have a strong vision from your long-term 
experience (auto-biographical design) 

•  You are a lead-user (Krippendorff) 



Now we have 20 - 30 ideas… 

•  Make choice based on your criteria, qualities, 
… 

•  Now we aim for 3 ideas to be presented to 
our customer – but we need to be sure they 
work! 
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Tiny fingers (Rettig, 1994) 

All in 
ONE 
DAY! 

Åsa Rudström, Martin Svensson, Kristina Höök, Rickard Cöster 



Sketching 



Brainstorming toolkits 

•  Arduino 

•  Phidgets 

•  Lilypad Arduino 

•  rFlea 

•  … 





GUI

Engine

Storage

DropWizard

Website Text-based



  

Ski example

● Raw accelerometer data

● Gravity-rotated data

● Noise removal

● Cut up in periods and resample

● Markov chain

● Classification, anomaly detection, clustering

● Various key performance indices



Now we have three ideas… 

•  Reasonably well-grounded in tech affordances 

•  But what do prospective users think? Can we 
test them with users in realistic settings 
before the properly exist? (Might save us 
loads of money!) 

•  And how do we get their honest opinions? 
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Wizard of Oz (Dahlbäck 1993) 

Kristina Höök, Ana Paiva and others 



Experience clip (self evaluation) (Isomursu, 
2004) 

Minna Isomursu 



Now we have something to work on   

•  The devil is in the details 

•  Hack, rehack, test, …. 

•  How do we evaluate? 
– Here is where those usability methods come in! 

– But also testing for experience – how? 
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Keeping a large team together! 



Lodestars 
Lodestars don't have to be digital. Verbal lodestars and still images 
can be printed on paper and hung on the walls, characters and 
game objects can be modeled in clay and displayed in strategic 
places, and all kinds of physical objects can be used to illustrate for 
instance the look and feel of the game. 

This actually, was one of the 
original designs of Skyrim - what 
is the experience of Skyrim? I 
bought this Conan action figure 
like years ago, just sitting on my 
desk. People would say: So, what 
are we doing for the next Elder 
Scroll, now?" I just point to the 
figure… (Howard, 2012) 

79 
 

 
Figur 13: Concept art for Skyrim (Bethesda, 2011) 

 
Figur 14: Concept art for Skyrim. Lodestar for how dragons feel 

Howard explains: 

When it came to dragons, we had a very short design. It was "How do 
dragons feel?" They feel like this. And then we had a team that 
worked on dragons and they just kept iterating and adding things: Can 
we have them land? Do they fly? Can they get hurt? How do they 
roar? How do they talk? You know, this is a better design for how 
dragons end up in the game, than a giant list. (Howard, 2012) 

For me it was encouraging to find and listen to Howard's talk after I had 
developed my concepts of player experience design and lodestars. It verified 
my assumption that using experience design and lodestars is a new trend, or 
paradigm, in game design. 
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above, Patrick Bach (2011), showed what he called a rip-o-matic48, 
made in the initial stage of designing Battlefield 3 (EA Dice, 2011). A 
rip-o-matic consists of (ripped) clips from different movies put together 
with sound effects, speech and music. 

 
Figur 8: Collage of snapshots from horror and sci-fi movies used as lodestars for Dead 
Space (2008). 

 

 Game design pattern names 
Staffan Björk (Björk, in progress; Björk & Holopainen, 2005) has 
worked for more than ten years collecting what he calls game design 
patterns. The names of such design patterns can be used as verbal 
lodestars expressing a core feature in the game-to-be. In a lecture, 
executive producer Patrick Bach mentioned one they used when creating 
Battlefield 3, namely Rock, paper, scissors gameplay. (Bach, 2011). 
 

                                                     
48 Rip-o-matic: "A very rough rendition of a proposed commercial, composed of 
images and sounds borrowed (ripped-off) from other commercials or broadcast 
materials." (http://www.advertisingglossary.net/definition/2372-Ripomatic) 



Product is taking shape…   

•  … but how do we evaluate experiences? 
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Sensual Evaluation Instrument 
(Isbister et al. 2006) 



In Situ Informants (Sundström et al. 2007) 

Petra Sundström, Anna Ståhl, Kristina Höök 

To subjects 

To partner 



Obviously not true… 

•  All mixed 

•  See methods as tools to unplug creativity and 
keep structure 



My aim today 

•  Bring in users ALL THE TIME! Not expensive! 

•  Bring in technology ALL THE TIME! Not 
expensive! 

•  Do not be scared to try stuff on yourself – but 
do not assume that you are like everyone else 

•  Focus on experience 

•  Be creative! 

•  Create MORE THAN ONE IDEA! 


