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Figure 1: NightMarebles final design



| Positioning
Central to the process has been the
notion of designing aesthetics of
interaction, involving beauty and
expressivity in using. Aesthetic
interaction is therein seen an
experienced, practical, social, and
tangible interaction, as well as creating
meaning, inherently emotional,
interpreted, and a communicator of
concepts [1, 2, 3, 4].These concepts
together form the premises the
described process is built upon, making
one that is not user-centered but one of
the aesthetics of interaction. This results
in prototypes much less technologically
founded, but rather focussed on the
core of its expressed meaning.

Designing for interaction means
considering the importance of the
human body, which can be utilized to
better communicate the meaning of the
design [2, 5, 6]. Designing large motions,
physical experiences, and embodied
communication increases expressivity
and emotion. The effects of such
interaction can be theoretically
analyzed, for which this pictorial used
the Frogger Framework, to specifically
target all elements of interaction and its
relative affordances [7, 8]. Depending
on the goal of the design affordances,
feedback, and feedforward can be used
to invite or inhibit certain interaction
with the design.

Figure 2: NightMarebles marbles in jar at nightstand

Figure 3: Tyga van Overschot using NightMarebles




n Process

Originally, we designed for the extreme character of a This exploration was influenced by a variation on the method
child without parents with whom they could share their of Interaction Relabelling [9]. The group created designs
dreams as an ideation method inspired by Djajadiningrat exploring sound, playing and plucking as a means to

et al. [9]. The method served our creative mindset not emotionally determine time; metaphorically grinding away
only in designing for this character, but also in selecting parts of the day; physical embodiment of time including
among interesting characters such as a hen without hoisting and hanging; hugging and warmth; hidden

rooster, or Jezus. Process-wise, we realized after design affordances [16]; and the behavior and effects of light

critique it would have been beneficial to explore throughout the day. These explorations were then interacted
interactions beforehand. with without prior explanation and instead explained by a

non-maker, which led to the labeling of various unintended
interactions.

Figure 5: Broader i

Figure 4: Ideation for extreme character




Figure 6: Prototype on tangible time and change of light

After evaluating and selecting recurring
themes and concepts, we followed on with
a more detailed experience prototype that
reflected the physical embodiment of time,
personalization (inspired by YoYo-machines
[10]), and the change of light during the
day.

The prototype (figure 6) conceptualizes a
light slowly rising and changing during the
night as well as day, that also reflects
pragmatic scientific advantages for sleep
[1, 11, 12]. Time is embodied with weight
on a plate, changing the path of the light.

Prototype (figure 7) can be personalized
through colored light discs changing light in
the environment.

Design critique on these prototypes helped
realize these prototypes were only partly
experienceable, which could have been
substituted by storytelling, wizarding of Oz
[14], or plain explanation. In addition, the
devices only stand out from commercially
available alarm clocks through their
tangible time aspect. While the used
concepts show potential, it was clear there
are stronger ways to make these concepts
experienceable, and more aesthetically
interactive (as opposed to user-centered)
ways to display a wake-up experience.

Figure 7: Prototype focused on personalization



To achieve these goals, the group partially
started over and reconsidered various
elements of the concept and design. A new
prototype took inspiration from the first
iteration, and interpreted the design brief
in a more open and creative manner as a
method aiming to create original design.

The prototype (figure 8) only reacts when a
user wakes from a nightmare, after which it
calms them down to better fall asleep
again by showing a pleasant visual
representation of the dream. The
prototype was a reactive, caring, and
personal waking experience showing much
more creative potential with an even
simpler physicalization of concept.

From there, evaluation, ideation and
iteration led to changes including the
addition of sound to further calm the user,
the use of marbles and blowing them away
instead of watching the dream change
(partly inspired by the Big Friendly Giant
[13]), and the addition of lights to guide
the user. These changes made dreams
more tangible, the experience more
expressive, reactive and in touch with
emotions, and the device more caring as a
whole. Thus, the experienceability,
pragmatism, and richness of interaction
have improved as we learned to consider
valuable in aesthetic interaction design [1,
2, 3]. In addition, the technological
workings of the prototype were simplified,
leading to an increased focus on the
concept.

Figure 8: The first prototype that led directly to the final design

Figure 9: Geert Hansma experiencing the prototype



Figure 10: Final results

Reflecting on the final result, it seems that the
interaction was well-performed. Little guidance was
required and most elements of the design were
understood. Improvements could be made in better
highlighting ceiling projections of the marbles and
affording the requirement to share dreams verbally
with the prototype. Moreover, the aesthetics could
have been more coherent including color scheme,
materials, overall-makeup, and size. A future iteration
would mainly address these latter points as they would
have the highest impact in improving the experience.




eties of Interaction
Central to the process has been the transition from user-centered
design to creative aesthetic interaction design. My thinking shifted
towards guiding experience, interaction, expressivity, and emotion.
These factors are inherently subjective, which can be used for
interpretable design - seemingly a must for beauty - but also to
design in such a way that a specific meaning, perspective, or action
is either inhibited or invited [8]. Some products (e.g. appliances)
may benefit from such invited or afforded action, while design for
beauty and aesthetics is more likely to aim for subjective
experience and may even invite users to create their own meaning
[2].

| view Aesthetics of Interaction as a method that aims to take
control of these factors by considering the desired experience of
design. It relates closely to phenomenology as it aims to direct the
meaning users discover through their interaction towards a
particular goal. Again, that goal may be strengthening or weakening
intersubjectivity in experience and meaning, or designing strong
inherent affordances to invite certain interaction [8, 15].

ol | (6 o]
All unreferenced images have been created by me or another
member of the team: Geert Hansma, Nour Kamel, Sophie van
Malland, and Tyga van Overschot. Generative Al has not been used
in the writing of this report, but it has been used to create images
of dreams displayed in figure 4, 8, and 9.
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