Workshop : Designing Pleasurable Products — Beyond Usability

Patrick W. Jordan

Audience: 

Beginner, Intermediate, Advanced

ABSTRACT

This workshop provides an introduction to ‘affective’ design. Affective approaches look both at and beyond usability in order to identify the factors which make products not only useful and usable but also a positive pleasure to own and use. Methods and techniques for identifying affective user requirements and creating pleasurable products, services and interfaces are introduced. Examples of cultural factors which mediate these requirements will be identified.

AUDIENCE

This tutorial is suitable for all practitioners and researchers involved in the design, marketing and creation of products and services.

LEVEL OF DIFFICULTY

Beginner to experienced 

DURATION

One full day 

LEARNING OBJECTIVES

Participants should gain an overview of affective design - what it is, how to capture affective user requirements and how to meet these requirements in the product creation process. Participants will take away a framework and methodology that they can apply to their commercial and research work.

MATERIAL COVERED 

This tutorial will demonstrate methods and techniques for creating products and services that are not only usable, but which are also a positive pleasure to own and use. 

*
Introduction. An introduction to the concept of pleasurable products is given. This is described in the context of a hierarchy of consumer needs which moves from functionality, through usability to pleasure.

*
The Four Pleasures. The four pleasures is a framework within which positive human experiences can be considered. This framework can be used as a means of structuring a ‘product benefit specification’ — the set of positive emotions and experiences that a particular product or service should engender. A series of examples will be given of products which have succeeded because of the positive experiences that they bring to their users. What is regarded as a positive experience may be culturally mediated. Examples will be given of products that have succeeded or failed in different countries due to cultural factors.

*
Creating Pleasurable Products and Services. This part of the workshop will concentrate on how to design a product or service in order to engender a particular positive response. The link between the aesthetic, functional and interaction properties of a product or service and the responses to it will be considered. Cultural factors which effect the nature of these links will be discussed.

*
Methods. A number of methods will be described and demonstrated. These methods are suitable for the analysis of a design’s affective properties and for generating concepts for pleasurable products. Persona-based ideation, a methodology for creating pleasurable product concepts will be demonstrated. This approach allows for the consideration of cultural, lifestyle and individual factors in creating products and services.

HOW THE WORKSHOP WILL BE CONDUCTED

The workshop will consist of a series of presentations given by the instructor interwoven with a series of participant exercises addressing the issues covered in the presentations.
