
DESIGN FOR 

SOCIALISING.



Background

 Disparate technologies

 Not quite „there‟

 Appropriation

 Social stuff is hard: ad-hoc, network effects

“Support communication, coordination and 

sharing for small social groups”



Approach

10 Design, develop, deploy

20 Get it used

30 Observe, perform studies

40 Reflect

50 GOTO 10
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Console

 Messaging

>&tennis: who wants to play this weekend?

 Presence

@pub

@uni?

 Information

!info pub

!nearest beer

!bus home



Investigating Usability

 Data logging

 Observations

 Contextual interviews

 Workshop

 Quizzes



Data Logging

 “Free” data

 Negative: missing meaning

 Provided: numbers!
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Observations

 The embedded ethnographer

 Conversation

 Action

 Usage

 Tool: reflective journal

 Negative: anecdotal

 Provided: themes, little kooky things



Contextual Interview

 Semi-guided

 Past messages used for scaffolding

 1 hour+

 Tool: tablet

 Negative: time consuming

 Provided: understanding, extra data, quotes



Workshop

 Four activities

operation nag, draw, time machine and 

trading game

 Tools: bribery, materials

 Negative: time consuming, requires commitment

 Provided: generalised 

understanding, photos, participant education



Quizzes

 Delivered using prototype itself

 Investigate in-context use – what are you 

doing right now?

 Tool: prototype

 Negative: annoyance

 Provides: timely data
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Conclusion

 Methods are tools

 Multiple methods


