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Understand your
users

Translate needs into
functionalities

Build
final
version

Test & Evaluate Prototype design
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Translating Needs Into Functionalities:

Cultural Model

(External influences)

Artifact Model
(Physical objects)
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(communication and coordination)

76,

Personas
Affinity Diagram

Work Models
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Preparation

Physical Model

(Physical work environment)

Sequence Model
(Work steps)
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Dual process theory




76,

Translating Needs Into Functionalities

System 1

4/2=7

System 2

734/25="7




Stereotypic

Can do:

N
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System 1

Roughly assess distance
Localize the source of a
specific sound

Complete famous expressions
Do 2+2 sort of calculations
Well-automated activities in
easy conditions (drive a car on
an empty road)

Read and understand simple
sentences

_/

System 2

Can do:

e Complex calculations
e Point your
needed
e Dig into your memory

e Determine the
behaviour in a social setting

e Tedious cognitive tasks

e Activities in
conditions

e Complex logical reasoning

attention where

desired

unusual

/



The heuristic-analytic theory of reasoning:
tension and evaluation
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The heuristic-analytic
theory of reasoning,
Jonathan St. B. T. Evans, 1975
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The Elaboration Likelihood Model of Persuasion

Richard £ Petty
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Publisher Summary

“This chapter outlines the two basic routes to persuasion. One route is based on the.
thoughtful consideration of arguments central to the issue, whereas the other is based on
the affective associations or simple inferences tied to peripheral cues in the persuasion
context. This chapter discusses a wide variety of variables that proved instrumental in
affecting the elaboration ikelihood, and thus the foute to persuasion. One of the basic
postulates of the Elaboration Likelihood Model—that variables may affect persuasion by
increasing or decreasing scrutiny of message arguments—has been highly useful in
‘accounting for the effects of a seemingly diverse list of variables. The reviewers of the
aftitude change lterature have the many conflicting effects observed
even for ostensibly simple variables. The Elaboration Likelihood Mode! (ELM) attempts to
place these many conflicting resuits and theories under one conceptual umbrella by
specifying the major processes underlying persuasion and indicating the way many of the
traditionally studied variables and theories relate to these basic processes. The ELM may
prove ussful in providing a guiding set of postulates from which to interpret previous work
and in suggesting new hypotheses to be explored in future research
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The elaboration likelihood model,
Richard E. Petty, John Cacioppo,
1986

DANIEL
KAHNEMAN
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The intuition-reasoning theory,
Daniel Kahneman,
2003
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Reficctve and Impulsive Determinants of Social Behavior
FrieSrack and Roand Destich
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The reflective and impulsive
determinants theory,
Fritz Strack, Roland Deutsch, 2004


https://www.uni-wuerzburg.de/fileadmin/uniwue/_temp_/02strack_und_deutsch.pdf
http://www.acrwebsite.org/search/view-conference-proceedings.aspx?Id=6329
https://www.google.ca/url?sa=t&rct=j&q=&esrc=s&source=web&cd=5&cad=rja&uact=8&ved=0ahUKEwjQx7Xql_LTAhWhsVQKHfx8DKMQFgg6MAQ&url=http%3A%2F%2Flink.springer.com%2Fcontent%2Fpdf%2F10.3758%252FBF03193858.pdf&usg=AFQjCNGdhKqmfJiJYfce0wHwKOuzP5TGlQ&sig2=jjFaLKbr1e6MOuLTd_WsNA
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Dual process theory

Cognitive load




Steps
Least amount of work
possible
Homogeneous
People can’t multitask!

Break error-prone tasks
into smaller steps.
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Cognitive load

Choices

Clear differences
Limit number of choices

Support with information

Information

Progressive disclosure
Provide examples
Make it easy to scan

Presentation matters
(hard to read = hard to do)
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Creating a
small piece of
content

Single task
only

Microinteractions by Dan Saffer

Single piece of
data

Adjusting a
setting

Trigger Rules

Controlling an
ongoing
process

Turning

feature on
and off

Feedback Loops and modes


http://microinteractions.com/downloads/Microinteractions_QuickRef.pdf
http://microinteractions.com/downloads/Microinteractions_QuickRef.pdf
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Dual process theory
Cognitive load

Anticipate mistakes
(should be easy to undo, avoid error-prompt tasks)




76,

Translating Needs Into Functionalities

Turn problems
into tasks

~
Thinking

/

Dual process theory
Cognitive load

Anticipate mistakes
(should be easy to undo, avoid error-prompt tasks)

Perception biases
(expectations determine perception)
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Turn problems
into tasks
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Thinking
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Dual process theory
Cognitive load

Anticipate mistakes
(should be easy to undo, avoid error-prompt tasks)

Perception biases
(expectations determine perception)

Age, socioeconomic status, cognitive
abilities influence decision making

-






http://www.youtube.com/watch?v=9X68dm92HVI&t=300
https://www.youtube.com/watch?v=9X68dm92HVI&t=460s
https://www.youtube.com/watch?v=9X68dm92HVI&t=460s
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Perception - storage - retrieval
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Turn problems
into tasks

Memory

/

Perception - storage - retrieval
Recognition rather than recall

People can remember ~3-4 items at a
time.

Zeigarnik effect - interrupted tasks are
easier to remember (depends on the
importance of the interrupted task for the
person)

-
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Attention information)
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e N
Turn problems i i .
into tasks Focus.ed attention is Ilimited and

selective

4 N Inattentional blindness
Surface (awareness of features) and
content  attention (awareness  of

Attention information)

Attention is dynamic - allow hierarchy

- / - J
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(based on formed expectations)
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Tention from unmet needs
(based on formed expectations)

Work must be meaningful
Reward wisely

Desire to belong to a group
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Turn problems
into tasks

Motivations

-
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Tention from unmet needs
(based on formed expectations)

Work must be meaningful
Reward wisely
Desire to belong to a group

In-group/out-group biases
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PeOpIe to
Do Stuff

Master the art and science of
persuasion and motivation

Susan M. Weinschenk, Ph.D.



http://ptgmedia.pearsoncmg.com/images/9780321884503/samplepages/0321884507.pdf
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Habituation
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Pavlov’s conditioning

Skinner’s operant conditioning (with
reinforcement)
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Skinner’s operant conditioning (with
reinforcement)

Based on formed patterns
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Turn problems
into tasks

Habituation

-

Pavlov’s conditioning

Skinner’s operant conditioning (with
reinforcement)

Based on formed patterns

Creating new habits: stimulus -
response; breaking the pattern
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Week 3 take-away

Affinity diagrams
Breakdowns
Work models: cultural, artifact, physical, sequence, flow models
Psychology basics for design understanding:
- Thinking
- Memory
- Attention
- Motivations
- Habituation



