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Design & Emotion Moves
Cambridge Scholars Publishing Design & Emotion Moves is an edited collection of
papers presented at the 5th international Design and Emotion Conference in
Gothenburg, Sweden. In spite of the wide variety of angles and approaches, all
authors share the basic proposition that in order to understand users (or consumers)
and their behaviour, one must understand the aﬀective responses that are involved
in the processes of buying, using, and owning products. The book should appeal to
anyone interested in understanding emotions involved in human-product
relationships, and in techniques that can help utilising these insights in design
practice.

Designing Emotions
Design and Emotion Moves
Cambridge Scholars Publishing Design & Emotion Moves is an edited collection of
papers presented at the 5th international Design and Emotion Conference in
Gothenburg, Sweden. In spite of the wide variety of angles and approaches, all
authors share the basic proposition that in order to understand users (or consumers)
and their behaviour, one must understand the aﬀective responses that are involved
in the processes of buying, using, and owning products. The book should appeal to
anyone interested in understanding emotions involved in human-product
relationships, and in techniques that can help utilising these insights in design
practice.
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Design and Emotion
CRC Press There is considerable interest in and growing recognition of the emotional
domain in product development. The relationship between the user and the product
is paramount in industry, which has led to major research investments in this area.
Traditional ergonomic approaches to design have concentrated on the user's
physical and cognitive abil

Product Experience
Elsevier Product Experience brings together research that investigates how people
experience products: durable, non-durable, or virtual. In contrast to other books, the
present book takes a very broad, possibly all-inclusive perspective, on how people
experience products. It thereby bridges gaps between several areas within
psychology (e.g. perception, cognition, emotion) and links these areas to more
applied areas of science, such as product design, human-computer interaction and
marketing. The ﬁeld of product experience research will include some of the
research from four areas: Arts, Ergonomics, Technology, and Marketing.
Traditionally, each of these four ﬁelds seems to have a natural emphasis on the
human (ergonomics and marketing), the product (technology) or the experience
(arts). However, to fully understand human product experience, we need to use
diﬀerent approaches and we need to build bridges between these various ﬁelds of
expertise. Most comprehensive collection of psychological research behind product
design and usability Consistenly addresses the 3 components of human-product
experience: the human, the product, and the experience International contributions
from experts in the ﬁeld

Emotion Measurement
Woodhead Publishing Emotion Measurement, Second Edition highlights key elements
of emotions that should be considered in the measurement of emotions in both
academic and commercial environments. This edition begins with an updated review
of basic studies of emotion, including the theory, physiology, and psychology of
emotions, as these are the foundational studies which food scientists as well as
product developers and marketing professionals need to be aware of. The second
section highlights methods for studying emotions, and reviews the diﬀerent
approaches to emotion measurement: questionnaire self-report, behavioral, and
physiological. This section explores the merits of intrinsic versus extrinsic measures
of emotion. Some new measurement approaches have emerged since the ﬁrst
edition of this book. The book then presents practical applications, with chapters on
emotion research in food and beverage, as well as in a range of products and clinical
settings. The experience in testing product emotions has increased since the ﬁrst
edition when product emotion research was newer. Finally, Emotion Measurement,
Second Edition provides coverage of cross-cultural research on emotions. This is
critical because much of the newer commercial research is aimed at markets around
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the world, requiring methods that work in many cultures. And the universality of
emotions has been a topic of research for decades. Taking both an academic and
applied approach, Emotion Measurement, Second Edition will be an invaluable
reference for those conducting basic academic research on emotions and for sensory
and consumer scientists, and the product developers and marketing professionals
they work alongside. Reviews both the academic and the applied strands of emotion
measurement research Focuses on cross-cultural studies of emotions, which is
currently lacking from most of the literature in the ﬁeld Highlights methods for
studying emotions in both basic and applied studies

Emotionally Durable Design
Objects, Experiences and Empathy
Routledge Emotionally Durable Design presents counterpoints to our ‘throwaway
society’ by developing powerful design tools, methods and frameworks that build
resilience into relationships between people and things. The book takes us beyond
the sustainable design ﬁeld’s established focus on energy and materials, to engage
the underlying psychological phenomena that shape patterns of consumption and
waste. In ﬂuid and accessible writing, the author asks: why do we discard products
that still work? He then moves forward to deﬁne strategies for the design of products
that people want to keep for longer. Along the way we are introduced to over twenty
examples of emotional durability in smart phones, shoes, chairs, clocks, teacups,
toasters, boats and other material experiences. Emotionally Durable Design
transcends the prevailing doom and gloom rhetoric of sustainability discourse, to
pioneer a more hopeful, meaningful and resilient form of material culture. This
second edition features pull-out quotes, illustrated product examples, a running
glossary and comprehensive stand ﬁrsts; this book can be read cover to cover, or
dipped in-and-out of. It is a daring call to arms for professional designers, educators,
researchers and students from in a range of disciplines from product design to
architecture; framing an alternative genre of design that reduces the consumption
and waste of resources by increasing the durability of relationships between people
and things.

Experience Design
Concepts and Case Studies
Bloomsbury Publishing How can we design better experiences? Experience Design
brings together leading international scholars to provide a cross-section of critical
thinking and professional practice within this emerging ﬁeld. Contributors writing
from theoretical, empirical and applied design perspectives address the meaning of
'experience'; draw on case studies to explore ways in which speciﬁc 'experiences'
can be designed; examine which methodologies and practices are employed in this
process; and consider how experience design interrelates with other academic and
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professional disciplines. Chapters are grouped into thematic sections addressing
positions, objectives and environments, and interactions and performances, with
individual case studies addressing a wide range of experiences, including urban
spaces, the hospital patient, museum visitors, mobile phone users, and music
festival and restaurant goers.

Funology
From Usability to Enjoyment
Springer Science & Business Media This book reﬂects the move in Human Computer
Interaction studies from standard usability concerns towards a wider set of problems
to do with fun, enjoyment, aesthetics and the experience of use. Traditionally HCI
has been concerned with work and task based applications but as digital
technologies proliferate in the home fun becomes an important issue. There is an
established body of knowledge and a range of techniques and methods for making
products and interfaces usable, but far less is known about how to make them
enjoyable. Perhaps in the future there will be a body of knowledge and a set of
techniques for assessing the pleasure of interaction that will be as thorough as those
that currently assess usability. This book is a ﬁrst step towards that. It brings
together a range of researchers from academia and industry to provide answers.
Contributors include Alan Dix, Jacob Nielsen and Mary Beth Rosson as well as a
number of other researchers from academia and industry.

Designing Emotion
Methods and Strategies for
Designers
Birkhäuser How does design make the indestructible character of a drill tangible?
Why does a brand become a trusted friend? And what emotions should intelligent
gardening tools actually radiate? The accurate communication and design of
emotional worlds remain one of the greatest challenges for companies and
professional design. Designing Emotion oﬀers practical support here. Based on
current research from neuroscience and psychology, the book presents tools for
systematically analysing emotions and controlling them through precise use of form,
colour and material. In addition to case studies and interviews, this edition oﬀers
insights into the design practice of successful companies. Provides professional
design instruments for inﬂuencing emotions Includes a folding poster for the use of
“emotion grid” With illustrative product analyses
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Managing Innovation in Highly
Restrictive Environments
Lessons from Latin America and
Emerging Markets
Springer This book presents the integration of new tools, the modiﬁcation of existing
tools, and the combination of diﬀerent tools and approaches to create new technical
resources for assisting the innovation process. It describes the eﬀorts deployed for
assisting the transformation of Product-Services Systems and explains the main key
success factors or drivers for success of each tool or approach applied to solve an
innovation problems. The book presents a set of case studies to illustrate the
application of several tools and approaches, mainly in developing countries.

Moving Objects
A Cultural History of Emotive
Design
Bloomsbury Publishing Moving Objects deals with emotive design: designed objects
that demand to be engaged with rather than simply used. If postmodernism
depended upon ironic distance, and Critical Design is all about questions, then
emotive design runs hotter than this, confronting how designers are using feelings in
what they make. Damon Taylor's original study considers these emotionally laden,
highly authored works, often produced in limited editions and sold like art – objects
such as a chair made from cuddly toys, a leather sofa that resembles a cow, and a
jewellery box fashioned from human hair. Tracing the phenomenon back to the
'Dutch inﬂection' that began with Droog designers like Jurgen Bey and Hella
Jongerius, Taylor conducts an analysis of the development of Design Art and looks
for its origins in the uncanny explorations of surrealism. Oﬀering a critique of
Speculative Design, and an examination of the work of designers such as Mathias
Bengtsson, whose work involves 'growing' furniture inside computers, Taylor asks
what happens when the tangible melts into the datascape and design becomes a
question of mobilities. In this way, Moving Objects examines contemporary issues of
how we live with artefacts and what design can do.
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Aesthetic Flexibility
In Industrial Design Practice
Linköping University Electronic Press Competition among companies that produce
complex or large product portfolios has created a need to use modularity strategies
not only to ﬂexibly manage technical complexity in a cost-eﬀective manner but also
to produce visually appealing products. This research aims to understand how the
visual appearance of products is aﬀected by modular product development
strategies and creates coherent product brands. Thus, this study examines the
intersection of design aesthetics, product portfolio management, product brand
management, and design management. Speciﬁcally, this study aims to understand
how such strategies constrain and generate possibilities when the industrial design
process concerns itself with visual appearance. The main research approach has
been qualitative multi-case methodology (Miles et al, 2014; Eisenhardt, 1989) and
design theory building (Chakrabarti and Blessing, 2016) that collects data through
interviews, experimentation, and theoretical studies based on ﬁndings in the
literature. Sixteen face-to-face interviews were conducted with design vice
presidents, senior designers, and senior design engineers at ﬁve Swedish
manufacturers from the automotive, MedTech, consumer goods, commercial
vehicles, and materials handling industries. This approach has resulted in the
description of three theoretical models and a design method, product gist, for
investigating prototypicality in a product category. Aesthetic ﬂexibility reﬂects the
requirement that under certain circumstances an industrial designer has to plan for
future (as yet unknown) changes in a design. Each of the three theoretical models
has a diﬀerent focus: one model describes three ways manufacturing companies
organise a strategic in-house design function; one model describes how design
decisions are made on a general level through an intuitive and knowledge-based
judgment process; and one model describes the strategies a manager needs to
consider when developing an existing product portfolio and how the strategies
inﬂuence industrial design practice. Understanding visual ﬂexibility serves as a
starting point for further investigations of how development strategies aﬀect visual
product design. This understanding provides industrial designers insight into how
they can develop product systems that share design components across product
lines to promote brand identity. The ﬁndings of this work illustrate and explain a
complex and multi-facetted design phenomenon that many designers manage more
or less intuitively today; therefore, this study advances the understanding of the ﬁeld
for academics, teachers, and professional designers.

Positive Computing
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Technology for Wellbeing and
Human Potential
MIT Press "Calvo and Peters explain that technologists' growing interest in social
good is part of a larger public concern about how our digital experience aﬀects our
emotions and our quality of life--which itself reﬂects an emerging focus on
humanistic values in many diﬀerent disciplines. Synthesizing theory, knowledge, and
empirical methodologies from a variety of ﬁelds, they oﬀer a rigorous and coherent
foundational framework for positive computing. Sidebars by experts from
psychology, neuroscience, human-computer interaction, and other disciplines supply
essential context. Calvo and Peters examine speciﬁc well-being factors, including
positive emotions, self-awareness, mindfulness, empathy, and compassion, and
explore how technology can support these factors. Finally, they oﬀer suggestions for
future research and funding." --Publisher's description.

HCI and User-Experience Design
Fast-Forward to the Past, Present,
and Future
Springer This book consists of a series of essays which addresses the essentials of
the development processes in user-experience design (UX design) planning,
research, analysis, evaluation, training and implementation, and deals with the
essential components (metaphors, mental models, navigation, and appearance) of
user-interfaces and user-experiences during the period of 2002-2007. These essays
grew from the authors own column entitled ‘Fast Forward’ which appeared in
Interaction Magazine – the ﬂagship publication of the ACM Special Interest Group on
Human-Computing Interaction (SIGCHI). Written in such a way as to ensure
longevity, these essays have not been edited or updated, however a short
Postscripts has been added to provide some comments on each topic from a current
perspective. HCI and User-Experience Design provides a fascinating historical review
of the professional and research world of UX and HCI during a period of signiﬁcant
growth and development and would be of interest to students, researchers, and
designers who are interested in recent developments within the ﬁeld.

Multisensory Packaging
Designing New Product Experiences
Springer This edited collection presents state-of-the-art reviews of the latest
developments in multisensory packaging design. Bringing together leading
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researchers and practitioners working in the ﬁeld, the contributions consider how our
growing understanding of the human senses, as well as new technologies, will
transform the way in which we design, interact with, and experience food and
beverage, home and personal care, and fast-moving consumer products packaging.
Spanning all of the senses from colour meaning, imagery and font, touch and sonic
packaging, a new framework for multisensory packaging analysis is outlined.
Including a number of case studies and examples, this book provides both practical
application and theoretical discussion to appeal to students, researchers, and
practitioners alike.

Emotions and Aﬀect in Human
Factors and Human-Computer
Interaction
Academic Press Emotions and Aﬀect in Human Factors and Human–Computer
Interaction is a complete guide for conducting aﬀect-related research and design
projects in H/F and HCI domains. Introducing necessary concepts, methods,
approaches, and applications, the book highlights how critical emotions and aﬀect
are to everyday life and interaction with cognitive artifacts. The text covers the basis
of neural mechanisms of aﬀective phenomena, as well as representative approaches
to Aﬀective Computing, Kansei Engineering, Hedonomics, and Emotional Design. The
methodologies section includes aﬀect induction techniques, measurement
techniques, detection and recognition techniques, and regulation models and
strategies. The application chapters discuss various H/F and HCI domains: product
design, human–robot interaction, behavioral health and game design, and
transportation. Engineers and designers can learn and apply psychological theories
and mechanisms to account for their aﬀect-related research and can develop their
own domain-speciﬁc theory. The approach outlined in this handbook works to close
the existing gap between the traditional aﬀect research and the emerging ﬁeld of
aﬀective design and aﬀective computing. Provides a theoretical background of
aﬀective sciences Demonstrates diverse aﬀect induction methods in actual research
settings Describes sensing technologies, such as brain–computer interfaces, facial
expression detection, and more Covers emotion modeling and its application to
regulation processes Includes case studies and applied examples in a variety of H/F
and HCI application areas Addresses emerging interdisciplinary areas including
Positive Technology, Subliminal Perception, Physiological Computing, and Aesthetic
Computing

Human-Computer Interaction: The
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Agency Perspective
Springer Science & Business Media Agent-centric theories, approaches and
technologies are contributing to enrich interactions between users and computers.
This book aims at highlighting the inﬂuence of the agency perspective in HumanComputer Interaction through a careful selection of research contributions. Split into
ﬁve sections; Users as Agents, Agents and Accessibility, Agents and Interactions,
Agent-centric Paradigms and Approaches, and Collective Agents, the book covers a
wealth of novel, original and fully updated material, oﬀering: To provide a coherent,
in depth, and timely material on the agency perspective in HCI To oﬀer an
authoritative treatment of the subject matter presented by carefully selected authors
To oﬀer a balanced and broad coverage of the subject area, including, human,
organizational, social, as well as technological concerns. ü To oﬀer a hands-onexperience by covering representative case studies and oﬀering essential design
guidelines The book will appeal to a broad audience of researchers and professionals
associated to software engineering, interface design, accessibility, as well as agentbased interaction paradigms and technology.

Sentiment Analysis for Social Media
MDPI Sentiment analysis is a branch of natural language processing concerned with
the study of the intensity of the emotions expressed in a piece of text. The
automated analysis of the multitude of messages delivered through social media is
one of the hottest research ﬁelds, both in academy and in industry, due to its
extremely high potential applicability in many diﬀerent domains. This Special Issue
describes both technological contributions to the ﬁeld, mostly based on deep
learning techniques, and speciﬁc applications in areas like health insurance, gender
classiﬁcation, recommender systems, and cyber aggression detection.

Funology 2
From Usability to Enjoyment
Springer How should we understand and design for fun as a User Experience? This
new edition of a classic book is for students, designers and researchers who want to
deepen their understanding of fun in the context of HCI. The 2003 edition was the
ﬁrst book to do this and has been inﬂuential in broadening the ﬁeld. It is the most
downloaded book in the Springer HCI Series. This edition adds 14 new chapters that
go well beyond the topics considered in 2003. New chapter topics include: online
dating, interactive rides, wellbeing, somaesthetics, design ﬁction, critical design and
participatory design methods. The ﬁrst edition chapters are also reprinted, with new
notes by their authors setting the context in which the 2003 chapter was written and
explaining the developments since then. Taken with the new chapters this adds up
to a total of 35 theoretical and practical chapters written by the most inﬂuential
thinkers from academia and industry in this ﬁeld.
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Design Issues
Product Innovation Toolbox
A Field Guide to Consumer
Understanding and Research
John Wiley & Sons Product Innovation Toolbox: A Field Guide to Consumer
Understanding and Research brings together key thought-leaders and seasoned
consumer researchers from corporate R&D, academia and marketing research
companies to share their experiences, cutting edge consumer research tools and
practical tips for successful and sustainable product innovation. This is an essential
resource for product developers, marketers and technologists who want to
implement consumer-centric innovation and are responsible for designing producttesting strategies from upfront innovation to support new product development. The
scope of the book by chapter shows the steps that transform a consumer researcher
to a Consumer Explorer that guides the project team to successful innovation and
new product introductions. Product Innovation Toolbox is designed to appeal to
broad audiences from consumer researchers, product developers, marketers and
executives. With an emphasis on consumer understanding and examples that range
from cheese to lipstick and printers to energy beverages, Product Innovation Toolbox
oﬀers guidelines and best practices for strategizing, planning and executing studies
with conﬁdence and high eﬃciency yielding faster and better insights.

Advances in Manufacturing and
Processing of Materials and
Structures
CRC Press This book cover the latest advances in materials and structures in
manufacturing and processing including additive and subtractive processes. It's
intended to provide a compiled resource that reviews details of the advances that
have been made in recent years in manufacturing and processing of materials and
structures. A key development incorporated within this book is 3D printing, which is
being used to produce complex parts including composites with odd shape ﬁbers, as
well as tissue and body organs. This book has been tailored for engineers, scientists
and practitioners in a number of diﬀerent ﬁelds such as aerospace, mechanical
engineering, materials science and biomedicine. Biomimetic principles have also
been integrated.
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Driver Acceptance of New
Technology
Theory, Measurement and
Optimisation
Ashgate Publishing, Ltd. This book collects into a single, edited volume the
accumulating body of thinking and research on driver and operator acceptance of
new technology. Bringing together contributions from international experts from
around the world, the editors have shaped a book that covers the theory behind
acceptance, how it can be measured and how it can be improved. Case studies are
presented that provide data on driver acceptance of a wide range of new and
emerging vehicle technology.

Designing Pleasurable Products
An Introduction to the New Human
Factors
CRC Press Human factors considerations are increasingly being incorporated into the
product design process. Users are seen more as being important factors in the
overall look and usability of products than just as passive users. We are now treated
as cognitive and physical components of the person/product system. The author,
who is one of the leading lights in the ﬁeld of cognitive ergonomics, looks at
approaches that assume that if a task can be accomplished with a reasonable
degree of eﬃciency and within acceptable levels of comfort, then the product can be
seen as ﬁtting to the user. In this book it is argued that in practice these approaches
can be dehumanizing. People are more than merely physical and cognitive
processors. They have hopes, fears, dreams, values and aspirations, indeed these
are the very things that make us human. Designing Pleasurable Products looks both
at and beyond usability, considering how products can appeal to use holistically,
leading to products that are a joy to own.

The Crowd
A Study of the Popular Mind
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Handbook of Positive Emotions
Guilford Publications This authoritative handbook reviews the breadth of current
knowledge about positive emotions: their nature, functions, and consequences for
individuals and society. Speciﬁc emotions are analyzed in depth, including
happiness, pride, romantic love, compassion, gratitude, awe, challenge, and hope.
Major theoretical perspectives are presented and cutting-edge research methods
explained. The volume addresses neurobiological and physiological aspects of
positive emotions as well as their social and intrapersonal contexts. Implications for
physical health, coping, and psychopathology are explored, as are connections to
organizational functioning and consumer behavior.

Advances in Manufacturing and
Processing of Materials and
Structures
CRC Press Advances in Manufacturing and Processing of Materials and Structures
cover the latest advances in materials and structures in manufacturing and
processing including additive and subtractive processes. It's intended to provide a
compiled resource that reviews details of the advances that have been made in
recent years in manufacturing and processing of materials and structures. A key
development incorporated within this book is 3D printing, which is being used to
produce complex parts including composites with odd shape ﬁbers, as well as tissue
and body organs. This book has been tailored for engineers, scientists and
practitioners in diﬀerent ﬁelds such as aerospace, mechanical engineering, materials
science and biomedicine. Biomimetic principles have also been integrated. Features
Provides the latest state-of-the art on diﬀerent manufacturing processes, including a
biomimetics viewpoint Oﬀers broad coverage of advances in materials and
manufacturing Written by chapter authors who are world-class researchers in their
respective ﬁelds Provides in-depth presentation of the latest 3D and 4D technologies
related to various manufacturing disciplines Provides substantial references in each
chapter to enhance further study

Designing for Society
Products and Services for a Better
World
Bloomsbury Publishing Our globalised world is encountering problems on an
unprecedented scale. Many of the issues we face as societies extend beyond the
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borders of our nations. Phenomena such as terrorism, climate change, immigration,
cybercrime and poverty can no longer be understood without considering the
complex socio-technical systems that support our way of living. It is widely
acknowledged that to contend with any of the pressing issues of our time, we have
to substantially adapt our lifestyles. To adequately counteract the problems of our
time, we need interventions that help us actually adopt the behaviours that lead us
toward a more sustainable and ethically just future. In Designing for Society, Nynke
Tromp and Paul Hekkert provide a hands-on tool for design professionals and
students who wish to use design to counteract social issues. Viewing the artefact as
a unique means of facilitating behavioural change to realise social impact, this book
goes beyond the current trend of applying design thinking to enhancing public
services, and beyond the idea of the designer as a facilitator of localised social
change.

Veterinary Herbal Medicine
Elsevier Health Sciences This full-color text and practical clinical reference provides
comprehensive information on herbal remedies for both large and small animal
species. Key coverage includes clinical uses of medicinal plants, speciﬁc information
on how to formulate herbal remedies, a systems-based review of plant-based
medicine, and in-depth information on the diﬀerent animal species--dog, cat, avian
and exotic, equine, food animal, and poultry.

Designing Objects in Motion
Exploring Kinaesthetic Empathy
Birkhäuser The movement of designed objects is not just something purely
functional but also triggers a wide range of sensations. A curtain swaying gently in
the wind can cause the onlooker to feel easy and relaxed, as if it was he or she who
is ﬂoating in the air. This imagined projection caused by the perception of moving
objects is called "kinesthetic empathy". In this study, which followed on from a
dissertation at the School of Design Research in London, the author investigates the
esthetics of movement by documenting his own design-based learning and research
process in terms of "research through design", using the experimental cooperation
with puppet players as an example. He thereby creates a framework that allows
designers to observe the esthetics of objects in motion as a trigger of feelings.

Materials Experience
Fundamentals of Materials and
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Design
Butterworth-Heinemann There currently exists an abundance of materials selection
advice for designers suited to solving technical product requirements. In contrast, a
stark gap can be found in current literature that articulates the very real personal,
social, cultural and economic connections between materials and the design of the
material world. In Materials Experience: fundamentals of materials and design,
thirty-four of the leading academicians and experts, alongside 8 professional
designers, have come together for the ﬁrst time to oﬀer their expertise and insights
on a number of topics common to materials and product design. The result is a very
readable and varied panorama on the world of materials and product design as it
currently stands. Contributions by many of the most prominent materials experts
and designers in the ﬁeld today, with a foreword by Mike Ashby The book is
organized into 4 main themes: sustainability, user interaction, technology and
selection Between chapters, you will ﬁnd the results of interviews conducted with
internationally known designers. These ‘designer perspectives’ will provide a ‘time
out’ from the academic articles, with emphasis placed on fascinating insights,
product examples and visuals

Kansei/Aﬀective Engineering
CRC Press A guided tour through the each stages of process, Kansei/Aﬀective
Engineering explores how to apply Kansei/Aﬀective Engineering. It describes the
psychological survey and psycho-physiological measurement of consumer feelings
and the multivariate statistical analysis of this survey data, including rough set
models. Since soft computing technology is very useful from the viewpoint of product
design, the author details the Expert system, neural networks, GA, and other
relevant methods to support the designer's decision or the customer's choice. The
text includes applied examples in areas such as automotive, home electrics,
appliances, cosmetics, packaging, and e-commerce business.

Value Sensitive Design
Shaping Technology with Moral
Imagination
MIT Press Using our moral and technical imaginations to create responsible
innovations: theory, method, and applications for value sensitive design. Implantable
medical devices and human dignity. Private and secure access to information.
Engineering projects that transform the Earth. Multigenerational information systems
for international justice. How should designers, engineers, architects, policy makers,
and others design such technology? Who should be involved and what values are
implicated? In Value Sensitive Design, Batya Friedman and David Hendry describe
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how both moral and technical imagination can be brought to bear on the design of
technology. With value sensitive design, under development for more than two
decades, Friedman and Hendry bring together theory, methods, and applications for
a design process that engages human values at every stage. After presenting the
theoretical foundations of value sensitive design, which lead to a deep rethinking of
technical design, Friedman and Hendry explain seventeen methods, including
stakeholder analysis, value scenarios, and multilifespan timelines. Following this,
experts from ten application domains report on value sensitive design practice.
Finally, Friedman and Hendry explore such open questions as the need for deeper
investigation of indirect stakeholders and further method development. This
deﬁnitive account of the state of the art in value sensitive design is an essential
resource for designers and researchers working in academia and industry, students
in design and computer science, and anyone working at the intersection of
technology and society.

Sonic Interaction Design
MIT Press An overview of emerging topics, theories, methods, and practices in sonic
interactive design, with a focus on the multisensory aspects of sonic experience.
Sound is an integral part of every user experience but a neglected medium in design
disciplines. Design of an artifact's sonic qualities is often limited to the shaping of
functional, representational, and signaling roles of sound. The interdisciplinary ﬁeld
of sonic interaction design (SID) challenges these prevalent approaches by
considering sound as an active medium that can enable novel sensory and social
experiences through interactive technologies. This book oﬀers an overview of the
emerging SID research, discussing theories, methods, and practices, with a focus on
the multisensory aspects of sonic experience. Sonic Interaction Design gathers
contributions from scholars, artists, and designers working at the intersections of
ﬁelds ranging from electronic music to cognitive science. They oﬀer both theoretical
considerations of key themes and case studies of products and systems created for
such contexts as mobile music, sensorimotor learning, rehabilitation, and gaming.
The goal is not only to extend the existing research and pedagogical approaches to
SID but also to foster domains of practice for sound designers, architects, interaction
designers, media artists, product designers, and urban planners. Taken together, the
chapters provide a foundation for a still-emerging ﬁeld, aﬀording a new generation
of designers a fresh perspective on interactive sound as a situated and multisensory
experience. Contributors Federico Avanzini, Gerold Baier, Stephen Barrass, Olivier
Bau, Karin Bijsterveld, Roberto Bresin, Stephen Brewster, Jeremy Coopersotck,
Amalia De Gotzen, Stefano Delle Monache, Cumhur Erkut, George Essl, Karmen
Franinović, Bruno L. Giordano, Antti Jylhä, Thomas Hermann, Daniel Hug, Johan
Kildal, Stefan Krebs, Anatole Lecuyer, Wendy Mackay, David Merrill, Roderick MurraySmith, Sile O'Modhrain, Pietro Polotti, Hayes Raﬄe, Michal Rinott, Davide Rocchesso,
Antonio Rodà, Christopher Salter, Zack Settel, Stefania Seraﬁn, Simone Spagnol, Jean
Sreng, Patrick Susini, Atau Tanaka, Yon Visell, Mike Wezniewski, John Williamson
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Philosophy of Style
An Essay
Experience Design
Technology for All the Right
Reasons
Morgan & Claypool Publishers In his In the blink of an eye, Walter Murch, the Oscarawarded editor of The English Patient, Apocalypse Now, and many other outstanding
movies, devises the Rule of Six -- six criteria for what makes a good cut. On top of
his list is "to be true to the emotion of the moment," a quality more important than
advancing the story or being rhythmically interesting. The cut has to deliver a
meaningful, compelling, and emotion-rich "experience" to the audience. Because,
"what they ﬁnally remember is not the editing, not the camerawork, not the
performances, not even the story---it's how they felt." Technology for all the right
reasons applies this insight to the design of interactive products and technologies -the domain of Human-Computer Interaction, Usability Engineering, and Interaction
Design. It takes an experiential approach, putting experience before functionality
and leaving behind oversimpliﬁed calls for ease, eﬃciency, and automation or
shallow beautiﬁcation. Instead, it explores what really matters to humans and what it
needs to make technology more meaningful. The book clariﬁes what experience is,
and highlights ﬁve crucial aspects and their implications for the design of interactive
products. It provides reasons why we should bother with an experiential approach,
and presents a detailed working model of experience useful for practitioners and
academics alike. It closes with the particular challenges of an experiential approach
for design. The book presents its view as a comprehensive, yet entertaining blend of
scientiﬁc ﬁndings, design examples, and personal anecdotes. Table of Contents:
Follow me! / Crucial Properties of Experience / Three Good Reasons to Consider
Experience / A Model of Experience / Reﬂections on Experience Design

Kinesthetic Empathy in Creative
and Cultural Practices
Intellect Books A key interdisciplinary concept in our understanding of social
interaction across creative and cultural practices, kinesthetic empathy describes the
ability to experience empathy merely by observing the movements of another
human being. Encouraging readers to sidestep the methodological and disciplinary
boundaries associated with the arts and sciences, Kinesthetic Empathy in Creative
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and Cultural Practices oﬀers innovative and critical perspectives on topics ranging
from art to sport, ﬁlm to physical therapy.

Objects in Motion
Designing Kinaesthetic Empathy
Birkhaüser The movement of designed objects is not just something purely
functional but also triggers a wide range of sensations. A curtain swaying gently in
the wind can cause the onlooker to feel easy and relaxed, as if it was he or she who
is ﬂoating in the air. This imagined projection caused by the perception of moving
objects is called "kinesthetic empathy". In this study, which followed on from a
dissertation at the School of Design Research in London, the author investigates the
esthetics of movement by documenting his own design-based learning and research
process in terms of "research through design", using the experimental cooperation
with puppet players as an example. He thereby creates a framework that allows
designers to observe the esthetics of objects in motion as a trigger of feelings.

Three Kings in Baghdad
The Tragedy of Iraq's Monarchy
I.B. Tauris The ﬁrst king of Iraq, Faisal I, was installed by the British in 1921 - he was
pro-British, and was thus deemed 'suitable' to lead an independent Iraq. But his
successors - his son Ghazi and Faisal II - both met their demise in suspicious and
bloody manners. This book is a unique and timely account of Iraqi history.
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