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We were tasked with designing an interactive solution for
interdependent living, using a user-centered
design approach and the double diamond design process.
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Using the approaches in the brief, we brainstormed possible entry
points for a interdependetly-themed project — in the end realising
they all had a common theme of sharing. However, our approach
(and interpretation of the brief) was incorrect. Instead of focusing
on finding a focus group, we tried to find problems. But this was
an essential part of our beginning and defined how we would
continue to work together and communicate.
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Finding a starting point - The focus group

Families who Families who travel Solo travelers People under 29
travel with small with grown/adult who regular}y take
children children group trips

People engaged in
co-living

.

After misinterpreting the brief at first, we came up with several possible user groups.
These were our 5 favorites and from these we decided to focus on people who are engaged in co-living
because we found out it was a new subject area for this and previous course run-throughs.



Narrowing the focus group

e young adults (20-35)
e engaged in co-living (a collective, not student corridor)

o at least 3 people sharing a house or apartment with
their own rooms, but other spaces like bathrooms,
kitchen and living room are shared

e living in Sweden
e who are either full-time students or full-time students
and part time workers




Our starting point

After we decided on a focus group, we aimed to explore
how interdependence between people
could alleviate the challenges faced in a co-living situation,
starting by using methods of discovery.






Method one

DESK RESEARCH

e Desk research was done to gain a better
understanding of the topic
o this allowed us to write better
questions for the interviews later
e We found 11 different reports, blogs,
bachelor and master theses, and
research articles

1 Report
2 Blog
3 Biog

4 Master thesis

5 Blog

6 Research article

7 Master thesis

8 Research article

9 Master thesis

10 Bachelor's thesis

11 Blog

Living Together — Cohousing Ideas and Realities
Around the World (Dick Urban Vestbro - KTH, 2010
Div of Urban and Regional Studies)

Living in a corridor vs. Living in a

2021
shared-apartment {Study in Sweden)
Accommodation and togetherness in Sweden 2017
what is a kollektiv? (Study in Sweden)
Full house: Exploring the concept of shared
housing through participation {Wennberg T., 2016
Wikstrém M., Chalmers University of
Technology)
How Coliving Changed My Life 2022
Living Alone Together: Individualized
Collectivism in Swedish Communal Housing 2019

(Stockholm)|

Coliving: an emerging term without acommon 2019
definition (Steding, D)

“Knock Knack, Here Is an Answer from Next
Door": Designing a Knowledge Sharing Chatbot

2021
to Connect Residents: Community Chatbot
Design Case Study
Co-Living: The Space between Privacy &
O-Living e Space wee waty 2022

Possibility. (Milano)

Coliving in the Sustainable City: A study of
coliving as a sustainable urban housing strategy 2020
in Stockholm

Kollektivtankar 2013
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1st international conference on collaborative housing was held in Stockholm in May 2010,

Kollektivhus NU = NGO in Sweden promoting collaborative housing and other alternative wa
llektivhus.se

/20

wp-content/

Livingtogetherwe Focus on reducing housework and enhancing work-life balance
'Shared facilities” does not necessarily mean collaboration between residents
Coheusing does not state exactly what co stands for. It could be collaborative, cooperative, «

Does not tackle co-llving from the project definition.
Living in a shared apartment did not take away privacy, compromise is possible
https://studyinsweden.se/blogs/

21/04/24//living-in-a-corridor-vs-livi Learning new cultures and traditions from mates

ng-in-a-shared-apartment/

Price

Easier to find accommodation

Flatmate-meetings

Social events together

Chores and guests

Surrounded by people that trust me and who | can trust

The most common household in Sweden today is single persons without children and 4 out ¢
32 % of young adults live in accommodation with uncertain terms and conditions (short-tern
Homes that consist of 1-2 persons make up for almost 70% of all different household sizes in

The larger househaolds that consist of 6 persons or more compose only 2% of all households |

49% of young adults have less than 6700 SEK/mo. after housing cost {2015}
Fun, communion, shared responsibility, makes everyday life easier, sharing, outgoing and soc

Individual values and needs within a group? Maslow's pyramid of needs?

nips:/s h-liu24 medium.com/h  personal growth: mental health (belonging and connection, physical health, and having fun
ow-ceoliving-change d-my-life-f

6053¢72 Putting yourself in the right environment can make a larger difference on you

¥

Residents navigate between autonomy and dependency; also between privacy and social inti

ttps://journals.sagepub.c

ull/10.1177/0038038 Residents value the importance of boundaries and integrity within communal living, which al

benefiting from low-key social interaction

The empirical findings indicate that coliving relates to five key dimensions, eight key themes

Almost 50 parcent of the people in the ages of 18 to 35 in Stockholm could see themselves I
(United Minds, 2014)

DEFINING COLIVING SPECIFICALLY: to arrange o number of smaller private rooms together wi
building

https://www.diva-po

/get/diva2:1371948/FULLTEXTOL.p

df Primary spaces (shared - kitchen, living room, dining room)
Secondary spaces (hallway, staircase, laundry room)
Tertirary spaces (private spaces)

al.org/sr

Services = minimizing friction, assisting to live a seamless life together

Not focusing on awning small things {how would they buy commonly used things like plates?

A . the potential use of chatbots for information sharing and social connection within a co-living
hitps://dl.acm.org/doi/10.1145/34
1738

Generally, the residents of the co-lving spaces are younger adults who expect suitable faciliy

Naturally, smooth communication is a must for a satisfactory co-living experience, as residen

1026015612id share opinions with space managers, and also build social relationships with each other.

{doi/pdf/10.11

Even though | wanted to ask some questions to other residents, it was awkward and | didn’t
delivers anonymously, | worried less about asking questions.

sis_booklet draft final sin From perspective of Milan, not relevant to Stockholm, but has interesting outlines and prese

Millenials value experiences over things?
hitps:/fup. lubluse/ly ¢

wnloadFiledracord e . ) . ) _ . .
Main qualities of coliving can summarize as sharing, flexibility, and mobility

More conveniences and flexibility without having to pay expensive rental prices for living in v

Comes as a natural need to live temporarily
Swedish persan living with other swedes in Norway

nttps:/fkollektivtankar blogg se/ Issues with bounderies (coming into the room without knocking/staying even though the pe

Some communication issues. which leads to conflicts.



Learning about the topic

The desk research was valuable to our understanding of the user group

and also the topic of collectives. Collectives are a popular housing style

in Stockholm very different from living in a corridor room. The age range

of tenants as well the number of people sharing a living space may affect

the environment and interaction between housemates — which were key
details we used when phrasing the interview questions.
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Method two

INTERVIEWS

e Each person conducted 2 recorded
Interviews
e |nterviews were semi-structured
o We prepared an interview schedule with
ethnographic questions that prompted
the interviewee to talk about their
experiences with co-living, and asked
follow-up questions to explore other
avenues.
e |nterviews were 30-60 minutes,
in person and online
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Re-defining the focus group and moving
on to the next phase

After the interviews, we re-defined the age range of our focus group to 20-30
to better reflect the demographic of participants that we collected. Using the
recordings, we transcribed the interviews and moved on to the next step, using
methods of defining to analyse our data.
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Affinity Diagramn




- Gotrunct o e i Method one
CODING AND AFFINITY
DIAGRAMMING

+ Scheduling for the social environment of the house, and how to
divide chores when everyone has different schedules.

Communication House socialization
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Following the workshop, we coded

il

our interviews individually and used

' affinity diagramming to identify and

E=
=
, -
@)
S
v
=
40
-
o0

categorise main concepts that
could lead us to problem areas.
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Concluding the affinity diagramming

Affinity diagraming helped us identify several key concerns of our interviewees, including the division
of household chores, varying levels of cleanliness tolerance, and differing expectations for the social
environment at home. While all of the issues were related to communication in some way, the aspects
and topics of discussion were different. Therefore, we decided not to identify a single problem right
away, but rather use other methods to help clarify the problem statement we should focus on.
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obstacles
conflict

IDENTIFYING PERSONA e s —

CHARACTERISTICS — — et

With the insights from our interviews, desk -~ e - —

research and affinity diagraming, we tried e — "

to focus on identifying patterns of common -

goals, desires, obstacles, and values that o [

we saw in the focus group. This method money

gave us a clear overview of what someise B goals oaser

characteristics the personas should T e .. -

exemplify to best reflect the focus group. - Tadires ) - Sp'ly_
conflict community -
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Age: 23
Number of flatmates: 3

Location: Stockholm

Joined collective: via system matching

Klaus
Full Time Student

GOAls . Fiwsn res degree

o Pam iy

fatses

* Get musties Defore swimsut sesson

Desires - Mube new frencs
. Mawe un

* Lsamn to cook

Obstacles . suugsng 1o keep up With housework
« Momework oad tabet up 2 ot of e
« Do

Y fee! corméortable with hs new housermates yet

Expectations
Cleanliness
Communicative

Organization

Personal Space Needs

Problem (concise) Wants to gee
2 know NS flstmates better

e ough scheduing Sz

Age: 26
N ber of h ates: 6
Location: Alta

Joined collective: via social media group

Agneta

Student and Barista

Goals . Fineh rer degree
* Save rmoney
. U(-,,"‘e"c'm' of the coffer SHop she works ot

Desires

+ Go 10 bed early

o Mave Trre 1D el and relax
Obstacles + Coffee shop job takes up 3 lot of time

o She fonh e she Can't be 8 student, werk, and eryoy hersel!
Expectations

Cleantiness (R
Communicative I
Organizoton R
Personal Space Needs (I

Age: 28
Number of housemates: &

Location: Taby

Joined collective: via friend

Maya

Student and Writer

Goals « Finiah har thean
+ Gut har novel pobiinhed
« Find & crestive community

» Gat marriad before her sister

Desires
o A QUet Dlace o write
* A boyfnend whe lan't afvad of commament
o Fird magir ston from Rer housemarey

s beep JCMNg Sway Mer datey

Obstacles . p,q0 boud wns messy housen

. Lo

S 31 PUgh RarTUpt her weting

Expectations
Cleanliness
Communicative T
Organization S
Personal Space Needs (I

Problem (concise): She needs her
personal space. wa

what "ind” of house she b

) kncw

Iming horne to - ChITC of Calrm

Problem (concine) Warts mare structure
around didng the chores and %

ate WEhout COIQ that the

ty fatmate thould Cean up aftter

themactves

Scenarios

Klaus has two things on his mind: finishing his degree and pumping iron. These two
things take up a lot of time in his day and don't leave him at home too long. This
disappoints Klaus since his housemates seem nice and they often go out on the
weekends 1o bars or movies. Klaus knows that they usually make plans when they
are hanging out in the living room, but he can’t wait around and doesn't feel like he
has the authority to schedule something. Klaus needs a way to know where his
housemates are going and whether or not he can join them. Kiaus is determined to

look like a Greek god by next summer but he doesn't want that to stand in the way of

him having a little fun and making some friends

Agneta has been bothered by something lately: Agneta has 1o work on weekday
afterncons., She really needs to rest after she comes back from the coffee shops
Sometimes her housemates invite people over during dinnertime, which makes her
worry about whether she will accidentally bump into a big social gathering. The
dinner parties often runs late, and can be noisy which will keep her awake late
Sometimes, her housemates haven't cleaned up after the dinner party, and seeing
a messy apartment also makes her unhappy. Agneta needs to know whether her
housemates have activities in the apartment and whether the apartment looks
clean when she is ready to go home

POV statements

Klaus needs to know where his flatmates are and if he Is invited
because he wants to get to know them better

Maya has a lot going on in her life: she's getting her PhD, working on her novel
and trying to find The One before her sister, Marta. So when Maya comes home
and finds that she cant cook dinner for herself or can't work on her thesis
because her upstairs housemate is blasting UK drill, she gets upset. Maya isn't
very confrontational and doesn't want to create bad blood between people in the
house, but she can't keep living Nke this and needs a way to address the Issues in
a way that will actually solve them

Agneta needs to know what's going on inside her house because
she might need to mentally prepare before coming home after a
long day at work.

HMW statements

How might we create a system for housemates to schedule social
events or let each other know about upcoming events to improve
the sense of community in a household?

Maya needs to be able to resolve conflicts in an easy manner because

she Is shy and doesn't like to create issues between people she lives with.

Maya needs more organisation surrounding chores because she is
hesitant to confront her flatmates without pre-defined rules

How might we create an environment in a household where
housemates feel that it is okay to set ground rules as they continue
to live together?

DISCOVERY

How might we create a method for housemates to bring up or resolve
issues within their house in a manner that doesn't make anyone feel
uncomfortable?

Method two
PERSONAS & SCENARIOS

We combined our main concepts
into three different user personas,
each representing a different issue,
creating unique scenarios and POV/
HMW statements for each.

We chose to pursue the persona
Agneta, since her issues aligned well
with the project goals and correctly
addressed the topic of
interdependence. We also found her
scenario to be the most interesting
and common out of the three.

DEFINITION  DEVELOP  DELIVER



Agneta

Agneta has been bothered by something lately: Agneta has
to work on weekday afternoons. She really needs to rest
after she comes back from the coffee shops. Sometimes her
housemates invite people over during dinnertime, which
makes her worry about whether she will accidentally bump
into a big social gathering. The dinner parties often run

late, and can be noisy which will keep her awake late.
Sometimes, her housemates haven't cleaned up after the
dinner party, and seeing a messy apartment also makes her
unhappy. Agneta needs to know whether her housemates
have activities in the apartment and whether the apartment
looks clean before she is ready to go home from work.

DISCOVERY  DEFINITION  DEVELLOP

Age: 26
Number of housemates: 6

Location: Alta

Joined collective: via social media group

Agneta

Student and Barista

Goals . rinish her degree
« Save money
« Become manager of the caffee shop she works at

Desires . Go 1o bed early

« Have ume to herself and relax

Obhstacles » Coffee shop job takes up a lot of time

+ She feels like she can’t be a student, work, and enjoy herself

Expectations

Cleanliness @

Communicative @

Organization O

Personal Space Needs @@

DELIVER




POV:

HMW:
Agneta needs to know what

How might we make it easier

social on-goings are occurring
, , _ for housemates to be aware of
in the house in the evening , , _
, the current social on-goings in
because it allows her to

_ , the house?
consider her options.

Interdependence: It's dealing with communication among already connected individuals
trying to share a common space in a considerate way, navigating different expectations and
desires about the social environment of the house.
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DEVELOP

Worst Possible Idea | Brainstorm & Brainwrite | Sketching | Parallel Prototyping



noise level is teo high

‘ I ' Big beacon above H Replace
set a sensor to house when e'v.eryone 0 housemates with Follow housemates
put a sign detect there's a party living room komodo dragons SCal tere u’ ""':m
when they are just ask in the (must be viewable ds to put {they're very ORI
maybe even track : : Hawd al whether there g : needas to pi what you're doing
heir movemnent a kinda boring R SO is a social g . o MEMLS FOmeas b i i (fotiowng them)
g schedulin gathering : it prsttler s away) on a cowbell parties)
through the uling gathering repart predicion everyone with
house (Marauders app - no ) smart doermat bssed on your anxiety — —
Map) incentive to that prepares *M*‘m”‘
use it? you forwhacs quick
— going on inside o Write letters and
A virtual twin of the the house buttons with send theoigh
the amount of house where you predefined ﬁ postal service with
flip a switch times the door can add people to when actions your plans to
by the door opens and b":‘“" when they they are housemates
closes is ome occupied! -
is someone i Like a doll house! at home
i , registered ki ——
visits notifications if 7 tracking
multiple voices resence
- engage in "long" P when they going staying in
conversation a of people wena out ::“
. mon w
within the house — «:'r:om tonight quiet...
I’ carpet! —

Annoying Sfamn
conseqguences consequences for Invasive

if you do not unwanted guests communication
inform your and irresponsible (lights, sound...)

housemates housemates

Annoying Opposite: A way to
consequences make the e Invasive
if you do not _'_’ guests communication
inform your “register” their unwanted (lights, sound...)
housemates visit instead guests leave

v v i v v Vv v Qr

t o
c notifications if House has smart rmtlfyl"é’. A for
messages e G
digit i i multiple voices lights that will guests and productive subtle communication : >
LU “long" RIS . ¢ notifications to
AL engage in “long turn off if yot occupants to communication communication ahead of time R,
: ¥ : conversation didn't “reserve” a be more out reminging
house (do SPra ¥itN )5 0 to update
. , within the house room l I l people to update
naint walls) tracked mindful

Worst Possible [dea

This was the first ideation method we
applied in the develop phase. It was
fun, productive and fruitful and even
though it didn't directly lead to our
final idea, certain features and
aspects of the app were well thought
through because we used

this method.

Some ideas included the use of an
orphan, a version of the Marauder’s Map,
and exchanging the housemates for
Komodo dragons.
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Considering the added value

We received valuable feedback from the
crit sessions. It made us think about other
crucial aspects of our design:

e \What's the difference between our
vision and a group chat app?

e Are we encouraging in-person
communication?

e How far in advance can the users be
informed about the events?

e People can arrange spontaneous
activities, but they also might want to
schedule things right after
planning them
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Brain dump and brain write

Before using these methods, we were indecisive on
the direction to take, if we wanted to find a
physical or a digital solution. These methods
helped us solidify the values and features we
wanted to include, and to make some initial
decisions.

At first, we considered the option of supplementing
a digital solution with a minor physical addition.
These methods ended up being valuable to us in
forming a collective cohesive general idea of what
the solution should entail — a great starting point
for sketching!

DISCOVERY  DEFINITION  DEVEIOP

DELIVER



Ist Iteration of Sketching - Group

| e ‘ O \ - COASTER_
g J | ~ Flanrs
? O 3 ~AeTwork,
&1
| Ocess “faya :
Q'om‘&'on ( ::i \Wt (Qoél?)
< $0meone Ié
J°r<
“The Marauder’'s Map” “The Star Wars scroll” “The magical mushroom” “The bull

In our first sketches, we attempted to envision different ways to present upcoming activities. Other than
events, we explored and evaluated how much “booking” or displaying a physical space plays a role for
Agneta and our users. We decided to move away from visualizing a layout of the apartment, as well as
specifying the exact location of events taking place.

DISCOVERY  DEFINITION  DEVELOP  DELIVER



2nd iteration of Sketching - Individual

Based on the concept behind the “bulletin board”, we sketched interaction flows without the
constraints of designing an actual bulletin board.
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Defining essential attributes and the user flow

After the second round of sketching, we decided to start defining features
and values we wanted to include, as well as planning the user flow for the
prototype. They were used in the second iteration of individual sketching.
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Essential attributes and the user flow

ID Type Description l
001 | Value Don’t discourage in-person communication.
002 | Value What’s better than a group chat? Think about added value. (Things
won’t get lost in the group chat, considering spontaneous events)
003 | Value Last-minute decision to host/ invite people? Flicer by .,
004 | Value As few steps as possible as one way of user input. aut{hor :
005 | Feature | Color-coded objects for read/unread items. '
006 | Feature | Widgetwith quick add event and list of the day’s events L
007 Feature tet-time”-schec ts-personat{inprofite}andisnotvist i
others =» reworked, quiet time is a category of a note/event HOlme Profile
008 | Feature | Only see events up to 2 weeks in advance . settings
009 | Feature | Iftime conflicts arise notify the users and encourage conversation
010 | Feature | Eventcategories: inviting others over (short term), inviting others
over (long term like overnight), house meeting, housemate gone,
other (e.g. repairs)
011 Feature | Widget changes color only if there are new notes for the day that
has not been viewed ;f:’r:ﬁ]‘;tjt
012 | Feature | Notes disappear after the allotted time (moved into history view?) B a new — Add note
013 | Feature | Compatible with smart TV for easy viewing in house? g space +
014 | Value How can we encourage users to continue using the app? --> they i?r?p'e L -
rely on each other, establish some form of terms of engagement. | warn IF
fp— conflict
- appears
DISCOVERY DEFINITION DEVELOP DELIVER
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fill out
timer

Other people's quiet
times

"quiet
time"

Update/add/r
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Update note
— my notes ‘[
Delete note

note




Design scenario 1: Agneta

Core feature 1: Users can check
wants to open up the app
, , , scheduled events on the app.
quickly to check what is going
, Core feature 2: Users can add and
on in the house today. . ,
edit events to inform other

housemates.

Design scenario 2: Agneta tries
Core feature 3: Users can resolve

to add a note which conflicts ,
conflicts through the app.

with someone else's note.

To find the core features of our app, we came up with two design scenarios and three core
features, which in turn informed the next iteration of sketching.
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Teday (2 Tomeaow (3

10:00-12:00 7
Event's Title 11:00 - 14:00
Cancel
10:00 ~ 12:00 = Y 17200 - 2100
Event’s Title ¥ Pukiish aryway
Reply \ 11:00~14:00
Friends Over
Add Sticker
v & ar Yoy
= A N - - - o
\day Tod Copy 17:00-20:00
- - John-Erik’ 5 Note Anneli’ s Note Friends Translate Quiet time
’ Biiar e More... 1 have an exam on Friday
= 3 1 have an exam and need to get some
Lo havingjts sh.Belday ans studying done tonight
friends over for need to get some
t tim
N tunch today! studying done
tonight
Type message 1800 T20:00
s Ton o u

7 Oct 2024

70ct 2024

R RRE

Det Men

QWERTYU I OPA

= K 2256
= 2256 =S Saving &
= - - S 3
= = 2R i friends ASDEEHERUE R
friday )
shtt D ZXEUENN <

1w @ matansiag reeur
® 9
Drawer interaction

e D - G - i )
9 & AR KM NL MRV  RC New Note < w1 Evemt )
14 . ° t ° 7
Al Today (2) Tomorrow (3) Today (2) Tomotrow (3) = I I e C I
Friends over £ Group S¢ ent2 ‘'™ I
11:00 -14:00 11:00 - 14:00 s
>
17:00 - 21:00 17:00 - 21:00 >
o
New Note 1 I
o010 N the Tinal step of sketching, we comparea an
My friend Valentina will be coming over for My friend Vi ’
Party dinner.| dinner.

18:00 - 22:00
' Friends over

20:00 22 House meeting

contrasted the different “hi-fi sketches” that
each group member created in Figma.

Even3.

bk Friend sleepover

« Important info

13:00 - 16:00

Going away
2 Quiet time

Add custom...

Evert ]

Choosing the elements we liked best from
each, we created a Frankenstein sketch.

18:00 - 20:00 >
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The lo-fi prototype

The Frankenstein was used as a guideline when developing
the lo-fi prototype.

9:41 all T == 9:41 all T - ) 4 T -
~ Today (2) Tomorrow (3) All
AR KM NL DB MRV RC | AR KM NL DB MRV RC 4 e
Friends Over v
Today (2) Tomorrow (3) All Today (2) Tomorrow (3) All
10:00 -12:00

Uct ), 2024 1esaay Start Date and Time KM
10:00 - 12:00 - October 10, 2024 20:00 F I e n d S O Ve r

Friends Over

2 End Date and Time 2
Part
4 October 10, 2024 23:00
18:00 - 22:00 -
Board game night e Friends over 1800 — 2200
m naving reeiril ( Vi ra DB
NImY House meeting Board game nlght
12:00-14:00 >
Friends over o
@ Friend sleepover
16:00 - 20:00 ce
Sister coming over O Important info
19190—2‘1100 — 0 GOing away
Quiet time
o Quiet time
e e New category... Publish
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COGNITIVE WALKTHROUGH,
THINK ALOUD AND INTERVIEW

e We designed 5 tasks for user testing

e Fach test was performed by 1
moderator and 3 observers

e [esters were asked to think aloud
when they were performing tasks

e Moderator and observers
interviewed them after the tasks,
which helped us understand their
thoughts and behaviors

 The time length of each test was
15 - 20 minutes
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Evaluation take-aways

This was a really great opportunity for us to see how someone who was
unfamiliar with our app would try and use it. Overall, the feedback was
positive and the testers were able to easily complete the main tasks.
However, there were some points of confusion and bugs that we didn't
foresee - like the edit and delete event functions being difficult to access -
and some of the semantic choices that we made for the conflict pop-up
leading users to think that there was an error. This feedback was very
valuable and we took it with us to our final hi-fi prototype.



FINAL PROTOTYPE
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https://www.figma.com/proto/2nwcvlB9Lq9GG4J8susg1n/frakenstein-prototype?node-id=224-250&node-type=canvas&t=nik4pP0ZjR4zPcD8-1&scaling=scale-down&content-scaling=fixed&page-id=226%3A241&starting-point-node-id=224%3A250&show-proto-sidebar=1

THE DASHBOARD

focus is placed on today’s and tomorrow’s events

easy to add events quickly
filter by author at the top

can edit, delete, resolve conflicts and react to

events with a quick swipe
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THE ALL VIEW

e All events that have been scheduled
o past and present
e Conflicting events can easily still be
accessed when the user filters by author
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e (Friends over v:

Party
Yoo 24:00

EVEN T CREATION

e Users are first taken to an overlay Friends over

Donald has scheduled quiet
time during this event.

where they choose their event

- IIE  House meeting

category
o they can create a new category if W) Sleepover
none apply to them e

e Users then suggested to add time
frame and description QHISEImE

o |[f there is a conflict they will get a

o

Publish

New category

POP-UP Message
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RESOLVING CONFLICT

e Conflicting events that have not been
discussed are highlighted with an
orange boarder

e The profile of a housemate that you
have conflicting events with is also
highlighted

e [0 resolve both parties has to press
“resolve” on their respective event
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User Testing
ROUND TWO

Most of our users were able to navigate the
app well upon testing. Some issues did still
pop up, but they were fairly minor and varied
enough person by person that we could not
find substantial patterns to work on.

This was a great experience and made us
more confident in our design.



(Theoretical) next steps

e Add a function “Save draft” when creating a new event.
e Add a function to display all conflicts with my events.
e Improve the visualization of conflicts (tying the conflicting events together).
e Improve the visuals to hint horizontal scrollability (for the profiles and the events).
o a cut-off for the user profiles
o a small animation for the events.
e Improve the navigation in the All tab (calendar view).
e Improve the display of available (non-quiet) times when creating a new event.
e Perform more user tests (but in person on a tablet or phone instead of a computer)




Lesson learned #1:
Always have a clear idea about your next steps.

Lesson learned #2:
Quantity over quality in shorter but multiple
brainstorming sessions.

Lesson learned #3:
Always set Terms of Engagement in groups.

Lesson learned #4:
If unsure, ask for help, no matter how early on.

Lesson learned #5:
Time spent on misplaced efforts is not a loss -
it's a greater opportunity for a new start.

Lesson learned #6:

Thinking in terms of a narrow user group does not
mean we are not designing for various types of
people.

Lesson learned #7:

There exists a multitude of common problems to
be identified and solved, even in narrow user
groups.

Lesson learned #8:

Getting to know what our peers were working on
and what they thought about our ideas was more
helpful than expected. We did not take notes on
the feedback we received, so we will focus on
that much more.

Lesson learned #9:

Having multiple main problem areas does not
work out in the long-term because we are solving
problems one by one.

Lesson learned #10:

Be brave and don'’t hesitate to make early
decisions on main problem areas if they feel right
based on collected data.

Lesson learned #11:
It will not always be possible to connect multiple
different problem areas, and that’s not the goal.

Lesson learned #12:

While desk research usually provides a general
truth and overview, it is helpful to use to know
that interview data is on track and well grounded.

Lesson learned #13:

Our personas had very different contexts and
goals due to undefined singular main problem
area during affinity diagramming. They ended up
being a tool for us, aiding us to make our final
choice.

Lesson learned #14:
Write, read and refer to previous notes, mistakes
and findings more often.

Lesson learned #15:
A narrow POV and HMW does not mean we won't
be designing for other users too.

Lesson learned #16:

No matter how indirectly we work together on
possible solutions, discussing a variety of options
still gives way to a unified direction.

Lesson learned #17:

Even when you feel like you have only “a mess” to
present, that doesn’t mean that others might not
see more clearly through it. Nevertheless, have a
clear action plan.

Lesson learned #18:
If you feel like you're stuck, try changing your
environment and look for more inspiration.

Lesson learned #19:
The pressure to come up with a solution can easily
be alleviated with a little humor.

Lesson learned #20:

Giving time to exploring potential solutions
individually allowed for even more potential
approaches.

Lesson learned #21:

Taking time to make sure everyone is on the same
page regarding every feature and value set the
foundation for successful development.

Lesson learned #22:

Always be prepared that the activity can suddenly
open/close the diamond even more than you
expect it to.

Lesson learned #23:
Resist the urge to continue prototyping until
burning new questions are resolved.

Lesson learned #24:

From very same thoughts and conclusions,
there is a variety of further outcomes and
solutions.

Lesson learned #25:

|ldentifying the features and visuals we like
about other prototypes is equally important to
revisiting and reflecting on our own prototypes.

Lesson learned #26:

A variety of skill sets and experiences really
comes in handy when needing to make quick
but important decisions.

Lesson learned #27:

The b-user-rule for testing was confirmed, we
uncovered the majority of our existing, and
potential usability problems!

Lesson learned #28:

Interactions most commonly found in chat apps
will not be so commonly used in calendar apps.
(Context is key!)

Lesson learned #29:

Emotions and emotional states are important.
Try designing for various contexts the users
might find themselves in.

Lesson learned #30:

Try to set a proper structure for every
deliverable as early as possible, even if it needs
to be revisited later.



