Baggrundsmateriale til novellen "Et ansigt i pixels”

Det folgende er udarbejdet til brug sammen med novellesamlingen ”Den chiplese mand og
andre noveller om sex, magt og informationsteknologi” af Georg Strom

Georg Strem

Her er noget om design der kan bruges som
opleeg til opgaven. Desuden er der en
videnskabelig — men ret underholdende —
artikel om  kropssprog og brug af
mobiltelefoner. Jeg praesenterede den
oprindelige ved en konference i 2001 i Lille i
Frankrig, og jeg har siden holdt foredrag om
den for over otte hundrede skole og
gymnasieelever. Nogle gange har jeg sagt
at foredraget handlede om hvordan man
scorede med en mobiltelefon. Det star dog
ikke i den originale artikel her.

Noget om design

| gamle dage tegnede arkitekter huse og
programmgrer skrev programmer. | dag
designer man bade huse og programmer.
Det er endda sadan at forfattere ikke altid
skriver, men nogle gange designer tekster.
Det lyder finere, men hvad er egentlig
forskellen?

Hvis man kigger i diverse ordbager bliver
det at designe beskrevet som at formgive, at
skabe eller endda at forestille sig noget. Det
vigtigste er ikke laengere den konkrete
fysiske aktivitet som nar arkitekten tegner
eller forfatteren skriver. | stedet er det
vaesentlige en eller anden synlig proces som
foregar inde i hovedet pa designeren, og
samtidig har vi en ide om at der er nogle
feelles principper for design, uanset hvad
man designer.

Vi har en fornemmelse af at der findes godt
og darligt design, og det uanset om der er
tale om huse, software eller romantekster. Vi
er bare ikke altid klar over hvorfor noget er
godt eller darligt.

Bricolage

Den franske antropolog Claude Levi-Strauss
opfandt det udtryk baseret pa udtrykket
bricoleur - en person som bygger noget af
de dele som tilfaeldigvis er for handen. Hvis
vi teenker pa en mand som skal bygge en
baenk i haven, vil han se hvilke stykker trae
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han har liggende og pregve at bygge en
baenk af dem. Claude-Levi Strauss skriver at
hans teenkning er halvvejs mellem det
konkrete og det abstrakte. Han kan godt
forestille sig hvilke baenke han kan bygge af
de forskellige stykker trae, men han kan ikke
teenke over hvor hgj og hvor bred baenken
skal veere for at veere rar at sidde pa og
derefter regne ud hvilket tree han skal bruge.

| virkeligheden starter meget design som
bricolage. Isaer nar designeren ikke har en
egentlig uddannelse. En familie som skal
have et nyt kekken starter med at teenke pa
de ideer til kokkener de har set, og de
forskellige typer udstyr til et kgkken de har
set. P4 samme made vil designere af web-
sider eller mobiltelefoner ofte starte med
nogle ideer som de allerede har set pa
andre web-sider eller mobiltelefoner. En af
de mest almindelige bemaerkninger jeg har
hgrt nar man diskuterede et nyt web-design
var “Prgv at se hvad de og de har lavet. De
har gjort sadan og det ser smart ud.”

Hvis | - uden at have lzert mere om design -
vil tegne en ny mobiltelefon, vil resultatet
sikkert ogsa veere bricolage. | vil kombinere
dele som | allerede har set pad mobil-
telefoner, men maske i en lidt endret
udgave.

Det er ikke ngdvendigvis en darlig made at
lave et design pa. Hvis man har travlt eller
ikke har sa meget viden om design, er
bricolage nok den metode som giver den
stgrste chance for et brugbart resultat.

Evolutionaert design

Der findes en gammel vittighed om at hvis
man seetter tilstraekkelig mange aber til at
skrive tilstreekkeligt lsenge pa skrivemaskine,
sd vil de ende med at have skrevet
Shakespeares samlede vaerker. Det passer
ikke, eller det vil i hvert fald tage alt for lang
tid. Med mindre der findes et eller andet som
kan korrigere og rette deres fejltagelser sa



de gemmer det der er rigtigt og smider det
vk der er forkert.

Sa taler vi om evolution — altsd en gradvis
udvikling. Dennett beskriver at det kraever:

* En mulighed for kopiering. Som nar en
plante seetter frg som vokser op til
planter af samme art.

* Noget som skaber variation. Sa der er
en stribe lidt forskellige variationer at
veelge mellem.

¢ En eller anden form for konkurrence, sa
kun de bedst egnede Vvariationer
overlever.

Det er sadan bade dyr og planter udvikler
sig, og det er ogsa den made som mange
design opstar pa.

Jeg har arbejdet med design af mobil-
telefoner og andet elektronisk udstyr. Ofte
starter designet af en ny model som en form
for bricolage. Man kigger pa hvad der findes
af funktioner og detaljer i designet i allerede
eksisterende telefoner. Dels fra ens eget
firma. Dels telefoner fra konkurrenterne som
man kgber og undersgger. Det er helt lovligt
og de fleste firmaer gor det.

Samtidig er det de feerreste som vil lave en
direkte kopi. Designere prgver at forbedre
den oprindelige ide, eller at tilpasse den il
deres egen anvendelse, sa der bliver hele
tiden lavet variationer.

Endelig er det langt fra alle design ideer som
overlever. Dem som andre designere synes
godt om, dem hvor produkter bliver en
succes, eller dem hvor en test viser at de er
lette at anvende, bliver kopieret af andre, sa
de efterhanden kan blive en standard.

Et eksempel er opbygningen af en
computerskeerm med vinduer, menuer og
ikoner. Det der kaldes en GUI - en
Graphical User Interface. Den blev
oprindelig udviklet til en computer som Rank
Xerox — dem med kopimaskinerne -
udviklede i begyndelsen af firserne. Senere
blev den kopieret pd Apples Macintosh og
pa Windows og nogle detaljer er endda
kopieret pa moderne mobiltelefoner.

Der er ikke tale om at nogle personer har
kunne opfinde Windows eller ikonerne pa en
mobiltelefon eller helt frit kunne bestemme
hvad der var den bedste udformning. Der er
i stedet tale om en udvikling som har snoet

sig af sted afhaengig af hvilke variationer af
de oprindelige ideer der til en hver tid sa ud
til at veere de bedste.

Nar man skal lave et godt design, er det en
god ide at studere hvad andre allerede har
lavet. Det er tilladt at lade sig inspirere, og
der er ingen grund til at bruge tid pa at
opfinde noget som andre allerede har
opfundet.

Malrettet design

Hvordan sa med egentligt design, hvor man
altsa bevidst taenker over hvad der er den
bedst mulige made at udforme noget pa.

Den engelske forsker Margaret Boden har
lavet programmer s& computere kan
designe huse eller skrive forteellinger. Hun
mener at al design foregar ved at
designeren skaber noget ud fra reglerne i et
begrebsmaessigt rum hvor der er nogle
begraensninger som skal overholdes og et
mal for hvad der er et godt design. Pa en
mobiltelefon kan det begrebsmaessige rum
besta af de forskellige funktioner som skal
vaere pa telefonen — tastatur — en skeerm —
en tend-sluk knap og sa videre — og malet
for et godt design kan veere at alle funktioner
skal veere sa lette at betjene som muligt. (Et
andet mal som nogle designere har stillet op
er MAYA — Most Advanced Yet Acceptable
— altsd det mest avancerede design som
brugerne kan acceptere. Det er maske
spaendende, men ikke det Iletteste at
anvende.)

| virkeligheden skal et godt design fungere i
en hel raekke begrebsmaessige rum, som
det er umuligt at finde et feelles mal for. Hvis
telefonen skal se sa tiltraekkende ud som
muligt, skal den veere lille — hvis tasterne er
for sma, er de til gengeeld for sveere at
bruge. Hvis man laver noget hvor udseendet
er meget flot, er det muligt at man rammer
noget som ikke er seerligt brugbart og
omvendt.

Den dygtige designer kan lave noget som
fungerer godt i en hel raekke begrebs-
maessige rum. For eksempel lave en
mobiltelefon som ser tilstraekkeligt smart ud,
som er sa let at anvende at man ikke bliver
irriteret, som har alle de funktioner som folk
gnsker i deres mobiltelefon, og som kan
anvendes af blinde eller andre handi-
cappede,



Imidlertid kan et design ende som noget der
ser ud som om det er lavet af en flok aber
som ikke har haft nogen til at forteelle hvad
der var rigtigt eller forkert. Lawson — som
ellers har arbejdet med arkitektur — altsa
design af bygninger — beskriver en metode
til at undga det. Det er at velge et
fokuspunkt, altsa et feelles tema som skal ga
igen i hele designet. Hvis | ser pa forskellige
mobiltelefoner i en forretning, vil | ofte kunne
se at udformningen, farverne og
funktionerne i den enkelte telefon passer
sammen.

Hvad er sa det virkelig gode design — det
andre laegger maerke til og husker. Det er
ikke ngdvendigvis det design som ser mest
meerkeligt eller anderledes ud.

Min definition er at et godt design inkluderer
mange forskellige begrebsmaessige rum
med hver deres begreber og mal for hvad
der er godt. Et godt design tager altsa
hensyn til en lang raekke af de forskellige
krav der kan veere. Det Iykkes for
designeren at lave en telefon som ser godt
ud, som fgles behagelig i handen, som er let
at anvende og som samtidig har en hel
raekke nye og spaendende funktioner.

Det er i modsaetning til det darlige design
som kun har taget hensyn til et enkelt eller
nogle fa begrebsmaessige rum. Sadan en
telefon kan for eksempel have alle de
spaendende funktioner, men den kan veere
sa vanskelig at finde rundt i at de er alt for
besveerlige at anvende.

Sa er der det helt fantastiske design. Det er
der hvor man kan ane at designeren har
arbejdet i mange forskellige begrebs-
maessige rum, og hvor han eller hun
desuden har udvidet eller aendret nogle af
dem, sa selve reglerne for designet er
endret. Og hvor resultatet fgles bedre end
noget af det der er lavet far.

Prov selv at teenke pa eksempler som har
udvidet opfattelsen af hvordan en mobil-
telefon, en baerbar musikspiller eller en
computer skal opleves.
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Mobile Devices as
Props in Daily Role Playing

A mobile device can be used as a prop, to
facilitate the interaction between the user
and people in the proximity and to actively
convey a specific impression to them. Based
on field studies and interviews three aspects
of mobile devices used as props are
described: warm versus cold devices, how
they convey a specific impression by
association to similar devices and specific
situations of use, and how the
characteristics of a mobile device influence
the body language of the user.

Keywords
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Introduction

An actor on a stage uses props to show
more clearly what he or she is doing. One of
the classic examples is the cane and straw
hat used by a dancer in an old musical. In a
broader sense we all use props when acting
or playing a role in our daily life. One well-
known example is the use of a camera at a
party, where the interaction between the
photographer and the people being
photographed may be more important than
the result of their combined effort.

However, mobile devices are in general not
designed to facilitate a positive relation
between the user and people in the vicinity
of him or her. The interaction and industrial
design aims at optimizing the relation
between a solitary user and the device.

Method

This paper is based on observations of how
mobile devices are used in the public space
(on streets, in malls and in means of
transportation), in an office environment and
in social situations where | participated. In
addition, | have interviewed 7 users, 4 in the



beginning twenties and 3 in the mid thirties
(3 male, 4 female). The interviews have
been semi-open addressing the use of
mobile phones, walkman/Discman, camera
and Palm Pilot/PDA (Personal Digital
Assistant).

Warm and cold devices

When a human being uses a mobile device,
he or she tells people in the vicinity
something their relationship. A warm device
invites the expression and sharing of
feelings, making it possible for the user to
express that he or she wants a closer
relationship.

The following example shows how the
camera functions as a warm device. At a
family reunion | took out my digital camera
and said that | wanted to take a group
picture. The others lined up, the
grandmother stroke a pose as a fashion
model, people laughed and | took a picture.
Afterwards the family took turns looking on
the picture on the camera’s built in screen.
My interviews indicate this is a typical use of
a camera. When a picture is taken, the
camera is used to strengthen the relation
between the user and the people being
photographed, and the relation is further
strengthened by looking on the pictures,
either immediately, on a digital camera, or
later, when using a chemical camera.

In contrast to the camera, the warmness of
current mobile phones and laptops depends
to a much larger extent on the situation of
use. A phone conversation, or an SMS
message may arose as strong feelings as a
picture, and the act of holding the phone
close to the ear stimulates a feeling of
intimacy over a distance (2). That feeling of
intimacy is even stronger when two people
stick their heads together and partake
simultaneously in a phone call (in contrast to
handing the phone back and forth during a
call). In a similar manner, simultaneous use
of a laptop may, depending on the situation,
strengthen an existing intimacy or be
perceived by one of the users as an
intrusion in his or hers private space. A
mobile phone or a laptop can be a warm
device for people who already have a close
relationship, but it cannot draw people closer
over a distance. That fits well with some of
the reported aspects of teenagers using
mobile phones as a collective activity (5).

Warm devices facilitate feelings, whereas
cold devices facilitate control and
withdrawal. A Walkman or a Discman is a
cold device. In most cases, a media-based
experience is colder than the experience of
someone the user knows personally, and a



Walkman or Discman is as much a barrier
against people around the user as it is a
mean of hearing music. (The Walkman or
Discman may be contrasted to a so-called
ghetto blaster, which in some situations may
generate emotionally strong contacts
between the user and people around him.)

Dictaphones are particularly interesting,
because there appear to be two vastly
different types. The cold type used by
doctors and lawyers for note taking is small
and unobtrusive, whereas the warm type,
which journalists most often stick in the face
of their victims, is large and immediately
visible (a closer relationship is not
necessarily a more pleasant one for all
parties involved).

Palm Pilots and similar PDA’s are probably
the coldest types of devices. My interviews
showed that a PDA is used by a single
person to keep track of appointments and
phone numbers. The user of a PDA focus on
it and withdraws his attention from the
environment while operating it, and it is only
suitable for capturing a small range of
human thoughts and emotions.

Cold devices are not bad in themselves,
they serve different purposes than warm
devices — extraverted users want warm
devices, whereas users who will withdraw or
focus on a task may need a cold device.

Creating the proper impression

A mobile device should convey an
impression, which fits the situation and the
particular person. As an example, a
policewoman should during the day show
authority, whereas during the night she
might want to express that she is aware of
fashion, relaxed and wants to enjoy herself.
The mobile phone she uses during the night
would seem out of place when she is on
patrol and in uniform. People might even get
the impression that she is using it for private
gossip.

The impression is to a large extent created
through associations to similar devices and
specific situations of use. One example is
the microphone headset. Some years ago a
Danish mobile phone operator (Sonofon) ran
a series of television advertising showing a
smiling girl in a call center using a headset.
When a similar headset became available
for a mobile phone, a girl using it would

often be told that she looked like a
“Sonofon-girl” - similar to the smiling model
in the advertising. In the last few years
singers and actors have started to use
similar headsets. We can expect that such
headsets become fashionable among those
who want to emulate singers and actors.

A special issue is the size of the device. A
large mobile phone may give people the
impression that the user is old-fashioned,
but it may also express the importance of
the user. Some years ago, | attended a
meeting where a building engineer came in,
slammed his brick-sized mobile phone (large
even at that time) down and told that he was
engineer on duty on a large building project.
In a similar manner, a large camera may
express that the user is professional or at
least a serious amateur (a male
photographer with a Nikon SLR may
persuade a strange girl to pose for him,
whereas he would be laughed at if sporting
a compact camera).

In general a mobile device should be so big
that others can see clearly what the user is
doing. That is similar to the use of a prop on
a stage, and it is necessary if the user
should use the prop for creating a specific
impression. However, there are some
exceptions; my interviews indicate that most
users of mobile phones take care and want
to make phone calls in an unobtrusive
manner. In such cases the phone should be
barely visible; a completely invisible phone
call often leads to socially embarrassing
situations.

Finally, if a mobile device is not working, the
user may be perceived as ridiculous or
people around him may feel cheated. That is
the case when someone pretends to take
pictures without any film in the camera, or
when the device for some reason does not
behave as expected when the user wants to
demonstrate it. Lack of reliability is often not
only a practical problem; it may humiliate the
user.

Body language

A smooth, effortless and lively body
language is normally perceived as attractive,
and a seemingly purposeful reaction is
normally considered more positive than a
hesitant or uncertain reaction.



A mobile device can make the user more
attractive by inviting him or her to act more
openly and without hesitation. The device
should invite the user to operate it in the
appropriate manner (it should have a good
perceived affordance (4)) and when
necessary protect the user against possible
damage (a gun is an example of a mobile
device where the prevention of accidental
activation is at least as important as
ensuring a fast and reliable activation when
required).

In contrast, current mobile phones often
restrict the body language of the user,
making the user appear less attractive. The
user of a mobile phone may walk around
with his head in a strange angle, resembling
someone with a toothache, while shifting the
phone back and forth, searching for a
natural position where the small egg-shaped
phone fits between his ear and mouth.

In airports and trains | have often witnessed
businessmen with painful expressions who
tried to fit a miniscule connector into their
mobile phone. Even though they at last
succeed, demonstrating that the connector
is usable, they have by then demonstrated
an apparent clumsiness to themselves and
to people in the vicinity. If such connectors
were designed better, they might slip into
the phone seemingly without effort, making it
possible for the user to demonstrate that he
is in control of his own mobile device.

In contrast to mobile phone users, users of
Palm Pilots and PDAs seem to embrace the
inevitable. At the end of a meeting they take
out their pen based devices and assume
postures and movements similar to chickens
picking up seeds, or perhaps humble
worshippers of their pocket god.

Design of props

We need an extended type of interaction
design which takes into consideration that
each mobile device conveys a specific
impression of the user and facilitates a
specific relation between him and other
people around him.

The first step is to regard the interaction
between the user and people around him or
her as a set of tasks which should be
supported by the device. As an example, a
digital camera is also used as a digital photo
album, a mobile phone may be used for the

same purpose in the future, and that
function is vastly improved if the device
includes a larger display.

The next step might be to study the use of
devices similar to new ones planned, for
instance to use methods as contextual
design (1) to study how people use pictures
stored in the wallet in order to find out how
electronic stored pictures might be used.

When the first dummy prototypes are made,
it is possible to investigate how people might
interact with each other while using the
equipment. It is in particular possible to let a
group act out situations when the device is
used, similar to the existing use of props and
enactment (3) (even though the present use
of props and enactment focus on a solitary
user).

Conclusion

Most mobile devices are designed only to be
practical appliances, not to be used as
props: some of them may convey the right
impression, whereas others make the user
appear annoying or foolish. It is likely that
we can develop devices which are more
suitable as props, which are more suitable
for conveying actively the impression the
user wants to make, and such devices can
contribute to better relations between their
users and people around them.
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