EXPLORING THE HIERARCHY

BETWEEN SENSES: AUDIO VS, HAPTIC




¢ ldentify the hierarchy between senses in informing one’s
cognitive perception through interactions

ASSUMPTION

& EXPLORATION

* The outcome to inform certain interaction design
decisions based on the interaction’s objective




RESEARCH DESIGN

Audio + Haptic: "Tell me the first three words that come to your mind in order"

* Same users will be given the three sets of each test (Audio X and Touch X) for the purpose of keeping the cognitive perception conditions constant to identify hierarchy between senses of particular of users.

** Tests for each user group contains 6 sets of comparisons in total, each set taking 10/15 seconds of experiencing (while talking/walking through the experience) + 10 seconds of wordstorming. There will be 2
minutes of reflection in the end of the testing. Each test for one user will take 150-180 seconds + 2 minutes = 5 minutes in total.

*** 20 users to be tested in total (10 of User A + 10 of User B) => 20*5 mins = 100 mins (of facilitator's time)
**** |In bold: Change the variables for User B: "How does the experience change for you?"

User A User B User A User B Materials:
Audio X Water (nature) Water (nature) Audio Baby crying Baby giggling --> crying hot (hand warmer)
Touch hot (hand warmer) acrylic --> iron/steel Touch X Play-doh Play-doh ice cubes
wet sponge
Audio X Flute/classic music Flute/classic music Audio Drums Techno --> kanun --> ethnic punk wool
Touch iron/steel cirt cirt --> sparkling water Touch X cotton cotton silk?
sparkling water

Audio X Screaming woman Screaming woman Audio Wood-cracking/F Waterfall --> Seashore still water
Touch wool water --> rice Touch X ice ice play-doh
cotton

pikey brush
cirt cirt
salt?

wood
acrylic
iron/steel




Spotify playlists for User A and User B
Mild music / sound effect

Extreme music / sound effects

Collected objects with different surfaces and
interactions

Sharp, unrecognizable, triggering textures

Neutral, familiar textures
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ANALYSIS

Labeled every output as “audio”
and/or “haptic, emphasizing their
dominance with a bigger dot

Aim was to quickly visualize a
pattern for each user’s perception
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* How/what does your A/B testing inform the
iterations of your prototype!

FEEDBACK * Hard to control other senses

* Giving one user two different control/variable group
is confusing; no pattern




ITERATION

Test User A

same touch

3 different audio

Test User B

same audio

3 different touch
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