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Background

• technical change: “ubiquitous, ambie
pervasive...”

• this is getting more mature, but th
many approaches in this work

• design schools and design researche
b i i hi di i i

At UIAH

• This class builds on Turkka’s and Tu
module user-inspired design, but tak
next step:

• how to prototype interactive conc

• Learning / 1

• the basics of microcontroller and
elementary programming (with C)

• ...within a design research
frame

Aims

• Learning / 2

• Teaching you how engineering pro
works



Pictrues from IP0





Topic -08

• Co-experience in cars: how to impr
interaction between children and pa
the front and back seats without sac
safety?

• Lots of new technologies in cars, inc
entertainment

• Driving contexts vary: aims, road
conditions, fatigue, social dynamics..

• Design question: how to ease intera
h h i i h l i



• Process:

• lectures, Ilpo, Jussi Mikkonen (Mar
April) and mullin’ thru readings

• 1-week user study (March)

• conceptual phase, scenarios (early

• Detailed concept design (early Ap

• Building prototypes (April)

• flowcharts, block diagrams

• programming, physical prototyp

• 1-week field test for prototypes (

Resources

• We bought an old BMW... it’ll be in
Protostudio

• Social organization:

• Design tutor: Petra Ahde, but you
also talk to prof. Jorma Pitkonen

• Ele/C tutor: Jussi Mikkonen

Class

• 12 students, work in 3 groups

• groups will be reshuffled 2-3 times

• VTI Technologies

• Car maker involved (most likely Vol
user experience group in Gothenbu



Living Lab

• We’re also a Living Lab in a Nordic 
called Ludinno

• better resources

• careful documentation

• we’ve got lots of new technologies t

• laser cutters, new molding techniq

Questions?


