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INTRODUCTION 
My first encounter with rich interaction was last year during 
the course ‘Design for the Here and the Now.’ During this 
course we had to design a ritual that was focused on coffee. 
During this course we were introduced to Frogger [5], a 
framework that explains “inter person-product 
relationships.” 
In the past year I have tried to use Frogger where possible in 
the courses I have followed, sometimes this worked, 
sometimes not as much as most courses also provide their 
own design methods and structures. During ‘Cardboard 
modelling’ we applied rich interaction as described by Frens 
in a short paper: [3] “In this studio we investigate how to 
create rich interaction by re-meshing form, interaction, and 
function, by making information-for-use accessible for all 
peope’s skills…” This provided me with extra insight into 
form exploration and rich interaction.  
Familiarity with Frogger and Cardboard modelling provided 
a basis during the process of design process of the Alarm 
clock.  
ALARM CLOCK DESIGN 
The design of our alarm clock started during the interaction 
relabelling workshop giver for the course. During this 
workshop we applied Interaction relabelling as described by 
Djajadiningrat, Graver, and Frens [2]. During the workshop 
we relabelled the functions of setting an alarm clock to a 
taper measure. By pulling out the tape measure one could 
decide the amount of time one wanted to sleep. Locking the 
tape measure in place would set the alarm. This formed the 
basis for the interaction in our final alarm clock. 

 
Figure 1: The final prototype is being set at one hour of sleep. 

We used Frogger [5] to further design the interaction of our 
alarm clock. We looked at feedforward, feedback, and 
natural coupling as explained in the framework. The main 
aspect of our alarm clock was the interaction of setting the 
alarm. We decided to set the hours of sleep rather than the 

time one wants to wake up. Making people think about their 
nights rest more actively.  
Setting the alarm is done by pulling a slider (see figure 1) to 
the amount of hours you want to sleep. To sleep eight hours, 
you only have to pull the slider a little bit and with little force. 
The shorter you want to sleep the further and harder you have 
to pull, making you feel the hours of sleep you are missing.  

To evaluate this interaction and evaluate the prototypes we 
made we used experience prototyping [1]. Buchenau and 
Suri identify three activities for how Experience prototyping 
can be used during the design process: “Understanding 
existing user experiences, Exploring and evaluating design 
ideas, and Communicating ideas to an audience.” During our 
design process we used Experience Prototyping to evaluate 
and ideate on our designs.  
In three stages we explored how we could implement the 
force the user experiences in a meaningful and satisfying 
way. In the first prototype we explored how the interaction 
and the concept would work. Based on the feedback we got 
during the first critique and our own experience we diverged 
to explore more ways to experience force.  
We used the insights from these explorations, it is much nicer 
to pull instead of rotate or push (see figure 2), to make the 
final design that we presented during the last critique.  

Figure 2, One of the prototypes we make to experience force 
by turning. 

MY TAKE ON THE AESTHETICS OF INTERACTON 
I find there is an interesting paradox with Aesthetics of 
Interaction. In my opinion it improves design and products a 
great deal. But as we heard from Tom Djajadiningrat it is 
hardly implemented in the design process at companies and 
very hard to implement as there are other factors that are 
more important. Philip Ross gave a similar example related 
to the Fonckel One that he designed for his PhD research [4]. 
The production cost of the lamp was to high due to the 



difficulty in manufacturing the lamp. 
The result of this is that Aesthetics of Interaction mostly 
remains in the field of Research through Design. In the paper 
Research through Design in HCI [6], Zimmerman and 
Forlizzi describe the Lab approach to Design research. In this 
section they point out several contributions to this field, like 
the Fonckel by Philip Ross [4].  
In the past quartile my interest in design research has grown 
significantly. A lot of the papers and lectures have given me 
the insight that there is more freedom to explore and 
experiment that does not exist in the business world. Roel 
Vertegaal told in his guest lecture that he worked on concepts 
ten years ago that are being implemented only today in 
commercial products. 
THE VIDEO 
The concept video can be found here: 
https://youtu.be/mQ2ta1SZ088 
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