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Designing experiences for loT products

on Miro allow participants to add stickers, write their notes, paste images and sketch their
ideas. The participants analysed the loT product (smartwatch) and the framework they
chose, noted their brainstormed ideas by stickers and doodles and visually presented their
final idea by sketches and images on the whiteboard.

In activity 2, the students were asked to present how users perceive the experiences they
designed by role-playing. They stayed in their previous groups and had 15 minutes to discuss
and create their narratives. After that, participants had to perform how someone uses a
smartwatch to gain the experience they designed in front of their camera on Zoom. In role-
playing, designers took on the roles of the user and the IoT product, assuming the experi-
ence that users gain in the actual scenario of use. In Chang et al.’s (2017) previous work, it
has been shown that designers can reimagine users’ relationship with things when they act
from the thing’s perspective. The aim of activity 2 was to present the experiences they de-
signed and evaluate if they were successful.
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Students in group 1 applied Jordan’s (2003) hierarchy of consumer needs as the guideline,
and they designed a function for smartwatches that allows users to meet their friends in the
local area (Figure 3). When users want to spend time with a friend, they share their GPS lo-
cation and track their friend’s location. The smartwatches calculate the distance between
them and alert the user if their friend is nearby. If the user wants to meet with the friend,
the smartwatch helps navigate. During the role-play (Figure 4), group 1 presented a scenario
in which a smartwatch user reading in Hyde Park after submitting his coursework used his
smartwatch to identify his friend who was also sitting in the same park. The smartwatch user
sent an invitation to his friend, and his friend accepted it. They went for lunch together.

Figure 3 Group 1’s experience concept
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Figure 4. Group 1's role-playing

Group 2 used Hassenzahl’s (2010) three-level hierarchy of goals for designing experiences to
help the smartwatch users balance their nutrition intakes and manage their diets (Figure 5).
They designed a new function for smartwatches that used the gyroscope to detect the
movement of a user’s arm when they ate and used a voice sensor to detect the type of food
users were eating according to the sounds their throat and mouth made. With machine
learning, the app calculates users’ intakes based on data collected by the smartwatch and
gives users suggestions by talking to them as a virtual assistant. During role-play (Figure 6),
they presented a scenario of a smartwatch user eating a croissant and his smartwatch de-
tecting that he was taking in too much sugar. The virtual assistant notified the user and sug-
gested that he eat a banana after his meal. The user followed his smartwatch’s instructions
to modify his diet, and the virtual assistant provided praise.
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Figure 6. Group 2’s role playing

Group 3 applied Hassenzahl’s (2010) three-level hierarchy of goals for designing experiences
and incorporated a new cortisol sensor in the Apple Watch to examine how different mo-
ments can be converted into memories within the smartwatch (Figure 7). The sensor detects
the level of cortisol in the human body, and the smartwatch speculates their mood. The
smartwatch can help users record an exciting spot where they went for a hike or a walk,
making it convenient to visit again. During role-play (Figure 8), they presented a smartwatch
user going for a hike in good weather, with the heart sensor, the GPS sensor and the cortisol
sensor on his smartwatch being active throughout the journey. The smartwatch detected



