
5/23/2008

1

August de los Reyes
Principal Experience Architect

Predicting the Past
A Design Vision for Microsoft Surface
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EMOTION
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HOW?
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Å distasteful
Å self-serving
Å commercial
Å intellectually bankrupt

Å hermetic
Å arcane
Å impractical
Å utterly useless
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OPPOSITE
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EMOTION = OPPOSITE
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TWO-FACTOR DESIGN THEORY

1. INCITE
2. IMPRINT
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MY STORY BEGINSé
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LAANJOHAN HUIZINGA
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ÁPlay

ÁDesign

ÁStory

ÁSymphony

ÁEmpathy

ÁMeaning

SIX APTITUDES
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WHY?
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SIA ABUNDANCE AUT
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AESTHETIC IMPERATIVE
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SIX APTITUDES

ÁPlay

ÁDesign

ÁStory

ÁSymphony

ÁEmpathy

ÁMeaning
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RISE OF DESIGN LITERACY
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shift IMMATERIAL SOCIETY
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shift IMMATERIAL ECONOMY
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shift EXPERIENCE ECONOMY

Copyright © 2008 Microsoft Corporation

WHAT IS THE ROLE OF PRODUCTS?
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WHAT IS THE ROLE OF OBJECTS?
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PETER SLOTERDIJK
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DUALISMS
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DUALISMS
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BODY AND SOUL
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CULTURE AND NATURE
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SUBJECT AND OBJECT
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SPACES OF COEXISTENCE
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DIALECTIC
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WORK AND PLAY
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JOHN LOCKE
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CYBORGTHEORY
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OVER INFINITE TIME,
NATURE: DELIBERATE INTENT!
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BIO-, MOLECULAR-, NANO-ENGINEERING
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EMBEDDED INTELLIGENCE
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THE SOCIETY OF MIND
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INTERSPECIES RELATIONSHIPS
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JAMES-LANGE
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WILLIAM JAMES
& CARL LANGE
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GROUP A GROUP B

Copyright © 2008 Microsoft Corporation

http://www.sxc.hu/browse.phtml?f=download&id=455145
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THIS IS HOW WE LEARN:
IMPRINT DURING EMOTIONAL AROUSAL
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TWO-FACTOR DESIGN THEORY

1. INCITE
2. IMPRINT
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EMOTIONAL DESIGN FRAMEWORK
MECHANICS : DYNAMICS : AESTHETICS 

(MDA)
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EMOTIONAL DESIGN FRAMEWORK
MECHANICS : DYNAMICS : AESTHETICS 

(MDA)
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SHIGERU MIYAMOTO
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òGeneva Auto Show '05: BMWó by Tomas Mascardo . Used under Creative Commons License. Some rights reserved. 
Retrieved from http://www.flickr.com/photos/mascardo1/2245900364/

ò̀boó by kin lush. Used under Creative Commons License. Some rights reserved. 
Retrieved from http://www.flickr.com/photos/78509131@N00/390427656/
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SYSTEM OUTPUT > USER INPUT = MAGIC
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EXPERIENCE ARCHITECT
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ONCE UPON A TIMEê

COMMAND LINE INTERFACE (CLI)

GRAPHICAL USER INTERFACE (GUI) NATURAL USER INTERFACE (NUI)

PRINCIPLE-DRIVEN DESIGN

TEXT GRAPHICS OBJECTS

RECALL RECOGNITION INTUITION

DIRECTED EXPLORATORY CONTEXTUAL

HIGH-LOW DBL MEDIUM FAST FEW

DISCONNECTED INDIRECT UNMEDIATED

STATIC RESPONSIVE EVOCATIVE

CLI GUI NUI

INTUITION

CONTEXTUAL

FAST FEW

UNMEDIATED

EVOCATIVE

Principle of the Super Real

Principle of Contextual Environments

Principle of Scaffolding

Principle of Direct Manipulation

Principle of Performance Aesthetics


