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field	  studies,	  emo-on,	  and	  affect	  

dr.	  carman	  neustaedter	  

field	  studies	  

naturalis3c	  studies	  
in	  context,	  in	  situ.	  Culture,	  
history	  and	  folkways	  

• ethnographic:	  early	  user	  research	  –	  adop3on	  of	  
technologies	  
• field	  evalua-on:	  summa3ve	  evalua3on	  of	  a	  
product	  in	  real	  situa3ons,	  use	  

field	  studies	  

pros:	  
natural,	  real	  behavior	  
good	  if	  you	  can’t	  replicate	  the	  seCng	  

cons:	  
easy	  to	  intrude	  or	  intervene	  
hard	  to	  replicate	  some3mes	  

usability	  (nielsen’s	  defini-on)	  

learnability:	  easy	  to	  learn	  so	  a	  user	  can	  rapidly	  start	  to	  use	  it	  

efficiency:	  once	  the	  user	  has	  learned	  the	  system,	  a	  high	  
degree	  of	  produc3vity	  is	  possible	  

memorability:	  the	  user	  should	  be	  able	  to	  return	  to	  the	  system	  
and	  not	  have	  to	  learn	  again	  

errors:	  users	  should	  make	  few	  errors	  and	  recover	  easily	  

sa-sfac-on:	  the	  system	  should	  be	  pleasant	  to	  use	  

is	  there	  something	  more?	  

reflec3ve	   sophis3cated	   girly	  

professorly	   turncoat	   cheap	  
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I’m	  a	  coffee	  snob	   only	  two	  cups	  fit	  in	  my	  espresso	  machine	  

when	  I	  make	  a	  ‘fancy	  coffee’,	  how	  do	  I	  feel?	  

the	  problem	  

Tradi3onal	  design	  evalua3on	  focus	  on	  
performance,	  but	  neglects	  people’s	  emo-onal	  
responses	  

people	  have	  different	  goals	  depending	  on	  the	  system	  
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defini-ons	  

emo-on:	  overall	  feeling,	  summa3ve,	  reflec3ve	  
influenced	  by	  affect.	  	  

affect:	  short	  term,	  immediate,	  non-‐reflec3ve	  
influences	  on	  emo-on.	  Can	  be	  vola%le	  

theories	  of	  emo-on	  

agreement	  on	  three	  components:	  

1.   cogni-ve/experien-al	  (subjec3ve	  feeling)	  

2.   physiological	  response	  (body’s	  internal	  response)	  

3.   behavioral	  response	  (body’s	  external	  response)	  

measuring	  it:	  cogni-ve/experien-al	  

•  use	  interview	  or	  ques3onnaire	  aKer	  the	  fact	  

•  this	  will	  only	  get	  emo-on;	  
lack	  of	  feelings	  ‘in	  the	  moment’	  (affect)	  

•  self-‐repor3ng	  can	  be	  subjec3ve	  

intrinsic	  mo-va-on	  inventory	  (IMI)	  
ques-onnaire	  

•  measures	  enjoyment	  

•  you	  will	  use	  it	  in	  your	  
assignment	  

•  compare	  it	  to	  cued	  
debrief	  recall	  

scoring	  
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measuring	  it:	  physiological	  

measure	  physiological	  changes	  
e.g.,	  
galvanic	  skin	  response	  (sweat)	  
heart	  rate	  
breathing	  rate	  

could	  measure	  affect	  

but	  you	  have	  to	  interpret	  the	  sensed	  data	  
e.g.,	  does	  increased	  heart	  and	  breathing	  rate	  mean	  fear	  or	  excitement?	  

vip.doc.ic.ac.uk	  

measuring	  it:	  behavioral	  

measure	  behavioral	  changes	  
e.g.,	  
facial	  expressions	  
changes	  in	  tone	  of	  voice	  
gestural	  ac3vity	  

could	  measure	  affect	  

but	  involves	  interpreta3on	  of	  data	  
e.g.,	  is	  that	  facial	  expression	  showing	  extreme	  happiness	  or	  sadness?	  

accidentalsexiness.com	  

measuring	  emo-on	  &	  affect	  

emo-on	  is	  easy	  to	  ask	  at	  the	  end	  of	  a	  study	  
affect	  is	  harder	  to	  gather	  during	  the	  study	  –	  
transient.	  

affect	  could	  be	  done	  through	  think	  aloud,	  but	  
this	  interrupts	  and	  may	  not	  be	  accurate	  

cued	  recall	  debrief	  (aka	  “aided	  recall	  method”)	  

interview	  technique	  based	  on	  review	  or	  situated	  recall	  

1.	  record	  a	  first	  person	  view	  

2.	  play	  it	  back	  to	  be	  re-‐immersed	  in	  the	  ac3vity	  

3.	  interview	  during	  playback	  and	  record	  third	  person	  
view;	  ask	  them	  to	  describe	  their	  feelings	  

4.	  analyze	  the	  final	  video:	  analyze	  comments	  related	  to	  
affec3ve	  experience	  

first	  person	  view	  

glitzzgames.com	  

third	  person	  view	  of	  the	  interview	  

eidesign.com	  
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benefits	  of	  cued	  debrief	  recall	  

•  more	  immersive	  than	  a	  post-‐task	  interview	  

•  low	  equipment	  needs	  

•  easy	  to	  implement	  in	  industry	  

•  can	  use	  it	  for	  many	  different	  types	  of	  systems	  

•  evalua3ng	  affect	  many	  be	  more	  useful	  for	  design	  than	  
evalua3ng	  emo-on	  

limita-ons	  of	  cued	  debrief	  recall	  

•  par3cipant	  must	  be	  willing	  to	  talk	  about	  feelings	  

•  longer	  to	  perform	  (2X)	  

•  may	  not	  accurately	  reflect	  experience	  at	  the	  3me	  

example	  affec3ve	  evalua3on	  study	  

Angry	  Animals	  
hWp://www.thepcmanwebsite.com/media/
angry_animals/	  

analysis	  of	  cued	  debrief	  recall	  

code	  verbaliza3ons	  that	  reflect	  a	  cohesive	  ‘feeling’	  
words,	  phrases,	  statements	  

posi-ve	  feeling,	  e.g.,	  “This	  is	  so	  wild”	  
neutral	  comment,	  e.g.,	  “I’m	  trying	  to	  move	  to	  the	  le\.”	  
nega-ve	  comment,	  e.g.,	  “I’m	  having	  trouble	  moving	  to	  the	  le\.”	  

count	  how	  many	  of	  each	  of	  these	  

why	  count	  the	  neutral?	  

person	  one 	   	   	  person	  two	  
20	  posi3ve 	   	   	   	  20	  posi3ve	  
5	  nega3ve 	   	   	   	  5	  nega3ve	  

similar	  experience?	  
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why	  count	  the	  neutral?	  

person	  one 	   	   	  person	  two	  
20	  posi3ve 	   	   	   	  20	  posi3ve	  
5	  nega3ve 	   	   	   	  5	  nega3ve	  

similar	  experience?	  

person	  one 	   	   	  person	  two	  
20	  posi3ve 	   	   	   	  20	  posi3ve	  
5	  nega3ve 	   	   	   	  5	  nega3ve	  
75	  neutral 	   	   	   	  5	  neutral	  
=	  20%	  posi3ve	   	   	   	  =	  66%	  posi3ve	  
neutral	  provides	  addi1onal	  context	  

sonic	  the	  hedgehog	  example	  
Note:	  this	  quote	  is	  of	  game	  play,	  you	  need	  to	  analyze	  the	  debrief	  audio	  for	  
cued	  debrief	  recall	  

“This	  is	  hard.	  Hmmm.	  How	  do	  you	  get	  the	  …	  Ok,	  I’ve	  	  
got	  it.	  Cool,	  got	  it.	  Oh,	  no	  I	  missed	  again.	  Shoot,	  I’m	  	  
gone.	  This	  is	  great.	  Ok,	  I’m	  trying	  again.	  Oh,	  not	  that	  	  
pesky	  bug	  again.	  Got	  ya.	  I’m	  having	  fun.	  No	  just	  let	  me	  finish.”	  

how	  many	  posi3ve	  and	  nega3ve	  affec3ve	  comments?	  	  
how	  many	  neutral?	  	  

sonic	  the	  hedgehog	  example	  

“This	  is	  hard.	  Hmmm.	  How	  do	  you	  get	  the	  …	  Ok,	  I’ve	  	  
got	  it.	  Cool,	  got	  it.	  Oh,	  no	  I	  missed	  again.	  Shoot,	  I’m	  	  
gone.	  This	  is	  great.	  Ok,	  I’m	  trying	  again.	  Oh,	  not	  that	  	  
pesky	  bug	  again.	  Got	  ya.	  I’m	  having	  fun.	  No	  just	  let	  me	  finish.”	  

posi3ve	  (5)	  

“Cool,	  got	  it”	  (feeling	  good)	  
“This	  is	  great”	  (feeling	  good)	  
“I’m	  trying	  again”	  (not	  giving	  up)	  
“Got	  ya”	  (success/winning)	  
“I’m	  having	  fun”	  (fun)	  

sonic	  the	  hedgehog	  example	  

“This	  is	  hard.	  Hmmm.	  How	  do	  you	  get	  the	  …	  Ok,	  I’ve	  	  
got	  it.	  Cool,	  got	  it.	  Oh,	  no	  I	  missed	  again.	  Shoot,	  I’m	  	  
gone.	  This	  is	  great.	  Ok,	  I’m	  trying	  again.	  Oh,	  not	  that	  	  
pesky	  bug	  again.	  Got	  ya.	  I’m	  having	  fun.	  No	  just	  let	  me	  finish.”	  

nega3ve	  (5)	  

“This	  is	  hard”	  (hard/frustrated)	  
“Oh	  no”	  (feeling	  bad)	  
“I’m	  gone”	  (feeling	  bad/failure)	  
“Oh,	  not	  that	  pesky	  bug	  again”	  (frustrated)	  
“No	  just	  let	  me	  finish”	  (not	  ready	  to	  quit/frustrated)	  

sonic	  the	  hedgehog	  example	  

“This	  is	  hard.	  Hmmm.	  How	  do	  you	  get	  the	  …	  Ok,	  I’ve	  	  
got	  it.	  Cool,	  got	  it.	  Oh,	  no	  I	  missed	  again.	  Shoot,	  I’m	  	  
gone.	  This	  is	  great.	  Ok,	  I’m	  trying	  again.	  Oh,	  not	  that	  	  
pesky	  bug	  again.	  Got	  ya.	  I’m	  having	  fun.	  No	  just	  let	  me	  finish.”	  

neutral	  (1)	  

“Ok,	  I’ve	  got	  it.”	  

coding	  is	  subjec-ve	  

how	  to	  ensure	  coding	  is	  reliable/consistent?	  

reliable:	  repeatable	  by	  others	  
consistent	  between	  coders/evaluators	  
consistent	  across	  all	  par3cipants	  

calculate	  inter-‐rater	  reliability	  
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inter-‐rater	  reliability 	  	  

•  at	  least	  two	  coders/evaluators	  

•  use	  same	  defini3on	  of	  types	  of	  codes	  

•  code	  separately	  

•  compare	  results	  

“perfect”	  example	  

evaluator	  A 	   	  evaluator	  B	  
posi3ve	  8 	   	  posi3ve	  8	  
nega3ve	  4 	   	  nega3ve	  4	  
neutral	  6 	   	  neutral	  6	  

no3ce	  the	  slope	  of	  
this	  line	  is	  1;	  
the	  correla-on	  is	  1	  

not	  “perfect”	  example	  

evaluator	  A 	   	  evaluator	  B	  
posi3ve	  4 	   	  posi3ve	  8	  
nega3ve	  2 	   	  nega3ve	  6	  
neutral	  3 	   	  neutral	  6	  

correla-on	  

the	  rela3onship	  between	  two	  variables	  
an	  indica3on	  of	  the	  strength	  of	  the	  rela3onship	  

correla-on	  coefficient:	  from	  -‐1	  to	  1	  

1	  =	  perfect	  rela3onship	  
0	  =	  no	  rela3onship	  
-‐1	  =	  opposite	  rela3onship	  
(e.g.,	  as	  one	  goes	  up,	  the	  other	  goes	  down)	  

inter-‐rater	  reliability	  

•  use	  correla3on	  coefficient	  
•  compare	  ra3ngs/coding	  of	  two	  evaluators	  

if	  r	  =	  >	  0.9,	  then	  they	  are	  reliably	  the	  same	  (81%	  of	  
rater	  series	  2	  is	  known	  from	  rater	  series	  1).	  Depending	  
on	  sample	  size,	  this	  will	  likely	  be	  stable	  or	  hold	  above	  
chance	  >	  19	  of	  20	  trials.	  

correla3on	  example	  in	  Excel	  
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wrapping	  up	  


