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Your Comments

This is a draft UX White Paper that we (Dagstuhl seminar participants) will work on together. This is why we welcome your comments after each section of the White Paper. Please give an agreement rating on the section content, and if you disagree, please indicate why. You can do this either in your comments using the commenting space like this, or by editing the text with the Track Changes feature on. In any case, we would like to see both your justification for the change and the actual text as you would like it to appear in the final White Paper.

At the beginning of each comment area, please place an X to the 7-point agreement scale. This is to collect your overall evaluation of the text: the more points there are with which you disagree with, the further left the x will be. (The places for X are marked as tab positions, but if you face difficulties using the scale, you may indicate your agreement simply by a number from 1=Disagree to 7=Agree.) 
I disagree with the above text




x


I agree with the above text

End of your comments
Introduction

The concept of user experience (UX) is widely used but understood in many different ways [1]. The multidisciplinary nature of UX has provoked several definitions and perspectives of UX, each approaching the concept from a different viewpoint. The term user experience is used as a synonym for usability, user interface, interaction experience, web site appeal, emotion, wow effect, general experience, or even perceived network throughput. Despite its holistic nature, we believe that user experience must and can be defined and its scope be clarified. A clear definition and scope for UX is needed for

· Teaching the basics of user experience

· Communicating the meaning of the term to people unfamiliar with it

· Clarifying different perspectives of UX amongst UX researchers and practitioners

· Solid grounding for UX field development in general

This UX White Paper is prepared as a joint effort by the top UX researchers and practitioners. It describes the core concepts of user experience as well as distinguishes it from related concepts.
UX White Paper is meant to be freely available for everyone, and we recommend using it in teaching and other communication that needs to clarify the term user experience. The UX White Paper will be online, accessible via the Wikipedia user experience page, and can be updated as needed.
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Your Comments

I disagree with the above text







I agree with the above text

Comments: 
End of your comments

DefinitionS
A variety of definitions for user experience have been conceived from the different perspectives. Two of them come from a joint definition effort, as shown below. (See [1] for some other definitions).
ISO 9241-210 Definition
ISO 9241-2102 defines user experience as "a person's perceptions and responses that result from the use or anticipated use of a product, system or service" [].
The additional notes for the ISO definition explain that user experience includes all the users' emotions, beliefs, preferences, perceptions, physical and psychological responses, behaviours and accomplishments that occur before, during and after use. The notes also list the three factors that influence user experience: system, user and the context of use.

Note 3 of the standard suggests that usability addresses aspects of user experience, e.g. "usability criteria can be used to assess aspects of user experience". Unfortunately, the standard does not go further in clarifying the relation between user experience and usability. 
The ISO definition can be used for official purposes where a standard UX definition is needed. 
Wikipedia definition

Wikipedia defines user experience simply as "how a person feels about using a system", where ‘system’ may stand for a product, service, non-commercial item, or a combination of them [5]. 
About the relationship between UX and usability Wikipedia states that UX focuses on the affective, but subsumes perceived usability. 

The Wikipedia definition is used by the wide audience to gain understanding of what user experience is.
Your Comments

I disagree with the above text







I agree with the above text

Comments: 

End of your comments

UX is A Feeling
User experience is about a user’s feelings towards a system. UX focuses on the emotional and affective aspects of interaction, but user’s perceptions of the practical aspects such as usability and utility influence UX as well. More specifically, UX is a composite psychological construct grounded in perceptual (bottom-up) as well as cognitive (top-down) processes (cf. Kant’s critical epistemology), involving hedonic and pragmatic aspects of interaction with a system.  Accordingly, users’ affect, emotion, needs and the outcome of interaction contribute significantly to UX. 

UX may refer to a specific emotion during interaction, feelings about a specific usage episode (task or activity), or feelings towards the system as a whole.

Since UX is a feeling, it cannot be designed into a system. UX designers can design FOR a desired experience (e.g. relaxation or stimulation) [6], but such an experience may or may not be realized, depending on the individual user and the usage situation.

User experience does not always affect user’s future behavior. The sole fact that some actions are performed frequently does not imply a positive UX (deleting junk email, work hour reporting). On the other hand, actions that are performed only rarely may result to excellent UX (submitting a thesis, emergency call). Monitoring the frequency of use alone does not reveal how user feels about the system, since the reason behind frequent use may be beyond the user’s control.
Your Comments

I disagree with the above text







I agree with the above text

Comments: 

End of your comments

UX is subjective

User experience is subjective. This means UX is inside an individual person, and only this person knows what s/he experiences.

We can use objective methods to reveal what a person experiences, including observations and psycho-physiological measurements. Objective measures can reveal some experiences, but it is common to verify and complement or triangulate the objective measures with subjective user reports. Subjective evaluation methods, based on self-reporting, are often used in revealing the actual, subjective user experience.

Whereas UX with a system is essentially felt by an individual, it can be shaped by other people, who may or may not have any form of direct interaction with the individual or with the system. If we want to study UX in a group situation, we need to study UX of each individual in the group, since there is not a single “group UX”.  
Your Comments

I disagree with the above text







I agree with the above text

Comments: 

End of your comments

UX is related to use

User experience differs from general experience in its relation to interaction. General “experience” covers everything personally encountered, undergone, or lived through [5]. User experience is more specific, since it is related to the experiences of using a system, product, service, object, a part of them or a combination of them (“system” for simplicity). 

User experience can start already when anticipating use, if the user imagines how the actual use would be like. Seeing an advertisement of a product does not result in user experience of the product but rather in advertisement experience. However, the advertisement may set expectations for UX. Once the person starts to imagine how s/he would actually experience the product in her personal contexts, anticipated user experience can be studied.

User experience can extend after use [7]. The value or meaning of interaction may be realized only after the actual interaction, or UX may change afterwards when reflecting on what has happened or what could have happened, or when the costs of the interaction become apparent (e.g. bill of mobile web browsing, sore neck).
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I agree with the above text

Comments: 

End of your comments

UX IS DYNAMIC
User experience is ephemeral and momentary. User’s feelings may change every second as the interaction and/or the situation changes. Although a wide diversity of factors may influence a person's user experience with a system, the factors can be classified into three main categories: user's state, system properties, and context (= situation around the user and system) [1]. 

<Figure of the 3 UX Factors>

1. UX may change when the context changes, even if the system would not change. Context in UX domain refers to social context (other people), physical context (e.g. using a product on a desk vs. in a bus on a bumpy road), temporal context (e.g. does the user have to hurry), task context (e.g. other tasks the user is engaged in), and technical and information context (e.g. connection to network services) [3].

2. The user’s state also affects UX. This refers to a person’s motivation to use the product, mood, current mental & physical resources, expectations, etc. Earlier experiences affect future user experience [6], so a person’s UX of a system changes over time [4].
3. System’s properties also influence UX, otherwise it would not make sense to develop for UX. This relates to the stable properties of the system as they were designed (aesthetics, designed interactive behavior, responsiveness), as well as to more dynamic properties resulting from actual use (scratches and a worn look after having used it for some time, the picture of your children on your phone). 

The user experience itself cannot be described by describing the UX factors, but UX factors can be used to describe the situation in which a particular UX is felt. UX factors can be considered during product or concept development, since studying typical users and contexts helps designing the system. UX factors also help identify reasons for a certain experience, so UX evaluations should take the UX factors into account.

The methodological implications for studying the dynamicity of UX include longer-term in situ user-system relationships as opposed to one-shot lab sessions, the trajectory of UX evolving over time, and psycho-physiological measurement to capture moment-to-moment user experience.
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I agree with the above text
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End of your comments

UX AS A GOAL IN PRODUCT DEVELOPMENT 
UX can be characterized by innumerable specific qualities such as pleasure, feeling of control, trust, challenge, experienced usability, togetherness. 

Product development teams can choose to design for particular experiential qualities like fun, relaxation, or efficiency. At the other extreme they may also decide not to target at specific qualities, but at a product’s potential to evoke a variety of unforeseen positive experiences under the influence of (as yet unknown) contexts of use and characteristics of individual (unknown) users. 

No generally accepted overall measure of UX exists, but UX can be made measurable and evaluable in many different ways. There are tools for just measuring whether an evoked momentary emotion is positive or negative. There are questionnaires for measuring clustered experiences (like pragmatic and hedonic experiences). There are also methods and instruments specifically developed for evaluating particular UX qualities like trust, presence, satisfaction or fun. The choice of measurement instrument or evaluation method depends on the experiential qualities the product is targeted at, as well as on the purpose of the evaluation (e.g. summative or formative) and other (often pragmatic) factors such as time and financial constraints.
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End of your comments
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