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UX = US + Xpr X, + Xz +ouee + X,

X = thjsi,cal. Fteasure

X = pleasure of succeeding

soctal pi.e.&sure

ideological Pteasura

perception of previous use
anticipation Of fubure use
meaa& on E,ciem&i,&j i social use
aesthetics

all the rest ...
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Problews with UX as usabiLLEj+

Lack of specificity. ‘something desirable’

Overlapping with established consumer
behavior vo&o\bumwj

Lack of behavioral measurements

Measurable usability goals are not valid
indicators:

“efficiency is an established standard of
wsability, %uf users who are seeking an

em%a g experience with a technology ma
no 592 concerned about the bime requéréc( %o
carry oult a task.”




1S0924-1-11 usabiti&v

In goal oriented interaction
US = EG + EG/RS

EG external goals
RS resources sgan&

E£¢r are desirable oubtcomes - whak you wank

RS is undesirable cubtcome -~ whak you, dont
wank




IS0924-1-11: "the extent to which a product
can be used by specified users to achieve
specified goals with effectiveness, efficiency
and saf'ésszcféam in a specified context o
use”

effectiveness as “the accuracy and
completeness with which users achieve

specified goals”
“resources e;((venc(ec( in relation to the

accuracy an e:an«rpteéemess wibth which users
achieve goals”,




“If it is not possible to obtain objective
measures of effectiveness and efficiency,
subjective measures based on the user's
perceplion can provide an indication of
effectiveness and efficiency”

Satisfaction refers to efﬁaéemgj and

effectiveness, only the method of measuring

is different




UX is hecessary comaep& when thkeractkion is
notk goal oriented

Casual tnkerackion:
nown-,
semi—,

quasi- and /or
premuw.i&o\rio\m




In casual inkeracktion

RS becomes an indicator of commitment and
engagement - time, money, reputation

£E¢G becomes an indicator of the need for
exkernal rewards




US = EG x EG/RS

UX = RS x RS/EG




UX = (RS x RS/EG) x VA

EG: external goals, RS: resources spent, VA:
value assessment

Behaviocural measurement & subjective value




UX = (EN x EN/IN) x VA

EN: engagement, IN: incentbives, VA: value
assessment

UX refers to the engagement to the

relationship between the engagement and
incentives, and to the assessment of their
value in a speaéﬁed type of casual use,

Can be measured in terms of time and
money




UX = 1/08

UX and Usabiliby are complementary. Neither
usab&ti&v nor UX is not always a desirable
atbribute

UsabiLLE? or UX can be preferred in different
interactions, Granularity of goal setting and
evaluation becomes crucial




