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APPENDIX A - PROJECT BRIEF

INTRODUCTION

Interactions and relationships with people
around play an important role in human be-
ings’ health and wellbeing [1]. Insufficient social
connection with other people could lead to the
feeling of isolation and monotony [2]. When it
comes to work, employees’ need of connecting
with others is strong [3]. At the same time, high-
qguality connections, including both positive
short-term interactions and long-term relation-
ships [4], help with the organizational improve-
ments [5].

Nowadays,flexible and activity-based offices
are becoming more and more popular. As fig-
ure 1, in this sort of office, employees do not
own specific desks but could conduct different
work activities in a diversity of open and en-
closed spaces [6]. This working mode seems
to bring opportunities for communication and
interaction among employees. For example, it
was assumed that open spaces and flexible use
of workstations would increase communication
in the offices. In fact, compared with private of-
fices, open workspaces were found to truly bet-
ter support close relations [7].

Although open office spaces bring more op-
portunities for employees to communicate with
each other, they also result in more distractions.
For example, some employees’s work would be
easily interrupted because of the increase of
noise, and there is also a decrease of privacy in
this work environment [7]. These would as a re-
sult bring about tension in the office and worsen
the interpersonal relations [8]. Besides, the flex-
ibility to work in different locations may result in
lack of belongingness and the sense of isolation
since one may frequently work next to unknown
colleagues and can hardly find specific col-
leagues [9]. Therefore, there is apparently a bal-
ance so that employees could have more com-

munication opportunities and at the same time
will be interrupted less and have more sense of
belongingness.

As forthe leisure spaces in the offices such as the
coffee corner and lounge area, since unplanned
encounters and informal interactions like chit-
chat and spontaneous collaboration among the
employees often happen in these spaces, they
occupy a significant place in employees’ social
life in the office. However, some leisure spaces
of the offices today might be too plain, which
as a result causes insufficient and uncomfort-
able interactions among workers. Thus there is
an opportunity to contribute to employees’ well-
being by improving the employees’ interactions
in the leisure spaces.

Therefore, the design challenge of the project is
how to increase high-quality social interactions
among employees in the leisure area of flex-
ible offices so that the well-being of employees
could be improved?

PROBLEM DEFINITION

The context of this project is offices with a di-
versity of open and enclosed spaces designed
to support different work activities [6]. To make
it manageable for a Master Graduation Project,
the problem will be narrowed down. Hence how
to increase employees’ sense of belongingness
in the flexible offices is the main problem to be
solved.

Besides, the solution area is also downsized,
which will mainly focus on the improvement of
leisure spaces of the office, such as the coffee
corner and lounge area. The intervention aims
for an increase of positive informal short-time in-
teractions among employees.
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TIMING
Calendar Week
Dale (Monday)
Project Week
Research

Literature review!
knowledge mapping

A positive interaction means employees’ well-
being would be improved after the interaction.
For example, through a chit chat with another
colleague, the employee feels more relaxed af-
ter the hard work of a whole day.

An informal interaction means the interaction
beyond the formal work. Hence a meeting or
any formal communication with the work part-
ners should not be included.

To deliver the final solution, the IDE Studiolab
will be used as the main context for researching
and idea testing.

ASSIGNMENT

Design a solution in the leisure spaces of offices
(like coffee corners and lounge area) to stimu-
late positive informal short-time interactions in
order to increase employees’ sense of belong-
ingness and as a result improve their well-being
at work.

In this project | will do research towards:

How to improve the current leisure spaces of of-
fices to trigger informal interactions?

Which place is most appropriate for the interac-
tions to happen?

15 16 17 18 19 20 21 22 23 24
14,Apr  19,Apr  26,Apr 3, May 10,May 17,May  24,May 31,May 7,Jun 14, Jun
1 2 3 5 3 7| 8

Kick-off
meeting

Brainslorming/Mapping

Interview

Observational research
Joumney mapping
List of requirements

Define
Cluster insights

Define opportunities

Persona
Final brief
Ideation

Brainstorming/Skatching

21, Jun 28, Jun S, Jul 12, Jul 19, Jul 26, Jul 2, Aug 9, Aug
16 17

What kind of trigger motivates employees to in-
teract the most?
How to ensure the interactions to be positive?

PLANNING AND APPROACH

The project will start from April 14th and end at
Sep 24th. Since 1 day will be spent on it per
week at the beginning for 5 weeks, and after
that, the work of the project will be full-time, the
whole project will last for 24 weeks. The proce-
dure includes 5 phases: research, define, ide-
ation, design and finalize.

- In the research phase, | will first study litera-
ture and data on positive social interaction in
(activity-based) offices, e.g. type of interactions
and usual locations, and map this information.
After that, observation and Interview will be car-
ried out, the context of which includes offices in
Beijing and IDE Studiolab. Observation is mainly
about how and where do they informally interact
with each other. Interviews will include employ-
ees who frequently change workstations. The
main topics of the interview are (1) what kind of
social interactions make them happy, (2) where
these interactions usually take place within the
office, (3)how they feel about the current leisure
places. After the research, the previous map
would be validated and more insights will be

26 27 28 29 30 31 32 33 34 35 36 37
16,Aug  23,Aug  30,Aug  6,Sep 13, Sep
8 19 20 21 2 23

38
20, Sep
24

Co-creation session

Define 3-5 concepl directions
Create Low-fidelity prototypes
Concept tests & evaluation
Design

Define final direction

Midterm meeting

First iteration & prototyping
Usability tests & evaluation
Sacond iteration & prototyping
Usability tests & evaluation
Final high-fidelity prototyping
Usabilty tests & evaluation
Finalize

Recommendations for future
Report

Green light

Final
Presentati
on

Presentation
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added about the context and relevant differenc-
es between groups. A list of requirements and
opportunities for interventions (the design) will
be delivered as the result.

- The ideation phase starts with the brainstorm-
ing and co-creation session to generate ideas
based on the researching outcome. Co-creation
session is optional and will be conducted with
employees of IDE Studiolab to inspire them and
collect their ideas about how to Improve informal
social interaction at the leisure spaces. With the
ideas generated, 3-5 concept directions will be
defined and low-fidelity prototypes will be made
to test the ideas with users. The test procedures
will be recorded and the ideas will be evaluated
to decide on the most potential design direction,
which will be presented at the midterm meeting.

- In the design phase, the final direction will be
further defined. To refine and optimize the de-
sign of the chosen prototype, two iterations will
be conducted including usability testing. Then
the final high-fidelity prototype will be made
and tested to evaluate whether the design has
achieved the design goal. The green light meet-
ing will be at the end of this phase.

- After the green light meeting, the recommen-
dations of the future will be proposed based on
previous work. Also, the report needs to be fin-
ished. The final presentation is planned to be
given on Sep, 17th.

MOTIVATION AND PERSONAL AMBITIONS

During my master Design for Interaction, | have
learned a lot about user-centered design. | en-
joy it very much when | can always see things
from the perspective of users and make use of
scientific methods to deliver the design to solve
their problems. Therefore, | plan to work as a
user experience designer after my graduation.
Because of this, | also want to do a graduation
project that can add values to users.

Within user experience design, | am especially
interested in designing for people’s relations
and emotions. In previous courses like Explor-
ing Interactions, | realize that improving social
connections and mental health of users is very
meaningful for me. Besides, after doing an in-
ternship, designing for the social connections of
employees is quite an interesting topic for me.

The ambition | would like to address in my grad-
uation project is improving the ability to make
prototypes, especially if | could combine inter-
active technology with my design. | believe that
more prototypes and tests with users in the de-
sign phase help a lot with the value of the final
solution. The higher the fidelity of the prototype
is, the more accurate the test result could be.
Thus | would be excited to deliver an interactive
product with technology applied as the final so-
lution if needed.
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APPENDIX B - RESEARCH IN

BEIJING OFFICES

RESEARCH PLAN

Research questions:

How do employees interact with others infor-
mally at the moment? How are their well-being
related with their informal interactions”?

Context:

Office 1 - JD:

1. A large scale internet company.

2. Traditional office where employees all have
their own desks for work.

3. Each room can contain 200 employees.

4. The work space is separate from leisure
space.

5. The leisure space is in another room for em-
ployees to relax, drink coffee, have meal and
chat

with others.

Office 2 - BNUX:

1. A StudioLab of a design research community.
2. An office with 10-20 employees.

3. Half of the desks are flexible, half are not.

4. Besides work space, there is also leisure
space for relaxing and having lunch.

Observation:

(on April 25th and April 28th)

The observation will last for 30 minutes each
time and totally 2 times in each office. April 28th
09:30-10:00 & 11:30-12:00 at BNUX

April 30th 10:00-10:30 & 15:00-15:30 at JD
Positions going to be observed: lounge area,
corridor, elevator, coffee corner, cafeteria, of-
fice gym, store in the office, phone room, out-
door space, bike storage space, etc.
Interactions going to be observed: greeting, chit
chat, heart-to-heart talks, employees having fun
together

| will be in the positions | am going to observe.

How to decide an interaction to be informal?

1. Employees are in the positions beyond the
work spaces (lounge area, corridor, etc)

2. Employees are in the work spaces, but be-
yond the working time (during lunch break time,
after

the work time)

How to decide an interaction to be positive/neg-
ative?

Facial expression / body language will be ob-
served:

Positive: when people smile, take the initiative to
start the conversation, speak with a gentle tone,
keep communicating for a long time

Negative: unhappy facial expression, communi-
cate passively, speak with an unhappy tone, try
to end the conversation

Interview:
(on May 1st, May 3rd)
The interview will last for 1 hour for each per-
son. 3 employees from each office will be inter-
viewed.

1. A bainstorm map will be shown to them to
add more locations and interactions.

2. Detailed questions of the interview:
- What informal interactions at work today/yes-
terday have you experienced? (the location,
length, trigger/reason, level of intimacy, number
of people)
- Did they make you feel happy/unhappy?
- What features of the interactions make you
happy/unhappy?
- What do you like and dislike about the current
leisure space? Why?
- What features of it stimulate or hinder your in-
formal social interactions with other employees?
- (For employees in BNUX): Which kind of office
do you like more? The flexible office or a tradi-
tional one? Why?
- What'’s the difference of these 2 kinds of offices
from the perspective of interactions?
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QUOTES

Participant 1
23-year-old
student

| feel more sense
of belongingness

Participant 2
24-year-old
student

It's more
convenient to

| feel uncertainty

| feel it not
appropriate to do

A flexible office is

| often share a big |

table with others.
In this situation,

If I have
somebody

In flexible office,
it's hard to find

There is more
possibility to
communicate with
We would talk
about recent
situation of each

The conversation

When | am in the
room, the time for
chitchat will be

When we are in
the work space,
informal

The chitchat
sometimes

‘The chitchats

make me happ

because | feel that

The conversations

It's positive
because we can
get more

The seat over
there is quite

I like the coffee

If | work in the
public space. | will

There is no private

The flexible office
is more free and
open. It's not like
the traditional
office where

Less
communication
happens in the

Participant 3
23-year-old
student

When | want to
chitchat with

It's not certain

It's hard for me to
get concentrated

Sometimes we
would close the

Sometimes we will
talk about some

Gossips and some
The public space is

If | tend to have
some
communications

Participant 4
25-year-old
programmer

| like to have my
| spoke with

The o
communications
are positive for

Communication is

When | need a
rest, a few

minutes would be
l

' Normally | stay in

my work space to
chitchat with
others instead of

I would not like to
go to another

| prefer to chitchat

| like to chitchat
with others during
the lunch break,
but | am a little

Participant 5
27-year-old

Product manager

| prefer a
traditional office

I am also not sure
about the work
environment.

In the evening at
about 8 pm. I went
to another room

Basically the
communications

| went to chitchat
with colleagues of
another

1 do not who | can

The chitchat is
ositive to me
ecause it helps

| prefer chitchat to
deep

Games are more

| prefer to interact
with colleagues |

|1 do not go to the

Participant 6
24-year-old
Designer

During lunch
break1 would

The conversations

We also get out of

The chitchats are
about recent news
or what has

| prefer to do my
own things when |

I would like to
communicate with
others because |

It's hard to find a

People can hear
and might disturb

Sometimes when
there are not so

Sometimes during
the work time, |
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APPENDIX C - RESEARCH IN
STUDIOLAB

IDEA CLUSTERING

ﬁ Could be developed into a concept

Not from an interaction perspective

Digital

leisure

Interactions in be in the Snack casual meeting i Closer More personal
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Decorations to
make it like
home

psychological
consulting

block/sound- noise
proof cancellation

Interact Sl interact
quietly e without sound

the sodial space

@

'®
stickers/ poster voice in
on the wall public space
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t e, virtural signs furniture
P
e
Status icon/signs pradictable; see
on office desk or everyone's “social '
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wear a social hat 3}
to indicate | want
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.

game that has
some
requirements

isolated

corner

natural

moving line  occcluder(plants?
books)
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INTERVIEW QUESTIONS

Which ones do you like the most/dislike the most? Why? Suggestions?
- Do you feel the differences of the office compared with before the corona time? From the social per-

spective?

- Do you come here often? Why or why not?

- How are your social situations here? Today/yesterday? Where do you social? With whom? How long?
The content? How do you feel?

- How do you feel about the social space? Coffee corner/ lounge space? Like or dislike? When it comes

to social?

- Do you know every body? What do you feel when you first come here? How do you start to know about
and get familiar with the new members? (Are you willing to connect with strangers? Any problem? )

QUOTES AND ANALYZING

New
insights

New members
have the need

to connect

Pecple inan

office could be
WHO et
Eroups with

different needs.

get
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People like to
get mental
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help from a

chat.

Peaple
need more
space for
interaction.
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a
o
<o i
”
i
Chat is mare R
WHAT preferred o
than other
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People like
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.
& n

The most

It's more lively

embarrassing

If I am farﬁﬂl“m\

Because not
come here o d

Although there
are less peop
here, we

T b=

me-niggest
problem of me

| do not see sdci
gathering

Especially when
we had lunch

sometimes |
would not be

The relationship |

would be deefyzf/

“Thave my plan, |

}o@ spa

re | have

We did not w
how an ento

Because studiolab |
is small, | feel it

i get ir%tion

=
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see that

_—

| think colleagues
are people who

anttoshare _
motions with

htnotwant

to build

In the corona
time, when two
people do not
cometot ce
eve y and
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small room with
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APPENDIX D -
INTERACTION VISION VERSIONS

VERSION 1
[ nTERACTION VISION |
The interaction should be like having dinner with the family.
* Helaxed: the experience helps to release people’s pressure at work.
+  Connected: people feel connected with other colleagues.
* Natural: the experience is intuitive and users do not feel forced by the design.
VERSION 2

The interaction should be like a neighbor helps to
open the door when you are looking for your key.

*  Welcome: the design invites the user to use it, and the user could
feel that other people are willing to have the connections.

*  Connecled: people feel connected with other colleagues.

= Natural: the experience is intuitive and users do not feel forced by
the design.
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VERSION 3

The interaction should be like

. : the user is sure that the interaction wouldn't disturb the
other person or people around.

. : users would like to have a conversation with each other.

- : people feel connected with other colleagues.

. : the experience is intuitive and users do not feel forced by
the design.
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APPENDIX E -
IDEA GENERATION CYCLE 1

BRAINSTORM
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SCORES FOR QUALITIES

Feedback:
1~7
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APPENDIX F -
IDEA GENERATION CYCLE 2

INTERVIEW QUESTIONS

1. How carefree do you feel in the experience of the concept?
(notatal) 1 2 3 4 5 6 7 (very)

2. How expressive do you feel in the experience of the concept?
(notatall) 1 2 3 4 5 6 7 (very)

3. How connected with others do you feel in the experience of the concept?
(notatal) 1 2 3 4 5 6 7 (very)

4, How natural do you feel in the experience of the concept?
(notatall) 1 2 3 4 5 6 7 (very)

5. How meaningful do you think the chat would be in the experience?
(notatal) 1 2 3 4 5 6 7 (very)

6. Do you think they will help you to build and deepen the relationship with your colleagues
or increase your sense of belonging in an office”?

SCORES FOR QUALITIES

7 7
6 6
5 - - —— - B B 5 - - o - - - o
4 4
3 3
2 — 2 -
1 1
0 0
Chatting Flower News Cup Emotion Button Interests Card Chatting Flower News Cup Emotion Button Interests Card
Yuan Peiyue
7 7
6 6
5 5
4 4
3 B R R ]
2 2
1 S
0 0
Chatting Flower News Cup Emotion Button Interests Card Chatting Flower News Cup Emotion Button Interests Card
Kavya Giusivelia

. Carefree . Expressive . Connected . Natural . Meaningful
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APPENDIX G -
IDEA GENERATION CYCLE 3

INTERVIEW QUESTIONS

1. How carefree do you feel in the experience of the concept?
(notatall) 1 2 3 4 5 6 7 (very)

2. How expressive do you feel in the experience of the concept?
(notatal) 1 2 3 4 5 6 7 (very)

3. How connected with others do you feel in the experience of the concept?
(notatall) 1 2 3 4 5 6 7 (very)

4, How natural do you feel in the experience of the concept?
(notatal) 1 2 3 4 5 6 7 (very)

5. How meaningful do you think the chat would be in the experience?
(notatall) 1 2 3 4 5 6 7 (very)

6. Do you think they will help you to build and deepen the relationship with your colleagues
or increase your sense of belonging in an office?

SCORES FOR QUALITIES

O = N W A OO
o = N W A 00 N

News Cup Emoji Board Debating Card News Cup Emoji Board Debating Card

Yeun Doudou

o =4 N W & OO
[ I N )

News Cup Emoji Board Debating Card News Cup Emoji Board Debating Card

Xueliang Mikel

.Carefree . Expressive . Connected . Natural . Meaningful
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APPENDIX H -
CONCEPT DEVELOPMENT CYCLE 1

IMPROVEMENTS DIRECTIONS

show give feedback d
show peoplens  people could Sr:(e))\:\ltsbtlosy do not about the conveeerFs,:trion
TTENEES values P status CritiCize Tij'nilgn‘;f v:::::; :szcin
which positive more attract me related related draw
feedback things for to interact :
sort of from the people to with it, no to to the thll‘lgS
news design learn pushing canteen office on cups
alEie invite other make it more lead the filter those bn;ihét;rm eheck romihe
hat kind people to appa:e"t;%’ chat to be who is more from ideas of last
W : Ngs join the pter?:’:a;; more likely to be qualities of brainstorm
OUNEWs chat topics personal friends vision 20T
INTERVIEW QUESTIONS
1. Which cups do you prefer? Why? Any suggestion?
2. How do you feel about the QR code and the online platform?
Which parts do you like & dislike?
3. Do you think there should be the commenting function on the platform?

Or do you prefer some physical interactions with the cups?

4, Do you think it is okay to have news/events as the topic?
Do you prefer something related to the office?

5. How do you like the texts used to show the busy status?

6. Do you have any other comment?
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APPENDIX | -
CONCEPT DEVELOPMENT CYCLE 2

INTERVIEW QUESTIONS

1. How do you feel about the topic?
What about life-related and funny topics?

2. Which way to show busy status do you prefer? Why?
3. Would you scan the QR code when you see it?
4, How do you feel about the online platform?

Is there anything you want to add to it?

5. Do you think the concept will stimulate chats? Why?
6. How do you think users can feel supported through the concept?
7. Do you think the concept will contribute to users’ sense of belonging? How?
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