My thesis is centered around emotional
attachment to objects and the relation-
ships we create. Can an object interact
with you as much as you interact with it?
What is it that makes us love the things
we own and use? What kind of relation-
ship do we have with those objects?

Thesis

As a child, I was surrounded by toys, television, games, oldies music, dancing, and
my family. | grew up on Koosh Balls, Slinkies, G.I. Joes, Hot Wheels, Barbie, Candy
Land, Shoots and Ladders, Hero Quest, Risk, Skip-It, horse figurines, miniatures, The
Dark Crystal, Return to OZ, Sesame Street, Mighty Max, Dinosaurs, Fraggle Rock,
Rainbow Bright, The Care Bears, turkey baster instruments, the family dog, and

the love and humor that was my family. These things were my world: simple, fun,
imaginative, and inspiring.

As an adult, | don’t make the same kind of connections with my world. My affection
toward the things in my life is not so easily given or unconditional.

What matters to me now?
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the beginning




| began by looking at how emotion
happens in the brain. Donald Norman’s
model describes generalized processes
while the triune brain model involves
evolutionary physiology.

In short, our environment is the stimulus. This comprises everything around us and even inside us. We
pick up on these stimuli with our senses, react accordingly, and perceive groups of stimuli as objects.

We have a first response, called affect, which is immediate and instinctive. Having There are a great many contradicting

an affective reaction, we then actively use our memory, knowledge, and concerns to Ma ke an rheone; on how emotion oecur. My
model is an attempt to combine those

‘ appraisal of the sensory object. We appraise the object as generally good or bad for us, at which theories in the most logical way.
point we have developed an emotional experience based on our needs and
@‘ mood and interaction with the object.
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emotional models
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Our sensual experiences lead to emotional experience. Heavily interconnected, our senses
work in concert to shape the world around us into useful pieces we can process. Imagine a
world without a sense, touch or smell for instance.

the senses
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Sensation is an integral step in the cre-
ation of emotion. These are the things
that let us know what we're feeling, see-
ing, hearing, tasting, and smelling.

It is from our senses that we decide
whether something is bad or good, in-
teresting or boring, safe or dangerous.
Our senses direct our brain to eventually
make a conclusion about an object.

Senses are the ways in which we experi-
ence the world.



product examples
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Newer products are very interaction-
based. They involve robotic connection
with the user. These robots tend to be ei-
ther helpful and comforting, or the op-
posite, quite needy and under your care.
Whatever the mode, these products cre-
ate a relationship between user and ob-
Jject that is almost always positive.

Other products success lies in creating
a relationship between two people. By
helping us connect to others, products
become valued objects that we like to
keep close.

Certain products are made to look like
animals and humans. This makes us
respond more positively. We like things
that look like us. It starts getting creepy,
however, when objects look too human.
There is a fine line.
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As part of the 5th year thesis, the second
semester is devoted to some sort of cre-
ative project while the first semester is
almost entirely research.

| began the semester by going back
through my research. What had | been
excited about in the beginning? Had |
left anything out? What had | been un-
able to focus on before?

My venture into the psychology of
product attachment and ownership
stemmed from an interest in the direct
and indirect relationships between
people and objects. From my research,
I found that one of the strongest factors
in attachment to an object is its sense
of life. When an object seems to have a
personality, a face, oremotions, or when
an object acts human-like and interacts
with us, we are much more likely to form
a positive relationship with the object.

| wanted to create an object that had
some life to it. | thought about how
connections are made and what kinds
of things trigger our life-like quality sen-
sors. How interactive is this object? In
what area of the home would it best
serve? What kinds of emotions should
itelicit?



inspiration
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After much exploration and some ago-
nizing, I settled on designing two objects
for the home -the home for its feeling of
comfort and sense of wellbeing.

My first project was a chair. | chose a
chair because | wanted an object that
we rely on everyday. A chairis something
that we come to know very well but to
which we might not pay attention.

In designing a chair, | aimed to reinforce
the relationship between user and ob-
ject. I wanted to call attention to a con-
nection that may be often overlooked.



building the chair
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| decided on a round-backed chair to
enclose the person sitting inside. Cushy
and soft, enveloping. Flexible arms fold
around the user to desired comfort.

The materials used in this chair include
a found wooden chair frame, steel elec-
trical conduit, foam insulation tubing,
high density foam, chipboard, goose-
neck tubing, polyester fiberfill, ultra-
suede and cotton fabrics.



This chair was designed to be used in
any number of ways. Specifically, it was
designed to be a warm nest in which to
feel secure and comfortable.

It seems to say Hello! | am here! Look
at mel I am a part of your home, and
| welcome you back. | am strong, | can
support you, | am here for you. Cuddle
up, | will keep you safe and warm and
protected. | will enclose you, if you want.
I am happy to see you. We can play, or
you can sleep. | will hold you like a par-
ent, or you can lay on me like a child. |
will be your rock and your pillow.

9

Welcoming Michael Jackson Giggling See no evil Hear no evil Speak no evil Hands on hips Whoo!! Opera singer Headache

Dancing
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emotive chair




Is it calming or is it creepy? s it like a co-
coon or a venus fly trap ora mama or a
coffin or a cave or a womb or a hand?
Is it for sleeping or sitting or kissing or
whispering or reading or playing or lis-
tening or thinking or giggling? For books
or teardrops or music or video games or
heart beats or lunches or hangovers?

9
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making friends
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The second project | designed for the
home was a light. Again, this is some-
thing so commonplace that it is often
overlooked.

A lamp is lit when we turn it on. Its life,
so to speak, is in our hands. What if it
weren't? What if this lamp had a mind of
its own, a life of its own? Would we see it
as something more than just a light?



Sleepy Lamp

Instead of waking up in the morning to realize you'd fallen asleep with all the lights on.
A way to manage your child’s bedtime or your own.
Be conscious of how long your lights are on.

After a programmed time-in the day or amount of use, the light begins to fall asleep. It droops

and dims as it becomes tired. It will seem to nod awake as it realizes it’s falling asleep.

To wake it up, shake it like you would a person.

DED
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A reverse alarm clock? A reverse snooze button?

Does it notice you come in the room? Does it wake up? Is it a sound sleeper? Does it always
want to fall asleep? Does it just crash? Does its face get smushy when it sleeps against a sur-
face? Does it get embarrassed it’s falling asleep? Is it impatient that you fall asleep too? If you
wake it up when it wants to go to bed, does it fall asleep in 5 minutes?

interactive lamp
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This is a lamp with his life in his own
hands. He's his own master, but he'll still
be friends with you. You'll just have to
keep this lamp interested.

My design is a lamp that falls asleep at
will. Maybe it's been on too long or its
just too late at night. Maybe it’s bored. It
nods its head as it falls asleep and wakes
up when it’s shaken.

My desire is that the lamp becomes its
own entity in the eyes of the user. With
a drowsy personality, the lamp has his
own life, and we have our own. In inter-
action with each other, a relationship
forms between lamp and owner.



video clips
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The lamp runs by his own internal clock.
As the lamp falls asleep, it begins to
droop and dim until it eventually goes
off. An accelerometer inside the head
ensures that the lamp can be awakened.
Just like a person, this sleepy lamp nods
asleep, waking itself up in the process.

The lamp can be woken up at any time
with a gentle shake or a loud noise. As
the lamp enjoys the user’s company, it
likes to be awake when the user is.

Equipped with a motion and noise sen-
sor, this sleepy lamp responds to the
noise the user creates. It is playful and will
dance and follow the user’s motions.




