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‘How Emotions Effect Design’
[image: ]I will be looking at how human interaction and emotions effect how we design and create. Investigating good and bad designed objects and the feelings we have towards them. How things we interact with can make us feel. Why when mundane, everyday objects are designed a certain way make us feel different towards them. How when something badly designed makes people feel frustrated, to the point that we want to change how we operated that thing. And looking at how a form of design on one object that is done so well can be used as influence for several objects to be designed from. To display this, my imagined space will be a series of rooms with different objects to interact with. The whole purpose is to get an emotional response, good or bad. These responses give indications as to whether something has been designed well and/or give us consideration for alternative designs.  Figure 1: Imagined space floor plan

To enter the imagined space, you must go through a typical example of a ‘Norman Door’. These doors are ‘poorly designed door[s] that confuses or fails to give you an idea whether to push or pull.’ (Rabida, 2016) and were given said name after Donald Norman as he explored the phenomenon. These doors have instructions on how to open them, however, one states to pull while the other states to push. This makes it difficult for anyone to operate these doors without confusion and frustration. ‘…When a device as simple as a door has to have a sign telling you whether to pull, push, or slide, then it is a failure, poorly designed.’ (Norman, 2002:133). This (hopefully) annoying encounter will set a tone for what’s to be expected in the space. 
[image: ][image: ][image: ]The first room holds three different kinds of teapots. The challenge is to make a cup of tea using each of the teapots. One is the Filio from Mono and designed by Tassilo von Grolman. This design is stylish with a combination of glass and stainless steel. Very pleasing to the eye, but, its uniqueness presents a problem. The handle is quite short and if it is full would be awkward to use. Another tea brewer is Ikea’s Vardagen. This is a more basic looking pot that doesn’t have an interesting aesthetic but because its design is so easily recognisable, no one would have a hard time with using it. It’s a ‘get the job done’ teapot. The final one, Michael Graves’ Nanna Teapot. this teapot is unusual to look at. It doesn’t particularly comply with the typical sense of beautiful design, but because of this, it attracts people to it and perhaps start a conversation. More surprisingly its design is well thought out. With a slotted stainless-steel ball for tea leaves to infuse with the hot water that can be wound up and retracted. The handle is big and vertical, making it easy to pour. Figure 4: Nana teapot, Graves
[bookmark: _Hlk513502706]Figure 3: Ikea's Vardagen
Figure 2: Filio Teapot

These teapots are good examples of how a product makes us feel one way when it’s just left to be observed/admired, and another when we interact with it. ‘…What many people don’t realise is that there is also a strong emotional component to how products are designed and put to use.’ (Norman, 2004:5) the way we feel can heavily impact how designers will create an object based on past experiences, good or bad.  
[image: ][image: ]In the second room, there are a couple of TVs’ mounted on opposite ends of the room. One is controlled via the Harmony 650 universal remote by Logitech. The other via the Apple TV remote by Apple. These two remotes are completely different in their design approach. Logitech designed that having as many actions as possible on the remote would be the best way to control and operate the TV. For some people this would indeed be the most optimum way, having the exact operation in the palm of your hand always. However, as this seems practical it may not come across as simple. If you are not familiar with this type of remote then having several buttons crammed onto one space may make the certain tasks more confusing, not know what each button does and having to figure at the way the in which this remote works by trial and error. (Engber, 2012) Apples’ own TV remote takes on a more simplistic direction. Having only six buttons and a touch capacitive trackpad as the top half of the device. This is Apple’s interpretation of how the TV remote should be like. This minimal approach means that there is no endless searching for a certain button as everything Apple believes you’ll need is very clearly there. Any settings that you may want to access are found in the software. This looks simple and easy, but, with very few controls it may take a person a while to understand how this device works as its design language is very different. Figure 6: Apple remote
Figure 5: Logitech remote

[image: ][image: ][image: ]The third room showcases a range of products that all follow a minimalistic design. The Desk 02 from Artifox, lighting by Mathew McCormick (named Mila), and a wristwatch by Lehft. This is to show that when one design type has a great impact, designers take this and apply it to other products to make them different and maybe better. This gives off a response of calmness with a visual representation of order that replaces a feeling of anxiety. (Chayka, 2016) This also makes products more gender neutral. The Lehft watch is unisex as there are very little features to denote it being more for men or women. The same could be said for the other pieces in the room. What this means is that one type of design can make an object feel specific to a group of people or neutral as to appeal to everyone. With minimalism, it shows that it removes the complex part of the design and aims to make us feel at ease and ordered. Figure 9: Watch by Lehft
Figure 7: Desk 02 by Artifox
Figure 8: Mila, McCormick

[image: ]To exit the space, there is a fire door. This is a great example of a door that is well designed as the bar indicates that one must push to open it. This design is good as the only action for you to take is to push leaving no alternatives for other actions, meaning no thinking or confusion. (Norman, 2002) For emergency exits, this has been standardised as people will often push to open doors in states of panic, as it is imperative that people can leave a building without the possibility of being trapped. Figure 10: Fire/Exit door

In conclusion, my imagined space was made to show how our interactions with objects make us feel, and how these emotions effect how we design. ‘Everything we do, everything we think is tinged with emotions… [they] change the way we think, and serve as a constant guide… steering us away from the bad, guiding us towards the good.’ (Norman, 2004:7) Sometimes different focus points can lead to different designs of the same object. Or feeling that something is poorly made that makes us redesign and improve. Or even having a way of designing for one thing, taking that style and applying it to other products. So, emotions mean everything for design.
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