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Designing for Co-located Interaction 

TASK 

Your task is to design or redesign a mobile (in the sense of movable, 

and possibly based on a smart phone or tablet) device or app that 

promotes co-located interaction between its users.   

ANALYSIS OF THE GIVEN SITUATION (10 MINS)  

Think about the given social situation, using the Social Dimension of the framework. What is it like? 

Who are participating? Are there other people around? How are they relating to potential users and 

their activities? Try to come up with one type of mobile interactive product or app that is already 

being used in this situation. It does not have to be co-used, and it can be a very simple thing, like 

reading the news, or playing a game.   
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STEP 1: ANALYSIS AND REDESIGN OF THE IDENTIFIED PRODUCT (30 

MINS) 

First, use the framework to analyze and redesign an existing idea, namely the product or app that 

you identified in the first step. Go through the properties and decide what applies to it. Don’t dwell 

on it; if something is missing, unclear or hard to apply, just ignore this property or pick a state and 
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decide what it means to you in your context. Then, it’s time to start skewing. This is a design method 

where you change identified states for properties in a framework1. So, start changing the identified 

properties, aiming to redesign towards co-located interaction between users. Start by changing one 

or two and let the others follow.  

     Depending on how you work, this approach will yield something between one detailed design 

concept idea, and three-four more loose ideas.   

 

 PROPERTY STATES DESCRIPTION 

SO
C

IA
L 

FOCUS  collaboration | communication | 

competition | combined 

What it is that users do together, i.e., what the focus of their social 

actions are intended to be. 

COORDINATION OF ACTION timing actions | combining 

actions | combined 

Whether, and if so, how actors perform coordinate actions 

together. 

FRAMING  public | private | combined The main social situation where the activities are carried out.  

TE
C

H
N

O
LO

G
IC

A
L 

INFORMATION SYMMETRY symmetrical | asymmetrical Whether all users should have access to the same type of 

information or not. 

INTERACTION ABILITIES symmetrical | asymmetrical Whether different users have different abilities/possibilities to 

interact with or in the system.  

INFORMATION DISTRIBUTION free | unfolding | limited | shared 

| combined 

In which way information is being distributed to users and 

spectators 

EVENT TRIGGERS information-based | time-based | 

proximity-based | combined 

What users or the system need to do in order to trigger an event 

that may change or cause progress in the system 

SP
A

TI
A

L 

PROXIMITY  people | devices | objects | 

locations | combined 

To which things proximity matters, and what needs to be proximate 

to what.  

LOCATION(S)  One or more | none One or more specific locations or places that matter for the 

experience 

MOVEMENT  on the go | sedentary | combined Whether users move through the space as part of the experience. 

TE
M

P
O

R
A

L 

SYNCHRONISATION user-driven | system-driven | 

combined  

This property describes the synchronisation of actions within a 

temporal frame, if any. 

ENGAGEMENT  continuous | intermittent | 

sporadic 

Users’ temporal patterns of action within the experience. 

PACING high-paced | slow | user-paced | 

combined 

How the intensity of action is distributed across the experience, e.g. 

number of actions per time-frame. 

STEP 2: IDEA GENERATION (40 MINUTES) 

In this task, you choose some properties and their states as a basis for design ideas. Aim for coming 

up with 2-4 loose ideas. For each stint, choose some 3-4 properties+states at random and use these 

as a takeoff-point for design. Don’t forget to stay in your context whilst designing. Unlike the other 

approach, this one is freer: it will yield all sorts of ideas: crazy, strange, intriguing, infeasible or 

brilliant. Just run with it and don’t fear the seemingly strange or unusable idea: just take it further.  

 

 

 

                                                           
1 Lundgren, S. and Gkouskos, D. (2012) Escaping the obvious: Skewing properties of interaction 
http://www.nordes.org/opj/index.php/n13/article/view/272 
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CONSOLIDATE THE WORK  (90 MINUTES) 

Choose one idea from either step 1 or 2 and elaborate on that concept. Create some sort of mock-

up, storyboard or scenario to describe it. List its key properties and states, i.e. the ones that are 

cruicial for making it “what it is”.  


