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Von Marc Hassenzahl : Experience Design: Technology for All the Right Reasons (English Edition) before
purchasing it in order to gage whether or not it would be worth my time, and all praised Experience Design:
Technology for All the Right Reasons (English Edition):

KundenrezensionenHilfreichste KundenrezensionenO von 0 Kunden fanden die folgende Rezension hilfreich. Thought-
provoking and accessible bookVon Dianeln this book, the author quite informally talks about his understanding of
experience and experience design, and provides a good overview over the field. It iswell-structured and written in a
way that makes it agreeable to read - the tone is non-academic on purpose, which creates a nice reading experience. |
particularly appreciated the examples given by the author to illustrate different abstract aspects throughout the book, as
| feel that they enabled meto really understand them. However, | found some of the author's critiques of related work


http://f3db.com/pub/links.php?id=B00CQTQ1SS

to be unnecessarily bashing, and would have liked some more objective comments at times.

Kurzbeschreibungln his In the blink of an eye, Walter Murch, the Oscar-awarded editor of The English Patient,
Apocalypse Now, and many other outstanding movies, devises the Rule of Six -- six criteriafor what makes a good
cut. On top of hislist is"to be true to the emotion of the moment,” a quality more important than advancing the story
or being rhythmically interesting. The cut has to deliver a meaningful, compelling, and emotion-rich "experience" to
the audience. Because, "what they finally remember is not the editing, not the camerawork, not the performances, not
even the story---it's how they felt." Technology for all the right reasons applies this insight to the design of interactive
products and technologies -- the domain of Human-Computer Interaction, Usability Engineering, and Interaction
Design. It takes an experiential approach, putting experience before functionality and leaving behind oversimplified
callsfor ease, efficiency, and automation or shallow beautification. Instead, it explores what really matters to humans
and what it needs to make technology more meaningful . The book clarifies what experience s, and highlights five
crucial aspects and their implications for the design of interactive products. It provides reasons why we should bother
with an experientia approach, and presents a detailed working model of experience useful for practitioners and
academics alike. It closes with the particular challenges of an experiential approach for design. The book presentsits
view as a comprehensive, yet entertaining blend of scientific findings, design examples, and personal anecdotes. Table
of Contents: Follow me! / Crucial Properties of Experience/ Three Good Reasons to Consider Experience/ A Model
of Experience/ Reflections on Experience DesignKurzbeschreibunglin his In the blink of an eye, Walter Murch, the
Oscar-awarded editor of The English Patient, Apocalypse Now, and many other outstanding movies, devises the Rule
of Six -- six criteriafor what makes agood cut. On top of hislist is"to be true to the emotion of the moment," a
quality more important than advancing the story or being rhythmically interesting. The cut has to deliver a meaningful,
compelling, and emotion-rich "experience” to the audience. Because, "what they finally remember is not the editing,
not the camerawork, not the performances, not even the story---it's how they felt.” Technology for al the right reasons
applies thisinsight to the design of interactive products and technologies -- the domain of Human-Computer
Interaction, Usability Engineering, and Interaction Design. It takes an experientia approach, putting experience before
functionality and leaving behind oversimplified calls for ease, efficiency, and automation or shallow beautification.
Instead, it explores what really matters to humans and what it needs to make technology more meaningful. The book
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products. It provides reasons why we should bother with an experiential approach, and presents a detailed working
model of experience useful for practitioners and academics alike. It closes with the particular challenges of an
experiential approach for design. The book presentsits view as a comprehensive, yet entertaining blend of scientific
findings, design examples, and personal anecdotes.Table of Contents: Follow me! / Crucial Properties of Experience /
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