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AN EXPLORATION OF USER EXPERIENCE ON PRODUCTS: MULTIPLE
OUTLETS AS A CASE OF DESIGN

SUMMARY

In this study, a research has been conducted to explore user experience (UX) on
multiple outlet designs as a case. Multiple outlets are thought to be products that are
low on the priorities of daily life. Widespread use and observed problems while
using multiple outlets identified the direction this thesis. Another motivation for the
study is the researcher’s full time job in a wiring production company, her personal
knowledge, observations, and interest about the product.

The study begins with a literature review about UX. Different approaches to define
UX and its elements are investigated. A variety of models is introduced to address
the base of this research study. Moreover, a literature review for UX evaluation
methods is also investigated to decide about which is relevant for the empirical study
to apply.

This thesis has a-three-staged empirical study, starting with a UX research via
questionnaire. The preliminary questionnaire gives data about concerns, pleasant and
bad experiences of users. The second stage is an idea generation process within a
workshop conducted with industrial designers. Designer's contribution to UX is
explored. Finally, semantic differential scale method is used to measure perception of
users about new multiple outlet designs. Comparisons of new designs and a
contemporary design are examined to understand how users perceive a particular
design solution.

The essence of this thesis study is to combine different views and evaluations of
users to define their experiences, to see designer's contribution to improve UX, and
to propose and apply a method for a user-centered design process. Additionally, a
methodology to apply for a user-centered design process with applications of
different UX evaluations methods is offered to use in design practice. Therefore, this
study created an arena for users to mention their experiences on a forgotten product
and designers to enhance experiences via some valuable methodologies; and
presented a practical example of a user-centered design process.
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KULLANICI DENEYIMINiN iNCELENMESI: BiR TASARIM KONUSU
OLARAK KABLOLU COKLU PRiZ

OZET

Bu caligmada, kablolu ¢oklu priz tasarimi 6rnegi iizerinden kullanict deneyimini
inceleyen bir ¢alisma sunulmustur. Kablolu ¢oklu priz, glindelik yasamin 6ncelikleri
arasinda son siralarda yer alan bir {iriin grubu olarak diistintilmiistiir. Ev, ofis, okul,
pazar yeri, insaat alani gibi genis kullanim alanlari, aragtirmacinin elektrik
anahtar/prizi ve coklu prizi iireten bir firmada tam zamanli Endiistriyel Tasarimci
olarak calismasi sonucunda edindigi bilgi, sahip oldugu gozlemler ve konuya ilgisi
bu tezin yoniinii ve icerigini belirlemistir.

Calisma, kullanict deneyimi hakkinda bir literatiir taramasi ile baslar. Son 30 yildir
hem arastirmacilar hem de profesyoneller icin ilgi ¢ekici bir arastirma konusu olan
kullanic1 deneyimi, igeriginin bir¢ok disiplini kapsamasi ve ¢ok disiplinli dogasi
geredi bircok alani kapsayan bir semsiye anlayis olarak karsimiza ¢ikar. lk olarak
“kullanilabilirlik” etrafinda Insan-Bilgisayar Etkilesimi ve Etkilesim Tasarimi
arastirmacilar tarafindan odak noktasi olarak calisilmaya baslanmistir. Teknolojinin
gelismesi ile birlikte yayginlasan interaktif iirlinler “kullanilabilirlik” perspektifini
yetersiz birakarak “deneyim” kavraminin olusmasina sebep olmus, ve “kullanici
deneyimi” altinda yeni bir alan ortaya ¢ikmistir. Boylelikle “kullanici deneyimi”,
insanlarin bir sistemi kullanmalar1 ya da sistemle karsilagmalar1 halindeki deneyimi
arastirmayi, bu deneyime yonelik tasarim yapmayr ve deneyimi degerlendirmeyi
konu alir.

Konunun ne oldugunun anlasilmast igin, kullanici deneyiminin tanimina ve
elemanlarina yonelik ¢esitli yaklagimlar arastirilmis, bu anlatimlara ait birgok model
arastirmanin temelini olusturmustur. Kullanilabilirlik ve kullanict deneyimi
arasindaki farklar ile iriin odakli, kullanici odakli ve etkilesim odakli deneyim
modellerine ve tanimlarina yer verilerek kullanici deneyimi ile ilgili bir literatiir 6zeti
cikartlmistir. Farklir kullanici deneyimi tanimi yaklasimlart ile konuya farkli bakig
acilarindan yaklasarak ¢ok boyutlu bir birikime ulasilmustir. Uriin odakli kullanic
deneyimi yaklasimlar1 tatmin edici bir kullanict deneyimine ulagmak ig¢in iiriin
tasarimi siirecine yonelik kurallar belirleyerek tatmin edici bir {iriine ulagsmak igin
tanimlar belirlemistir. Etkilesim odakli kullanict deneyimi c¢alismalarinda ise
kullanicinin  iirtin ve fiziksel c¢evresi ile iligkisinin tanimlarmin yapilmasi
hedeflenmistir. Bu tez igin temel alinan kullanici odakli kullanici deneyimi
yaklasimlarinda ise amag¢ Uriinleri kullanan insanlar, yani ‘“kullanicilar” iizerine
yogunlagmaktir. Kullanicilarin ne yaptiklar: ve deneyimlerini gelistirmek igin neler
yapilabilecegini aragtirmak bu modellerin igerigini belirtir.

Kullanici deneyimi ile ilgili ¢alismalarin bir kismi, bu deneyimin nasil dl¢iilecegine
iliskin ¢alismalardan olusur. Bu tezde, kullanic1 deneyimini degerlendirme
yontemleri ile ilgili bir literatlir taramasi yapilmistir. Cok sayida profesyonel ve
arastirmact kendi alanlarinda uyguladiklar1 kullanici deneyimi degerlendirme
metotlarini listelemek igin bir araya gelerek cesitli atdlye ¢alismalart yapmislardir.
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Bu atolye calismalarmin ¢iktilart farkli sekillerde gruplandirilmaya calisilarak,
degerlendirme yontemlerinin  uygulama alani, siireci, igerigi ile ilgili
siniflandirilmalar  yapilmistir. Bu  siniflandirmalar  ¢alismanin  ¢esidine (alan
calismasi, laboratuvar c¢alismasi, anket c¢alismasi, uzman degerlendirmesi gibi),
arastirmanin ¢esidine (nitel ve nicel arastirma), degerlendirilecek grubun c¢esidine
gore (kullanict odakli ve uzman odakli) yapildigi gibi, degerlendirilme yapilacak
gelistirme ve deneyim tiirline gore deneyimin Olgililecegi gelistirme fazi
(Kavramlagtirma, analiz, tasarim, prototip, ve uygulama), deneyimin siiresi (anlik
uygulama siiresi, uygulama siiresinin bir boliimii, ve tiim uygulama siiresi),
deneyimin zamani (1 giinliik degerlendirme, 1 haftalik degerlendirme, ve aylar siiren
degerlendirme) gibi profesyonellere yonelik tasarim siirecine uygulamalar1 baz
aliarak yapilmis siniflandirmalar literatiirde bulunmaktadir. Caligma igerigi, stiresi
ve kapsami diisiliniildiigiinde hangisinin ya da hangilerinin bu tez i¢in uygulanabilir
oldugu tartisilmistir.

Bu tez, li¢ asamadan olusan, kullanic1 odakli yaklasim izleyen deneysel bir caligmay1
ierir. Ilk asamada, kablolu ¢oklu priz ile ilgili kullanic1 deneyimlerini listelemeye
yonelik hazirlayict bir 6n anket calismasi yapilmistir. Anket calismalari, bir¢ok
aragtirma yontemi arasindan bir durumu 6zetleme, genel bir fikir olusturma amaciyla
kullanilan yaygin bir yontemdir. Arastirilan konu hakkinda dnceki deneyimler, bilgi
ve gozlemler sayesinde bilinen temellerle, katilimcilara anlamli sorular sorma imkani
vardir. Nitel arastirma yontemleri tarandiginda bu tip bir arastirma ic¢in “yari
yapilandirilmis goriisme” uygun bulunmustur. Kullanicilara yoneltilecek sorular
ulagilmak istenen verilere gore sekillendirilirken, goriismenin esnek yapist sayesinde
kullanicinin anlayisi, yasadigr deneyimi anlatma sekli, vs. gibi etkenlere gore soru
siralamasinda yeniden diizenlemeler yapilabilir. Ayrica elde edilecek nitel verinin
miktar1 bu yontemi bu tez calismasi i¢in avantajli kilan sebeplerden biridir. Ancak,
tez c¢alismasi icin zaman kisiti, kullanicilarin ulasilabilirligi gibi etkenler
diisiiniildiiglinde yar1 yapilandirilmig gériisme yonteminin ¢evrimigi arastirma siteleri
araciligiyla cevrimigi bir 6n anket ¢alismasi olarak degistirilmesine karar verilmistir.
On anket ¢alismasinda kullanicilara ¢oklu kablolu prizi kullanirken yasadiklart
endiseler, kotii ve iyl deneyimleri sorulmustur. Ayrica kendi deneyimlerini
gelistirmek i¢in Oneri sunmalar1 istenmistir. Bu anket caligmasina verilen cevaplar
listelenerek, ii¢ gruba ayrilmistir. Gruplandirma yapilirken deneyimin 6ziinde yatan
sebepler dikkate alinmistir.

Ikinci asamada, giivenlik, iiriin ve kullanim ortami olarak ii¢ gruba ayrilmis olan nitel
on anket verileri bir grup endiistriyel tasarimci ile yorumlanip iizerinde tartigilarak,
tasarim fikirleri olusturma siirecine dahil edilmistir. Cesitli sosyal medya
ortamlarinda Endiistriyel Tasarimeilar i¢in bir davet yazisi olusturulmus ve yapilacak
atolye calismasi i¢in katilmak isteyen goniillii profillerine ulasilmistir. 4 kisiden
olusan atdlye calismasi ile 6n anket ¢alismasi1 sonucunda elde edilen nitel verilerden
yola cikarak ¢esitli iirtin fikri eskizleri olusturulmustur. 2 ve iizeri fikir {ireten
tasarimcilar fikir segeneklerini atdlye ortaminda sunarak tartigmaya agmistir. Bu
fikirlerden dordii, tasarim siirecinin kavram gelistirme asamasinin ¢iktilar1 olarak,
tasarimcilar tarafindan triinlestirilip bilgisayar destekli tasarim programlar ile 3-
boyutlu hale getirilip gergekgi gorselleri hazirlanmistir.

Son agsamada ise, gercekei gorselleri olusturulmus tasarim fikirlerinin kullanicilar
tarafindan nasil algilandigimi 6lgmek icin semantik diferansiyel Olgedi yOntemi
uygulanmistir. Semantik Analiz Yontemi, tasarim siireglerinin 6zellikle senaryo
olusturma ve eskizleme gibi kavram gelistirme siireclerinde kullanilan birgok
yontemden biridir. Bu tez ¢aligsmasinda, tasarim siireci eskiz yapma, rafine etme ve
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eskizleri 3-boyutlu modelleme programlariyla gorsellestirme olarak kavram
olusturma siireciyle tamamlanmaktadir. Literatlirde bu tasarim agsamasi
degerlendirmesi lizerine yapilmis Ornek caligmalarin da incelenmesiyle semantik
diferansiyel Olgegi yoOntemiyle kullanicilarin  deneyiminin o6lgiilmesine karar
verilmistir. Uriin semantigi, insan eliyle yapilmis bi¢imlerin sembolik 6zelliklerinin
kullanimlarinin incelenmesi ve bu incelemenin endiistriyel tasarima uygulanmasi ile
ilgilenir. Tasarim; kullanic1 ve tasarimci arasindaki bir iletisim yontemidir. Bu tez
calismasindaki tasarim atolyesi ¢alismasi bu iletisimin tasarimci bakis agisiyla inga
edildigi zemindir. letisim araclar1 da iiriin semantik analizi ile degerlendirilecek olan
2-boyutlu iirtin fikirleri gorselleridir.

Semantik diferansiyel Olgeginde birbirine zit ikili sifat gruplan ile degerlendirme
yapilmistir. Sifat gruplari gesitli literatiir arastirmalari, 6n anket ¢alismasi ile elde
edilen deneyim listesi ve kullanici deneyimi modellerinden yola ¢ikilarak
belirlenmistir. Olgekten ¢ikan sonuglara gore yeni tasarimlarin ve giiniimiize ait
kabul gormiis bir tasarimin kullanicida olusturdugu algilarin karsilastirilmasi, aym
yeni tasarim i¢in kullanict algisi ve tasarimci degerlendirmesi karsilastirilmasi analiz
edilmistir.

Bu caligmanin 6z, kullanicinin deneyimlerini belirlemek igin farkli goriis agilarini
ve degerlendirmelerini harmanlamak, ve tasarimcinin kullanici  deneyimini
gelistirmeye yonelik katkisini gorebilmektir. Bu sebeple; bu ¢alisma, kullanicilara
giinliik hayatin icinde kaybolmus bir iirlinle ilgili deneyimlerini anlatmalarina ve
tasarimcilara bu deneyimleri gelistirmelerine yonelik bir zemin yaratmistir. Ayrica,
kullanict deneyimi degerlendirme yontemleri arastirilarak segilen iirlin grubuna hangi
yontemin daha uygun oldugu ile ilgili bir degerlendirme yapilmis, ve ayni tip iiriinler
icin kullanici odakli bir tasarim siireci Onerilmis, uygulanmis ve sonuglar1 belirli
limitler dahilinde degerlendirilmistir.
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1. INTRODUCTION

1.1 Scope and Purpose of Thesis

From the moment a person wakes up in the morning to the last moment before falling
asleep, he encounters dozens of products. Some of those products make life “easy”
and please him, on the other hand some attempt to make life “easier” and get him
nervous. All those products have a common point, as Krippendorf (1989) says,

“making sense.”

Design activity is a process of "solving problems, creating something new, or
transforming less desirable situations to preferred situations” (Friedman, 2003). In
this process, the design goals and constraints are set like performance, ergonomics,
production and cost, regulatory and legal's, marketing program, and designer
constraints (Bloch, 1995). These are some inputs for product design. The output of
the process is a product. Customers, who use the product, in other words “users”,
evaluate the product. This evaluation emerged an interest called user-centered design
in a variety of disciplines, such as marketing, consumer research, ergonomics,
economics, and engineering (Desmet and Hekkert, 2007). Due to design’s
characteristics of being an integrated discipline that requires aesthetic, marketing,
ergonomic, and engineering skills, design researchers also got some action about

user-centered design and defined their own approaches (Desmet and Hekkert, 2007).

The term “user experience” (UX) is firstly adopted by Human-Computer Interaction
community researchers and practitioners (Hassenzahl and Tractinsky, 2006; Law,
Roto and Hassenzahl, 2009). They broke through the limits of usability and
recognized UX “having non-utilitarian aspects of such interactions, shifting the focus
to user affect, sensation, and the meaning as well as value of such interactions in

everyday life” (Law, Roto and Hassenzahl, 2009).

The aim of this study is to investigate the users' experiences and perceptions about
products by analyzing their usage scenarios of the products, to enhance the

experiences with a user-centered approach, and to evaluate the enhanced products



with users. The studied product group was chosen from everyday life, “multiple
outlet”, in other words “extension cords”, “power strips”. There are two motivations
behind determining the UX concept with multiple outlet in this study. One of the
motivations is that, multiple outlet is observed to be existed at least one unit almost
in every home, office, classroom, etc. However, it is thought to be only an instrument
product that connects our valuable electrical devices to electricity and they are
abandoned to stay in invaluable places like under or behind some large furniture.
Therefore, it is a remarkable study area to explore. Another motivation is the
researcher working as a full time industrial designer at a wiring devices
manufacturer; hence, personal knowledge, observations and interest in the product

directed this thesis study.
The research questions of the study are:
- How is UX evaluated in a design process?
- What kind of experiences do users have while using a multiple outlet?
- How do users perceive a new design compared to an existing one?
- How do designers interpret UXs and provide solutions?

- How do users perceive a particular design solution from their perspective?

1.2 Structure of the Thesis

The general structure of this thesis is:

1. Introduction explains the scope and the aim of the study. The summary of the

chapters are also given to frame the research.

2. Understanding The User Experience looks at the approaches of definitions of
UX. Different models of UX models are introduced and the key elements of
UX are addressed to be the base of the research study. Moreover, UX
evaluation methods are also reviewed to understand how UX is measured

qualitatively and quantitatively.

3. Empirical Study expresses the study about the multiple outlets in 3 parts. The
first part is the preliminary research, the second part is the practical
interpretation of the preliminary research by the designers and the third part is

the evaluation of designers’ solution ideas by users.



4. Conclusions and Recommendations part includes the summary and
evaluations of the findings of the empirical study and the methodology of the

thesis. Further research suggestions are also conveyed in this chapter.






2. UNDERSTANDING USER EXPERIENCE

2.1 Introduction to User Experience

The term “user experience” has been a striking concept for researchers and
practitioners of multiple disciplines during the last three decades. Due to its content
related with a range of disciplines and its multidisciplinary nature, UX becomes an

umbrella incorporating many concepts (Roto et al., 2011; Rajeshkumar et al., 2013).

As Hassenzahl and Tractinsky (2006) pointed out, UX was adopted by the human-
computer interaction (HCI) and interaction design. It was firstly introduced by
Donald Norman (1995) to criticize the aspects of human interface research and
application at Apple Computer Inc (Rajeshkumar et al., 2013). As the technology
developed, users encountered more interactive products that needed to be useful and
usable. This evolution of technology has convinced UX designers and HCI
researchers to design user interfaces that make it easier for users to accomplish their
goals, and they have agreed on the importance of UX in interface design. However,
HCI approach was criticized of being “vague, elusive and ephemeral”. Hence, design
researchers tried to explain UX by defining its dimensions, elements, frameworks
and evaluations (Hassenzahl and Tractinsky, 2006; Rajeshkumar et al., 2013).

UX field studies, designs for and evaluates the experiences that people have while
using or confronting a system. Roto et al. (2011) categorize different perspectives of
UX as; a phenomenon, a field of study, and a practice; such as the analogy, health as
a phenomenon, medicine as a field of study and a doctor’s work as a practice. Views
approaching UX as a phenomenon describe what UX is, identify its types and
explain the circumstances and consequences of it. Perspectives of UX as a field of
study works on how experiences are formed or what people expect or have
experiences, look for means to design systems enabling particular UXs, and
investigate and develop UX design and assessment methods. Researches about UX

considering as a practice envision UX as part of a design process, represent UX



building a prototype to demonstrate the desired UX, evaluate UX, and bring designs
aimed at enabling a certain UX. This various perspectives related with different
disciplines make UX a large research area in any field. Figure 2.1 shows the

collection of areas covered within UX (Rajeshkumar et al., 2013).
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Figure 2.1 : Various disciplines of UX.

As shown in figure, Interaction Design, Human-Computer Interaction, Industrial
Design, Architecture, Information Architecture, Content Design and Visual Design is
the main areas where UX Design is covered. It can be said that UX is a focus point of

study for designing a good experience (Rajeshkumar et al., 2013).

All these disciplines intersecting in the same circle of UX design have led to several
definitions and different perspectives of certain different viewpoints on UX. The
definitions range from a psychological to a business perspective and from quality to

value centric (Roto et al., 2011).

One of the earliest and influential studies about human experience was Dewey’s

views (1934, in Mutlu, 2004). According to Dewey, the experience is constituted



between the experiencer and the experienced object. The contribution of both makes
up the intellectual, emotional and practical forms of experience.

Forlizzi, Mutlu & DiSalvo (2004) adopted Dewey’s three material qualities of human
experience and have built a framework by adding different views on the emotional
experience part. Dewey’s intellectual experience is “the intellectual conclusions from
signs and symbols that are inherent to a distinct experience”, emotional experience is
“subjective and an internally driven evaluation of the objective situation” and
practical experience is “activity consistently completed within the confines of an
objective situation”. The amount of these three forms of experience can vary
combining to form “an overall experience that may or may not be emotionally

satisfying”.

Forlizzi, Mutlu & DiSalvo (2004) points out that the person’s intended experience
(goal) and the actual experience have a relationship to form the overall experience.
Another factor that influences the experience is the environment that the user and the
object exist. Figure 2.2 illustrates the framework of Forlizzi, Mutlu & DiSalvo
(2004) that renders the dimensions of the experience and represents the difference of

the person’s intended goal and actual experience.

mone r"\.\-A /
// Sl overall qualky = e
/' overall quality ——""
quality of the intended experience quality of the actual experience
conception of objects products and objects
in environment il o in environment
7 N ped
/
[ o / Q@ﬂ \
i \/\ @ @
\
\ /
intended experience — actual experience
(goal) r\\ 4\
—
\. N /
7 L, N\ #
/ \ \
[
\ \j /
\\\- "} /‘«

Figure 2.2 : A framework of UX.



In parallel with the framework, it can be declared that user having some goals, a
product having some qualities, and an environment where the goal is intended to take

place are the three elements of a UX.

In the following part, different models of UX, proposing the definitions and

components is introduced.

2.2 User Experience Models

There are many approaches to understand the nature of UX in the literature. Forlizzi
and Battarbee (2004) have an attempt to categorize UX approaches of researchers
and practitioners. Each categorization has a different focus for UX; product-centered
models emphasize the product qualities that lead to a rich UX, user-centered models
try to understand the person who will use the product, and the interaction-centered

models emphasize the relationship between the subject and the object.

Product-centered models define the guidelines for designing desirable products to
achieve a satisfying experience (Forlizzi and Battarbee, 2004). An example for this
category is Alben’s (1996) criteria for effective interaction design (Figure 2.3). The
criteria are categorized into two groups. First group is, “manageable, aesthetic
experience, appropriate, mutable, needed, learnable/usable”, directly related to UX
and the second group is, “understanding of users, effective design process”, about the

design process of the designer.
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Figure 2.3 : The criteria for products to get satisfying UXs.



The second categorization of Forlizzi and Battarbee (2004), user-centered models,
focuses on the people, in other words the users, who use the products. The aim is to
understand users' actions and the aspects appropriate for users that will enhance their
experience. Hassenzahl’s (2003) model is an example for user-centered models. In
this example, key elements of UX and the relations between these elements are
defined. Explicitly, the model of Hassenzahl addresses the aspects such as
"subjective nature of experience, perception of a product, emotional responses to a

product and the varying situations”. Figure 2.4 illustrates the Hassenzahl’s model.
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Figure 2.4 : Key elements of the model of UX.

In Hassenzahl’s model, two perspectives for UX are defined, “designer perspective”
and “user perspective”. From the designer perspective, the product’s features, such as
content, presentation style, functionality, interaction style are chosen to make up an
“intended product character” during the design process. The character outlines the
product’s qualities like novel, interesting, useful, and predictable. When the user
meets a product, the flowing process changes its perspective into “uUser perspective”.
The user firstly recognizes product features. Based on these features, every user
constructs own product character, which is “apparent product -character”.
Subsequently, the evaluation of the apparent product character leads to some

conclusions about the product’s appeal, such as “it is good/bad”, emotional



consequences, such as pleasure, satisfaction, and behavioral consequences, such as
increased time spent with the product. Apparently, these evaluations all take place in

a specific usage “situation”, such as a particular environment.

As aforementioned, user-centered models focus on the users to define UX.
Hassenzahl’s basic contribution is an approach to understand the perception of the
user when confronted with a product and how apparent product character is

constructed.

Apparent product character is built based on two groups of product attributes, called
“pragmatic and hedonic attributes”. Pragmatic attributes are the product’s character
derived from product qualities, which fulfill the functional goals and “manipulate”
the environment, like being supportive, useful, and controllable. On the other side,
hedonic attributes emphasize the user’s psychological well-being. Hassenzahl (2003)
categorizes hedonic attributes as “stimulation, identification and evocation”. The
product has to be “stimulating” to develop one’s personally, i.e., proliferation of
knowledge and development of skills. Novel, interesting and exciting products
having new impressions, opportunities and insights “stimulate” the users. A
product’s “communication identity”, which is “identification attributes”, defines the
social status and the need for expressing the user. Lastly, “evocation” refers to the
attributes of products that “provoke memories” of the past events important for the
user. In brief, Hassenzahl (2003) approaches to define a user-centered model by

defining user’s evaluation process of the product features.

Interaction-centered models define the ways that the user engages with products and
their environment. By defining, they attempt to explain the bridge between the
designers and users, not the user or the product itself. Wright, McCarthy and
Meekison (2003) create a model having four threads that define an experience.
Threads are called compositional, sensual, emotional and spatio-temporal threads.
They think that experience cannot be divided into parts or elements; hence, the four
threads of their model are intertwined making a braid. Figure 2.5 shows the

experience model of Wright, McCarthy and Meekison.
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Figure 2.5 : Interaction-centered UX model.

Compositional thread is concerned with the part-whole structure of an experience.
The structure could be thought as “a narrative structure, action possibility,
plausibility, consequences and explanations of actions”, answering the questions like;
“what is this about?”, “what has happened?”, “what will happen next?”. Sensual
thread deals with the sensory engagement of a situation and the “look and feel” of a
product. The emotional thread refers to the emotional reactions to a situation of the
user him self's or making empathy to somebody’s situation. Lastly, spatio-temporal

thread defines the experience happening in a particular time and place.

To sum up, there are different approaches of UX models offering frameworks for the
definition of UX and its elements. In the following part, different methodologies for

evaluation of UX are discussed.

2.3 Evaluation of User Experience

As several studies were completed to understand UX from different viewpoints, the
medium was coming closer to a ground where UX is needed to be evaluated by some
metrics and methods to be applied in practice (Obrist et al.,, 2009). Several
workshops and studies were conducted with participation of practitioners and
researchers to collect UX evaluation methods (Viananen-Vainio-Mattila, K., Roto
and V., Hassenzahl, 2008; Law et al., 2008; Sas and Dix, 2009; Zimmerman, Forlizzi
and Koskinen, 2009).

Before the attempts to evaluate UX, there have been many traditional methods to
evaluate usability. Some researchers suggest that both evaluations of UX and
usability could be interpreted similarly (Bevan, 2009); on the other hand, some
researchers oppose this similarity by spotting the differences (Roto et al., 2009;
Rajeshkumar et al., 2013). Usability is used for testing effectiveness, satisfaction and

efficiency, making the product easy to use and improving learnability; however, UX
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is used to understand subjective user recognition, suggestion and related emotional
responses with their pragmatic and hedonic characteristics (Hassenzahl, 2004;
Rajeshkumar et al., 2013). These differences made researchers to identify methods

for evaluation of UX.

Several discussion topics were raised in the workshops conducted with practitioners
and researchers to explore evaluation methods of UX. Used and known methods,
tools and techniques in the early, and later design and development phase were listed.
Additionally, advantages and limitations of these methods used in different platforms
and devices were discussed; and experiences of different participants while applying
UX evaluation methods and their suggestions for improvement were highlighted. As
a result, an overall picture of what is recently used and known about UX evaluation
in industry and academics was visualized during these workshops (Obrist et al.,
2009).

There are some papers approaching to categorize UX evaluations in literature
(Bevan, 2009; Vermeeren et al., 2010; Roto et al., 2011; Rajeshkumar et al., 2013).
One of the most summarizing and latest categorizations of UX experience is study of
Rajeshkumar et al. (2013). In their analysis, UX evaluation methods are categorized
to make the process of identification and validation of evaluation methods easier;
simplify the process of selecting an appropriate evaluation process; identify
advantages or detect any “deficiencies” of current evaluation methods; and help UX
researchers and practitioners in formulating their evaluation method to meet the

requirements of their project.

89 UX evaluation methods in total are identified from literature and a categorization

is developed according to:
- Research/study type
- Development phase
- Type of research conducted
- Type of users/evaluators
- Time restriction factor

- The period of experience
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Research/study type evaluation methods are the category based on the parameters
like how the research is conducted, where and in what situation the research takes

place. The methods are laboratory studies, field study, survey, and expert evaluation.

Classification of UX evaluation methods based on development phase is divided into
5, defining different stages of a design process; concept/requirement/what is wanted,
analysis, design/development, prototype, and implementation and deployment. Figure
2.6 shows an example of a model of software development process from
Rajeshkumar et al. (2013).

What is Scenariosl
wantad Task analysis
Guidelines
Interviews Principles :
Ethnography Precuse.
specification
what is there

Vs.

Dialog
what is wanted

notations

Implement

and deploy

Evahuation ™ Prototype j+— Architectures
Heuristics Documentation
Help

Figure 2.6 : An example of a model of software development process.

Classification based on the type of research conducted is divided into 2 according to
the type of date gathered; quantitative and qualitative research. Quantitative research
looks for explanatory laws and involves objective, quantitative and statistically valid
measurements; however, qualitative aims more in-depth descriptions and involves

collecting, analyzing, and interpreting data by observations.

Another classification is made based on the type of user/evaluators. Rajeshkumar et
al. (2013) define two types of users as “normal” users and subject-matter experts.
The perceptions of an ordinary user and an expert may differ because of the
perspectives and knowledge about product.

Time restriction factor classifies UX evaluation methods according to the duration
needed to conduct the evaluation process. It can be a single day for some products

while several months for some others.
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Categorization based on “period” of experiences is a classification according to
momentary, episodic, or overall UX, which can also defined as before using the
system, snapshots during interaction, based on an experience of a task or an activity,

and based on long-term UX.

89 UX evaluation methods are categorized under these six classifications, Table 2.1
and Table 2.2 illustrate the classifications based on type, and development and

experience factors.

Table 2.1 : Classification of UX evaluation methods (type).

Type Taxonomy
Field Study
Lab Stud
Study Type y
Survey

Expert Evaluation
Qualitative Research
Quantitative Research
Type of User-oriented

user/evaluator Expert-oriented

Type of research

Table 2.2 : Classification of UX evaluation methods (development & experience).

Development and

. Taxonomy
Experience

Concept
Analysis
Development Phase Design
Prototype
Implement & Deploy
1 day of evaluation
Time Restriction 1 week of evaluation

Months of evaluation

Moment of whole
application
Episode of whole application

Period of Experience

Overall of whole application

Similarly, Roto and her friends have another study on UX evaluation methods and
their classification with information collected from UX community. They also share
their studies voluntarily via web site http://www.allaboutux.org/ with their
categorization of UX evaluation methods according to method type, development
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phase, studied period of experience, and evaluator/information provider. Table 2.3

shows the categorization of methods.

Table 2.3 : Classification of UX evaluation methods.

Development

Studied Period of

Evaluator/Information

MITRC AT Phase Experience Provider
. . Scenarios,

Field studies Sketches Before usage UX experts
Lab studies Early Prototypes Snapshots during One user at a time

interaction

Online Studies

Functional
Prototypes

An experience (of
a task or activity)

Groups of users

Questionnaires/Scales

Products on
Market

Long-term UX

Pairs of users

In brief, there are many UX evaluation methods in literature for any type of study,

experience, and phase. Researchers continue to investigate about methods deeply to

make these methods more clear, relevant, and applicable for practitioners.
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3. EMPIRICAL STUDY

3.1 Methodology

In order to explore UX on multiple outlet, a user-centered approach is applied in this
study to help designers to understand users. The study begins with a data collecting
process to have an idea, to get qualitative data about experiences, and to frame kinds
of multiple outlet experiences of users. As a second phase of the study, results and
primitive data collected used as input in a workshop conducted with a group of
industrial designers. Finally, workshop results are comprehended with a group of
users to get a final understanding about product ideations.

Hennink, Hutter, and Bailey (2010) define a qualitative research cycle with four
interlinked tasks; the formulation of a research question, reviewing literature,
developing a conceptual framework for the study, and selecting an appropriate
fieldwork approach. In a general definition, qualitative research is an approach
allowing the researcher to examine people’s experiences in detail by using some
research methods. Among several research methods, surveys and questionnaires are
the most common, when research is concentrated on profiling a situation and
developing an overall pattern. They are also applicable when sufficient is already
known through some previous experiences, knowledge and observations about the
situation; so that it is possible to design meaningful questions to include and willing
respondents that are in a position to provide meaningful data about the topic can
participate (Rowley, 2014).

When UX evaluation methods are examined, there are many methods suitable for
collecting qualitative data about a particular experience. Semi-structured experience
interview is one of those methods (Url-4). Semi-structured interview is a
conversation with people going through a list of questions to reach the wanted data.
Although interview questions are prepared beforehand, they may not follow the exact

order. Since the emphasis is the frame and understanding of the interviewee,

17



interviewer can act flexible about the sequence of questions (Bryman, 2012). In a
semi-structured interview, interviewer asks the participant about what he thinks,
feels, and experiences. The advantage of this method is to reach a wide range of
qualitative data with small samplings (Url-4). It can also be used in many phases of

any product design process and any type of experiences that Roto et al. defined.

Based on these overviews, it is decided to make semi-structured interviews for
gathering data about UX of a multiple outlet in this study. However, when time
limitation and availability of users that will contribute to the study is considered,
some changes are made in the methodology for collecting preliminary data. A

preliminary questionnaire is conducted via online survey websites.

As a second phase of this study, a workshop with industrial designers is arranged to
perform the creative stage of a design process. Data gathered from the preliminary
questionnaire is input for this workshop to be analyzed, evaluated and create solution
ideas.

The last stage of the study is evaluation of UX about product ideas of design
workshop. When UX evaluation methods categorized under development phase are
overviewed, 22 UX evaluation methods are listed under “concept ideas” category
(Url-5). This list is offered to be used at the early stages of product development
process like scenario building and sketching. In this thesis study, design process of
designers ends with sketching, refining, and visualizing those sketches with 3D
computer modeling with some realistic renderings. These concept creation stages can
be evaluated by using an evaluation method applied with some visuals of concepts.
Some studies like Hsu et al. (2000), Mondragon et al. (2005), and Korber et al.
(2013) also evaluate UX with some visuals presented to participants. All have a
common point in their methodology, which is using semantic differential or a Likert-
type questionnaire format. Korber et al. (2013) present subjects 2D storyboards to
evaluate on a Likert-scale; Hsu et al. (2000) employ semantic differential scale to
analyze the differences in product form perception of designers and user via product
visuals; and Mondragon et al. (2005) reveal different sensitivities of different groups
in the same test about commercial product images by applying semantic differential

method.
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Product semantics was firstly introduced by Krippendorff and Butter (1984) as “the
study of the symbolic qualities of man-made forms in the context of their use and the
application of this knowledge to industrial design”. The form created by designer
reports about the product itself including its use, cultural heritage, and designer’s
own experience and style. Mond (in Demirbilek & Sener, 2003) defines four
semantic functions of products as; to describe the facts, way of use, handling; to
express the product’s values and qualities; to signal about user’s reaction like to be
precise in his work; and to identify origin, nature and product area. Therefore, design
is a way of communication between designer and user (Krippendorff and Butter,
1984).

Design workshop, as the second stage of this study, is an area where the
communication between designer and user is built from designer’s view.
Communication materials are 3D computer modeling and rendered visuals of some
product ideas, which will be evaluated by users with a product semantic analysis, as
the last stage of this thesis. Following Figure 3.1 illustrates three-staged process of

this empirical study.

Product
Semantic
Analysis

Preliminary Design

Questionnaire Workshop

Figure 3.1 : Process of empirical study.
3.2 Preliminary Questionnaire

To have an overall understanding about the experiences of multiple outlets and to get
information for preparing the input of the workshop, an online questionnaire, via the
website www.esurveycreator.com, in Turkish language is devised with a group of 30
people (Appendix A). The questionnaire is shared via social media with a selective
and restrictive manner. For instance, attention paid to have participants from
different ages, jobs and social groups.

Participants are informed about aim of questionnaire and the product named as

"multiple outlet" since there are several different naming; like “coklu kablolu priz”,
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“uzatma kablosu”, “uzatmali priz”, for the same product in Turkey. After this brief
introduction, they are asked to fill a simple table about their demographic data.

In the first part of the questionnaire, they are asked about the frequency of use of
their multiple outlets, to highlight the widespread usage of product. In the second
part, the concerns of the participants are asked while using a multiple outlet, with a
multiple selection question with an optional answer field. The options were the
outlook of the product (form, texture, color etc), problems with the usage
environment (how to reach etc), safety (electricity etc), technical problems (hard to

take the plug off etc), and others field as an added option.

The classification of main concerns of the participants was decided from a literature
review and the observations about the product. Outlook of a product could give
information about a variety of components. Product form is an outcome of a process
framed with particular design goals and constraints (Bloch, 1995) and it has a power
of attraction or repulsion of user. As a second classification of concerns, usage
environment is offered to participants. Almost in each UX definition, environment is
one of the elements of experience; therefore, the users' environmental concerns about
multiple outlets are a remarkable data for this study. The safety concerns are the third
option asked to participants. According to Maslow's hierarchy of needs theory
(1943), "safety" is on the second layer of the pyramid. "Power strip” is defined as "an
electrical device that has a series of outlets attached to a cord with a plug on one end"
in Merriam-Webster online dictionary (2015). While using a product having electric
power (220 V in Turkey) nearly in each plug hole, a person tends to think about
safety as a second need for Maslow. Hence, the concerns of users for safety are an
interesting point to investigate. Another classification of concern worth considering
is technical or engineering problems and the effects of these to the users' interactions
with the product. Technical problems are embodied with an example "hard to plug
in/off" to make users clear. Lastly, an others field was added to encourage users to
give as much data as possible in case of feeling not close or clear about the options

given.

In the next part of the questionnaire, the participants are asked to think about their
bad and pleasant experiences with a multiple outlet. The aim of these sections is to
collect as many qualitative data as possible about UX. To obtain a vast of data, the
participants are directed to think through a wide range of their experiences, from
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negative to positive. Moreover, parallel with Wright, McCarthy and Meekison
(2003), the experiences are not divided into parts or elements, they were thought as
intertwined braids. According to this model, the questions of these parts are prepared

as:

o Tell about the specifications of the multiple outlet you used. (number of
outlets, length of the cable, color of the product, on/off button etc.)

o What happened in this experience?

o How was the environment you used? (Behind/beside the TV in the living

room, under/on the table in the office etc)
o What were your main concerns/considerations?
o How did you feel?

Some examples are used to make questions more concrete and make the user to

remember the moment of usage with some details like place, time, case, etc.

A mood chart developed by Vastenburg et al. (2011) is also presented for the
participants to define their feelings. This question and the mood chart was asked to
get a better understanding of experience and make a better classification of bad and
pleasant (Figure 3.2). For instance, a person can hit his head under the table while
plugging, which seems to be a bad experience. On the other side, this can make the

user laugh with his friends thinking that it is a funny situation.
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Figure 3.2 : Mood chart.

In the final part of the questionnaire, the participants are asked about their

suggestions to improve the experiences while using the multiple outlet. This part is
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motivational for users to think about their experiences again to make suggestion to

the researcher. Several recommendations are listed as a result.

3.2.1 Sampling of questionnaire

The preliminary questionnaire is conducted with 30 people. Male to female ratio is
kept equal in the study. 17 of 30 participants are females and 13 are males. Ages are
changing between 21 and 65 years old. The wide range of age is an advantage to
have a broad range of idea about experiences. 16 of 30 participants are holding a
bachelor’s degree, 9 of 30 participants are holding a graduate degree and 5 are
graduates of high school. Participants' jobs are very diverse like; 7 mechanical
engineers, 4 supplier managers, 3 technicians, 2 industrial designers, 2 dentists, 2
housewives, 1 student, 1 officer, 1 statistician, 1 industrial engineer, 1 psychologist,
1 biologist, 1 sports teacher, 1 city planner, 1 independent auditor and 1 mould

maker.

3.2.2 Results of questionnaire

The questionnaire is completed with a wide range of qualitative and quantitative data

to be used in the design workshop.

First, the frequency of use of multiple outlets is shown in Figure 3.3. None of the
participants was using multiple outlet less than 4-6 times per month. 2 participants
(6.7%) replied as often, 4-6 times per month. 6 of the participants (20%) use multiple
outlet 7-10 times per month. Most of the participants, 22 of 30, 73.3% of all, use
their multiple outlet every day. These frequencies show that multiple outlet is one of

the products that are widely used daily life.

Rarely (once or twice/month)

Often (4-6 times/month)
Usually (7-10 times/month)

Everyday -

o 5 10 15 20 25

Figure 3.3 : Frequency of use of multiple outlet.

Second, the concerns of the participants are investigated. 8 participants (27.6%)

declare that they concern about "the outlook of the product”; 16 participants’ (55.2%)
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concern is "problems with physical environment™; 21 participants (72.4%) mention
that safety is the main concern while using multiple outlet; 8 participants (27.6%)
declare their concern is technical problems. 2 people defined 2 concerns which could

be identified as safety. Figure 3.4 shows the distribution of the answers.

The sutlook of the preduct (Form, texture, color, etc) -

Probibems with environment of use _
(Hard/easy to reach etc)

Safety (Interaction with electrical devices etc)
Technical problem (Hard to take the plug off etc.)

Qihers

Figure 3.4 : Concerns of participants while using multiple outlet.

The distribution of concerns brings an overall look to the experiences. "Safety" has
the most share with 72.4%. In Maslow's hierarchy of needs pyramid, safety has its
placement on the second layer. Because electricity may harm people like fire
hazards, electric shock etc., and it is directly used to connect the electrical devices to
electricity, safety is depicted to be the first concern for users, as being the second

need in the hierarchy.

Finally, 76 remarks listed from 30 participants of the questionnaire. 41 of them were
about bad experiences and 35 of them were about the pleasant experiences. The
remarks listed in Appendix B in Turkish and English with their categorization. For
both of the bad and pleasant experiences, the answers are grouped into three
categories according to the experience's basic reason. The categories were safety,
product feature, and physical environment. This categorization is made with parallel
to the concerns of the users. Differently, "the outlook of the product form™ and
"technical problems" are merged under the heading of "product feature". Because the
number of mentions for both category is not a majority and both of the concerns can
be defined with one or more features of a multiple outlet. For instance, “cable mass"
and "hard to plug in" experiences are tagged under "product feature”, which can

change with design decisions.

"Safety” category includes the remarks of participants about their fears for getting

some injuries and their annoyances for having their belongings damaged; like being
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scared of sparks from the inlet of the multiple outlet and burned carpet and fear of
fire because of sparks. "Product feature” category is composed of experiences due to
one of the product's specification or features; like not being able to plug the socket
because of placement of the on/off button. "Physical environment” category includes
the experiences occurred due to environment of the multiple outlet; like falling down
because of disorganized long cable of multiple outlet on the floor. Figure 3.5

illustrates the categorization of the questionnaire results for usage of designers in the

workshop.
Qualitative Data of Preliminary
Questionnaire
I
I I I
Safety Product Feature Physical Environment

Figure 3.5 : Categorization of preliminary questionnaire to present designers.

After having an insight about their bad and pleasant experiences, participants are
asked about their recommendations about developing the experience with multiple
outlet in the last section of the questionnaire. These proposals are also divided in the
same groups as experiences to map the use of users' power to change their multiple

outlet.

To sum up, preliminary questionnaire is used as a method to collect qualitative data
about UX. The raw data is categorized into three groups, "safety", "product feature"
and "physical environment” to prepare a medium for design workshop that will be
conducted with industrial designers to map the problems to solve and to develop

ideas to enhance experiences.
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3.3 Designing The Workshop

As an output of the preliminary questionnaire, the groups of the users' remarks as

"safety”, "product feature”, and "physical environment™ was the essence of the design

workshop.

3.3.1 Workshop environment

The workshop invitation with place, date and hours was announced via social
network within a group of Industrial Designers, Industrial Design students and
Lecturers. The participants sent their communication information to join the
workshop. 4 participants of the workshop are composed of 2 Industrial Design
students and 1 Professional Industrial Designer and 1 Academic Design Lecturer.
Figure 3.6 shows participant profiles of the workshop. Workshop was in native

language of the participants, Turkish.

Profession
als
25%

Academics
25%

Figure 3.6 : Participant profiles of the workshop.

The workshop conducted between 10:00 to 17:00 in one of the largest manufacturing
facilities of an electrical switch and socket manufacturer in Istanbul, Turkey. In the
morning section, a warm up tour for the participants is organized. The participants
participated in a facility tour to see the manufacturing, a group of products as a
history of wiring devices from 1980s to 2010s, and a showroom displaying the
product ranges and uses of the manufacturer. After the facility tour, the researcher
gave information about herself, aim of the study and the process of the workshop.
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The mentions of the participants, as a result of the preliminary study, were all written
on different colored sticky notes and placed under the headings "safety" (giivenlik),
"product feature" (iiriin) and “physical environment” (kullanim ortami). Since the
participants stated their bad and pleasure experiences, two classified experiences
were also positioned in different parts of the same headings. The poster of each
group was divided into two sections. On the left section of the poster, bad
experiences of the users were placed written one by one on yellow sticky notes. On
the right side, pleasant experiences were written on blue sticky notes. The good and
bad experiences were coded with different colors, so that designers could visually
draw a line between experiences. Figure 3.7 shows the sticky notes presented to
designers. Half bottom of the posters of both bad and pleasant experiences were kept

blank to invite designers contribute with their own ideas, experiences, etc.

URUN KULLANINI

RTAM

Figure 3.7 : Sticky note posters presented to the participants.

The recommendations of the users were also presented within the same format under
the heading of "Dreams™ (Hayaller) due to the direction of the ideas of the
participants. The sticky notes were chosen because of their replaceable property;
therefore, the participants could easily replace and organize the notes to make up an

idea for their design solution.

In the afternoon section, designers and researcher discussed the raw data on sticky
notes, shared their comments, defined some concrete problems about usage, and

proposed some arrangements for sticky notes. Designers decided to replace the ideas
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under "dreams" and put under the "safety", "product feature™ and "physical
environment" headings to get a plain look and more organized data. They also told
about their own experiences and added some notes to the board. By this way, they
created their new organized and reinterpreted data as a part of a design process.
Figure 3.8 is the updated version of the posters by designers. Some of the green
"dreams" notes, which are thought relevant, were distributed to the other sections of
the posters. For instance, the mention "It makes a visual pollution. I recommend a

cover." was repositioned under the heading "product feature-bad experiences" side.

One of the most remarkable results of preliminary questionnaire is that no
participants' mention in safety-pleasant experience category. This can be interpreted
as multiple outlet is perceived to be unsecure because of electricity effects and users
do not recognize any experiences about feeling safe with it. Designers also discussed
this subject and concluded to increase safety perception of product. Designers' view
"Perceived more secure™ was added as an additional design input and positioned
under “"safety-pleasant experience™ side. The list of user experiences retrieved from
preliminary questionnaire is figured in Appendix C with their categorization under

three headings.

Figure 3.8 : Sticky note posters updated by the participants.

Organization of outlets was another most mentioned experience discussed by
designers. Not being able to use all the outlets is not acceptable for users because it

means not being able to use full capacity of multiple outlet.
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Long cable and its messy environment, leading to accident such as falling is another
problem area that designers get notice. Having long cable is one of the basic features
of a multiple outlet making it portable and adjustable to reach anywhere. However,
this basic function seems to be unsolved, so that designers concentrated on this

subject.

Additional function is also in demand for users. Especially USB charging is a
requested feature because of widespread use of electronics devices charged with via
USB, such as smart phones, tablet computers etc. Designers drew attention to this

important need and discussed the subject with each other.

Aesthetic problems are additional solution area with its disorganized cables,
unaesthetic form and troubles in cleaning. Designers also discussed and concentrated

these areas while making up their design ideas.

After presentation and discussions on preliminary questionnaire results, four
designers started their idea creation process. In the next 1.5 hours, designers searched
ideas and concepts by sketching. In the following section, the results of the idea

creation stage is presented.

3.3.2 Workshop results

Designers presented their sketch studies within the group and gave a brief description
about the scenario of their proposals. Every designer presented 2-4 initial ideas to
solve the problems of the users. They told usage scenario of their ideas, problems
they solved and improvements for experience. Figure 3.9 shows the sketch studies of

designers.

Figure 3.9 : Sketch studies of designers.
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To have an effective result and analysis for the evaluations of designs, one of the
design concepts of each designer's sketch study was selected to be refined. The
selection criteria were the problems they solved. The problem areas were selected to
be various for each design alternative. Therefore, 4 sketch ideas in total were chosen
to be refined. The refinements would be in 3D models thinking about usage
scenarios, production methods and available technologies. After the designers'
refinement process, 3D models are shared with the researcher. The researcher
prepared the regular renderings of the products to be considered for the semantic

differential questionnaire.

Designer 1 described her refined design as; "A solution for the aesthetic concerns of
the multiple outlet. The users mentioned about their problems with the harmony
between their physical environment and the multiple outlet. They try to hide their
multiple outlets behind something, so the solution for this behavior is to show the
product as a visual object having desktop functions like holding your favorite photos,
shopping list, notes and so on. The form of the product was decided to be bulky and

stationary on a flat surface." Figure 3.10 shows the refined concept of Designer 1.

Tasarim 1

Figure 3.10 : The refined multiple outlet design of Designer 1.

Designer 2 described his selected design as; "One of the most common problems of
users was the cables of the multiple outlet mixed up while using. The design is a
solution for this problem with its cable wind-up mechanism. The circular form and
the positioning of the outlets also solve the problem for not being able to use all the
outlets because of the linear arrangement of the outlets. The on/off button was
serving a safety button for most of the users, so the feature was kept originally.
Additional functions as USB plugs are placed near the on/off button, to be
considered as a need because the use of portable products is widened.” Figure 3.11

illustrates the refined product of Designer 2.
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Figure 3.11 : The refined multiple outlet design of Designer 2.

Designer 3 described her selected design as; "Most users use their multiple outlet on
the floor. Especially for the uses in a dusty environment, people do not want to touch
it while plugging in and out. The solution offers a surface to put user’s foot on to
make a force to keep the multiple outlet on the floor. This makes an ease of use while
putting the plug in and off." Figure 3.12 represents the refined product of Designer 3.
Due to its special usage and to make it more understandable, a blurred human figure

stepping on the special surface of the multiple outlet was also represented.

Tasarnm 3

Figure 3.12 : The refined multiple outlet design of Designer 3.

Designer 4 described his selected design as; "This is a solution for the mixed cables.
The cable can easily compile itself and makes a neat environment. Dividing the
whole body into two offers a modularity as an advantage for its mobility and the
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arrangement of the plugs because the space between the outlets can be increased
when needed. Thanks to its expanding cable.” Figure 3.13 illustrates the refined

product of Designer 4.

Tasarnm 4

Figure 3.13 : The refined multiple outlet design of Designer 4.

In brief, in the workshop study each designer contributed to a different problem area
from the preliminary user research. They presented solutions at least for two
problems that are mentioned in the preliminary guestionnaire with each design idea.
Designers prepared the 3D CAD models of the ideas and researcher rendered the
designs to be perceived equally by users. Light colors are selected to make users
understand the forms of products clearly. The excessive highlights were avoided to
make the visual more realistic. The usage scenario and the solution area was the
focus to be underlined. Figure 3.14 shows the final design ideas and their

concentrated solution areas.

- >
hed
Aesthetic Safety Easy plug in/out Positioning of Outlets
Concerns
Additional Additional Hygiene Neat Environment
Function Function
Positioning
of Outlets

Figure 3.14 : Design ideas and the solution areas.
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3.4 Product Semantic Analysis

The research about user experiences and workshop study conducted with designers
was an attempt to develop design ideas to contribute the experiences of users and
enhance their bad experiences. Designers studied the preliminary questionnaire
results as brief defining design problems. They define a product character with some
product features that will lead to some conclusions at users' side. Hassenzahl (2003)
defines this designer perspective, however reminds us the user, who will actually
have the evaluation of the product and reveal the real experience. From the designer
perspective, the product’s features, such as content, presentation style, functionality,
interaction style, are chosen to make up an “intended product character” during the
design process. The character outlines the product’s qualities like novel, interesting,
useful, and predictable. When user meets a product, the flowing process changes its

perspective into “user perspective”.

Hassenzahl’s basic contribution is an approach to understand the perception of the
user when confronted with a product and how apparent product character is
constructed. This study will continue to investigate how the user will evaluate the
new multiple outlet designs from "user perspective”. In literature, Hassenzahl
investigated this perspective in several studies (Hassenzahl 2001&2004,) with

semantic differential scale.

Semantic differential is a method to measure what connotative meaning of concepts
might have for people in terms of some dimensions (Osgood et al., 1957). Semantic
differential is "one of the most appropriate techniques to assess the intensity and
direction of the meaning of concepts, especially complex and multidimensional
concepts” (Mindak, 1961 in Verhagen et al., 2015). Users are asked to rate concepts
with a set of opposite adjective pairs, such as cold-hot, hard-soft. The opposite pairs
are put on each side of a linear line that is divided into equal pieces (generally 5, 7 or
9 pieces). The mid-point of the scale means "neutral™. The participant marks his/her

position according to which pole word and how much that pole reflects his/her idea.
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An example for this scale is shown on Figure 3.15 (Url-1).

sing the website is a...

bad idea good idea

foolish idea wise idea
unpleasant idea pleasant idea
negative idea positive idea

Figure 3.15 : 7-point semantic differential scale example.
3.4.1 Sampling of semantic differential questionnaire

The questionnaire is completed with 62 participants. 3 of them were excluded
because of missing demographic information. In total, 59 participants, 27 females
and 32 males, contributed with their evaluations of multiple outlets. The samples'
median age was 30, ranging from 21 to 62 years old. The 36 of participants have
their bachelor's degrees, 19 had their graduate degree 3 had their doctorate and 1 was
a graduate of high school. There was a diversity about jobs of the participants like;
15 engineers, 6 academicians, 5 industrial designers, 5 teachers, 5 statisticians, 5
social scientist students, 4 city planners, 3 officers, 3 managers, 2 dentists, 1
architect, 1 psychologist, 1 advertising consultant, 1 human resources specialist, 1

housewife and 1 artisan.

3.4.2 Identifying bipolar anchors

The most significant part of semantic differential method is the choice of opposite
anchors that will define the arguments of the participants (Osgood et al., 1957). In
this study, the opposite anchors are decided by several explorations made from the
beginning of the study. Firstly, most common mentions of the preliminary
questionnaire participants are examined to have a list of opposite anchors. The
experiences of users are summarized into single words. 9 couple of opposite anchors

are listed as shown in Table 3.1 in Turkish and English.
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Table 3.1 : The anchors from the results of preliminary questionnaire.

Participant's Mention Anchors
Turkish English Turkish English
Carpar mi diye I got afraid
P Y because of guvenli tehlikeli safe dangerous
korktum. .
electric shock.
Giig tiiketimine  Can it carry
dayanabilecek the power of saglam/dayanikh dayaniksiz ~ durable  non-durable
mi? products?
Kullanilan ~ Not being able
figlerin rahat to plug in kullanigh kullanigsiz useful useless
takilamamasi.  different plugs
Fi .
1kar§1tael? ein Itis hard to
¢ - ¢ take the plugs kolay zor simple hard
bayagi
out.
zorlantyorum.
Advantage of
Ac¢ma/kapama V. g
(o . .. turning off all
diigmesiyle tim .
. . the electrical . .
elektrikli aletleri . pratik zor/yavas  practical hard
kapatma equipments
. with the on/off
avantajt
button
Ayni anda pek Lots of
gok sey az eguipments are
kabloyla auip . hizh yavas quick slow
ready with
kullanmma hazr . .
minimum cable
durumda
B ch I
Cep telefonu USrO dfjc?sr?iéllze
gibi USB'den ie" o
sarj edilebilen P ’ teknolojik eski  technological old
trtinler prize could be
baglanabilmeli. plugged in the
socket.
R, I do not need
Evi stiptiriirken
her odada priz to look for
P socket in each tasmabilir sabit portable stationary
aramam .
erekmivor room while
g yor. cleaning.
Uzﬁriar:g?m Cable mass
ortamda toz mak_es a dusty hijyenik kirli hygienic dirty
environment.
topluyor.
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The user model experience of Hassenzahl (2003) assumes users constructing product
character combining the product's features with personal expectations or standards.
The character consists of pragmatic and hedonic attributes of the product. The
pragmatic attributes are classified as "manipulation™ and the hedonic attributes are
classified as "stimulation", "identification” and "evocation". Manipulation is the
functionality attributes of the product, whereas stimulation is the novelty attributes
and identification is the need to express somebody self through objects. Evocation
refers to the symbolic meaning of a product for the user. The groups of 9 opposite
anchors that are relieved from the preliminary questionnaire are categorized
according to the pragmatic and hedonic attributes in Figure 3.16.

Manipulation Stimulation Identification

« safe-dangerous « technological-old * hygenic-dirty

* durable-
nondurable

» useful-useless

* simple-hard

* practical-hard

* quick-slow

* portable-stationary

Figure 3.16 : Categorization of the anchors of preliminary questionnaire.

In the figure, 6 of the anchors are in the manipulation, 1 in stimulation and 1 in
identification. It can be said that multiple outlet is a product that are mostly thought
with is functional properties. Hassenzahl (2003) defines "pragmatic object" and
"hedonic object” according to the strength of its attributes. He calls primarily
pragmatic objects as ACT products and primarily hedonic objects as SELF products.
Due to its functional properties and its direct link to the user's goal, which is to have
needed electricity to run the electrical device, the multiple outlet is an ACT object.
Parallel with this view, the mentions of users about the manipulation attributes of

multiple outlet is more than the stimulation and identification attribute.

One of the hedonic attributes of Hassenzahl was the product's ability to evoke
memories and act as a symbol of the past, evocation. Hassenzahl (2004) accepts that
some kind of products, such as souvenir magnets bought from a vacation and placed

on the refrigerator, have evocation attributes. In this study, it is out of evaluation
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because the multiple outlet and the preliminary studies do not address that kind of
attributes. In addition, since the evaluations are made based on 2D visuals of product
ideas, no adjectives are defined for sensory thread such as soft-hard, smooth-

textured.

When the semantic differential studies of product attributes (Hassenzahl, 2004;
Bradley and Lang, 1994; Osgood et al., 1957), the preliminary questionnaire, the
definitions of the designers' workshop products are all considered to make the final
anchor list of the semantic differential questionnaire. To make a balanced evaluation,
3 bipolar adjectives are decided to be used for each classification of product
attributes. Figure 3.17 shows the latest group of 9 adjectives in English and Turkish.

+safe-dangerous estandard-creative «amateurish-professional
simple-hard stypical-original gaudy-classy
*portable-stationary s cautious-caurageous *masculine-feminine
«giivenli-tehlikeli ealisilmis-yaratici samator-profesyonel
kolay-zor «tipik-orijinal esatafatli-zarif
staginabilir-sabit «temkinli-cesur eerkeksi-kadinsi

Figure 3.17 : Categorization of the anchors of SD scale in English & Turkish.

3.4.3 Conducting semantic differential scale

In the semantic differential questionnaire, 4 multiple outlet designs of workshop
result and a default multiple outlet are evaluated by 59 participants with a 5-point
semantic scale. The questionnaire was shared via social media with a selective and
restrictive manner. For instance, attention was paid to have participants from
different ages, jobs and social groups. 5-point semantic scale is used to make the
participants more clear and not lost about the questionnaire. The questionnaire was

prepared in the participant's native language Turkish (Appendix D).

Participants were informed about the aim of the questionnaire and the product named
as "multiple outlet™ since there are several different naming for the same product in
Turkey. The demographic information of participants was collected to see the
profiles of the users. In the following stage, an example was given about how the
questionnaire will be replied to make the participants clear before they begin

evaluating the designs. 4 multiple outlet designs were presented as in the Figure 3.18.
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Tasanm 1

Yukanda gordigiiniiz tasanminin ikili kelime grubundan hangisine ne kadar yakin oldugunu diisiinerek ilgili yuvarlag isaretleyiniz.

guvenli tehlikeli
siradan orijinal
amator profesyonel
taginabilir sabit
abgiloms yaraticy
satafath zarif
kolay Zor
temkinti cesur
erkeksi kadinst

Figure 3.18 : The layout of the questionnaire.

The order and priority of 9 bipolar adjectives were randomized to make the
participant more aware and prevent the feeling of replying the same questions. At
least two perspective views of the designs were presented with a realistic rendering
to sense a real multiple outlet. The participants were asked to mark the closest round
according to their evaluation of the design and the adjective pair. One of the most
common standard multiple outlet designs with an explanation under is positioned on

the top right side to make a comparison when needed.

The same semantic differential evaluation is completed with 4 multiple outlet designs
of the workshop. A scale for an ordinary multiple outlet was also added to compare
the design solutions with contemporary multiple out design. Figure 3.19 shows the
evaluated contemporary multiple outlet for SD scale.
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Figure 3.19 : Contemporary multiple outlet design in the SD scale.

The contemporary design is selected from a variety of multiple outlets from different
manufacturers. Because of its widespread use, the outlet was a 3-gang, white, earthed
and with on/off switch.

According to the Hassenzahl's UX definition, two perspectives were introduced as
user perspective and designer perspective. This study also investigates about the
differences and similarities between those perspectives and considers about the
perceived product characters.

9 bipolar adjectives randomized in the scale can be grouped as Al, A4 and A7 for
manipulation; A2, A5 and A8 for stimulation; and A3, A6 and A9 for identification.
The randomized adjective list is implemented to make users not to think repeatedly
about the same attributes.

Basically, SD scales are analyzed to compare design ideas and contemporary
multiple outlet design. Additionally, the scales are used to measure product character
attributes from designer and user perspectives in this study. The following section

will summarize analysis and results of SD scales.

3.4.4 Results of semantic differential scale

SD scales are analyzed on graphical representations comparing design ideas and
contemporary multiple outlet design. Correlation coefficient is calculated for each

design as an indicator for comparison.

Images of Design 1 and contemporary design, and the evaluation lines are shown in
Figure 3.20. The lines for two designs come closer to some extend in anchors A3,
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AB, and A7 near the neutral point for two adjectives. For the rest of anchors, they are
evaluated differently, especially positioning of stimulation anchors A2, A5, and A8
are dramatically away from each other. For manipulation adjectives Al, A4, and A7,
design 1 is considered more near to the neutral values than contemporary design.
Except adjectives masculine-feminine, identification bipolar’ positioning are similar
to each other from users’ perspective. Correlation coefficient for two designs is -
0.43, which is an indicator of a weak association between the evaluations of design 1

and contemporary design.

[ Arithmetic average (DESIGN 1)
[ Arithmetic average (CONTEMPORARY)

corr: -0,43
1 2 3 4 5
safe ! \% dangerous
: N
ical Q original
typ \ A g
V
amateurish ‘/5‘ &AS professional
\ .
ortable . stationa
p [ A \ ry
standard Q ¢ creative
\ As/
gaudy ) '/ classy
/ / s
simple d d hard
N
1%
cautious / courageous
\ A8
masculine j feminine
A9 contemporary

Figure 3.20 : Evaluation of design 1 and contemporary design with SD scale.

Evaluation of Design 2 and contemporary multiple outlet is illustrated in Figure 3.21.
In some of bipolar adjectives, evaluation values are almost the same, like A1 and A4
manipulation adjectives. Third manipulation couple “simple-hard” shows a slight
inclination to “simple”; however, design 2 is considered as more neutral about this
adjective couple. Correlation coefficient for two designs is -0.23, which is a weaker
association. This weakness is a result of the specific difference between couples A2,
A3, A5 and A8. Design 2 is regarded more novel with its stimulation attributes, and

more professional as an identification attribute.
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. Arithmetic average (DESIGN 2)
[ Arithmetic average (CONTEMPORARY)

corr: -0,23

1 2 3 - 5

safe I \ dangerous
ical Q iginal
typica \ - / origina
amateurish ]/ professional —
portable ], \M\ stationary é\

standard

creative
\ AV design 2
gaudy O classy
/ /A6
simple d hard 7
. I \N\ 4
cautious Q : courageous w
e 7 -
masculine ) feminine

contemporary

Figure 3.21 : Evaluation of design 2 and contemporary design with SD scale.

Results of Design 3 and contemporary design are illustrated in Figure 3.22.
Correlation coefficient for two designs is 0.21, which is not a strong association.
Especially stimulation adjectives A2, A5, and A8 are close to opposite sides for two
designs. However, manipulation anchors Al, A4, and A7 are evaluated very close to
each other, near safe, portable, and simple. Like stimulation, identification adjectives
are also considered in reversed directions. Design 3 is professional, classy, and
feminine; whereas, contemporary design is amateur, gaudy, and masculine.

. Arithmetic average (DESIGN 3)
[l Arithmetic average (CONTEMPORARY)

corr: 0,21
1 2 3 4 5
safe I— \Al\ dangerous
ical Q original
typ! ‘ \ A2 / g .
| —
amateurish ¥ professional \\/
ortable stationa
P ‘ K ry
standard Q creative
\ L | design 3
gaudy O " classy

simple | \ﬁj/ hard 4

cautious Q courageous )
\ AB/ 71?
masculine (o} feminine . i -
A9

contemporary

Figure 3.22 : Evaluation of design 3 and contemporary design with SD scale.
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Figure 3.23 shows the evaluation of Design 4 and contemporary design. The
positioning of adjectives A4 and A9 are close to each other. Both have a tendency to
be defined as portable and masculine. When manipulation attributes are examined;
apart from A4 and A7, Al is considered to be in the opposite polar. Design 4 is
thought to be dangerous, whereas contemporary design is closer to be safe. Values of
stimulation adjectives are remarkable for two designs. Users perceive Design 4 more
original, creative and courageous. For identification attributes, new design looks
more professional, neutral about gaudy-classy. Being masculine is determined in

both designs, which is a bit stronger about contemporary design.

. Arithmetic average (DESIGN 4)
[l Arithmetic average (CONTEMPORARY)

corr: -0,36
1 2 3 4 5
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Figure 3.23 : Evaluation of design 4 and contemporary design with SD scale.

As an additional analysis, the results of SD scale are analyzed based on the user
experience model of Hassenzahl (2003). The model suggests that intended product
character is designed according to designer's perspective; however, the apparent
product character is constructed from user perspective. In this study, the same
multiple outlet design is evaluated both by its own designer and participant user
group. The aim of this two-way evaluation is to analyze the correlations between two

perspectives.

Result of the SD scale of users and designer of multiple outlet design 1 is shown on
Figure 3.24. The lines for users and designer are inclined to overlap to a significant

extend in adjective pairs "typical-original™ (A2), "amateurish-professional” (A3),
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"portable-stationary"” (A4), "gaudy-classy" (A6) and "simple-hard" (A7). However,
"safe-dangerous" (Al), "standard-creative"™ (A5), "cautious-courageous” (A8),
"masculine-feminine” (A9) pairs shows a weak association between the designers
and users. Correlation coefficient for design 1's variables is calculated to be 0.85,
which is a significant value meaning perceptions of consumers and designers are

positively and highly associated.

. Arithmetic average (DESIGN 1)
Arithmetic average (DESIGNER 1)

corr: 0,85
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Figure 3.24 : Evaluation of design 1 with SD scale.

Figure 3.25 demonstrates evaluation of design 2. For design 2, correlation coefficient
of data is 0,23. This value indicates a weaker association between users and designer
2's perception. This can easily be observed from figure that; although "safe-
dangerous” (A1), "typical-original" (A2), "standard-creative" (A5), "cautious-
courageous" (A8), "masculine-feminine" (A9) show closer inclinations, "amateurish-
professional(A3), "portable-stationary” (A4), "gaudy-classy” (A6) and "simple-
hard” (A7) couples are split up to opposite poles. Among all, "portable-stationary"
couple indicates opposite directions strictly. Stimulation anchors, (A2, A5, and A8)
have a similar tendency for both evaluations; on the other hand, manipulation and

identifications considerations are not defined consistently with adjectives used.
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Figure 3.25 : Evaluation of design 2 with SD scale.

Figure 3.26 represents evaluation of design 3. Correlation coefficient of the

evaluation data is 0,93. It can also be recognized that designer and user perspectives

are highly associated with parallel evaluations. Except from the couples A2 and A6,

perception ratings of couples are nearly same.
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Figure 3.26 : Evaluation of design 3 with SD scale.
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Figure 3.27 displays the evaluation of design 4. Design 4 is one of the most
associated designs when evaluation of users and designer of the multiple outlet is
considered. Correlation coefficient of evaluation is calculated as 0,89; showing a
positive and highly correlation between users’ and designer's perception.
Manipulation, stimulation, and identification attributes of product is considered

consistent between users and designer.
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Figure 3.27 : Evaluation of design 4 with SD scale.
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4. CONCLUSIONS AND RECOMMENDATIONS

This chapter is a review of the answers to research questions of study from three
empirical studies and makes a conclusion with the analysis of three. A brief
discussion about further research is also included.

4.1 Concluding Remarks

UX is correlated with a broad range of different concepts like emotional, affective,
experiential, hedonic, and aesthetic variables (Law, Roto and Hassenzahl, 2009).
This variety leads various approaches to define the UX and its elements.

Multiple outlets were observed as a product group that people use in almost every
place every day; on kitchen counter, under office desk, on nightstands next to bed,
etc. Nonetheless, users tend to forget if they are using a multiple outlet or not until it
is broken and not working, or until the furniture is replaced and it is revealed behind

that drawer. These observations made a UX research unavoidable.

Throughout the whole process, user was in the middle of the study. Raw UX data is
collected from users, processed by designers as a basis and solutions were shared by
users again to evaluate the results in the form of products.

First phase of empirical study was held in a questionnaire format to get information
about UX. Time limitation and availability of users that will participate were the
main constraints behind this study. An online questionnaire was conducted instead of
face to face interviews with users to get a great amount of qualitative data in a short
time. Users are asked to think about their bad and pleasant experiences about the
multiple outlet they use. This two opposed experiences made users to think in a
broad perspective. The experiences were explored by what and how questions, and
qualitative information are gathered. The experiences were grouped as “safety”,
“product feature” and “physical environment”. This categorization is based on a

conclusion of a literature review and personal observations. The researcher’s
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assumptions were presented to the participants by asking about types of concerns
while using a multiple outlet. The most important concerns of users were safety,

product feature, and physical environment, as being identical to the assumptions.

As Hassenzahl contributed to literature, designer defines some features for a product
to constitute a product character. In the second phase of this study, designers are
given a set of data from preliminary questionnaire in a workshop setting and
scenarios are designed with the help of given data, whose source is user. By this
method, a variety of intended product characters having pragmatic and hedonic
attributes are constructed by designers considering UXs and users’ mentions.
Contributions of designers’ own experiences and discussion about raw questionnaire
data is the most productive and creative part of this study. Designers developed ideas
by quick sketching and 4 of them were selected out of many alternatives. The
selection is made considering their solution areas responding the most experienced
concerns; safety, product feature, and physical environment. 3D CAD models are
prepared thinking about usage scenarios, production methods and available
technologies. Realistic renderings are presented to users to evaluate them by SD

scale.

In the third phase, evaluation of products is completed by SD scale. The method of
SD scale was an appropriate technique for evaluations, since design process were at
its concept development stage with some product ideas represented in rendered
visuals in a 3D CAD tool. The users are prompted to think between two opposite
concepts, by visuals, such as safe-dangerous, typical-original and amateurish-
professional, which are derived from literature review and experiences of users from
preliminary questionnaire. Each experience of users translated into adjectives
corresponding Hassenzahl's (2003) product attribute definitions to frame UX in

multiple outlet.

The SD scale results were interpreted in two ways. First, users' perceptions about
new 4 designs and a contemporary multiple outlet design from daily life. Second,
evaluations of users and designers on the same new product were compared to see
designer and user perspective. Two of these analyses on 4 new designs and
contemporary design brought a medium to compare from different angles. When

results of SD scale are reviewed, some remarkable conclusions are noteworthy.

46



Firstly, perception of manipulation attributes of new designs and contemporary
design are mostly parallel. Bipolar adjectives defining functionality, supportiveness,
usability was evaluated almost equally. Because multiple outlet is thought to be an
ACT object with its functionality and directly related with user's goals, any multiple
outlet design is thought to fulfil same objectives in any case. This can also be
exemplified with a "hammer"; its function is to apply force to a nail no matter how

its design is.

Secondly, stimulation attributes of each design were considered as more original,
more creative and more courageous. Participants of workshop were all industrial
designers; they were practically part of a creative process, so that solutions of design
problems were novel. Users were not told what and how new multiple outlets work
or function. The most important contribution of designers in this study is to reflect

innovative points to users in an understandable concept without any direction.

Lastly, identification attributes of new designs were also trended to be different than
contemporary design. There was a consensus that new designs were more
professional, classy, and feminine. It can be said that novel products are recognized
as professional and classy because of their noble images. Therefore, novelty is

perceived as an attribution that uplifts identification.

The analysis of users’ and designers’ evaluation was also completed to understand
the product characters build from both perspectives. Users and designers mostly
followed a parallel pattern in almost all designs, apart from Design 2. Designer made
out a scenario about a multiple outlet with some winding mechanism that coils cable
on. The product was specialised for a stable home usage. However, users' scenario
was built with a professional multiple outlet which is portable. This made a

remarkable conflict between designer and user.

Empirical study is constructed to represent a product design process; although it is a
long and detailed way to achieve a successful product. The biggest constraints behind
this study were time limitation and availability of participants. Hence, the empirical
construction was restricted to concept ideation phase, not the whole product design
process. If UX of multiple outlets were explored with a final product as a result of a

whole design process, the conclusion would be more detailed, concrete, and rich.
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Briefly, this study’s basic contribution is combining different views and evaluations
of users to define their experiences; and application of a multiple outlet design
process with a user-centred approach. Designers are added to the study to contribute
for improvement of UX. Therefore, this study created a medium to allow users

mention about their experiences and designers to advance the experiences.

4.2 Further Research

Throughout the three phases of the thesis, several research areas and questions were

aroused. These should be considered for the future studies.

Firstly, the users’ evaluation about their experiences with a newly developed
multiple outlet would be more concrete if they had an opportunity to evaluate design
ideas through some 3D mock-up models or prototypes. In this thesis, design ideas

were restricted to concept development phase with 2D rendered visuals.

Secondly, the age and social status of users could be a distinctive factor while
constructing experiences. This information of users would be more deeply

investigated for further research studies.

Lastly, this study is completed on multiple outlets, as a forgotten product. The study
could be an example for any kind of product from our daily life that is neglected in

somewhere.
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APPENDIX A: Preliminary Questionnaire

Page 1 of Online Questionnaire

Resume participation >

Coklu Kablolu Priz Kullanici Anketi

Merhaba,

Bu anket calismas istanbul Teknik Universitesi Endistri Uriinleri Tasarimi Bélimiinde devam etmekte olan bir Yiiksek Lisans Tezi arastirmast icin veri
olusturmak amaciyla hazirlanmistir.

Ankette “"coklu kablolu priz, "uzatma kablosu®, "uzatmali priz” isimleriyle anilan grup priz deneyimleriniz ile ilgili sorular bulunmaktadir. Sorular icin dogru ya
da yanlis cevap yoktur, sadece sizin coklu kablolu grup priz ile ilgili deneyimlerinizi gézlemleyebilmek icin cevaplarimza ihtiyac vardir. Verdiginiz cevaplar
gizli tutularak sadece arastirma verisi olarak kullanilacaktir. Dilerseniz e-posta adresinizi birakarak arastirma sonucu ile ilgili bilgi alabilirsiniz.

Simdiden tesekkirler..

Page 2 of Online Questionnaire

Resume participation »

Coklu Kablolu Priz Kullamc Anketi

Sizinle ilgili.. *

Yasimz..

Cinsiyetiniz..

Egitiminiz..

Mesleginiz..

Page 3 of Online Questionnaire

Resume participation »

Coklu Kablolu Priz Kullanici Anketi

Coklu kablolu prizi ne siklikla kullamyorsunuz?
[ Nadiren (Ayda 1-2 kez)
[ Sik sik (Ayda 4-6 kez)

| Cogunlukla (Ayda 7-10 kez)

[m]

Hergiin



Page 4 of Online Questionnaire

Resume participation »

Coklu Kablolu Priz Kullanic1 Anketi

Coklu kablolu priz kullanirken genel endiseleriniz neler?

(| Urlintin goriinisii (Bicim, doku, renk vs)
Kullamim ortam problemleri (Erisim kolayligi/zerlugu vs)
Giivenlik (Elektrikli aletlerle etkilesim vs)

Teknik problemler (Fisin cikarilamamasi vs)

[m]
(|
[m]
U

Diﬁer|

Page 5 of Online Questionnaire

Resume participation »

Coklu Kablolu Priz Kullanici Anketi

Goklu kablolu priz ile ilgili KOTU bir deneyiminizi animsayarak...

Kullandigimz goklu kablolu prizin 6zelliklerini anlatimz.
(3'lii, 4'lt, 5°'li, 3 metre/5 metre kablolu, on/off diigmeli, siyah/beyaz vs)

V.
Bu KOTU deneyimde ne yasadimz, ne oldu?

Vi
Kullanim ortami nasildi? (Evde televizyon yami/arkasi, ofiste masa alti/yani/ustti vs)

%4
Bu KOTU deneyimdeki genel endiseleriniz/distinceleriniz nelerdi?

4
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Nasil hissettiniz?

sinirli/ gergin @ heyecanli / hayat dolu
rahatsiz/ huysuz %/ neseli / memnun
- +
nedtral
lzgiin / umutsuz gevsemis / rahatlamis
sikkin / bikkin @ rahat / kaygisiz

Nasil hissettiniz?
Yukaridaki sekilde gosterilen duygulardan faydalanabilir, yenilerini ekleyebilirsiniz.

Page 6 of Online Questionnaire

Resume participation »

Coklu Kablolu Priz Kullanici Anketi 3% ]

Coklu kablolu priz ile ilgili OLUMLU bir deneyiminizi animsayarak...

Kullandigimz ¢oklu kablolu prizin 6zelliklerini anlatimz.
(3'l, 4'lti, 5°'li, 3 metre/5 metre kablolu, on/off diigmeli, siyah/beyaz vs)

Wz
Bu OLUMLU deneyimde ne yasadiniz, ne oldu?

Yz
Kullanim ortami nasildi? (Evde televizyon yani/arkasi, ofiste masa alti/yani/ustii vs)

Wz
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Bu OLUMLU deneyimdeki genel endiseleriniz/diisiinceleriniz nelerdi?

/)
Nasil hissettiniz?
sinili / gergin @ heyecanli / hayat dolu
rahatsiz / huysuz // \x neseli / memnun
D
itral
lzgiin / umutsuz gevsemis / rahatlamis
sikkin / bikkin rahat / kaygisiz
Nasil hissettiniz?
Yukaridaki sekilde gdsterilen duygulardan faydalanabilir, yenilerini ekleyebilirsiniz.
Vz

Page 7 of Online Questionnaire

Resume participation »

Coklu Kablolu Priz Kullama Anketi 75%

Coklu kablolu prizi kullanirkenki deneyimi gelistirmek i¢in Snerileriniz neler?

N
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Page 8 of Online Questionnaire

Resume participatio

Coklu Kablolu Priz Kullamic1 Anketi

|
s

Anket burada tamamland1.
ilginiz ve hassasiyetiniz icin tesekkiirler..

iletisim bilgileriniz.. (istege bagh)

N

Page 9 of Online Questionnaire

Thank you very much for your participation!
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APPENDIX B: Records of Preliminary Questionnaire

Table B.1 : List of bad experiences.

KOTU DENEYiM /BAD EXPERIENCES

GUWENLIK/SAFETY

URLIN/PRODUCT FEATURE

KULLANIM ALANIS
PHYSICAL ENVIRONMENT

Camagir makinesi ve kurutma makinesini
aym anda cahistirdi Zimda glcl yetmedi,
1sindi, kiviloim gikti, sigorta atti ve makineler|
kapandi.

When 1 used the washing and drying machine
at the same moment, it didn't last, got
hegted, spark came, fuse gone off and the
machines were shut down.

Tv, telefon ve modemin bagl oldugu kablolu
prize, bilgizayar baglamak istedim. Youtube
Uzerinden acacagim bir filmi televizyonda
kalabahk bir grup izlemek istivorduk. Toprakh
prizler yizinden yeterli slot clmasina ragmen,
bilgizayara ait enerji kaynagini prize
takamiyordum. Biltdn prizleri cikanp yer
degistirmelerle yapabilirm sandiZimda da, son
taktifim priz on/off dUgmesine bazar sekilde
yerlesiverdu. [siklikla kargilagtifim bir sorun)

rwanted to piug in the computer to o multiple
cutlet with tv, phone and modem connected. We
wanted to watch a movie from youtube. There
were gvailgble slots to plug in, but f couldn't piug
in the computer adapter. | thought that 1 could
manage it by changing the plugs, but at the end
the last adapter was pressing the on/off button. {1
live it 50 aften)

Ars =ira takihp disme tehlikezi gecirmem
veya ortalif1 dagitmam disinda kotd bir
deneyimim yok.

[ sometimes hook up and fail down. No more
bad experiences.

Ona bagli tum elektrikli estalar yandi

All the electrical equipments plugged in was
broken.

Prize takil glan drdnlerin zer cikmasi sonucu fisin
ylzidme carpmasi

the plug smashed on my face because it was hard
to take off

Kullamm esnasinda kablonun cok dolasip
kangmasi

The coble gots really messed up while using.

Kisa devre

short circuit

Uzatma fisini duvara monteli prizden cikarmak
isterken komple duvara monteli prizi duvardan
cikarmama ragmen uzatmanin fisinin prizden
cikmamasi.

The socket mounted on the wall disossembled
while | was trying to take the plug of multiple off.

Kablg karmasasi

Cable mass

Elektrik carpti

electric shock

Adaptdrl cok zor cikanyorum

1 can hardly take the adapter off

Tv, uydu, vs lerin kablolan kablolu prizinkiyle
kanginca iyice kalabalik aluyor.

When tv, sateliite etc cables comes together, it
makes g great mass.

Koku oldu kablo yandi

A bad smell came, cables got burnad.

Coklu prizden cikan knaloim haliy yakt,
yangin tehlikesi olustu

the spark came cut of the multiple outlet,
danger of fire

Fisi cikarirken bazen kivileim cakmasi

Sparks come out when pluging off.

Arc yaptii icin coklu prizyand.
Muitiple outlet is burned because of the
spark.

Bazh olan elektrikli aletlerin hepsi bozuldu
All the electrical equipments plugged inwas
broken.
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Elektrikli sipilrgeyi taktifimda her yera
ulasabilmem giizel, ama =38z sola takihiyor,
rahatsiz ediyor.

It is nice to reach anywhere when [ plug in the
vocuum cleaner, but it tackies to somewhere,
irritating.

SOrekli kablalartoplanip sanldigicin
kablolarda kinlma ocluyor.; kablolar
burkuluyor ve acilmaz hale geliyor.

Cables are always tide up and relegsed so that
come cracks are made in the cables, and they
got tangled




Table B.2 : List of concerns for bad experiences.

ENDISELER-DUIS INCELER [KGTU DENEYIM)/CONCERNS-THOUGHTS |BAD EXPERIENCE]
KULLAMIM ALANI
GUVEMLIK/SAFETY URON/PRODUCT FEATURE PHYSICAL ENVIRONMENT

vanmnpkacak ma?

Fire hozards?

prizier birbirine cok yakm. 3 li priz kullantyorum ancak
highir zaman 3 inil birden kullanmnyerum. Kullznim

zor. Cikanrken zorfuk gekiyorem.

The outiets are 5o clpse to eoch other. 1 use o riple

owtlet but s connot use all of them ot o time. Hord to

uze. Plugging off is hard.

Ghrinti kirkgi de olusuyor. Tavsiyem kapakh vs.
Cilabiir.

Vvizwal paliution. § gdvice g coveretc.

Carparmi diye korktum

I got fearof shock.

kullanilan iiriinderin rahat takilamamas

products connot be plugged in egsily

Ghriintii kiriigi

Visual pollution

Kabloya bagh elektriki aletiers zararvarip
vermediF, panith ggn aleve dénigip yangina
sehebiyet vermesi

If it iz harmful for the electrical devices plugged
inarnot, if the spark mokes g fire ornat.

Figten glkarmak igin bayag) zorannyorm

itiz hord to plug off.

Tv izlerken gbzime ta kirnyor sinir oluyorum

it draws my eye while watching TV, gotimitored.

Giivenli slamamas

Not secure

A&z olusma sonecu elektrik carpmas ve
kullznitan driinjerin rahat taklamamas
electric shock becouse of the sparks ond
plugging in the devices hard.

Garpimak
electric shock

Evide bulunulmad:$) zamantarda byle bir sorun
[Krwbomn pikmasi) gok binyik hazariar venshilir
{5parks) con be hammful when nobody iz at
home.

Ev yanar diye korktum.

I was gfroid of @ possible fire ot home .

Elektrikten gok anlamayan bir olarak bans
elektrik carpmas olabilir yada elektik tesizatina
=grun yaratr endizesi var bende.

I don't understond electricity, 501 hove concems
about electric shock and to make some
problems with the wikng

Elektrik carpmazindan ve sesten korktum.
I got afrmid of the electric shock and the sparking
sound

Cihaziann bozuimas rahatsez etti

I was imitoted becguse of the broken devices.

inzana,slektrikl sletiere veys sve zarar
venemes, yangn tehlikesi

Harm to human, electrical devices or home, fire
hazord.

K=z devre olmam yangim tutes ma ihtimal
=hart circwit, fire possibiliny

angm ks bifirdi
@ fire cowld happen
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Maobityalan, parkeyi gizer mi diye disindim.
1 thought what if it scrotches the floorings and
 furmitune.




Table B.3 : List of pleasant experiences.

OLUMLY DEMEYIM/PLEASANT EXPERIENCES

GUVENLIK/SAFETY

URUN/PRODUCT FEATURE

KULLANIM ALANIS
PHYSICAL ENVIROMNMENT

Sadece coklu priz oldugu icin olumlu etkisi var,
ekstra bir olumluluk yasamadim

plesant because it is multiple, no more.

Bilgisayar ve tarayicinin bagh oldugu bu prize, sonrada aldigim speaker
fisini takmak istedim, masanin arkasindan sarkitn@im fisi, yerden ayagimin
hizasindan kolaylikla prizze takabildim.. Anahtara yakin alan, ince slota
takmam [(evdeki kotl deneyimlerden sonra) cok kelay oldu.

let the cable behind the table ond plugged in near my foot on the floor easily. |
used the siimmer siot near the switch, it was easy (after the bad experience at
hame)

T T AT e T P T LTI VT W ST T Tyt
bilgisayar strekli bunlara takili; dolaysiyla
hayat kurtariyor

and night lamp and the computer are always

Evi stpirirken her odada priz aramam gerekmiyor.
I den't need to look for o socket in every roem while cleaning.

hazir durumda
Many are ready with minimum cable

Ihtiyac duydugum materyalleri rahatlikla kullanabildim.
! could use the materials needed easily.

Uzunlugu isime yaradi
The length was working

ERISIM RAHATLIGI
Ease of access

saglad
long cable was advantageous while cleaning

Ortadan kaldinp duvan deldirerek 6  priz yaptirdim.
I put @ & gang outiet on the wall and get rd af muitiple outlet.

Olumlu deneyim olarak kullamm kolayhg ve
prize ulasim kolayhgi olarak uygundu.
Ease of use and ease of reaching the outiet.

Bir cok kisinin aym aynda kullanimdan istifade edebildi.
Many people used at the same time.

Botin pe fislerini kulaniyor olmak diyebilirim
To use all the pc plugs

Acma-kapama digmesiyle tim elektrikli
aletleri kapatabilme avantaj
Turn on/off ali the electrical devices with the switch

Farkl fislerin girebilecegi farkli boyutlarda
prizler vardi. Bir kismi ince dar clanlardan bir
kismi adaptdr clanlardan. Fisleri rahat

There were outlets for diferent king of plugs, some
were thiner and some were adapter type. It was

Olumsuz deneyimimden sonra takili olan
cihazlan koruyacak tipte kablolu prizler

cldugunu &grendim. Onlardan kullanmaya
I learned that there are kinds of multiple outiets that
protects the devices. | started to use one, 1 am

BIRDEN FAZLA ALET KULLANABILMEK ivi
Good to use more than one device

Bir kag elektrikli alete gig veriyor clmasi
gives power to seme electrical device

kesebiliyorum
| can easily turn the energy off not plugging off.

Bircok elektrikli aleti prize takngimda prizin
gektigi akimi kaldirabilmesi beni memnun etti
it made me pieased when | plugged in many
electrical devices and it worked with that currents.

Yeni bir ofise tasinmistik , ve masayi
yerlestirdigimiz yerde priz yoktu, ama bizim bir
dolu coklu kablolu prizimiz vardi. Hepsini

we moved to a new office and there was no outiet
near the table, but we had lots of muitiple outiets,
we joined them all togethr. It was proctical 3}
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Table B.4 : List of concerns for pleasant experiences.

ENDISELER-DUSUNCELER (i¥i DENEYiM)/CONCERNS-THOUGHTS (PLESANT EXPERIENCES)

GUVENLIK/SAFETY

URUN/PRODUCT FEATURE

KULLANIM ALANI/
PHYSICAL ENVIRONMENT

Cihazlarin
bozulmayacak olmasi

Devices won't be
broken.

Gereksiz tak gikar, dene yanil sirecini yagamaktan endise ediyordum.

I concern about the unnecessary plug infout, test/error process.

belirli noktalardan sabitlenecek bir kablo sistemi iyi olurdu.(raptiye yapiskan
ve henzeri)

It would be good to have coble system with some fixing points (clips or
stickers)

Gg tiketimine
dayanabilecek mi

will it stand to the
power consumption

Odadaki cihazlarin kullammin cok kolalastiryor

ease of use of devices in the room

Garanti kirliligini nlemek igin kablolu prizi ortadan kalding duvan
deldirerek 6 i priz yaptirdim.

I put a & gang outlet on the wall and get rid of visual pollution.

Grup prizde bulunan 51k olumlu, kablesuz olmasi daha uygun olur
light is @ positive feature, wireless should be useful.

Kablo avantajdir

cable is advantage.

Coklu olmasinin avantajint kullanmak, genel hayati kolaylastinyor.

The advantage of multiple, it eases life.

Kullarmish olmasi
useful

I5 gordugi igin sevindirici tabi
pleasing because it works

Elektrik sarfiyatin azaltmak igin tek tusla stand-by lar da kapatabilmek

cevreci ve faturalara da yansiyor

Turning off even the stand-bys with a single button to decrease the use

of electricity and it is alse seen on the bills.

Her figi birbirini rahatsiz etmeden kullanabilmek

To use all the plugs not interrupting each other.

Birden fazla alet kullanahilmek iyi
It is good to use more than one device.
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Table B.5 : List of recommendations to improve experience.

DENEYIMI GELISTIRMEK ICIN ONERILER/RECOMMENDATIONS TO IMPROVE EXPERIENCE

KULLANIM ALSHL
PHYSICAL ENVIRONMENT

Yangn giicsrma ihtimali beni hep
koriutur, bu yi

n dogal yanmas

malzameden firiin istiyorum.

Fira hozard frightons me, 5o | went

5 firsproof moteriol

Dn/off didmesinin yari [zerine peniden yorumiamalar yapiabils, arigimin yine xolay olacad ve priz boyutuny

biryiitmeyecek eSimi bir yiizeyle siz ekl bu sorun. - Uzun Ssbloknn agn bifkmesi ortamds hem hiyen oz
toplama) hem tabima/dipme soruny yarstyor. Bu soruny gizmek ifin kulanidan zembenekl sistemier var, ancak
da kablo genelde siogp, sorunu daha da biyitebiliyor. Plastic pargalan gicanp aqip, yeniden sarmans vs..
Kabloyw toplamak kablo izerine takitan dipsier vs yardimayls g8z Glebilic belil: : Mass altinda kalan vzatma kabloly
prizleri igin, onu masaya, syafina ya da yenden yukanda bir yizeye taikabilmek igin basitpe eitra ifipsler eidensbilir.
Orzellicle ofislerds, ayaidabs ile bastifima zemine prizi koymaitan rahatse olan kullanictar olabifiyor.

On/faff button could be
eoblos mokes hyg

ord

terpreted, with on |

@ ond fol

ed surfoce thot will be ecsy to recch could be solved. Long

g problems. A spring con be o solution but the coble stucks genarslly

wey. To open the plostic ports ond fix the problom ete. Drgonizing the cobles could be solved with clips on. For

tha multiple cutlats thot fie undar the tobla, thare moy ba clips to fix it on the tohla. Espaciclly in offices, people

may get snnoyed becsuse of the multinle outlet an the dirty ground.

Arz yapmasin engellemek ol
patiamalardan uvzak tutabilmek,
Krsaca glvenfisi arthrmalk.

To protect sporl
Shortly, £ incrasse sefty.

g ond booms..

kablosuz clursa kullanam kolkayhs
olabifir

kullanalan kablonun malzemesi deSistirilarak krenlmas, pothuk yapmas:,
donmesi Snlenebilir. biylece takimalar azaltiabific

Flcrar

| af the coble could be chonged to prevent crocks, turns. Than

hookings ond follings con be decrossad.

Il ba @5y if it bacomes wiraloss

Girvenlik sebebiyle nelas taktina

Enemfi saninm, bununla igi daha
ol bilgi wermeli.

h
becguse of sofaty, | think. More

mpgortont whot pou plug

informotion should ba givan.

tatil v uzun gidigler olecaisa apma kapama tughu vzatma kablosunu tercih etmek,; ; hab alt vb yeriende kablonun
spnmamasing diviat etmek; ; man

in vazyette tutarss kulsnmamai

i out of home for @ while, ke holidays, multiph cutlots with swinch button could be used. toke core of the coble

staying in ploces lke under the corpet. not 1o use the coble tight.

Uzusn Smilriil ve dayanikh olmas: garpmatarda hemen londma veya gizilme yaganmamas:; givenli olmas | yang
Szefiklerinin olmasi); kablosunun ctomatik sanimas: | Shpi
heer tibriid riin prize baglanabilmeli; Dug gErinlmdeki malzemenin inssn efine shndifinds yumugakhk hissi vermesi.; tehlike sinarlan

da wyan vermeli.

whis, not crocked or screthoed when croshed, be secu.
call phones cen be chorged

il maEmiEst we skom koruma gibi
rge makinelerinin kablosunu topladi gibi): Cap Telefonu gibi USE ile garz edilebilen Grinler

g gekmeye

e (Aot o SO T
g of the product,

otection gtc), Guto coiling up the coble (like the

g when it storted 1o toke power nec!

iz USE, the soft touch fiel

befichi noictatardan sabithenecek bir kablo sistemi fyi ohard

Pty yapegian vey

apal tadlabilic benzeri)
It wowld be good to hove coble systam with some fiving points [clips or
T COVEr stickars)

L2un kablo ve kulandmayan
2amaniar igin kapak, biylece ortads

kil gBrinti ohuytunmaz. Kablo kangasasinn giziimesi gart

Long coble snd cover whils not

using, no bod scanes than. Coble moss hos o be solved.

mesels uzatma priz bElmi
izerinds 3 I yads dijerlerinde
gEyhe bige clmas iy
Eme yardimiryks hig fighere
dokunmadan priz figi kendisi
gikartsa gizel ohandu,

churdu bir

TV sehpasi vs ile ghrsel wyumunun yilegtinimesi geneki,

It should be more hormonious with homa, TV unit atc

PRIZ ARALARINDA DAHA OOK

Kuiliznam yerierine bagh olarak mutfak, masa ait vs. herhangi bir s
dekiilmesine karp kapakh bir koruma. Genelds hap sndigslendirmistic bu
kon. Banyolarda kullandan prizlerin kapakian gibi, kapakh bir sistem
shugturulabil

MESAFE DLMASI GEREKIR.
GORONTU KIRLIGINI ENGELLEMKE
ICIM KAPAKLIVE Li DLAEILIR.

Thare need ro morg ploce barwaan
the outlars. frcould be
or portarned 1o pravant visug!
pollution.

h & cover | For the uscge crecs like kitchan, undernecth the roble ¢ cover to pravent

¢ concarn for me. The bethroom sockats hove covers, soma

Dsha argonomis, erigimi kaly,
-

- prizler galgticlabiie,

Mors

rgonomic, e5sy to oress,

moduler sockets.
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APPENDIX C: Workshop Posters

Table C.1 : Safety poster.

GUVENLIK / SAFETY

KOTU / BAD

iYi / PLEASANT

Cikan kivilcim haliyi yakti. Yangin tehlikesi oldu.

the spark came out of the multiple outlet, danger of
fire

Elektrikli esyalarim yandi, hepsi bozuldu.

All the electrical equipments plugged in was broken.

Elektrik carpti.
electric shock

Koku oldu, kablo yandi.

A bad smell came, cables got burned.

Camagsir ve kurutma makinasini ayni anda g¢alistirdim.
Guicl yetmedi, 1sindi, kivilcim cikti, sigorta atti,
makinalar kapandi.

When | used the washing and drying machine at the
same moment, it didn't last, got heated, spark came,
fuse gone off and the machines were shut down.

Fis cikarirken bazen kivilcim gakiyor.

Sparks come out when pluging off.

Arc yaptigi igin ¢oklu priz yandi.
Multiple outlet is burned because of the spark.

Table C.2 : Product feature poster.

URUN / PRODUCT FEATURE

KOTU / BAD

iYi / PLEASANT

Tv, telefon ve modemin baglh oldugu prize bilgisayari
baglamak istedim. Televizyona baglayip Youtube'dan topluca
film izleyecektik. Yeterli slot olmasina ragmen, bilgisayar
adaptorini bir turlt prize takamiyordum. Bltiin prizleri
cikarip yer degistirmelerle yapabilirim sandigimda da son
taktigim priz on-off digmesine basar sekilde oldu.

| wanted to plug in the computer to a multiple outlet with TV,
phone and modem connected. We wanted to watch a movie
from YouTube. There were available slots to plug in, but i
couldn't plug in the computer adapter. | thought that | could
manage it by changing the plugs, but at the end the last
adapter was pressing the on/off button.

Prize takili Griinlerin zor ¢ikmasi sonucu fig yiziime garpti.
the plug smashed on my face because it was hard to take off

Uzatma fisi duvara moteli prizden ¢ikarmak isterken priz
duvardan gikti, fis gtkmadi.

The socket mounted on the wall disassembled while | was
trying to take the plug of multiple off.

Adaptori ¢ok zor gikariyorum.
I can hardly take the adapter off.

Cok tozlaniyor, kuglk delikleri oldugu icin temizlenmesi zor.
It gets dirty very much, it is hard to clean because of the
small holes on it

Evimde odamda Uglu prizim var ve gece lambasi, bilgisayar
surekli bunlara takili, dolayisiyla hayat kurtariyor.

I have a triple multiple outlet at home in my room and night
lamp and the computer are always plugged in, so it is
lifesaving.

Farkli fislerin girebilecegi farkjl boyutlardavardi. Bir kismi ince
bir kismi adaptor figleri rahat takabilmek gtizeldi

There were outlets for diferent king of plugs, some were thiner
and some were adapter type. It was nice to plug in all.

Ag¢ma kapama digmesiyle tiim aletleri kapatabilme avantaji
var.
Turn on/off all the electrical devices with the switch

Uzunlugu isime yaradi.
The length was working.

Taktigim aletleri koruyacak tipte olanlardan kullaniyorum,
memnunum.

I learned that there are kinds of multiple outlets that protects
the devices. | started to use one, | am thankful.

63




Table C.3 : Physical environment poster.

KULLANIM ORTAMI / PHYSICAL ENVIRONMENT

KOTU / BAD

iYi / PLEASANT

Arasira takilip digme tehlikesi gegiriyorum. Birseyleri
deviriyorum.
| sometimes hook up and fall down. No more bad experiences.

Kullanim esnasinda kablo ¢ok dolasip takilyor.
The cable gots really messed up while using.

Kablo karmasasi ( TV+UYDU+VS.)
Cable mass

Elektrikli stipurgeyi taktigimda her yere ulagmak gilizel ama
saga sola takiliyor, rahatsiz ediyor.

It is nice to reach anywhere when | plug in the vacuum cleaner,
but it tackles to somewhere, irritating.

Kablolar stirekli toplanip sarildigi igin kablolarda kirilma oluyor,
kablolar burkuluyor ve agilmaz oluyor.

Cables are always tide up and released so that come cracks are
made in the cables, and they got tangled

Bilgisayar ve tarayicinin bagli oldugu prize, yeni aldigim speaker
figini takmak istedim, masanin arkasindan sarkittigim fisi, yerden
ayagimizin hizasindan kolaylikla prize takabildim.

| wanted to plug in the speaker to the multiple outlet with
computer and scanner, | let the cable behind the table and
plugged in near my foot on the floor easily. | used the slimmer
slot near the switch, it was easy.

Evi stipurirken her odada priz aramam gerekmiyor.
I don't need to look for a socket in every room while cleaning.

ihtiyagc duydugum fislere kolaylikla erisebiliyorum.
| could use the materials needed easily.

Ayni masada birkag kisi ayni anda kullanabildik.
Many people used at the same time.
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APPENDIX D: Semantic Differential Scale Questionnaire

Page 1 of Semantic Differential Questionnaire

Resume participation =

Coklu Kablolu Priz Tasanim Degerlendirme

Merhaba,

Bu anket calismasi istanbul Teknik Universitesi Endistri Uriinleri Tasanmi Béliimiinde devam etmekte olan bir Yiiksek Lisans Tezi arastirmast icin veri
olusturmak amaciyla hazirlanmistir.

Ankette "coklu kablolu priz", "uzatma kablosu", "uzatmali priz" isimleriyle anilan grup priz deneyimleriniz ile ilgili sorular bulunmaktadir. Sorular icin dogru ya

da yanlis cevap yoktur, sadece sizin coklu kablolu grup priz ile ilgili deneyimlerinizi gozlemleyebilmek icin cevaplarimiza ihtiyac vardir. Verdiginiz cevaplar
gizli tutularak sadece arastirma verisi olarak kullamlacaktir. Dilerseniz e-posta adresinizi birakarak arastirma sonucu ile ilgili bilgi alabilirsiniz.

Simdiden tesekkiirler..

Page 2 of Semantic Differential Questionnaire

Resume participation »

Coklu Kablolu Priz Tasarim Degerlendirme 13%

Sizinle ilgili..

Yagimz..

Cinsiyetiniz..

| |
| |
Egitiminiz.. | |
Mesleginiz.. | |

Page 3 of Semantic Differential Questionnaire

Resume participation »

Coklu Kablolu Priz Tasanm Degerlendirme 25%

Ankette size gosterilecek coklu kablolu priz tasarimlarini tablolara gére degerlendirmeniz beklenmektedir. Degerlendirmenizi daha hizli ve kolay yapabilmeniz
icin sag ust kosede standart bir coklu kablolu priz 6rnegini bulabilirsiniz.

Gosterilen tasarimlara degerlendirme tablosundaki iki ug kavram arasinda bir deger vermeniz beklenmektedir. Ornegin...

pratik ® @ Ol o @ pratik degil  NOTR anlamina gelir
pratik @ @ © © © pratik degil  KISMEN PRATIK anlamina gelir
pratik ® @ (0 ® O pratik degil  KESINLIKLE PRATIK DEGIL anlamna gelir



Page 4 of Semantic Differential Questionnaire

Asagida gordiigiiniiz ¢oklu kablolu prizi degerlendirme kriterlerine yakinhgina gére degerlendiriniz.

Yukarnda gordiigiiniiz tasannminin ikili kelime grubundan hangisine ne kadar yakin oldugunu diisiinerek ilgili yuvarlag isaretleyiniz.

glvenli O 0 O 0 O tehlikeli
swradan o @ © 0 © orijinal
amator QO O O 0 O profesyonel
tasinabilir Q@ 0 © 0 © sabit
absilnms O Q O 0 O yaratici
satafath Q @ © 0 0 zarif
kolay o 0 O 0O O zor
temkinli Q © © 0 © cesur
erkeksi O QO O O O kadins1
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Page 5 of Semantic Differential Questionnaire

Resume participation »

Coklu Kablolu Priz Tasanim Degerlendirme Er

Asagida gordiigiiniiz ¢oklu kablolu prizi degerlendirme kriterlerine yakinhgina gore degerlendiriniz. Sag iist kdsedeki standart goklu kablolu priz tasarimi ile
karsilastirabilirsiniz..

Standart Grup Priz

Tasarim 1

Yukarida gordiigiiniiz tasarimimin ikili kelime grubundan hangisine ne kadar yakin oldugunu diisiinerek ilgili yuvarlag isaretleyiniz.

giivenli O 0O 0O 0O O tehlikeli
siradan Q © 0 90 © orijinal
amatér O O O O O profesyonel
tasinabilir O © 0 0 © sabit
abgilog 0O 0 0O O O yaratici
satafath Q © 0 90 © zarif
kolay 0O O 0 0 O zor
temkinli O © 0 0 © cesur
erkeksi 0O 0 0O O O kadins:

67



Page 6 of Semantic Differential Questionnaire

Resume participation »

Coklu Kablolu Priz Tasarnim Degerlendirme EF

Asagida gordiigiiniiz ¢oklu kablolu prizi degerlendirme kriterlerine yakinhgina gore degerlendiriniz. Sag iist kdsedeki standart goklu kablolu priz tasarimi ile
karsilastirabilirsiniz..

Standart Grup Priz

Tasarim 2

Yukarnda gordiigiiniiz tasariminin ikili kelime grubundan hangisine ne kadar yakin oldugunu diisiinerek ilgili yuvarlag isaretleyiz.

giivenli o e | 8| e tehlikeli
siradan ©Q © 0 @ © orijinal
amatér O O O O O profesyonel
taginabilir ©@ © © @ © sabit
alisilng 0O 000 O yaraticr
satafath © © © © O zarif
kolay 0 000 O zor
temkinli @ © © © © cesur
erkeksi 0 000 O kadins:
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Page 7 of Semantic Differential Questionnaire

Resume participation »

Coklu Kablolu Priz Tasanim Degerlendirme O

karsilastirabilirsiniz..

Standart Grup Priz

Tasanm 3

Yukarida gordiigiiniiz tasarimimin ikili kelime grubundan hangisine ne kadar yakin oldugunu disiinerek ilgili yuvarlag isaretleyiz.

giivenli o | e | 8| ®| e tehlikeli
siradan ©Q @ 0 @ © orijinal
amatér O O O O O profesyonel
taginabilir ©@ © © @ © sabit
alisilnig 0O 0 0 0 O yaraticr
satafath © © © 0 O zarif
kolay 0 00 0O zor
temkinli @ © © @ © cesur
erkeksi 0 000 O kadins:
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Page 8 of Semantic Differential Questionnaire

Coklu Kablolu Priz Tasarnim Degerlendirme

Resume participation »

75 %

Asagida gordiigiiniiz goklu kablolu prizi degerlendirme kriterlerine yakinhgina gore degerlendiriniz. Sag iist kdsedeki standart goklu kablolu priz tasarim ile
karsilastirabilirsiniz..

Tasanm 4

Standart Grup Priz

Yukarida gordiigiiniiz tasarimimin ikili kelime grubundan hangisine ne kadar yakin oldugunu diisiinerek ilgili yuvarlag: isaretleyiniz.

guvenli
siradan
amator
tasinabilir
alisilmms
satafath
kolay
temkinli

erkeksi

O o O|lo O o0 [|OC o |O
ol Noly o Noly o ol o NN o)
o Neoly o Noly o ol o Noly o)
ol Noly o Noly o ol o NoN o)
o Nol o Noly o ol o Nol o)

tehlikeli
orijinal
profesyonel
sabit
yaratici
zarif

zor

cesur
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Page 9 of Semantic Differential Questionnaire

Resume participation »

Coklu Kablolu Priz Tasannm Degerlendirme

Anket burada tamamland.
ilginiz ve hassasiyetiniz igin tesekkiirler..

iletisim bilgileriniz.. (istege bagh)

Page 10 of Semantic Differential Questionnaire

Thank you very much for your participation!
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