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Jointing

Please refer to the attachments.

Summary

The setting I choose is the 2nd floor of Curry Student Center of Northeastern University. It’s
the place of gathering to the most approachable target users of our team project, Northeast-
ern students. I wish to observe the lifestyle of Northeastern students and trigger the design
inspiration to encourage students to go outside. Staying inside Curry is on the contrast of

what we try to achieve, solution is also what I look for.

Interview Questions

1. How many hours do you spend going out rather than staying at home in your spare
time weekly?

2. What do you mostly do at home in your spare time, for example, reading papers,
surfing on internet, playing games, etc.?

3. Do you think your current lifestyle is healthy or not? Why?

4. What kind of factors do you think would really motivate or interest you to go out?

5. What kind of activities do you prefer most when going out?



Field Notes

Settings: 2nd floor of Curry Student Center of Northeastern University excluding the gam-
ing areas and the offices. A big open area with high ceilings and three kinds of seating, table,
couch, and booth. Tables and couches are loosely arranged among the area.

Actions and Behaviors:

Mr X stayed alone by a table with earphones on and facing the laptops. Courses slides are
shown on the laptops. He stayed still for almost all the time I observed.

Mr Y was watching a soccer game with his mac. He was very exciting and shouted a little
bit out of sudden though nobody seems to with him and listen to him.

Girl M and N were siting around a small round table checking on their own cellphones. They
talked to each other randomly. Judging from the response time, the conversation between
didn’t deliver very well.

A group of three guys were sitting by the couch and chatted loudly. They teased each other
and laughed. They left 20 min after I noticed them.

Around the square table near the gaming area. A couple stayed studying and exchanged
some conversion. They don’t talked much and stayed there the whole time.

Several people came alone or with friends and looked for available seats. The places got
crowed at that time and they left.

Mr Z came and sat on the very end of a couch trying not to disturb the person already on
it. He pulled out his cell phone as soon as he settled. He stayed for 10 min and left.

A pair of students stayed for an hour and one of them went downstairs to get food and
spread on the relatively small table. Laptops, books and gloves were squeezed by food and
drinks.

Quotes and Summary from Interviews:

Answers for each question from both interviewees are as followed.

1. 5-10 hours weekly for going out during spare time.



2. TV drams, surf the internet, play card games, reading.
3. Almost not healthy, sleep too late, use too much computer.
4. Weather, special days, adequate social connection, transportation, etc.

5. Shopping, bowling, dining, traveling, and some outdoor activities.

Reflection: People mostly spend a gap time during classes in student center. It’s a place
bearable of noise and comfortable with much room. Though most people stayed for a long
period of time, those still were their time of spare that they can control. From interviews
I concluded that people are not satisfied with their current lifestyle and craving for better
motivation to go outside. Mobile devices and electronics takes up much time of a student.

Impact of Observer: None. Basically I'm one of them.

Implications for Design

e People use mobile phones most of the time. A mobile app will be more accessible to

people when designing my system.

e The gap time of students or other people can be sufficiently utilized to go outside and
see more things. The system might be more attractive to pick the gap time of people

rather than a carefully-scheduled trip.

e Good weather and transportation is essential for going outside. A good integrated

system should provide routes and weather information about multiple locations.

e People enjoy watching soccer or sports events together. A social system can utilize

this to gather strangers to watch games together in the same area.

e People sitting right in front of each other might focus on cell phones rather than each
other. The system should encourage people met to interact in person using a pop-up

notification that blocks all content for instance.
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