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1 Introduction

The field of Human Computerinteractionis ex-
panding,now trying to createtechnologieshatare
notonly moreusable put thatarea pleasureo use
too. EmotionCubess asystenthatusesatangible
interfaceto explore someof the issuesconcerned
with developingapleasurable@iserexperienceawith
interactve technology In particularit wasusedto
explorehow theamountof controlusershave over
their experienceeffectshow muchthey enjoy it.

2 A pleasurable user experience

Thereareanumberof views ontheamountof con-
trol peopleshouldhave in orderto securean en-
joyableexperience.The theoryof flow stateshat
optimal experienceoccursmost frequently when
peoplefeel they have control over their actions
(Csikszentmihalyi1997). Laurel alsoarguesthat
to have a pleasurableexperiencewith interactve
technologythe usermustbe ableto inputinto the
systemfrequently have a large rangeof choices
opento themat thesetimesandthatthesechoices
shouldhave an impacton the outcomeof the in-
teraction(Laurel,1986);(Laurel,1991). Themore
control thenthey have over their experience,the
moreenjoyableit will be. However, it is alsosug-
gestedhatwe areinterestedn whatis novel, sur
prising or uncertainin our ervironment,thatthese
situationgraiseour arousalreadinesso react)lev-
els and that transitory jumps in arousalcan be
pleasan{Berlyne,1960). (Gaver & Beaver, 2003)
talk abouthow ambiguityin a systemcanenhance
userexperience. Similarly InferenceMachine,a
pieceof interactve art, deliberatelyonly allowed
peopleto influence rather than control the sys-
tem so they could derive pleasurefrom reflecting
uponthequestionst raised(Sengers: Liesendahl,
2002). This body of researctsuggestshatthe un-
expectedresultsobtainedby reducingthe amount
of directcontrol peoplehave over their experience
could also lead to greaterenjoyment. Emotion
Cubesvariedthe amountof control peoplehadto
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seeif ary of theabove findingsweresupported.

3 Emotion Cubes

The 2 emotion cubes are approximately 10cm
cubedwith embeddedagswhich allows their ori-

entationto be read. One has6 different colours
on its facesandthe otherhas6 differenttextures.
Whenboththe cubesareplacedon thetagreader
an animationand soundis played on a screen.
Thereweretwo differentconditions. In one con-
dition the combinationof upperfacesof the cubes
controlsthe animationplayed, providing the user
quitedirectandhigh levels of control. In the other
condition,a randomcolour valueis assignecach
time the colour cube is replacedand a random
texture assignedeachtime the texture cubeis re-

placed. The animationassociatedvith this com-
bination is then played on the screen. This re-

ducesthe amountof control the cubesgive over

the animations. Participantswere assigneceither
to the higheror lower control conditionandasled

to play with the emotioncubesthinking aboutthe
kind of emotionssuggestedo themby the anima-
tions. They filled in aquestionnair@bouttheir ex-

perienceanddiscussedheirviews aboutit afterthe
session.

4 Analysisin Progress

Obsenation throughoutthe trial and a brief look
atthe questionnaireesultssuggesthatpeopledid
not find the higher control conditionary moreor
lessenjoyablethanthelower controlconditionand
did notfind thelower control conditionmorefrus-
tratingor, contraryto predictionsmoresurprising.
They alsodid not ratethemselesashaving more
control over the animationsin the higher control
condition than the lower control condition. Al-
thoughtheredid not seemto be ary link between
hov muchcontrolpeopleratedthemselesashav-
ing in the lower control conditionand how much
they said they enjoyed the experience,the more



control peoplefelt they hadin the highercontrol Laurel,B. (1991). In Computes astheate. Read-
condition,the morethey saidthey enjoyedthe ex- ing, Addison-W\ésley.
perience.Thesefindingsseemto supportthe view
of LaurelandCsikzentmihalyithata greatersense
of control leadsto more enjoyment when direct
controlis offered. However, they alsosuggesthat
whenthe aim of the experienceis not to provide
directcontrol,therelationshipgbetweercontroland
enjoymentis not so clearly defined.Peoplegener
ally saidthey enjoyed usingthetangibleinterface  Biographical Information Rowanne Fleck
or madeno commentaboutit atall. A morede-  graduatedwith her first degreein Atrtificial In-
tailed look at the dataincludingthe videofootage  telligenceand Psychologyat the University of

SengersP, & LiesendahlR. (2002). The enig-
matics of affect. In Designinginteractive
systemsACM, London.

is required. Edinburgh in summer2002. After a shortspell
working asadministratoon a projectlooking at
5 Conclusion developingadistancdearningcourseusingmo-

bile technology shecameto Sussg to find out

Initial obserationshighlightanumberof problems moreabouthumancomputerinteraction.
with the describedset up to investigatethe com-

plex issuednvolvedwhencreatingpleasurablex-
periencesOn furtherexaminationof theliterature
it becomeglearthatwhatconstitutesa pleasurable
or desirablexperiencadependsargely onthekind
of task being carried out, individual differences,
andmary otherfactorsnot consideredn the Emo-
tion Cubesdesign. Thereis alsoa possibility that
the lower control conditionis not suficiently dif-
ferentfrom thedirectconditionor well constructed
enoughto createhigherlevels of novelty, surpris-
ingnessor ambiguityandthatthesevaluesarehard
for peopleto rateona5 pointscale.Equallyhardto
rateon suchascalewastheamountof controlpeo-
ple consideredhemselesashaving with the com-
mentsthey madeclearly indicatingdifferentcrite-
ria wereused. A numberof usefullessonshave
beenlearnedfrom this experimentanda different,
more directedapproachmay be more appropriate
to investigatetheissuesaisedfurther
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