DESIGN rorR EMOTION MODELS

r

Physiological -
Triune Brain

Psychological

Greek -
Types of Love

Common Term

MODEL

Forlizzi (2000)

Jordan (2000)

Desmet (2002)
Fogg (2003)

Norman (2004)

van Gorp (2006)

How It Looks,
Sounds, Feels

R-Complex
(Reptilian Brain)

Unconscious

Eros

Attraction/Lust

EMOTIONAL LEVEL

How It Interacts
With the User

Limbic System
(Mammalian Brain)

Unconsc_ious
& conscious

Philia

Bonding

How We
Characterize It

Neo-Cortex
(Neo-Mammalian Brain)

Conscious

Agape

Relationship
& Commitment

mnvn

Fluent

Hedonic
Benefits

Objects
Tool

Visceral

Sensory

Cognitive

Practical
Benefits

Agents
Medium
Behavioral

Interaction and
Behavior

Expressive

Emotional
Benefits

Events
Social Actor

Reflective

Personality




References

Desmet, Pieter, R. (2002). Designing Emotions. Pieter Desmet. Delft.

Fogg, B.J. (2003). Persuasive Technology - Using Computers to Change What We Think and Do.
San Francisco: Morgan Kaufmann Publishers.

Forlizzi, J., Ford, S. (2000). "The Building Blocks of Experience: An Early Framework for Interaction
Designers." Designing Interactive Systems 2000 Conference Proceedings, New York, NY, 419-423.
[local pdf, 40 KB]

Jordan, Patrick, W. (2000). Designing Pleasurable Products. London: Taylor & Francis.

Norman, Donald A. (2004). Emotional Design - Why We Love (or Hate) Everyday Things. New York:
Basic Books.

van Gorp, Trevor, J. (2006). Emotion, Aorusal, Attenrtion and Flow: Chaining Emotional States to

Improve Human Computer Interaction. University of Calgary, Faculty of Environmental Design MDP
Project.

© Trevor van Gorp, 2007



