
*	  Ludic	  Design
Designing	  for	  pleasure	  or	  ‘homo	  ludens’	  -‐	  playful	  creatures

Ludic	  ac(vi(es	  as	  a	  ‘mechanism	  for	  developing	  new	  values	  and	  goals,	  
for	  learning	  new	  things	  and	  for	  achieving	  new	  understandings’

Explores	  produc(on	  of	  meaning	  through	  explora(on,	  curiosity	  and	  
reflec(on

Empirical	  inves(ga(ons	  to	  determine	  how	  protagonists	  act	  and	  behave	  
with	  respect	  to	  values

Reflec(on	  and	  engagement	  through	  experiencing	  designed	  objects

Gaver,W.W.,	  Bowers,	  J.,	  Boucher,A.,	  Gellerson,	  H.,	  Pennington,	  S.,	  Schmidt,A.,	  Steed,A.,Villars,	  N.	  &	  Walker,	  B.The	  driO	  table:	  
Designing	  for	  ludic	  engagement.	  In	  Extended	  Abstracts	  of	  CHI	  2004.ACM	  Press,	  2004,	  885-‐900.
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*	  Cultural	  Probes
Research	  from	  the	  tradi(on	  of	  art-‐design
Focus	  on	  “aesthe(c	  control,	  cultural	  implica(ons	  of	  our	  designs,	  
and	  ways	  to	  open	  new	  spaces	  for	  design”

Requires	  specula(on,	  provoca(on	  -‐	  design	  for	  new	  pleasures
Impressionis(c,	  inspira(onal	  rather	  than	  informa(onal	  or	  
objec(ve

Probe	  as	  interven(on.	  Probes	  as	  deligh`ul.
User-‐centered	  Inspira(on
Capture	  the	  mo(va(ons	  that	  shape	  home	  life	  for	  analysis
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*	  Cultural	  Probes

“If	  Probes	  are	  collec(ons	  of	  materials	  posing	  tasks	  to	  which
people	  respond	  over	  (me,	  then	  “probology”	  is	  an	  approach	  that	  
uses	  Probes	  to	  encourage	  subjec(ve	  engagement,	  empathe(c	  
interpreta(on,	  and	  a	  pervasive	  sense	  of	  uncertainty	  as	  posi(ve	  
values	  for	  design.”

Cultural	  Probes	  and	  the	  Value	  of	  Uncertainty
William	  W.	  Gaver,	  Andrew	  Boucher,	  Sarah	  Pennington	  and	  Brendan	  Walker
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*	  Cultural	  Probes
Designed	  to	  provoke	  inspira(onal	  responses	  
Enable	  researchers	  to	  get	  to	  know	  a	  community	  
Oblique	  strategies	  -‐	  vague,	  ambiguous,	  absurd

Postcards	  -‐	  images	  and	  ques(ons
Tell	  me	  about	  your	  favorite	  device	  
What	  place	  does	  art	  have	  in	  your	  life?

Informal	  and	  friendly
Maps	  -‐	  specific	  inquiry	  
Places	  you’ve	  been;	  
Where	  you	  go	  to	  daydream;	  
If	  this	  were	  NewYork

Cultural Probes

Designed to provoke inspirational responses
Enable researchers to get to know a community
Oblique strategies - vague, ambiguous, absurd

Postcards - images and questions
Tell me about your favorite device
What place does art have in your life?

Informal and friendly

Maps - specific inquiry
Places you’ve been
Where you go to daydream
If this were New York

Cultural Probes

Camera - questions
What you will wear today
Something boring
Free-form

Photo-album and Media Diary Booklets
Use 6 - 8 photos to tell a story
Record daily media consumption and communications
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Cultural Probes
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What is a Cultural Probe?
Cultural probes (also known as diary studies) 
provide a way of gathering information about 
people and their activities.

Unlike direct observation (like usability testing or 
traditional field studies), the technique allows users 
to self-report.

Information gathered from cultural probes is 
particularly useful early in the design process.

When are Cultural Probes appropriate?
Cultural probes are appropriate when you need to 
gather information from users with minimal 
influence on their actions, or when the process or 
event you’re exploring takes place intermittently or 
over a long period.

For example, you could use cultural probes to 
explore how patients feel over the weeks or months 
following a surgical procedure, or how travelling 
salespeople manage their work.

How are Cultural Probes conducted?
Selected participants are briefed, given a kit of 
materials, and briefed about the requirement to 
record or note specific events, feelings or 
interactions over a specified period.

Typically, a follow-up interview is conducted at 
some point after the briefing session. This helps 
ensure that participants are actively engaged, and 
are collecting the required information.

At the end of the specified period, the materials are 
collected and analysed.

A de-briefing session is also typically conducted, in 
order to supplement, validate and otherwise 

explore the information gathered by the 
participants.

Information gathered is then analysed, and 
documented in some fashion.

What’s in a Cultural Probe Kit?
The contents of the kit depend on what type of 
information you want to gather, and on the 
materials with which participants are familiar.

Most kits contain a diary for recording comments or 
impressions. The kit may also contain a scrapbook, 
or this may be combined with the diary.

Other contents may include a camera with printing 
capability (an instant camera or digital camera with 
printer). 

It may also contain items such as a voice recorder, 
pens, post-it notes, staplers and the like – anything 
that can help the user gather and record 
information.

People respond positively to attractive kits, so 
using good quality materials is worthwhile.

Recruitment
Recruiting is particularly important with cultural 
probes, since they rely on a large investment of 
participants’ time.

Participants in cultural probes are expected to 
spend at least several hours during the course of 
the activity, so they are likely to require 
remuneration that is more significant than that for, 
say, usability testing. In addition, they usually 
cannot be monitored closely, so problems may not 
be picked up during the course of the activity.

Therefore, it’s particularly important to ensure that 
you recruit the right participants, and that you 
monitor and support them as well as possible 
throughout the process.

The Right Data
You can help participants gather the right 
information by briefing them carefully, and by 
providing kits that prompt them for the types of 
information you want. However, you also need to 
take care not to unduly restrict the information they 
gather, in case you miss out on important insights.

Providing a contact phone number that they can 
feel free to call for assistance or advice throughout 
the data-gathering period is a good idea.

Analysis and Documentation
Use affinity diagramming to analyse the data 
gathered. The data is also likely to be useful in 
creating personas, and this provides a good 
communication medium. Making participants’ notes 
and photos available to project team members also 
provides a good way to communicate findings.
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*	  Cultural	  Probes:	  Conceptual	  Proposals

Created	  a	  structured	  workbook	  from	  the	  cultural	  probes,	  souvenirs,	  photos,	  
anecdotes

Presented	  workshops	  to	  elderly	  par(cipants

Used	  to	  crystallize	  design	  proposals

Created	  an	  interac(ve	  mul(media	  presenta(on	  

Animated	  system	  diagrams	  and	  catalogues	  of	  parts
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*	  Cultural	  Probes:	  Design	  ExperimentsDesign Experiments

“Standing near large coat racks hung with cards 
making various statements soon made us feel 
uncomfortably exposed. We found ourselves 
embarrassed by some of the slogans. They 
seemed the product of religious fanaticism 
(‘treat others as you would like to be treated’), 
crude political protest (‘people ignore us in the 
Bijlmer’), or of a naive vulnerability (‘I am 
afraid’). We began to realise that the best 
slogans were slightly ambiguous or detached in 
tone (‘I am from another country’), or were 
particular and personal statements (‘I like a few 
drinks once in a while’). These seemed to 
escape classification into known forms of public 
display, invoking curiosity and imagination rather 
than immediate dismissal.”
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