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wearer wants to pick up something, it may eaally off or
slide out of position

Most of participants complained about the impossibaity
controling the sonic volume of the devic®2 reported that the
device’'s sound may distract the user's attentieg. while
studying or researching. She said that iwas
embarassing/inappropriaten the library. She wouldhave
preferedto have a button on the device to swit¢hthe sound
in some situations[Actually it did have an "off" switctthat
each participant was shoyriP4 suggestethtegratinga button

reseath is trying to break into a new medium of expression
converging informative and sociable, aesthetic and fashion
principles in a single devicé\s wearable expression is clearly
hugely subjective, perhaps the best approach is to emphasise
customisability,configurability and greater user intervention in
the sonification and visualisation wearable device.
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In summary, ealuation participants asked for a device
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more flexiblein its behaviourswhich canbe alteredat will,
alowing its use ima varietyof situations.

This research haselped us to not onlynderstand users’ 6.
needs but also onlookers’ behaviours and react®hsaid that 1
the device washumorouswhen she talked with her friends
because its soundseated anew topic of conversation. P4 had
the same opinion. In fact, he said that the device was a good2]
way to start a conversation wittamiliar people because it
generated a new topito discuss P3 said that the device
increasd thelikelihood of interaction withstrangers because it
provokes questions from onlookers andah be interpreted in a
joking, lighthearted way The devicewas not recognied by
everyone with whom thearticipantscame into contacOf dl
the onlookers who nimed the devicenhone undestood its
role/behaviour As P1 reporté, someone thought it was a toy
and other friends asked if shiead received arnjury to her
shoulder.

Overall, all participants and onlookers encountered
difficulties in understanding the wearable device’s purpoge. P
told the researcher that, according to her, the device is designed®]
to give the same sound when the wearer dbessame thing
after a long time P4 tried to guesshe system’s functign
answering thaapparently it could be a temperature sensor. P5 [7]
was \ague and disappointed with the devistgting only that it
reacted to the body in some way.

4. FUTURE DIRECTIONS

On the whole,the obtained data indicagethat the foldable
display require further design improvementhat draw from e
fashion, ergonomics andcustomigtion in order to
communicate a stronger afflance to users and limit thalfof
evaluation[9]. There remains a significant gap between the
expectations/aspirations of the designers and relative [9]
conservatism of exgrtationsof users who generally prefed

to liken the device to familiadisplay methodsand explicit
representations. Analogue, physical and subtle display
aesthetics are not intuitiver easily semantic and remain more
difficult to appreciate. It seemthat the bodyworn aspect
influences users strongly to desire a fashionable, customisable,
changeable and controllable device. Greater contextual
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respond to different noise levels and socialterts would be a
major improvement. The differences between designers'
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the value in multiple iterative user evaluation studies
throughout the prototyping development, especially as this
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