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Abstract 

In this portfolio, I present personal positioning based 
on my bachelor study and describe the existing 
knowledge relevant to User Experience (UX) and UX 
design. Then, I definite UX based on both my former 
and new knowledge. Afterward, I demonstrate my 
learning activities and summarize relevant aspects 
based on literature reviews. Hereafter, I reflect on my 
earlier project using these relevant insights. At last, I 
proposed my personal value proposition for my future 
study and work. 

Personal Positioning 

I have an academic background in Industrial Design 
and Vehicle Engineering, which makes me a vehicle 

designer. Traditional vehicle exterior design merged 
mass-production with a visual form of 3D expression 
[11]. Exterior Design provides the first impression of 
the vehicle, which still is one of the most important 
factors that influence the choice of car consumers. 
Thus, it is always significant for vehicle brand to keep 
its family design language. Moreover, it is essential to 
design the usability of a vehicle by considering the 
ergonomics, which in my opinion is a fundamental part 
of UX.  

As an industrial designer, I also applied some basic 
User-Centered Design approaches during the design 
process.  

When I looked back at my bachelor study, it is 
interesting that these aligned with the design methods, 
which were described by in the industrial economy and 
experiential economy [11]. Therefore, I am facing 
many new challenges and opportunities with the newly 
emerging knowledge economy and transformation 
economy [2].  

Today, more companies intend to explore additional 

meanings of the vehicle, such as a car is the 3rd living 
space concept raised by Bosch GmbH [12], which is 
closely related to people’s everyday life. They start to 
claim to be vehicle service providers instead of car 
manufacturers. Interior Design then draws more 
attention, because of its direct contact with drivers and 
passengers, thereby can provide a more 
straightforward user experience.  

With this portfolio, I frame my personal understanding 
of UX and UX design, by supplementing new knowledge 
into my former architecture. I also try to explain what I 
did with the theoretical supports. This is a good chance 
to integrate theory with practice, further to develop my 
own vision of UX design and how it will support my 
future study and work. 

UX Definitions and Descriptions 

UX should be classified as the general concept of 
experience, and then specified with the subject - users. 
UX is the users’ perception and interpretation of the 
perception when interacting with product, system or 

service. UX was developed beyond the traditional scope 
of industrial design and in a multi-disciplinary 
background, such as philosophy, and sociology. 
Therefore, UX complements the primary focus on 
ergonomics and usability in interaction design, with 



 

more consideration of contexts and subjective aspects 
of everyday life. These complements connect to the 
dynamic modality of UX - spatial and temporal aspects. 
Spatial aspects can be related to the contexts where 
the interaction happens, and also the social and cultural 
backgrounds of the users. Temporal aspects can be 
interpreted as that UX includes the momentary 
sensation and perception experience, also a seamless 

integration of the past memories and future 
imaginations, which performed as anticipated UX 
beforehand and cumulative UX over time [6] [13]. 
Thus, UX is mostly subjective and emotion-based, 
which was described as “an experience” in the UX 
White Paper [13]. Besides, the customer experience in 
the business world is important to form a complete UX 
definition, as a designer should be able to take both 
users’ and companies’ interests into consideration. 

Weekly Logbook 20 

Week 
1 

Literature 
(related 
knowledge 

summary) 

UX can be a phenomenon as 
well as practice, UX can be 
anticipated, momentary, 

episodic and cumulative 

 [13]. 

Deliberately designed 
experience is positive, and it 

should be worthwhile and 
valuable [6]. 

New design methods should be 
developed based on the new 
economy to generate more 
value to the companies [2]. 
New behaviors take time to 
emerge, related, there is a 

great challenge in creating a 
widely accepted framework of 
behavior in response to 
intelligent products [11]. 

Activities Understanding the concept of 
UX, getting basic visions on 
everyday life related to UX. 

Sharing UX knowledge by 

talking with peers, especially 
gaining views from an 
interaction design domain 

Reflect on my bachelor study 
related to UX frameworks, 
connect what I have done with 
the theories.  

Week 

2 

Literature 

(related 
knowledge 
summary) 

Learning the integrated 

behavior theory, which could 
help me to reflect on my earlier 
project about behavior change 
intervention in healthcare 
design [10]. 

Understanding the approach to 
support communication and 
collaboration among a large 

group of people in the digital 
world [15], which is described 
as co-experiencing in the UX 
White paper [13]. 

Studies that help me to 
understand customer behavior 
from a psychological perspective 
and how social comparison 

influence the decision 
making[16]. 
 

Activities Understanding the related 
theories about behavior, social 
awareness, decision making.  

Formulating my own insight on 
UX Design  



 

Reflecting on my Sitbit project 
based on the behavior model 
 

Week 
3 

Literature 
Reviews 

Empathy can be motivated [17]. 

Observation in customers’ own 

environment is a primary 
method in Empathic Design [9]. 

Technology development can 
usually lead to radical 
innovation, but meaning change 
is more and more important and 
it is possible to reach radical 
innovation through design 

research [4]. This can be 
related to the Experiential 
Economy [2].  

Basic ethics for design research 
projects in the real world: 
Respect, Responsibility, Honesty 
[8]. (briefly but handy)  

Activities Understanding Empathy: it is 

from personal to others, further 
to the environment. 

Knowing the measuring 
methods for the ability of 
empathy. Yet it is not necessary 
to get good empathy ability to 
be a designer. 

Understanding Empathic Design 
and why it is important in UX 
design.  

Looking into the development 
against to new design economy 

and design process. Thinking 
about how meaning-change 
leads to radical innovation. 

Selection of Relevant Aspects 

Based on the overview of UX theory, UX is linked to 

understanding users’ needs, which should include both 
physiological needs and psychological needs. Since the 
subjective aspects are emphasized in UX design, which 
supported by the development of positive psychology 
[6], high-quality UX can provide a feeling of fulfillment 
of universal psychological needs [6]. This also connects 
with Hassenzahl’ s theory, there are three stages of the 
goals for the interaction design: motor (how), do-goal 
(what) and be-goal (why) [6]. While the first two goals 
focus on the pragmatic aspects in UX design, the last 
one focus on the hedonic aspects.  

For a designer, the goal of UX design is shifting from 
finishing tasks and solving problems, to changing 
meanings and providing worthwhile experiences. 
Moreover, changing meaning is described as a new-
emerging and promising way to achieve radical 
innovation in design research [4].  

From this point, the advanced design research 
approach related to UX design is essential. This reminds 
me of Critical Design, which I gained in the 
Constructive Design Research course [1]. Exaggerated 
and evoking products can lead to critical debate among 
users, which means the subjective expressions and 
opinions from the users is important and inspires 
designers verse vice. In this process, users and 
designers are co-constructing a story and hopefully re-
tell the story afterward, which already create a kind of 

experience. Meanwhile, novel products usually take 
time for users to understand and develop 
corresponding behaviors [11]. To my own interests, 
this may explain why there is a great challenge in 
designing behaviors based on Shape-changing 
Interfaces design[7]. 

Correspondingly, empathic attitude and design tool are 
important. Objective methods such as traditional 

context study should be implemented as a start point of 
the UX design, but it should be complemented by 
subjective involvements of users, as well as designers. 



 

The consideration of context is still essential, but the 
focus should shift to how the users interact with or in 
the context, and how the context influences the UX.  

Reflection on Earlier Project 

Project: Sitbit 

Sitbit is a group project in the first semester of my 

Industrial Design master at the Eindhoven University of 
Technology. In this project, we proposed an 
intervention and feedback eco-system for improving 
the sitting situation of wheelchair users with spinal cord 
injury.  

The input for Sitbit system will be provided by a sensor 
mat, currently being developed by other stakeholders 

in this project. The system consists of three parts: a 
wearable, giving instant reminders to the users; a 
phone application, providing progress and feedback to 
the users; a dashboard, informing the therapists with 
detailed data of the users.  

From the general design process, we used the 4-stage 
design process as described in the thesis of Rens 
Brankaert is used [3], which involved several iterations 

with user tests and evaluations. Due to the specific and 
special target group, the traditional user interview and 
field study method in the early stage is quite useful. 
Afterward, we created the patient journey to better 
understand the rehabilitation process of patients and 
found out which stage we can implement our concept. 
Later, we also integrated behavior change design and 
empathic design into our design process. As a tool to 
dive deeper into the feelings and needs of the user, an 
empathy map was made. Comparing our design 
process with the Integrated Behavior Model [10], the 
attitude towards the behavior,  

Being in a wheelchair is a visible handicap, the social 
pressure could reduce the intention, therefore the 
wearable should not be as a medical instrument that 
makes the users get further discriminated and 
deterioration. By this, we also add new meaning we 
created is: it is a pleasurable accessory, which does not 

embarrass the users showing to people and can be a 
conversation starter. 

As the major factor influence behavioral intention, we 
add more “personal agency” to the product, or so-

called personal autonomy, which is one of the most 
important aspects derived from that empathy map and 
also listed in Hassenzahl’ s book based on Sheldon et 
al.’s theory [6] [14]. 

We aimed at changing their sitting behavior in the long 
run by generating an intrinsic motivation. We proposed 
Sitbit wearable provides interventions in two stages: 
subtle vibration and LED display (Figure 1). Between 

these two stages users have 10 seconds to realize their 
sitting problem and proactively change their position. 
However, due to the limited time, we did not conduct a 
convincing user test showing that Sitbit can change 
users’ behavior in the long term. In our case, it is even 
possible to structure and evaluate UX in a time span of 
a lifetime [13]. 

Personal UX Proposition 

I developed a relatively complete personal 
understanding of the overall theory of UX. However, I 
am still reading more papers and trying to add more 
details to the scheme.  

I have a solid base in ergonomics and user-centered 
design frameworks, which take feasibility and usability 
into consideration in UX design. Meanwhile, I can see 
the limitation of traditional human-centered design 
methods after the three-week study. New theoretical 
knowledge about UX, which emphasizes the subjective 
and hedonic experience of users, equipped me with 
advanced design tools aligning with the 
transformational world. Therefore, I am able to apply 

various UX design approaches with different spotlights, 
such as the cultural probe, co-creation and data 
visualization. These design tools provide a broader 
context for UX design to effectively involve users and 
their everyday life. I am capable of creating a story 
together with users from the perspective of a product 
or system [5].  

 

Figure 1. Sitbit Wearable 
Prototype 



 

In this knowledge-sharing economy, I gained the 
attitude that designers need to orchestrate the 
knowledge from both users and experts in order to 
solve challenges in a holistic context [2]. I could be 
able to work with experts from different disciplines, 
such as psychologists and engineers.  

In the short term, I need to work with material 
scientists for my current research project and explore 
the creative way to introduce new materials to users. I 
am able to look deeper into the new experience and 
behavior patterns that the new material could generate 
based on the UX theory.  

As for a prospective proposition for myself, I can be the 
innovator in the companies, which can be either a 
digital design company or creative strategy company. I 
am able to realize the interactive product through the 
user-centered design process, as well as find new 
meanings to the product. I also know how to 
communicate with different type of users and 
investigate different stakeholders. I also grasp business 
awareness to add values to the company, which fit the 
developing sociocultural, 
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