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ABSTRACT

As an entry to the OzCHI 24 hour student design
competition we introduce State of Mind, which we
propose as a solution to help enhance the way people
collaborate in everyday environments. State of Mind
intelligently loads relevant applications, preferences,
documents, and media automatically when entering a
contextually defined space. As users naturally utilise
physical space to communicate, their virtual states adapt
dynamically, allowing for a productive edge that requires
no set-up, inherently enhancing collaboration.
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INTRODUCTION

Most currently available collaboration systems focus on
enabling geographically distant and/or asynchronous
groups of users, but do little to enhance the way we
interact in person. We investigated the dynamics of local
collaboration, as well as how we currently take advantage
of online, distant collaborative tools and apply those to
everyday life. After a first round of user testing rejected
our initial concept of a modern ‘talking stick’, we
revisited prior research in light of that feedback, and
developed our final concept ‘State of Mind’, which takes
the real physical phenomenon of the brain’s “event
boundaries” to a digital platform, making the disconnect
between your computer space and cognitive space as
transparent as possible.

BACKGROUND

We started our process by looking at some existing
collaboration tools. Some of the most influential ideas
were the features offered in Synergy, Airdrop and
Android Beam. For our initial background research, each
team member researched different domains based on
personal intuition. Individually, we researched the arising
frustration with the personalization of devices, demand to
share experiences, contextual awareness, the collaborative
potential offered by space and architecture, new forms of
input devices, and the concept of “embodied knowledge,
which is defined as situational experience which helps us
experience, understand and interact with the world, as
well as the concept of physical artifacts having a social
life and their role in cognitive group work.

PROCESS

Initially the design process involved a cycle starting with
brainstorming for potential users and use-cases,
background research, and the mutual defining of
terminologies. Important distinctions were made such as
the difference of ‘sharing’ and ‘collaboration’. In the case
of collaboration, sharing builds for the mutual gain of the
participants. Conversely, sharing does not imply
collaboration and, as such, does not imply the creation of
value. Our definitions informed three distinct models of
collaboration; 1. individual entities exchanging content, 2.
Individuals contributing to a communal space, and 3. No
notion of individuality — only a shared space.

CONCEPT: CONVERSATIONS AS COLLABORATION
The concept of conversations as collaboration was one of
the stronger concepts we found personally appealing as
participants each contribute towards building an idea,
memory or relationship, so in essence every conversation
is a type of collaboration. Our user interviews made
apparent that our proposed concept did not present itself
as novel or useful enough to our users to generate a
positive response. Many were indifferent or intimidated
by the notion that we were introducing a new system or
physical component to something as simple as
conversation. Due to this discouraging feedback, and with
strong resolve, we decided to return to some previous
brainstorm developments, and came up with the idea of
having contextually relevant 'states' on your computers
that aid with collaboration. A second and third round of
online three-person user tests further informed our design
and reaffirmed demand for our new system.

CONCEPT: STATE OF MIND

Our personal work spaces are often described by the
surrounding environment. Factors like location, time of
day and the people we work with can all be considered
qualifiers for different kinds of work. Despite this
external influence, our cognitive workspaces are most
often bound internally as current technology fails to
afford for our spatial obligations and predispositions. The
systems we use do not care whether we’re entertaining at
home or studying for an exam with friends. We introduce
State of Mind, which addresses this directly by
intelligently loading relevant applications, preferences,
documents and media automatically when entering a
contextually defined space. As users naturally utilise
physical space to communicate, their virtual states adapt
and synchronise dynamically, ensuring that collaboration
is as fast and seamless as possible.
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