
The idea of lamp prototype testing was 

to illustrate possibilities of embedded 

proactive computing in everyday 

domestic environment. From everyday 

artifacts we chose a table lamp to be 

a test object because its familiarity 

in contemporary Western homes. We 

devised four lamp prototypes that 

varied in design while involving similar 

technology inside. The first was an 

adopted white Ikea lamp shade (Ikea), 

the second one was a bar of aluminum 

with technology on view (Glow), the 

third one was a decorative and old-

fashioned table lamp (Granny), and 

the fourth one was based an idea of 

‘organic’ lamp resembling a dead or 

charred tree (Giger). Divergence in the 

aesthetic style was implemented to see  

 

whether design makes a real difference 

in acceptance or appropriation.

In addition to appearance of the Giger 

and Glow the functionality of the lamp 

prototypes made them strange domestic 

artifacts. The lamps involved colorful 

LEDs that informed either the current 

decibel level or the maximum decibel 

level within few minutes in the space. 

In this way the lamp prototypes made 

invisible auditory information as visible 

and gave an idea about how it feels 

when embedded technology steers the 

attention to sensorial issues we are not 

always so aware of. To some extent the 

lamps also questioned the conventional 

distinction between decoration elements 

and domestic technology in which the 
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lamps are perceived to belong to the 

decoration side. We agree with Bell 

& al. (2005) who consider beneficial 

defamiliarization of taken-for-granted 

domestic environment because it 

enables designers and researchers 

actively reflect on cultural contexts, 

social meanings and user experiences of 

domestic technologies. 

The on-going prototype testing in 

Finnish homes has proved that people 

want to have a full control of domestic 

space and its objects but they do not 

want to be aware of constant sensing 

and gauging activities of proactive 

technology. Producing non-intrusive 

and acceptable but still interesting 

designs of proactive technology 

provides technology designers with big 

challenges. The study has also affirmed 

that aesthetics of technology is closely 

connected its appropriation, ways of 

use and experiential quality (cf. Graves 

Petersen & al. 2004). If the aim is to 

enhance quality of domestic life with 

proactive technology it is important to 

design solutions that offer aesthetic 

experiences activating and appealing 

both sensing and thinking of people. 

Anne Soronen, Frans Mäyrä

Hypermedia Laboratory

University of Tampere

Jussi Mikkonen

Institute of Electronics

Tampere University of Technology

Kristo Kuusela, Ilpo Koskinen

School of Design

University of Art and Design Helsinki

References

Bell, G., Blythe, M. & Sengers, P. Making by Making Strange: 
Defamiliarization and the Design of Domestic Technologies. ACM 
Transactions on Computer-Human Interaction, Vol. 12, No. 2, June 
2005. 

Graves Petersen, M., Iversen, O.J., Gall Krogh, P. & Ludvigsen, 
M. Aesthetic Interaction – A Pragmatist’s Aesthetics of Interactive 
Systems, in Proceedings of DIS 2004.

The third one was a decorative and old-

fashioned table lamp (Granny)

The fourth one was based an idea of 

‘organic’ lamp resembling a dead or 

charred tree (Giger) 


