And you were given swiftness, not for haste,
Nor chiefly that you may go where you will
Butin the rush of everything to waste

That you may have the power of standing still
Robert frost
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So many things to do - time runs by - posing us a complex problem, how to get everything
done? We reach for calendars, PDA’s and communication devices. We plan to the nt degree
and work “on-the-go”. Yet, still there is never enough time.

With all the time saving devices we have, there only comes more expectations of what is
achievable.

The question: "How can we really save time?"— The answer can’t be by doing things faster.”



Being able toSpeed through a-task
to get | tothe’end result doesm't mean
thafwve should. Many products are _ fa&
now designed to accomplish things (i
faster to save time. We rush and
hurry and, though we end up doing ﬁ
SO much more, we end up with less ;
time. Instead of rushing to save time-
— could we savor time, slow down ™
and enjoy the process?

Through my experiments |ntaf Fow
oy people reacted to time and taské I
' found*that a focus on outcome mo s
hindered the enjoyment of a task

and therefore the enjoyment of the

"time spent on it, but merely ' ':u, - B . 8
_removing the prescribed outcome i S ‘ Y
participants became even more b ~e
focused on what they should
produce.

=

“ My attempts to encourage a focus =2
on process, not outcome, were
largely unsuccessful. This is not
surprising given that western cllture

/ | Is always thinking about the future
"/~ reminiscing about the past. We ver§
//' seldom experience the moment.




Why do people say “don’t” so much,
Whenever you try something new?
It's more fun doing than don‘ting,
So why don't people say “do”?

Don't slurp your spaghetti
Don't kiss the cat

Don't butter your fingers
Don't walk like that

14 Don't wash your books

Don't bubble your tea

Don't jump on your sister

I Don't goggle at me

Don't climb up the curtains
Don't feed the chair

Don't sleep in your wardrobe
Don't cut off your hair
Don’'t draw on the pillow
Don't change all the clocks
Don't water the phone
Don't hide my socks

Don't cycle up stairs

Don't write on the eggs
Don't chew you pajamas
Don't paint your legs...

Why do people say “don’t” so much,
Whenever you try something new?
—Richard Edwards

It's more fun doing than don‘ting, So

why don't people say “do”?
—Richard Edwards
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To change thinking from focusing on the outcome to focusing on the process, it
helps to ask, “When is outcome unimportant?” Child’s play places no importance
on the outcome is all about doing. When children play (not competitive play, but
unorganized imaginative play) they are not worried about how good their make-
pelieve story is or how pretty their mud pies are. It's all about getting to try out
being something you're not, getting messy, enjoying the feeling of the mud.
Stewart Brown, psychiatrist and founder of the National Institute of Play in Carmel,
describes play as “an absorbing, apparently purposeless activity that provides
enjoyment and a suspension of self-consciousness and sense of time”. /Elkind 2001 )
( Lloyd 2009)

The challenge for designers is to provoke imaginative play, even though once we
are older our culture and upbringing discourages it.



wplay.

To dO not don't

To explore

To discover

To be surprised

To surprise

To encounter

To lose oneself

To enjoy

To do for the sake of doing
To experience ‘'now’

The act of playing needs no ‘why’, but the nature of play is in itself the action of why.

A space to encourage play
A space that makes ‘now’ enjoyable

A space which requires exploration and interaction to make it complete



Two best play concepts



A string is plucked. A sound behind me resonates. A drum is struck.. Two strings are
plucked... to my left and front volumes of sound encroach upon me. People begin to play.
The rhythm and tones build around me - enclosing me — and then diminish - revealing to me

the outside sounds. We wait for an unsuspecting passerby. | release the twang held in the
string. They jump.  And we laugh.

concept one



As you walk, you feel the change of space through your feet. The sand is being
shaken so you sink in faster. You have to play differently, not linger, the sand castles
don't stand up but instead melt back in to a flat surface.

concept two
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Mesmerized by its fluidity,

as the mountains | create slowly ebb back to a flat expanse.

How high can | build the sand?
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However, during the

vas hard to
1. All of a

vanted to

presentation, It

*nce of an “authority

figure” made us slip back into

outcome-based thoug
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nehow the play needed to

e even more inviting. The

‘feeling of N

1 more desirable than

or the environment needed

be safe enough that people

didn’t fear doing it wrong

| still, e . only see this as
)

This ‘expe

dagain

helped me understand play
better and how sensitive It is

tc e it helped

people think a little bit about
how we live, play and

erience tume




What | am interested in now is no longer contrasting play to

tasks but integrating it. Play lets us enjoy time because there is

no outcome. How can we enjoy time while having an |
outcome? Can we take important aspects of play and

integrate them in to tasks and devices to help people shift

focus to the now’?

I think one path of investigating this could look into and build
on Matt Jer's work “disturbing the expected”— taking the
everyday task and object and adding an element of
exploration through disturbing what they expect. This is only a
way to grab people’s attention and make them notice. You
can't force them to think. But regardless of the means, subtle
or unsubtle, the essence is to get people to shift their focus
from what they are doing, to
the way their hands move as
muscles tightening and relea
turn a page.




Throughout this research experience, | have found myself analyzing
ina new way. | have always observed and analyzed, however, | now
find myself staying in the place of observation for longer. Analyzing
the moment for the moment - not in relation to the future, or the
past, or to what | constitute at good or bad. | find myself observing,
instead of analyzing. | can now observe my thoughts as well as
analyze whether they are good or not and why | thought them. |
observe the feeling of typing and the pressure of each finger on the
keys, the patterns words make and the fingers | use. | notice the
writing down of words, instead of the essay or the sentence. | have
added to my experience of life a new aspect where | can enjoy just
watching what | do before adding any critical analysis.




to provoke time-savoring observation and give life an aspect of play
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