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1.
Abstract
“We drive into the future using
only our rearview mirror.” Marshall
McLuhan
Nowadays, most aspects of our
daily lives have been changed by
digital technology. Digital content
as a new medium has been used
widely as memorial to bring back
memories of a person, an event or
old times. Since all the data probably will exist longer than our lifetime, how should we deal with them
and treat them as a heritage? In
this project, I am exploring the possibilities of an innovative service
that would engage people to preserve memories in the digital age
by sharing their stories with future
generations. I aim at result that not
only allows people to collect stories,
but also brings new perspective on
how people view their present lives
in the community. Moreover, I hope
this design will not be limited to
Norsjö municipality, but could also
bring an extra value to other small
communities with similar needs.
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2.
Introduction

Read about my original motivation,
my goals and the initial plan for this
project.

A photo of Lascaux Cave in France’s Dordogne River Valley from National Geographic
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2.1
Background

“How do I come up with this topic of our digital memories?”
At the very beginning of human’s history, scenes from
our ancestors’ lives were painted and carved on the
walls of caves by artists. Based on oral traditions, tales
and sagas have being remaining and developing from
generation to generation in a long history.
In fall, 2011, I traveled from Tibet to India since I was
interesting in Buddhism at that moment. During the
trip, I had some chances to visit and talk with some
followers of the Buddha. By chatting with them, a basic
Buddhist philosophy [1] caught my interest. They believe a philosophy that the soul or spirit, after the death
of the body, returns to live in a new creature, which
could be a new human body or an animal depends on
your sins in the present life. There are several precepts
that all followers of the Buddha must obey if they hope
to be reborn as a human. Although there is no clue to
approve reincarnation exits or not, the ethics influence
their daily life. From that moment, I started to think how
to bring the same experience to regular people without
being a real Buddhist. Although soul or spirit is a certain spiritual concept that is hard to describe and visualize, there are some connections between the soul
and memory that is the core of being a unique one in
seven billion people.

2.2
Collaborator

Today, information technologies make our memories
easily recorded and stored on servers, which are becoming more accessible and visible than the past.
Nowadays, most aspects of our daily lives have been
changed by digital technology. Digital content as
a new medium has been used widely as memorials
to remind a person, an event or a period of old time.
Since all the data probably will exist much longer time
than our lives. Because of the digital technology, it has
become the first time in human history that we could
be a historical registrar of ourselves and talk to the future in easy and simple way. Various organizations are
seeking how to use these data via a legitimate way to
bring extra value to users and themselves. For example, Google may show you ads related to your content
of sites in your recently searching history. In this project, I am more interested in exploring the possibilities
of innovative service/device for people to rethink their
present life based on possibilities of communicating
with the past and future. Everyone has the chance to
present themselves who they are to the after-springs.
So, is there any new way for people to preserve their
current life? That’s an enormous question to start my
thesis journey.

[1] Buddhist philosophy: http://en.wikipedia.org/wiki/Buddhist_philosophy
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“Why do I decide to collaborated with Norsjö? ”
In order to have a start point to work
with instead of designing something
without any clear direction, I started
to look for some communities I can
cooperate with. Meanwhile, Norsjö
Kommun[2] stated a wish to find
ways facilitating communication
between inhabitants and community. After some researches, I learn
Norsjö is a community with around
4000 inhabitants; it is such a small
community that even single company or family may affect the whole
city. So it would be more interesting and obvious to find out how
memories influence people making
decisions and leading a tiny city to
a better future, comparing with designing for seven billion people on
the earth.

Figure 2.2-1: A satellite view of Norsjö from Google maps

[2] Kommun: kommun is a Swedish word of Municipality.
-7-

2.3
Goal

2.4
Methods

Much of my work in my academic years had focused both on Service Design and Interaction Design. Since I am aiming to design an engaging way
for people sharing their memories, the start point
probably will be a creative product which has a
new interaction interface for people recording and
recalling their memories. From this start point, this
project aim to design a new service that fits Norsjö’s
needs and my original motivation. Considering the
time and resources, I focus on the interaction design part.

In the research phase, visiting Norsjö and talking with
local people are of great importance for the project. In
order to reach out on the inhabitants, collecting stories,
establishing relationships between them and Norsjö
Kommun are my plan.

Service
Design

Culture probes is another method for understanding
target users in this project. I am not a local Swedish;
thus, culture probes serve as a means of gathering information to understand their culture better.
Besides, observation and secondary researches also
will be involved in research section for gathering information. Data analysis and ethnography will be used
understanding information gathered from interviews.

Experience
Design

At the beginning, I listed some questions for me
to answer during this project: “How to collect and
record people’s stories in a nature way with today’s
technology? “, “How to represent them in the future
after technology developing?“, “How to transfer an
invisible philosophy to a visible, or even tangible
thing?”

Interaction
Design

I hope by answering these questions, I can approach to a result that not only allows people to
collect stories from the past, but also brings new
perspective on how people view their present lives.
Moreover, I hope the result will not be limited in
Norsjö Kommun, also could bring extra value to
other small communities with similar needs.

Product
Design

Figure 2.3-1: An illustration of the design
journey of this project
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In the developing phase, in order to create and discuss
future concepts, which no one ever seen before, prototyping is crucial that needed to be discussed around
objects of various kinds. Mood boards and brainstorming will be used for generating ideas and discussing
the graphic and form. In order to understand service
flow and communicate with audience in a clear way,
service blueprint and storytelling are good ways to approach the goal of offering an engaging service at the
end.
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2.5
Timetable

The project will be carried out during the spring semester 2012 and
presented in the end of the term for
school and collaborator.
Schedule (16 weeks) is divided into
3 main phases, which are research,
ideation, and design (prototyping
and filming). The length respectively is 5 weeks, 3 weeks and 8 weeks.

Figure 2.5-1: An illustration of my initial timetable
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3.
Research

To find where design opportunities
may lay, the foremost thing to do
was to understand the user. I mainly focus on two aspects, which one
is to understand the city, Norsjö.
And the other is learning people’s
inherent purpose of preserving
memories, both digital and physical stuffs.
In this phase, I spend 4 weeks for
gathering information from different
channels and 2 weeks for analyzing them.

A photo
of Norsjö
mapAthat
is hanging
in Tourist
Officeon the wall in Tourist Office
Figure
3.1.0-1:
Norsjö
map which
is hanging
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3.1
Norsjö

Figure 3.1-1 :Statistics Sweden website, http://www.scb.se/

I already know some basic information about Norsjö
from my initial research, but what else can be found
out from table research and interviews?
After kick-off meeting with Norsjö Kommun, I visited
them at the second week of my research section to
talk to the municipality and inhabitants try to find the
unique features of Norsjö.
It is such a small city that almost everyone knows each
other; I was the only stranger there during that week.
Besides, the visit ”event” became a headline on their
local website (Figure 3.1-2) that week. This local news
website is founded by Norsjö Kommun, which is a
main channel to know about Norsjö both for locals and
tourist like me.
In order to get the whole picture of Norsjö, I also used
Statistiska Centralbyrån(Figure 3.1-1), a Swedish government agency that produces statistics, as a supplement to get some facts about Norsjö. It was a challenge for me because most statistics I found out are in
Swedish. In order to understand them, I got help from
my Swedish classmates and Google Translate. The information I got from Statistiska centralbyrån, such as
percentages of job occupation and population pyramid, is stated below.
In Norsjö area, there are around 4000 inhabitants nowadays, half of them living in two urban areas of Norsjö.
The trend of population is decreasing significantly af-

ter reaching the peak of more than 8000 in 1950s. The
consistent population decreasing has influenced a lot
of aspects in Norsjö. For example, job opportunities
have been decreasing for decades.
In 2009, the number of employee was 1740. Norsjö
has been a major industrial municipality. The vast forests in the area have been the basis for many wood-related industrial sectors, including forest management,
forest harvesting and replanting, timber transport, saw
mills, and manufactured products from woods. Dromtrappor, a wood-stair factory, is Norsjö’s largest private
and historical employer, with approx.120 employees.
Currently, the municipality is also another big employer
mainly in the care sector that covering health, elderly
and disabled care services. Apart from that, there are
500 companies registered in the municipality; half of
them are one-man business.
The average age of people in Norsjö is 41.4; 25% of
the population is older than 65. Besides, 7% of the
population is already 80 or over. Since most young
people are going to leave Norsjö, the average age will
be higher in the future.
Norsjö people love sports. For example, around 200
people participate in a teenage-girls’ beach volleyball
game at weekend. Comparing to the population, 200
is a big amount. There are also 30-40 sports camps
in Norsjö every year. In each camp, around 25 peo-

ple visit Norsjö from other regions
during the weekends. It becomes
an important channel for people
to know about Norsjö. In July, 457
people visit tourist office in Norsjö.
However, there are only 25 people
visit it in May. The primary reason of
this change is because of volleyball
week, the most important event in
the summer in Norsjö.
According to tourism, Norsjö aerial
tramway is the most tourist attraction in Norsjö. It is a 13.2-kilometer
long cable car between Örträsk
and Mensträsk. It has severed passengers since 1989.

Figure 3.1-2 :Norsjö Kommun website, http://www.norsjo.se/

Limited by the city size, there are
only 2 restaurants. Norsjö inhabitants have to go to Skellefteå for
fashion shopping due to lacking of
shopping malls.
I also be told that every family in
Norsjö has 5-6 people “exported”
living in other cities.
Those are the issue and facts in
Norsjö.
Figure 3.1-3: Some statistic tables I received from Norsjö Kommun
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3.2
Interview

During my visits in Norsjö, I did 14 interviews in two
weeks including meetings with stakeholders of this
project for pursuing in-depth information about their
work and local people’s life which are related to community developing and memories preserving. Regarding the goal of my project, I categorize all my interviewees into three groups:
Group A: 3-4 people from municipality; one of them is a
manager, the rest of them are staffs working in marketing and communication.
Group B: 6-8 inhabitants from young to old who live in
Norsjö for their whole life.
Group C: 3-4 people living in other cities who has either been in Norsjö or grown up in Norsjö.
Except for those people I list earlier, I also interviewed
two elders who ware participating in a publishing project about documenting the past stories of their hometown.
This chapter reveals some highlights and findings from
my interviews.

Figure 3.1-4: Visualizing some interesting facts for workshop and discussing.
-16-

Most interviews I started with some general questions like “How do you feel about Norsjö?” “What is the
unique thing of Norsjö to you?”
The answers to these questions I got are very similar. Most interviewees describe Norsjö as calm, quiet,
comfortable, safe and close to the nature. “It (Norsjö)
feels like home,” one said; “It is small that each one
has the possibility to be a part of the community like
working in various organizations as volunteers.” She

also stated.
Some interviewees also mentioned “Norsjö is a quite
clean and quiet city. Because it is small, so the good
thing and bad thing are kind of the same, you cannot
be anonymous in Norsjö. Sometimes, it is very charming, but sometimes, there are too many gossips.” They
also mentioned that it was very hard for a new person
to integrate and mix in such a small community.
Although inhabitants get a bit confined sometimes in
Norsjö, almost everyone I interviewed feel happy and
nice to live there. Few of them have to leave the city
in the close future, because of their personal reasons
such as education, job and family.
For learning how they talked about the past of Norsjö, I
asked a lot questions about storytelling and preserving
memories.
Elderly people would like to talk about memories when
they are in big family reunions.
One man around 50 years old also mentioned that he
may tell the past in certain situations that his kids starting complains; for example, when they do not want to
do practice, he would say that he used to ride his bike
for 10 kilometers for playing soccer game. Then he
started to talk his stories happened in the past.
Besides, when they meet people from Norsjö in other
cities, they may start talking about their memories of
Norsjö.
At least 5 people said they liked taking photos of nature, animals and landscape, especially in the summer. They stored photos on computer, burned them on
a CD for backup and also ordered albums for some

-17-

“When I got curious about the past now, I do not have main
source to ask. My mother was gone few years ago.”
- Kert, an author

“We really need a new perspective to see our community”
- Ida, a project manager in Norsjö Municipality

“We use history to sell Norsjö to attract tourists to come.
- Malia, a staff in Norsjö Tourist Bureau

photos from internet.
During my interview, I also noticed that parents like
taking photos of their kids’ childhood. They feel they
have a duty to preserve something for their kids. Besides storing photos and videos on computer, one man
said he stored old photos and letters in a big box; most
of the old stuffs passed down from his mother.
Teenagers do not like to talk about the past when they
have no memorable events. Except the history lectures
from school, they do not know much about stories of
their family in the past.

ory. Another old lady described a poetic scene to me,
“At Sundays, at 11 o’clock, the church bells start ringing. As a child, I laid down there and dig myself down
to the hay and listen the wind flowing the timber walls
and make music like a sinfonia. I observed that if it is
a nice weather, birds fly really high up; if it is a bad
weather, the birds fly a little low, close to the ground…”
As we see, different people have different good time
they remember and would like to share. It all depends
on the audience and the circumstances around them
that trigger them to talk about the past.

At the end of each interview, I often asked them to
share one or two stories happened in Norsjö. For example, “what is your most beautiful memory you would
like to share?”
Childhood, marriage and promotion are most common
things people would like to talk.
One man told me that the moment Norsjö beat another
big football team in the history was his happiest mem-18-

Figure 3.2-1: Organizing notes from interviews into four groups by ages

Figure 3.2-2: Review and mark out some key point from videos
recorded from interviews.
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Figure 3.2-3: Highlight of interview video is on:
https://vimeo.com/38789111

3.3
Observation

New technologies can help us look back on our past
in new ways; there are many reasons why we will want
to do this and which kind of memories we might preserve. I have gathered some information about these
questions from interviews, but it is not enough; I also
would like to observe how other people including the
public and research institute preserve past data.
For learning how people collect and present their history to public in Sweden, I visited the Västerbottens
museum in Umeå to have an overview of various methods of telling stories from the past. Besides, I also visited Institute of Dialects and Folklore, which is a public
authority commissioned to give guidance on Swedish
usage and to increase the knowledge about dialects,
onomastics and folklore[1]. After understanding their
working process, it is obviously to notice that the original methods of collecting stories and valuable data are
complicated; it has a long and slow process of collecting data which should be stored. For example, when
the authority has a mission to collect how northern
Sweden celebrate Christmas in the past. It starts to
call local families or send out mails to ask the permission for an interview. Then a staff from the institute will
go to visit them. The stories they told will be written
down and recorded during interviews. Most raw data
has to be edited later by professionals before publishing. Even though lots of volunteers are involved in different areas for collecting dialects and folklores, there
is lack of an efficient service to engage people to dis-

cover and share the past stories.
During my visiting in Norsjö, I also have been invited
to visit two families and had dinners with them. It was
a good opportunity for me to communicate with the
household. I had a good chance to ask them to present household’s archives and observe their habits of
preserving objects, both digital and physical stuffs.

Figure 3.3-1: Dialects are categorized
based on regions in Institute of dialects and folklore.

Figure 3.3-2: Word’s usage and pronounce are written on a small card.

I realized that digital contents are used widely both in
public and private space as new media. Although audio and video are becoming important supplements to
images for re-experiencing the past, people still prefer to preserve memories of photos and texts both in
digital and physical format. In addition, PCs and other
digital artifacts are now a common part of heritages.
Besides, digital contents have a feature, which physical heritages do not have, that can be transform, update and copy easily. Because of these features, many
households are thinking how to change their old collects to digital format and how to come up with technology like transferring audio from tapes to disk.
Other findings are the reasons that why people like to
keep things. There are two main reasons:
1. Defining themselves and the family, like showing
their photos either in public space or hidden way in
attic.
2. Connecting with the past; this is my main focus in
the research and ideation section.

[1] Institute of dialects and folklore: http://www.sprakradet.se/
-20-

Figure 3.3-3: People’s diary talked
about the folklore is stored in Institute
of dialects and folklore.
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Figure 3.3-6: A gift from Municipality
gives people a trigger to talk about
their hometown.

Figure 3.3-4: A window display in Museum presents how a old barbershop looks like in Sweden.

Figure 3.3-7: People put a weather
forecast widget on their desktop of
computer to keep an eye of their
hometown.

Figure 3.3-8: This is a photo of a pin
board in a kid’s room for collecting her
drawings.

Figure 3.3-5: An lady presents her treasure, a silver cup from her husband.
-22-
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3.4
Probe Kit

Inspired by a method of communication with future
people, which is a time capsule, a historic cache of
goods or information. I designed a culture probe kit
for the purpose of information gathering for design inspiration.

would like to do it even without this leaflet, because
it makes them to rethink about their current life. One
participant came to me and asked for doing this probe
kit when she heard it from her friend. And another one
had made the time capsules when she was a kid.

This probe kit is a four-page leaflet named as “One
Day”. Participants are asked to finish three missions,
which are recalling their past, sending a message or
preserving something for the future, and generating a
name list to clarify who is going to receive it with reasons. They can choose one day from a week to finish
them.

Most people feel it is hard to recall the past without
any support. For example, there is one answer from
the probe kit. “I am not good with remembering stuff,
I checked some photos to be inspired but still not so
much memory.”
The answer to the question who will be the time capsule receiver except themselves is also very obviously
to be found from the probe kit. Most people choose
their close family members including their parents,
children and life partners to get the time capsule.

At the end, twelve leaflets are sent out and ten of them
are received after one week.
By using mobile phones/cameras, most participants
can record their currently environment, activities,
thoughts and emotions by filming, photographing and
audio recording.
Feedbacks I received stated that this probe kit, especially making a time capsule is very interesting. They

Figure 3.4-1: The photos and leaflets received at the end.

The content of the probe kit is shown on the next page.

Figure 3.4-2: A video I got from one participant who filmed his dinner and talked
about his living environment.
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Figure 3.4-3: In first two pages of One Day, besides some general information
questions like name and age, participants are questioned about the past, like
what were you doing this time 10 years ago. Are there any special moments that
stick out. Is there anything you have kept for more than 10 years? What is it? Can
you describe or draw it.

Figure 3.4-4: At the last two pages, they are asked to create a time capsule for
themselves. They can choose three different things in the time capsule include
text, photos, audio and videos.

Figure 3.4-5: An illustration of the percentages of which media people would like
to put in the time capsule.
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3.5
Problems

Analyzing all the information I gathered so far, I find out
several problems Norsjö is facing.
The crucial one is the population. Since population
has been decreasing for 40 years, municipality starts
to worry about the future. They are searching for new
ways to attract new people and companies moving in
Norsjö. Lacking various job position is the biggest issue that influenced by population decreasing. Meanwhile, it effects young people making decisions whether they could stay in Norsjö in the future. A student told
me that he would leave Norsjö because there was no
program he would like to continue studying; “It is hard
to find a job position here to fit my education or background.” He said.
Apart from the population issue, Norsjö Kommun also
mentioned their dilemmas from their working system
and process.
They feel it is hard to let the entire community to know
what they do and why, even in a such small community. Currently they are trying to make a community
dialog between inhabitants and municipality in order
to make information transparent. There is a web page
of Norsjö inhabitants for writing suggestions; yet, there

is a lot of indirect complaints about projects because
inhabitants lack the knowledge of projects.
Meanwhile, Norsjö Kommun is eager to know what inhabitants need and wish of the whole community to be
in the future. Limited by the time and budget invested
every year, Norsjö Kommun, especially the board of
municipality, feels that there is not enough time and
resource to make decisions.
Additionally, Norsjö has been named as a storytelling
Municipality in Västerbotten In 2012 [1]. Nevertheless,
there is lack of service for them to share and record
their stories about Norsjö. Studies such as visiting Museum and Institute of dialects and folklore indicate that
collecting stories and publishing them is a long and
slow process.

[1] http://www.norsjo.se/default.aspx?id=25814&refid=25956
-28-

Figure 3.5-1: Organizing different unique elements of Norsjö
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3.6
Scope

During the analyzing, I realize that my scope of the research is a bit broad. Although it is a good opportunity
to understand the city and the culture there, I have to
narrow down my focus in this section. It is not a good
idea to try to resolve all the problems Norsjö Municipality has in one project.
From my original sketch (Figure 3.6-1), my initial scope
indicates the focus on collecting digital contents. I categorize digital contents in to several different medias
as carriers of human memories.
However, memory is not equal to data.
More than a century of research in the psychology of
memory has shown that human memories are not the
best conceived system of data records. Rather, when
we recollect our past, we construct access and replay
our memories. Such constructions are often changed
over time and depended on our circumstances. In my
interview, I have noticed these phenomenona. For example, photos or maps help them to recall some old
stories they have experienced or have been told from
last generations. Nevertheless, they may tell the same
story in another way when facing their families.

Thus, I did another sketch (Figure 3.6-2) to re-define
my scope based on my findings, which provides another perspective to see the digital contents. There is
a key finding that people like to hear and share stories,
which relevant to their city and people they are concerning about. For instance, there is a similar experience from a history author, who received a lot of calls
from elderly people who would like to add their experience to the story they have read about their city.
I started to focus on how story has been told and how
it will be passed down to next generations instead of
finding out which digital contents can be used for municipality’s decision making.

Figure 3.6-1: Initial sketch showing my focus on a service mainly for municipality to
reuse the digital contents inhabitants created and shared.

In this scope, the story itself is not only a person’s experience in the community, but also becomes a family’s heirloom which would enhance the connection between the individual and community.

Figure 3.6-2: Focus on story as a heirloom for enhancing the connection between the
individual and community.
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3.7
Inspirations

Figure 3.7-1: Give a minute
http://giveaminute.info/

What is out there?
During the research sections, I have stumbled upon
several related projects in three main areas which involve city platform, storytelling and personal digital
heirlooms.
Give a Minute is a new platform includes both web and
mobile application that asks citizens to submit ideas
about their city. It asks a simple and direct question
about city services and public lives through ads in the
paper and the public spaces of the city. It then invites
everyone to respond with their ideas by text, tweet or
direct post on website.
Big Stories, Small Towns is a multi-platform documentary featuring collaborations between small-town communities and filmmakers. Its aim is to create an opportunity for residents to bring their personal stories about
living in the community to the screen. The final films
are presented online via a special website.
Nectar & Pulse is a young service, producing personal
printed city guides with tips by selected locals named
’soul mates’ around the globe. On their website you
browse a list of these soul mates and view suggestions for what to do in their city, a true local insider perspective. If you like their suggestions you add that soul

mate to your shopping cart which then printed and delivered as a customized travel guide to the customer.
Sensor Poetics is a project from RCA student has a
very similar start point as mine. It poses questions
about storytelling, data narratives and personal memories. As a sensor device, Sensor Poetics could record
wind, light, temperature, humidity and air quality. The
idea of this fictional gadget is used as a scenario to
ask ourselves what if we would use weather ‘camera’
instead of a photo camera to capture and remember
special moments.

Figure 3.7-2: Big Stories, Small Towns
http://www.bigstories.com.au/

SenseCam is a wearable digital camera that is designed to take photographs passively without user
intervention, while it is being worn. Unlike a regular
digital camera or a camera-phone, it is fitted with a
wide-angle (fish-eye) lens that maximizes its field of
view. It takes approximately 3,000 images on average
per day. This provides a user with an extensive visual
diary. This project and relevant researches are running
by Microsoft Research Institute where it also releases a
project called technology heirloom which has resulted
in the development of three artifacts, Timecard, Backup Box and the Digital Slide Viewer.

-32-

Figure 3.7-3: Nectar & Pulse
http://www.nectarandpulse.com/en
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Figure 3.7-6: The Backup Box prototypes aims to help people backup and
later reminisce memories from Twitter.

Figure 3.7-4: Sensor Poetics, http://
www.di10.rca.ac.uk/kjenwilkens/

Figure 3.7-5: Microsoft Research prototype, the SenseCam
http://research.microsoft.com/en-us/
um/cambridge/projects/sensecam/
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Figure 3.7-7: The digital slide viewer
helps people reminisce memories from
Flickr respectively.
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3.8
Personas

Story teller

In order to describe the target group, Norsjö inhabitants, I create a family persona includes three generations via organizing the information I gathered from
Interviews, observation and probe kit.

Name: Mikael
Age: 75
Gender: Male

Base on their life styles and requirements of storytelling, I defined these three generations into three target
groups, which are story teller, supporter and seeker.
But all of these three personas are not fixed by ages; a
real person can have the personality and requirements
from two different personas at the same time.

Details:
He used to teach public social studies, mathematic,
religion and geography. Now he retires, but he still
works as a photographer because he likes it.
He lives in Norsjö for the entire life. There are 4 generations in his family. Besides one boy and one girl, he
also has 2 grand kids and 2 great grand kids. Most of
his kids are living in the south of Sweden; one of his
grand kids is living in US.

Figure 3.8-1: Analyzing the information
about the target groups

In his bedroom, he presents his family photos, souvenirs and some collections on his two bookshelves.
Before moving into the elderly home, he had a lot of
collections that his children keep most of them now. He
likes to document and collect old stuff. He also got a
lot family archives from his mother.
He likes reading. He also wrote a book about the past
of Norsjö to show the history and facts. He likes some
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stories such as finding out a reason of naming a street.
He participated in a project that started 20 years ago,
to write down the facts of a specific year of Norsjö. He
thinks if he does not write them down, next generations
will be much more hardly to find out these stories. Now
he is gathering these facts and stories what they have
been told to describe. He also contacts other elders
or his old friends to reflect their past. Meanwhile, he is
always enjoying being asked about these stories.
Because his job, he is be able to use computer for editing photos, writing emails and browsing Internet. But
he does not use any social networking.
When he using paper and pen to write things down, he
often asks himself how to keep up with technology, and
how can we keep and protect the digital and physical
we treasure.
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Supporter

Seeker

Name: Ida
Age: 37
Gender: female

Name: Hanna
Age: 12
Gender: female

Details:
She is working in the municipality as a service manager.
She grew up in Norsjö, but moved to Stockholm for a
better job opportunity.
Few years ago, she has a kid. They went to Norsjö and
her parents were so happy to meet their grand kid.
They were planning to move to Stockholm after retirement because they would like to live close to their kids.
She thought the opposite way that she would like to
move back, since Norsjö is a safe place to raise children. Usually she communicates with her parents who
still living in Norsjö via the Internet, also talks with them
via telephone several times per week.
She likes taking photos and also shares them through
SMS or publishes them on her blog.
Regarding to blog, she is not really comfortable with
expressing everything of herself; then she finds her
own way of writing. On her blog, she does not talk
about herself much. She talks about things in her
head, like speculation. She also uses an internet service to develop some digital photos that she takes ev-

ery year. Before printing them, she writes down notes
for each photos and the order albums from internet.
On computer, she organized rest of them year by year
and event by event.
She also preserves toys for her kid because she would
like to preserve a tangible link for the children to their
former lives. When she was young, her mother told her
that she had a relative living in US, but she did not follow up with more questions at that moment. Now she
has no main source to ask, since her mother died few
years ago. So she likes gathering stories what they
have been told or what she remembers to describe for
the sake of next generations.
She has a good memory about her high school in
Norsjö. She hopes it will be a hub of Norsjö, since
there are so many unique working places like forestry
and milling. They could specialize education towards
those ones, like the center of milling education. The the
school can attract more people to live in Norsjö in the
future.
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Details:
She is a student in the sixth grade in a primary school.
She was born in the countryside of Norsjö; she comes
to school by school bus every day. She and her friends
are planning to leave Norsjö after graduation because
there is no particular program she would like to continue though she likes Norsjö.

spare time, she trains a lot for beach volleyball. She
really enjoys it and is proud of her team because they
have won a lot. She can not stop playing it because it
is so fun to her. She also can tell a lot about the history
of Norsjö’s beach volleyball such as the year and the
score of each important game.

She does not know much about the past of Norsjö,
even though there are history classes in her school.
Most of stories they told about Norsjö are from her parents when they have dinner together. But sometimes
she does not like it, because she feels that they just
want her know how bad life was in the past, and teach
her appreciate what she has today.
Apart from her school life, she is also a volleyball
player and has been played it for several years. In her
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3.9
Opportunities

In the previous section, I have listed several problems
Norsjö has and narrowed down my scope on storytelling.
For the story teller group, there is lack of any device
for them to record and share their stories that have
been told to their families by them. Since most of them
are elderly people who do not have much experience
with computer or other social networking service. They
prefer to have a familiar access to a story collecting
service.
From another perspective, every family has 5-6 relatives living in other cities, who are supporters. Except
several albums they brought with them when they left
Norsjö, there is a big opportunity to design something,
which can offer them another access to re-experience
the past of Norsjö by other rich medias. This object

also could be a good trigger to start talking about
Norsjö with their new friends and family members. It
can attract them to know and visit Norsjö in the future.
A number of studies have been carried out recent
years on the subject of digital heirloom indicate that
physical objects are much more cherished than digital
content [1]. People preserve objects that remind them
of events and periods in their lives that are important to
them. Thus how to design digital objects might take on
some of the properties of physical artifacts is also another design opportunity in this project, which I would
like to approach.

Figure 3.9-1: There are lots various service platforms for users to record their lives
from plain text to rich media like videos. But most of them, no matter they are private
or public, are lost the properties of physical artifacts. They are not designed for a
family to preserve memories.

[1]: Things we have learnt about memory: http://research.microsoft.com/en-us/
projects/thingswevelearnt/things_issue2_memory.pdf
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4.
Ideation

In this section, the goal is to find a
direction and generate concepts.
Other early concepts that I have
encountered during the process
are also presented in this part.
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4.1
Workshop

In the beginning of ideation section, I got some contacts from two elderly people who come from Norsjö
and live in Umeå now. My initial idea was to try to set
an appointment with them to get to know how would
they tell stories about Norsjö to their families in Umeå.
Since I had already done my research, I changed my
idea and decided to do some workshops with them.

On one hand, elderly people still prefer to record or
hear stories by the way that they are familiar with, like
writing letters and listening radio. On the other hand,
when they tell a story, they would like to use some other materials to support them, like photos and maps.

Figure 4.1-2: One participator pointing his home location on a print map.

There were two purposes to do a small workshop. One
was to get some feedbacks from their perspectives of
recording stories from different channels, such as a
computer, mobile phone, notebook, radio and so on.
Second was to find out the reason why most people
still prefer to use text and photos to preserve their
memories for the future. From my previous research
like the probe kit, most people choose text and photos
carriers of memories to put in the time capsule.
Before meeting them, I prepared some foam models
and cards represent some channels like radio, mobile
phone and so on. The participant could choose some
of them to finish a mission of recording a story about
Norsjö in the workshop. Since I mainly focused on individual storytelling activities, I did the workshop with
one person each time.

Figure 4.1-1: A time machine model for workshop

There are some helpful findings from the workshops.

Figure 4.1-3: Several notes describing different missions on different devices
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4.2
Brainstorming

In order to get some ideas from other people, I did a
brainstorming with my friends and classmates.
Brainstorming is not new to designer in design process at all. In this section, I wanted to approach in a
different way and push this familiar method forward a
bit. So I decided to do one brainstorming online. There
were two main reasons. First, I could invite people who
are living and working in other cities, like Norsjö, join
in this session. Second, it was much more convenient
to share links and other rich medias than original one.
Actually, the way to do a brainstorming online is not
complicated. I shared a Google spreadsheet for multiply editors who decided to participate. Each participant could select a row to write down his or her ideas

every time I released a question or topic. Meanwhile
everyone could see each others’ ideas and build up
on them in real time. Most of participants liked this session; however, it is a bit strange to do a brainstorming
by typing instead of talking.

Figure 4.2-1: A screen shot during brainstorming

At the end, I got lots of great ideas and chose a few of
them to develop and test.
A more detailed description of various early ideas can
be found in the next chapter.

Figure 4.2-2: Categorizing and analyzing ideas
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4.3
Early Concept 1

One early idea I was inspired by brainstorming and
workshop is a mobile app, which can record stories
both by audio and video and tag them with GPS coordinates and send them to a server. When the user
opens the app, it checks for the user’s location and
compares it with a database with stories and coordinates. When the user comes to a physical location that
has a story associated with it the app plays the story.

questions I was faced with. First it did not have any
properties of physical artifacts. Second, it was not an
innovatory service. There are lots similar mobile phone
apps that have this similiar function.

Figure 4.3-1: The sketch of the “app” concept

Thus, I stopped working on designing an app in this
project; and this app concept could be developed in
the future as next step.

I think that would be interesting for locals and tourists.
Besides, the service can help to attract people to visit
Norsjö. So I continued working on this concept and
created some wireframes for discussions and testing.
After testing wireframes with users, there were some

Figure 4.3-2: The wireframe of the “app” for visualizing the features and testing with real users.
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4.4
Early Concept 2
Figure 4.4-1: The user gets it as a gift from municipality or their familiar members.
Besides a vinyl player, there is a collection of maps for playing stories from different regions.

There was another early idea which was inspired by
vinyl player. Instead of visiting a physical location, the
user could place a map that looks like a vinyl record
on the device and starts to play stories based on the
location of the needle.
I liked this idea because of the physical object, looking like a vinyl player, which reminds people to think
about their past. In order to test this concept, I did a
lo-fi prototype.

find the particular position on the map was not intuitive. Besides, one user mentioned that the size of this
device is too big to place at home because it is not an
everyday product.
Based on these feedbacks and testing, I continued
looking for a final concept which combines some features from my early concepts.

During the user testing, I noticed some disadvantage
of this concept. Although this is a new and interesting way of interacting with a map and hearing a story
from it, rotating the map and the needle together to

Figure 4.4-2: Testing the new cardboard vinyl player for getting feedbacks about the new interface.

Description of other early ideas can be found in Appendix 2

Figure 4.4-3: Because of the size of the
device, it is difficult to find a space to
place it at home.
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4.5
Direction

The most attractive ideas I found had these two features:
1. Trying to avoid screen-based interface.
A screen based service may offer richer media and
more information than tangible device, but considering
the target group and the design opportunities I defined
earlier, it loses the feeling of preserving physical artifacts that can be passed down in family as heritages.
2. Adding geographical information to the service of
storytelling.
It enhances the connection between the individual and
the city. It also works as supplement for storytelling.

from different ages easier accept it. Besides, audio is
a natural way of recording a story. It is also has the
emotional aspect that people can hear stories from ancestors or their other family members.

Figure 4.5-1: The sketch of a Radio idea. Users order a story capsule from Norsjö
website, and stored it in a dome on a radio which plays old stories recorded by
other storytellers.

Based on findings from observations and workshops,
people also liked using maps to tell stories, like pointing on some locations on the map when talking a story
associated with the place. Thus, after discussions from
the mid-presentation, I decided to add the geographical element being a map into the final direction.

As the ideas were developing, I found myself more inclined towards a radio like direction. Because, users

Figure 4.5-2: The sketch of a Radio+map idea. The device can be placed on
a map. Users move it to explore the city by hearing the stories played from the
device.
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4.6
Blue Print

Since today there is no specific
storytelling service for inhabitants
in Norsjö, I illustrate a service blue
print to indicate the flow of user
journey. It includes all the three
touch points in this new service.
The user journey is divided into 5
parts, which are start, explore, record, organize and share.
I will mainly focus on the second
part, explore, where the user uses
the “radio” device to hear stories
by exploring the city map. This part
has some unique design opportunities and features that will facilitate
the experience of the whole service.

Besides the physical device, there are other two touch points for the user
to access the service, device and place. Different touch points involved in
the user journey are depends on the user requirements. For example, an
elderly people who does not have Internet at home, maybe visit the place
to share his stories with the community.
The website is also another important touch point during the user journey.
In each part of the journey, it can be visited from different digital devices
for different purposes like buying the device and map, sharing stories,
organizing the stories recorded by the user and so on.
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Figure 4.6-1: The blue print shows more details in each step. For example, like
how the user explores the city by hearing the device from a map. Yellow area
means the touch points from the device; blue area means other two touch points.
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5.
Development

This chapter stated the process
from concept to the final design.
During the process, ideas were
tested and communicated by prototyping.
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5.1
Technologies

After decided on the direction, I had to go back to do
some additional research about technologies.
In recent years, a large number of projects have been
exploring the possibilities of communicating between
digital and physical object. I tried to find out an appropriate one that can support the device easily recognizing the information from a printed map.
Here are some of the findings:

RFID

Radio-frequency identification (RFID)[1] is the use of a
wireless non-contact system that uses radio-frequency
to transfer data from a tag attached to an object, for
the purposes of automatic identification and tracking.
It has been used widely in bank card, door key card
and many other areas. Additionally, the new Near Field
Communication (NFC) phone also can interrogate
RFID labels.

Touchcode

Like QR codes, touchcode[2] has very similar functions. Instead of printing a visible QR code on objects,
it works by embedding a thin layer of conductive pattern printed in or on paper. Though the app should run
on any multitouch-enabled, capacitive screen, it works
best with panels that support at least 5-points of touch
input.

Figure 5.1-1: Iconist magazine uses the technology touchcode for launching a web.

Optical pen technology and dot pattern

It is a technology that enables fast and reliable transmission of handwritten text and illustrations into
digital format. The technology is invented by Anoto[3]. The smart pen’s high speed infrared camera reads the dot pattern, which has been printed on
a paper that appears to have a simply homogeneous
light grey background; the paper acts as a digital map
and provides the pen with continual references.

{1} RFID, http://en.wikipedia.org/wiki/Radio-frequency_identification

Figure 5.1-2: An “Anoto” smart pen and dot pattern paper.

[2] Touchcode, http://www.touchcode.de/
[3] Anoto, http://www.anoto.com/
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So I think it is reasonable to mix
some of them into something new
that fits the needs of the concept.
One of the ideal solutions is that
a dot pattern printed on a map by
conductive material makes it invisible but still can be recognized by
capacitive sensors, which use an
array capacitor plates to read the
pattern.

5.2
Design
Criteria
Figure 5.1-3: An illustration show the idea how to recognize position on
a print map by a capacitive sensor.

From the information I got from the research and ideation, I have made some criteria to lead my design direction in this section.

Iterate.

The best way to build an effective and attractive service is to start small and iterate wildly. During my development session, I wanted to build some mock-ups
and prototypes early, test them with real users, then
change and add some features and refinements
based on feedback from real users later.

Eye-Fi

Simplicity

Besides, I did some research about
the wireless connection between
the device with computer or internet. I found a technology called
eye-fi that is SD card with Wi-Fi
capabilities, and marveled at how
small electronics has become.

This is a principal one. While a big part of my target
group, story tellers, are 50 years old or older, the ease
of use in the main function is more important than the
number of them.
Additionally, at best, the product’s function is self-explanatory by the form.

bile services, a digital product, that can be used for a
long period of time without any update is becoming
harder and harder.
However, my goal in this project is a long-term service
that could make the physical device becoming a digital heirloom from a city or a family. Thus, the service/
product should be updatable in the future.

Emotionality

This is a service for people recalling their past. It has a
strong connection with them and some emotional and
beautiful moment in their lives. The form language and
graphics should have some relevance to the heritages.

Updatable

With the fast growing evolution on technology and mo-

Figure 5.1-4: A 8Gb SD card with wifi capabilities.
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5.3
Map
Developing
Besides the technology, I also did
some additional research about the
map.
With the supported by Norsjö tourist office, I collected a big number
of Norsjö maps for inspirations.
My goal of redesign the Norsjö
map was to make it more close to
a map from a storytelling book that
only offers essential elements supporting stories.
Result can be found in the next two
pages. In this project, I only did two
map examples. One is the city center; another one is the countryside.
For further developing, more maps
can be produced; each small town
can have their own map.

Figure 5.2-1: A mood board I made at the beginning of the development for the inspirations of design language.
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Figure 5.3-1: Collecting Norsjö maps

Figure 5.3-2: Sketch out icons which are important elements in
storytelling.
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Figure 5.3-3: One version of the map of Norsjö city center.
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Figure 5.3-4: The map of Norsjö’s country side.
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5.4
Prototype 1

In order to make decisions on the details about how
the concept would work, I needed to build some prototypes to test with real users and get feedbacks in a
short time. With the limited time frame, I decided to
use a lo-fi approach first. So one of the ideas was to
use a wireless mouse instead of those technologies I
described before.
Although I simplified the hardware part by using wireless mouse, I still had to program software to run some
main features I would like to test. I used processing,
an open source programming language to create two
main functions, which were playing stories and recording stories.

Figure 5.4-2: Programing in Processing for achieving some features to test

Figure 5.4-1: Hacked a wireless mouse to do the first

prototype

Figure 5.4-3: Moving the mouse on the map to play different stories from
different location.
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First, I tried to play an audio story only when the mouse
reached the particular position on the map, both on the
screen and a printed map, what would represent the
location of the story. It turned out that the user did not
have enough clues to find out where the stories may
lie on the map.
Thus, I increased the size of audio playing trigger. So
the story would start to play at once when the mouse
moves over the area. Meanwhile, the volume of the audio is controlled by the distance between the mouse
and the particular position. The volume would increase
when the mouse is moving closer to the right position.
This new feature brings the user an experience like
exploring an unfamiliar area. The user starts hearing
murmurs; the sound becomes clearer till moving the
device close to the specific position.
In the third version, I added some ambient nature
sound for the background to enhance the exploring
experience. The ambient sound also worked well for
the user to imagine the environment and recall the stories that happened there.

the concept.

Figure 5.4-4: Since the physical prototype does not work well sometimes, the user
pointed on the map displayed on screen.

Due to the time frame, I did not continue adding more
functions such as selecting stories by different tags or
choosing stories from different time.
At the end, I also added one more function, which is
recording, to the fourth prototype, in order to test with
real users and collect stories from people who came
from Norsjö.
Because of using the technology of wireless infrared mouse for prototyping, there were some problems coming out during test. One was that the mouse
would lose the location if user move the prototype too
far away from the centre of the map, which mean the
mouse is already out of screen. Second was that if the
user rotate the prototype, then the movement of indicator in the processing program would not fit the right
direction of the move of the physical mouse.
Because of those issues, I decided to use RFID instead of using wireless mouse for the final prototyping.

The prototype verified my hypothesis, but more importantly, it gave me some inputs and inspiration to refine

Figure 5.4-5: Each red dot represents a story recorded in that place.
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5.5
Sound Map

5.6
Specification

As I mentioned before, during the development of prototype, I found out the fact that if there was no presaved story on the map, people felt easy to be bored of
moving the device on the map without any feedbacks.
In order to create a better experience, I decided to create another ambient sound layer to combine with the
geographic map.
The sound is recorded by sound recorder and stored
in the server, it also can be uploaded by other users
when the service starts running. So even at the same
location, there will be various sound based on the time.

All the prototypes I tested with users only contain few
stories that prepared to be played from the map.
So there is a question has been asked for some times:
If there are one more stories in one location, how does
the device choose a story to play?
Based on my criteria, I prefer to solve this question by
bring in a tangible/gestures interface more than adding a screen interface to the product.
So there are three options:
1. Add some buttons
2. Use tokens as filters
3. Play stories randomly
Figure 5.5-1: Recording the river sound

After some discussion with my classmates, I kindly
mixed those three options for different purposes.
1. A knob for choosing story from different time in a
period.
2. Tokens can be added to the device working as tags
for the user to pick their interests.
3. If there are more than two stories in one place under
the same topic, the stories play randomly. For example, shaking the device for changing a story.
Thus, except playing and recording, the device also
should involve those functions above.
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Geography

Time

Theme

Figure 5.5-1: Each story has these three parameters,
which are used as story filters to choose story for playing.

5.7
Form Discussion

Figure 5.7-2: Test the size by using paper models

Even though this is not a product
design project, the form of the
device is also important to facilitate the whole experience. Thus, I
spend one week on form developing. In this section, I followed the
principle that form follows function.
The details of the form like the position of speaker holes and slot are
inspired by piggy bank.
Following the sketches, I started to
explore the form and material in 3D
program.
In order to prevent the device being
too neutral, the patterns and colors
are also a solution for distinguishing different personalities and families.

Figure 5.7-1: Sketches

Figure 5.7-3: A cylinder form with a slot on the top seems to meet most of my
requirements and it is also semantic to the form language of container.
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Figure 5.7-4: Rending the model with the environment. In the first version, the
knob for choosing time is on the top of the cylinder.

Figure 5.7-6: The dimension of the final
picked model (Unit:mm)

Figure 5.7-5: After discussion, I moved the knob from the top to the side for clearing the function and simplifying the structure inside.
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Figure 5.7-7: Milling the model
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5.8
Prototype 2

After the milling was done in school’s interaction workshop, I started to make a second prototype. This time,
I used RFID instead of wireless mouse. So I can solve
the problems I found during the test, like direction error, moving distance limitation and so on.
Due to the nature of this project, a working high fidelity
prototype is ideal, but involves skills like programing
for all functions, and redesigning the eclectic board is
far beyond my reach and time frame. Thus in order to
place the electronics I was familiar with to fit the room
of the model, I have to remove away some extra parts
like batteries, speaker and wireless connection to keep
the size fits my design. Thus I only kept Arduino board
that is going to be replaced by Arduino nano, RFID
reader, a red LED, a button and a potentiometer for
choosing the story time.

Figure 5.8-1: Embedding RFID tags with a print map

Because of removing the speakers away, the sound
comes out from the computer speakers instead of this
prototype. But this is only for prototyping and presenting the experience to the users, the design of this device should work independently without any computer.
In this prototype, there are 5 stories have been presaved. I embedded two RFID tags in the print map,
so the stories can be played when the device moved
closed to the location.
Figure 5.8-2: The size of the prototype is more important to the user experience than extra functions. So I decided to keep
the size and limit the function of this prototype.
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Figure 5.8-3: the electronics and the shell, and the battery will be removed.

Figure 5.8-5: Assembling and soldering all elements together.

Figure 5.8-4: Arduino board was replaced by Arduino nano

Figure 5.8-6: Painting the filler to smooth the surface.
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5.9
Details

Beside the geography information, I started to design
tokens, which present different story themes. My original idea of the shape of token is a circle. Users buy or
get them from others and insert them into the slot of
the container like collecting coins. But when I tested it
with my prototype, I found it is hard for users to change
the story theme. They have to open the container and
take the tokens out. Another problem is that there is no
enough empty space for users to preserve tokens in
the device without increasing the size
.
So I redesigned the circle. Now the token is designed
to be inserted into the slot only half of it, so it is easy to
take out and change. Because there is a small hole on
it, users can easily collect them together or even bring
it with them.
There are two main categories that are private and
public. In the private category, there are two themes
that contain personal stories and family stories. Also
there are other themes are defined in public category.
(Figure 5.8-1)

Figure 5.9-2: Test different shapes with user to find out how they keep them.

Personal
Stories

Family’s
Stories

Historic
Stories

Love
Stories

Life
Stories

Work
Stories

Other
Stories

Figure 5.9-1: All the themes of stories are divided into two
categories at the beginning of launching this service, private
stories and public stories.

Figure 5.9-3: Laser cut out different tokens.
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Figure 5.9-4: When people talking stories, the time span is very broad. It is from
couple minutes ago to hundred years.

Except location and story theme, there is another challenge to design the way of choosing last parameter
of story, which is time, with the knob. How to use it to
pick a story from a specific time which maybe just few
minutes ago or more than hundred years ago.
From my research, I noticed that when people were
talking about the past, excluding some remarkable
dates like birthdays, they described time in a vague
way like “in my childhood” or “around 1950’s”. So it is
not necessary to design a precise time picker on the
device.
Because of the goal of this device is to be designed as
a heritage in a family, so there is no any year number
printed on the device. There is only one start position
represents current time in the time line. When the users
rotate the knob in an anti-clockwise direction, they can
pick story from the past. There is only one round, and
the rotation stops at the position close to the start position where is the last story in the time line. Thus, one
round means different time spans, which are depends
on the story themes.
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Now

Figure 5.9-4: Illustration of the function of the
knob for picking stories from time line

Figure 5.9-6: There are some screen shots from a short introduction video to explain these details.
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5.10
Website
Wireframe
Considering the website is another
touch point in the service, I illustrated a logic-flow of it to depict the
main functions of buying the device
and sharing stories. Because it is a
screen based interface, users can
easily set tags to different stories
and share them with community.

Figure 5.10-1: The user journey with the website’s logic-flow, which depicts the
functions of the web platform.
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Based on understanding the user
journey, I simplify the website into
two main web pages. One is the
shopping web page for the user to
order and register, the other one is
the map web page for user to explore, play and record their stories
on the map.

Discussing the exploring the
graphic language of web pages, in
order to make them be coherent to
the print map.

Figure 5.10-1: The wire frames and the website structure
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6.
Proposal

The result of this project is a service
called I WAS HERE, which encourages families to share and preserve
their stories about their community.
The service includes the physical
device and a website for different
users.
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6.1
Device

The main platform of this service is a physical radio
and maps. Users can explore their town (Norsjö) by
moving the radio on the map, thus making it play stories about the location or the ambient sound around it.
Besides, there are several tokens working as categories for users to choose story topics. By pressing the
token inserting in the slot on top of the radio, users can
record their own stories. Rotating the knob on the side
of the radio, it provides another feature: browsing stories from a time line. All of these physical objects are
designed as a family treasure which can be passed
down from generation to generation.

Figure 6.1-1: The cover of the map

Figure 6.1-2: The radio and tokens
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Figure 6.1-3: Two platforms of this service
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6.2
Website

The other platform, the website,
not only provides another channel
to play stories, but also the chance
to share and edit collected stories.
Users also can buy the radio and
map from the website to start the
journey of this service.
Figure 6.2-2: A login web page

Figure 6.2-1: A girl browsing the website prototype

Figure 6.2-3: A register web page
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Figure 6.2-4: On the second step of
register, user can order radio, maps
and tokens

Figure 6.2-5: This is the main home page, there is no story can be found until the
user moving mouse on the location on the map.
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Figure 6.2-6: Click on the dots which
mean stories. It starts to play the story
about that place.

Figure 6.2-7: The user can record his story and edit it.
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A girl took the map and radio out
from her treasure box.

It is a Norsjö map.

Placed a radio on the map, it started
playing her grandmother’s voice.

The voice was record many years
ago.

She recorded a story and would
like to share it with future.

The story was about her summer
life in Norsjö when she was a child.

The girl like the story and drew it on
the radio, make it unique.

She record her own story.

By connected it to computer, she
tried to find more and share them.

She heard stories from website.

She put it back in her treasure box.

The same as her grandmother did
many years ago.

6.3
Scenario

Due to the features of this service, I
did film to depict a scenario how a
family use this concept to transmit
stories from generation to generation.
This a short video [1] tell a story
about a girl got a I WAS HERE gift
from her grand-mother, who lived
in Norsjö. Then she starts to use it
to explore her grand mother’s life in
Norsjö.

Figure 6.3-1: The storyboard of the scenario

-102-

[1] Video can be watched from this link: https://vimeo.com/43299799
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7.
Reflection
“I was here” is a service design, the
result of the journey, which is designed for the Norsjö, but also can
be used in other cities and communities too. Considering the cost of
producing the device and launching the service for limited users, it
is reasonable for Norsjö to collaborate with other communities to start
this service.
At the beginning, the scope of this
project is a bit too broad as an individual project, which causes a lot of
problems during the research and
ideation section, it took me a lot of
time to narrow down the concept
direction without making decisions
by assumption. It is a long journey
with alternate exciting and frustrating moments. I tried lots different
ideas with users and classmates;
most concepts failed based on
feedbacks from testing.
During this project, the language is
also another challenge to me, because most information I gathered
are in Swedish that I cannot understand and use without help from
others.
At the end of this project, I adopt

a universal design concept, and attempt to blur the border between
physical and digital objects, so that
the service would be more accessible to all users in Norsjö. Also, because the service concept requires
a product as a crucial part for improving user experience, I have to
take the challenge of designing a
hardware interface. To be honest, I
thought it would not be a problem
because I have some background
in Industrial design, but it took for a
while for me to pick up all the skills
I need. The similar situation happened when I was doing the prototype. The method of prototype is
very helpful during design process,
but I have to solve coding problems
that make me behind my time plan.
The proposal at the end is still at a
rather rough and conceptual stage.
To make the device work, more development on programming and
infrastructure is needed. Especially
in programming area, the technical
of this product part is not completed yet. For example, the RFID can
be replaced by capacitive sensor;
the map can be printed embedding
a thin layer of conductive patterns.
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These changing will affects the
code and the size of the device too.
Due to the time limit and my capability, I omitted a full working product and website. Because of the
budget of launching a website is
smaller than producing a product,
the website will be developed by
supporting from a web developer
from Norsjö municipality in the near
future.

physical location. Considering the
GPS technology developing and
the price of embedding it with other
device will decrease, this radio also
can have those functions in the future.
In general, there’s still so much
could be done to make Norsjö attractive by storytelling. This project
is just a start.

During those 16 weeks, many factors I couldn’t get hands on. Even
though the purpose of this project
here is not to have a product and
service ready for my target group
instantly, but to evoke thoughts and
inspirations for the future, I still think
it would be great if this project is a
teamwork with product designer
and programmer. That will help me
to arrange time better and focus on
user experience and service content.
For the future development of this
service, more touch points can be
added in it, like place and mobile
device. Based on location service,
people can hear stories from their
mobile phone when they visit the

Figure 7.1-1: The photo from exhibition in UID.
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