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Abstract

By understanding how routines support people's everyday activities, we can uncover new
subjects for sensing and machine learning. This new data creates new ways for end-user
applications to support daily life. | demonstrate the value of this approach using dual-income

families.

My studies of family logistics shows that family members sometimes need but do not have
access to information about the plans and routines of other family members. Because family
members do not document this information, they do not exist as resources family members

can turn to when needed.

With only the GPS on commercial mobile phones, we can use machine learning and data
mining to automatically document family logistical routines, and present that

information to families to help them feel more in control of their lives.



Acknowledgements

| feel fortunate to have received the love, attention, time, and expertise of many people. With

this tiny gesture, | say thank you...
To my mom and dad, for their patience in raising a square peg.

To Teresa, for ignoring when | don't empty the dishwasher and vacuum cleaner, and for her

lovely oats, coffee, honey and sugar.

To my advisors, John Zimmerman, Anind Dey, for their financial and intellectual support of this

great risk of a dissertation.

To my committee members, Gregory Abowd and Scott Hudson, for their openness and good

humor, and for allowing me to witness their teasing of my advisors.

To my collaborators, Min Kyung Lee, Brizn Ziebart, Hyo Ri Park, Melissa Acosta, Juliana Diaz,
Kimberly Nederlof, Zhe Han Neo, Andrew Lee, Peter Pong and Gabriel Huh, who helped bring

this work into the world in tiny steps.

To my colleagues and friends lan Li, Turadg Aleahmad, Matthew Lee, Ruth Wylie, Moira
Burke, Erin Walker, Stephanie Rosenthal, Amy Ogan, Brian Lim, Ryan Baker and Ido Roll, with
whom | shared the emotional roller coaster of graduate study, many late nights, cheap food,

bad hotels and great laughs.

To the tireless group of interviewers, Averie Youna Yang, Korina Loumidi, Frank Chen, Jerry
Feng, Bonnie Lee, Daniel Rhim, llkyoo Choi, Christine Chang, whose patient discourse gave

birth to a data set that is the envy of people everywhere who love big data.

To the many students who made their projects part of the larger work, Bryan Crowe, Eun
Hung Kim, Ben Koh, K.C. Oh, Ray Su, Nina Shih and Lalatendu Satpathy, Gyung Chan Seol.

And of course, to the 52 families who have taken over 250 hours each from their busy lives to

inform and inspire our research.

Thank you.



Doctoral Dissertation of Scott Davidoff

Table of Contents

Chapter 1. INTrOdUCTION ... e 1
T The Problem. 3
1.2 A SOIUTION e 5

1.2.1 Routines can Provide a Novel Resource for Application Design ..............ccoooeiiiennn. 6
1.2.2 Routines can Provide a Novel Resource for Technical Modeling............................ 7
1.3 CoNtDUTIONS ..o e 9
1.4 Organization of this DOCUMENT .. ..o i 10

Chapter 2. Related WOrK ... e 13
2.7 The nature Of rOULINES ... 13
2.2 Families, RoUtines and Control. ... 14
2.3 Current approaches to family sUpPpOrt SYStEMS ..o 16

2.3.1 Digital calendaring SYSTEMS .. ..o 16
2.3.2 Digital remMiNder SYSIEMIS. . .uu i 18
2.3.3 Digital location and awareness SYStEmMS.......ooiuiiiiiiiii e 19
2.3.4 End-user programming systems for smart homes ............ooooiiiiiiiiiici e, 21
2.4 Returning control to the family . ... 22
2.5 Modeling ROUTINES ... 23
2.6 VisUalizing ROUTINES ..o 24

Chapter 3. Investigating Opportunities for Technology to Increase the Feeling of Control.... 29



Routine as Resource for the Design of Learning Systems

BT Field STUAY o 30
3.1.1 Field Study APProach ... 30
3.1.T Field Study FINAiNgS oo 31
3.1.2 Field Study DISCUSSION . ....uuiit e 36

3.2 SPEEA DaliNg . it 38
3.2.1 Approach: Needs Validation ... ..o 38
3.2.2 Approach: User ENactments .......oooiiii 39
3.2.3 Speed Dating FINdiNgs ... 42
3.2.4 Speed Dating DiSCUSSION ...t 47

Chapter 4. Routine as Resource for the Design of Learning Systems............ccooeiiiiinn.L. 51

AT INTOAUCTION Lo e 51

A2 AP PIOAC 51

/G Sl o Vo [ o Yo =TT PPP b4
4.3.17 Routines and Family Life ... b4
4.3.2 Routine knowledge can be incomplete and/or inaccurate.............ccoooooiiiiinL. 57
4.3.3 Calendars Hold Deviations Not ROUTINES ......ccoouiiiiiiiiiiii e 58
4.3.4 Small Information Gaps can Lead to Stressful Situations ...................oo 59

4.4 Vision for Systems that can Learn ROUTINES ... 60
4.4.1 A Calendar with Knowledge of Routines.........c.cooiiiiiii 62
4.4.2 A reminder system with knowledge of routines ...........ccoooii i 66

D SUI I Y ot 67

Chapter 5. Routine as Resource for Sensing and Modeling ..........ccooooiiiii 69



Doctoral Dissertation of Scott Davidoff

BT AP PIOAC 70
5.2 Model 1: Recognizing RidesS .. ..o 73
5.2.1 How are rides reCOgNIZed?. ... 73
5.2.2 Accuracy of Ride SENSING ... 75
5.3 Model 2: Predicting DriVEIS . ... 79
5.3.1 Modeling which parent drives ... ..o 79
5.3.2 Driver PrediCtion ACCUTACY .. .. cuu e, 80
5.4 Model 3: Forgetting Children ... 82
5.4.1 Modeling Forgotten Children . ..o, 83
5.4.2 Performance of the Forgotten Child Model ... 85

B D DS CUSSION .ttt e e 87
5.5.1 Explanation of RESUIS ..., 87
5.5.2 Applications of models of routine.........coiiiiiiii 89
BB SUMIMIAIY .o 90
Chapter 6. Validation ... 91
B. 1 INTTOAUCTION L.t 91
6.2 Design of the Family Time-FIow ... 92
B.2.T Design eXploration . .. ..o 92
6.2.2 FTF visual VOCADUIANY. ... 94
6.2.3 How the FTF expresses real-world complexity .........coooiiiiii 97
B.3 AP PIOACN . 99
B.3.1 StUAY T ProtoCOl. ... 100



Routine as Resource for the Design of Learning Systems

B.3.2 StUAY 2 ProtoCOl ... i, 112
B.3.3 M BaASUIES ..ottt 112
B4 FIN NG S oo 113
6.4.1 Visual overview make it easier to see the big picture ..............coooii. 114
6.4.2 Easier to see the consequences of your choiCes ..........cooooiiiiiiiiiiii i 114
6.4.3 Can plan instead of guess at the point of opportunity.............cooooii . 115
6.4.4 Reduce tiMe-lapSE BITOTS. .. i e 115
B.4.5 TAM MESUIS. .. i e 115

8.0 DISCUSSION ..ttt 116
Chapter 7. Discussion and CoNCIUSION ... ... 119
7.1 SUPPOtfOr the TheSiS (oo 119
7.2 Larger M PaACT .. e 121
7.2.1 Expanding routines to other domains.........c.cooiiiiiiiii 121
7.2.2 A new frame to examine support applications..........c.ccooiiiiiii 121
7.2.3 Mobile telephone supporting meso-scopic social science ...........ccoeeiiiiiiiinn.. 121

7.3 Additional Research Opportunities ... ..o 122
7.3. T MURIPIE faMIlES. .. e 122
7.3.2 EqUIipmMeENt for aCtiVII®S. .. oov i 123

R OB N CE S e 125
ChaPtEr 9. AP P ENAICES ot 141
Appendix A Participant DemographiCS ..o 141
Field Study Participant DemographiCs.........o..oiiiiii 141



Doctoral Dissertation of Scott Davidoff

Data Collection Study Participant Demographics ..........coooiiiiiiiiii 142
Validation Participant DemographiCs .....oooviiiii e 143
Appendix B Field Study Protocol and Cultural Probe Package ...........ccocooiiiin, 144
Field Study ProtoCOl. .. ..o 144
Appendix C Needs Validation Storyboards ............oooiiiiiiiiiiii 170
Appendix D User Enactment Matrix and SCHPTS ... .oouviiiiiiii e 193
Speed Dating MatriX ..o 193
Speed Dating SCIPT. et 194
Appendix E Reminder System Storyboards ..o 271
Appendix F Temporal + Spatial Visualization Examples............coocooi 290
Appendix G Family Coordination Application Sketches..........c.ooooi 312
Appendix H Data Collection Study Nightly Protocol ..o, 319
Appendix | Data Collection Study Activity Interview Questionnaire ..............cooocoeeiii, 321
Appendix J Prototyping the Family Time-Flow (FTF) ..., 327
Appendix K FTF Visualization Standards..........ccoiiiiiiiiii e, 328
Appendix L Validation Study INStruments ...... ..o 333






Chapter 1. Introduction

Through the repeated performance of a set of sequenced actions, groups and individuals
construct routines. Routines allow people to complete their activities without having to
constantly attend to the details of what they are doing, freeing attention to focus on more
important tasks, issues, challenges, and pleasures. Without routines, individuals would have to
invent new plans just to complete simple tasks like getting dressed in the morning, driving to

work, and starting and ending conversations.

As sensing technologies trend towards ubiquity, a wider variety of human activities are
becoming accessible to computational pattern recognition. The repetitive nature of routines,
and their central importance to daily life, would seem to make them a natural subject for these
growing computational capabilites. Knowing the routines of successful athletes could help
create new ways to train current athletes. The routines of successful dieters could be used to
help obese individuals with their weight loss. Knowing the routines of successful
businesspeople could help aspiring managers to assess their skills. Knowing the routines of
skilled mechanic could help train new mechanics when they encounter unfamiliar situations.
Knowledge of routine could also be used to identify or predict when non-routine events are or
might be occurring. Knowing the habits of successful students could help identify students
who are on the cusp of having problems. Knowing the routines of healthy child development

could help parents identify when their children are acting out above normal thresholds.

Despite this potential value, routine remains a largely unexplored computational abstraction.
Routines have been used in a limited manner, to improve the classification of domestic
activities (Huynh, Fritz & Schiele 2008) (Van Laerhoven, Kilian & Schiele 2008), to create
opportunities for workplace communication (Begole, Tang & Hill 2003), and identify
anomalous transportation patterns for the cognitively impaired (Liao et al. 2007). Routines
serve as a unit of analysis for geographic mobility (Gonzéalez, Hidalgo & Barabéasi 2008) and

social network analysis (Eagle & Pentland 2006).

This work looks to extend how the concept of how routine can be used by computer
systems. If we could teach computers to learn specific human routines, computers could
communicate that information back to people in ways that could improve the quality of their

lives. This work looks to demonstrate and validate this concept.
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For this purpose we turn to the dualincome family demographic. To many dualincome
families, balancing the demands to transport children between home, school, and their
enrichment activities, when faced with limited resources, often requires an extensive
investment of energy and attention (Ling 2006). To support this complex task, dualincome
families rely largely on routines (Wolin & Bennett 1984). Even with the most careful and
attentive management by alert and responsible parents, however, plans do break down.
These breakdowns take many forms. Some breakdowns are common. A child goes to soccer
practice without their cleats. A parent forgets when it is their turn to bring snack for their child’s
class. Even these simple breakdowns can cause more complex problems. Single problems
can easily disrupt other events, setting in motion a day of additional problems. Other events
are rare but have severe consequences. For example, a parent forgets the day of a make-up

soccer game, and does not go to pick up their child

When plans do break down, parents experience various forms and degrees of anxiety (Darrah
& English-Lueck 2000). Anxious parents are often task-focused, and lose the pleasure of time
spent with their children, or watching them play. Parents can become disconnected from the
experience of being parents (Lee et al. 2008). This feeling can be compounded when a
parent feels like they are not performing as good parents, or good exemplars of time and
resource management. These forces exert a cumulative effect. Parents in dual-income families

often feel like their lives are out of control (Davidoff et al. 2006).

Logistics — or the transportation of parents, children and their equipment when and where
they need to be — is central to this family experience. Families rely on routines to help them
reduce the effort required to support the transportation of their children. In this capacity,
routines help reduce anxiety associated with getting people all the places they need to be.
Routines can provide busy parents an experience of more confidence, competence, and

control (Fiese et al. 2002).

Reliance on routines proves to be an effective logistics strategy when days unfold as planned.
For the dualincome family, however, less than half of events unfold in a routine manner
(Davidoff, Dey & Zimmerman 2010). When an activity does not happen in a routine manner,
we label it a deviation from routine. Scheduled deviations from routine occur when the
participants know before the event occurs that the event will not happen in a routine manner.
Examples of scheduled deviations include make-up games (e.g., for when games are rained
out), holidays, scheduled school closings and half-days, and doctor and dental checkups.
Scheduled deviations provide families with time to plan a response to mitigate the disruption

to routine, which can then be minimal (Wolin & Bennett 1984).
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Even more disruptive are unanticipated, unscheduled deviations, which are non-routine
occurrences that cannot be anticipated. Examples include rained-out sporting events,
forgotten items, and sick children. Unscheduled deviations can create some of the most
stressful and demanding situations for parents (Frissen 2000), and can degrade effective
coordination practices (Wolin & Bennett 1984), which can trigger a cascade of coordination
breakdowns (Davidoff et al. 2006).

In this work, we create a link between computational systems and family routines. We
demonstrate that we can use technigues of sensing, machine learning, and data mining to
model a subset of family routines. \We develop a detailed understanding of family routine and
demonstrate how and why this understanding can lead to tangible improvements in the
quality of family life. Specifically, we aim to contain deviations’ capacity to undermine the

family’'s experience of control.

Since we recognize that no computer system will be able to prevent all deviations, we adopt
another approach. Instead, we develop models and applications that can reduce parents’
anxiety response to deviations. Our goal is to develop a system that helps non-routine days
feel more like routine days. And knowing that non-routine days will be cause less negative

affect and disruption, parents will experience less anxiety about deviations in general.

1.1 The Problem

Part of being a parent is taking responsibility for arranging and supplying transportation of
children between various events. The detail and effort to arranging and coordinate the
transportation of people and “equipment” related to school, work, family, and enrichment
activities is a significant task for parents. Planning is constrained by younger children, who
cannot be left alone. Parents must communicate across distance, and adapt plans in real time.

Then parents actually have to execute their plans in a timely manner.

Dual-income families rely especially on routines to support the enactment of their dynamic
schedules. As parents repeatedly perform similar sequences of actions around each pick-up
and drop-off, a routine emerges, significantly reducing the attention required to complete the
task. When tasks unfold in a routine fashion, coordination requires minimal attention to detail.
However, when families must deviate from their routines — e.g., when one parent must travel
for work, schedule an orthodontist appointment, execute a new carpool, or remain home with
a sick child — the likelihood that some part of the plan will break down significantly increases.

These deviations in routines, like when a child is unexpectedly ill, create some of the most
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stressful and demanding situations for parents, and can degrade effective logistical practices,
requiring stressful re-planning and improvising. Because of the closely tied nature of family
logistics, single points of failures can cascade into multiple event failures. A child wakes up late
and misses the bus. When dad drives him to school, he encounters extra traffic and is late for
work. Behind at work, dad asks mom to drive their son to soccer, a task he usually performs.
Mom remembers to pick up their son. But mom does not know to remind him to bring his
bag. They arrive at soccer without the cleats that were in the bag. The son cannot play, and
the coach benches him for the next game. On days when one parent must travel for work,
schedule an orthodontist appointment, plan a new carpool, or remain home with a sick child
these problems are often exacerbated. Parents and children together feel angry, upset and

anxious.

While simple, direct communication between family members can often derail potential
communication breakdowns, any of a large number of possible issues can obstruct
communication and send a day heading towards a coordination problem. For example, a
person might be too busy to call, or outside of communication range, leave their phone at
home or elsewhere. A person might be in meeting, or a location within a building where there
is poor reception. They might leave their phone on vibrate, or another mode that makes it

more difficult to detect calls in real time.

When obstacles prevent communication, family members can either choose to postpone
communication, look for external resources like calendars that contain the needed information,
or make plans using their knowledge of the routine location, availability and intentions of other
family members. Despite their importance to many planning situations, family members rarely
document routine events on their home calendars. In part this may be because routines are
challenging to express in detail, and are frequently evolving, making them cumbersome to
describe. Even when they are articulated, descriptions are often incomplete, missing key
information like which parent will drive. Regardless of the cause, without some form of
documentation, there is no resource that family members can turn to in order to access

routine information.

Without an external resource to rely upon, family members must recall details of other
members’ routines. So when a parent cannot get in touch with a child, and believes it more
reliable to make plans at that moment than to delay planning, the parent will make plans using
information they believe to be true about their child, and here errors can take place. A parent
might make plans for a family member at a time they are not available. They might make plans

that require other people travel over distances that require significantly more time at one time
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of the day than another. A child might assume a parent will be available to drive them one

place when they will not be.

Many coordination problems arise, therefore, when various normal life circumstances prevent
normal communication, and lacking any external resources that contain the necessary
information, family members make plans using what they recall to be the accurate information.
When this information turns out to be incorrect, plans can be made that will contain internal
inconsistencies or situations that will prevent them from being enacted in the real world.
Often, these problematic conditions are not discovered until family members try to enact the
plans. By the time the problematic assumptions are discovered, on-timer plan amendment is
impossible, and the family must respond to the difficult and stressful circumstances described

above.

1.2 A Solution

A lack of access to accurate information about the plans and routine of other family members,
and the need to recall it while remotely distributed, lies at the core of the various coordination
breakdowns that families experience. If a lack of accurate information can lead families to
transportation breakdowns, the most direct solution is to find some way to make this
information available to families. Because documentation is cumbersome if at event possible,

alternative methods would be required.

Because plans elements — and even entire plans — are repeated across time, they lend
themselves to being learned computationally. If plans and routines were made accessible to
sensing systems, applications that employ machine learning and data mining could be used to
automatically document them. The purpose of this work is to demonstrate that this is possible,

and that the outcome is desirable to families.

Thesis Statement

We can learn a model of family logistical plans and routines, and present that

information to families to help them feel more in control of their lives.
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A computational approach to supporting family life would not claim to offer complete, blanket
prevention of coordination problems. Instead, such a system would help families confront the
near inevitable deviations from routine in a way that makes them more pedestrian. Given
these capabilities, family members would not have to attend to deviations from routine with
the same amount of attentional resources. Ultimately, this approach would help family
members be more present to engage with one another as they perform their everyday tasks,

instead of being distracted by the struggle to maintain control.

To demonstrate and validate this thesis statement requires three steps. First, we will need to
investigate family coordination so that we can uncover how a technical system could support
coordination breakdowns. The outcome of this section is a vision for a new kind of system
that relies on sensing and machine learning to support family coordination. Second, to
develop this system, we will need to show that we can sense and leamn several new activities.
Third, we will need to demonstrate that these models provide information that is desirable and
valuable, and can help families solve some of the coordination problems that they face, and

help them feel more in control of their lives in the face of those coordination breakdowns.

1.2.1 Routines can Provide a Novel Resource for Application Design

Whether input manually or as part of a learning system, routines can serve as a resource for
the design of new kinds of applications. In other words, we can use knowledge of how
routines function in the context of family coordination to transform the way we think about the
design of family support applications. Because routines are not documented, they are not
readily available to computational systems as input. Were they to be made available, then a
new kind of information could be provided directly to end users, and could be used by

learning and systems to make higher-level inferences about the state of family logistics.

This particular perspective views the routine as a design enabler. In this sense, routine can be
provided to support applications as a novel kind of input that can then creates or augment the
application’s capabilities. Using routine models, for example, calendaring systems like LINC
(Neustaedter & Brush 2006) and DatelLens (Plaisant et al. 2006) could display implicit routine
events, event times, pick-ups and drop-offs that parents don’t document but are critical to
making effective plans for and that affect others. Family members could see an entire day's
plan, helping make unresolved and conflicting responsibilities salient. In another example,
models of routine could help location systems like Motion Presence (Bentley & Metcalf 2007)
and the Whereabouts Clock (Brown et al. 2007) display where people are with implicit routine

information like future pick-ups and drop-offs, helping remind family members what they need
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to do, and monitoring and peripherally updating an account of routines that happen as

planned, and alerting others as days deviate from routine.

Models of routine could even help parents update plans in real-time, helping parents make
more reliable decisions. As pick-ups happen, reminder systems like commotion (Marmasse &
Schmandt 2000) and PlaceMail (Ludford et al. 2006) could suppress potentially annoying
reminders to perform those pickups. Lastly, models of routine could help reminder systems
infer that a required pick-up is not happening, and remind parents without an explicit creation
of a reminder in advance, creating a new kind of safety net to guard families against this

infrequent but stressful outcome.

To demonstrate the enabling power of routine models, we take the routine model (either
documented in some way by users, or learned by learning systems) and add its capabilities to
an end-user application that shows the overall state of the family logistical plan, in a new kind
of visualization that could be displayed on, for example, an augmented calendar. The new
resource contained in models of routine could create an additional resource that can be made
available directly to end users as novel visualizations. This automated approach both lowers
the burden of user input and introduces new capabilities that no manual system could
possess. Transportation routines, for example, are often not listed on the family calendar.
Access to the routines of other family members can make it much easier to predict where and
when they might be, allowing one family member to plan for the near future participation of
the others and to improvise even when the others are not available to coordinate with. By
showing learned transport routines information, a learning system knows that the daughter,
Jane, usually goes swimming, and that the parent with that usual responsibility has a
scheduled conflict, then a mobile device application could, for example, make this unclaimed

responsibility more salient.

1.2.2 Routines can Provide a Novel Resource for Technical Modeling

To provide applications with access to routine as an input source, the information needs to
either be entered manually, or learned by a learning system. When actualized as part of a
learning system, routines can serve as a resource for new kinds of technical modeling. We
can use machine learning algorithms to extract valuable but currently undocumented
information that would increase a family’s ability to respond to coordination problems, creating

a new resource that currently does not exist for them.
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While researchers have detailed the importance routines play in how people live and work
Winter 1964 (Zerubavel 1981) (Crabtree & Rodden 2004), many researchers in ubiquitous
computing caution that systems designers will find significant challenge modeling the
idiosyncratic behavior patterns that guide people’s lives at the detailed level (Suchman 1983)
(Tolmie et al. 2002) (Swan et. al 2006). Considering these caveats, to develop reliable models
of routine, development should find a level of abstraction at which there is enough regularity

to train statistical models.

Given our understanding of family logistics and the capabilites of modeling, many kinds of
models of routine are possible. To demonstrate this concept, this thesis focuses on routines
of when parents pick up and drop off their kids at their enrichment activities. We select these
routines for two reasons. First, routines of the transportation for activities are a primary
responsibility for parents in dualincome families, and so, to them, represent one of the main
stressors in their lives, as well as one of the keys towards an improved sense of their own
abilites as parents. Second, focusing on the routines of pick-ups and drop-offs allows
technical models to be composed using a single sensor that exists on current, commercial-

grade mobile phones. No special hardware is necessary.

Technical models of routine can provide the engine that drives new kinds of coordinating
support applications envisioned from the study of routine. In other words, a system that has
learned family routines based solely on the movements of individual family members can
provide the information needed for support applications that make appropriate and valued
interventions in family coordination. Such a system can accomplish this by performing three
kinds of learning and inferences. First, the system will mine the dataset to determine logistical
responsibilities, including activity time and location, and which parent is responsible for pickup
and drop-off. Information like which parent makes a pick-up and which makes the drop-off,
and at what time and specific location, are exactly the kind of information that would help with

making plans, re-planning and improvising, but family members currently do not document.

Second, aggregations of sensed information can then be used to predict which parent should
be making a pick-up for a particular activity at a particular time. These learned models of family
routine expand the capabilities of current reminder systems. In their current manifestations,
reminder systems suffer from two limitations. First, they can only remind their users about
things they have specifically stated a priori, which is only a subset of all things that are
forgotten. Second, current reminder systems deliver user-specified reminders even if their
users’ behavior demonstrates that they have not forgotten anything. If such a reminder is

about a pick-up that the system reasons that a parent is on their way to do, this information



Chapter 1. Introduction

could be passed to reminder systems to help them determine if a reminder about a pickup is

actually warranted.

Third, such a system can combine these lower-level contextual details into higher-level
predictions about states of family coordination, like detecting discrete pickup and drop-off
events. This data can further be abstracted to generate a probabilistic model to determine if a
parent is on their way to pick up a child, effectively developing a technique that can be used
to monitor the coordination practice as it unfolds in real time, and assign a probability that a

parent has forgotten to pick up a child.

1.3 Contributions

To prove this thesis, this work crosses the complete spectrum of research in Human-
Computer Interaction (HCI). The work begins with fieldwork dual-income families that
foreground the problems of the coordination of children’s activities (Davidoff et al. 2006).
Seeking to develop applications that help support families through the needs defined in the
first part, the work then describes collaborative design with families to more concretely define
the capabilities of a set of support applications (Davidoff et al. 2007). Having selected an
application domain, the work then moves back to the homes of dualincome families, and
takes detailed observations of the context in which routines participate, carefully allowing for
both an understanding of how to specifically support routines, while at the same time allowing
for the collection of a data set through which models of routine could be developed (Davidoff,
Dey & Zimmerman 2010). With a rich data set in hand, the work then moves on to
demonstrate and validate that the proposed models can in fact be developed without any
supervision (Davidoff et al 2011). Lastly, the work explores the design of visualizations that use
the leamned routine information, and describes an evaluation of those visualizations using

experience prototyping.

This process offers four main contributions around the use of routines as a resource for the
design of novel interactive systems. First, it characterizes the logistics process in the life of the
dual-income family. The examples explain how misunderstandings, miscommunications, and
other trivial events can lead to non-trivial coordination breakdowns. It describes logistical
breakdowns as a problem of information. In other words, if family members had the
information they need, the problems would unfold in a manner of much less impact. This
section also describes the social and moral consequences families experience when their
logistical plans break down. This motivates the work, and helps guide the technical solution

that is the subject of later chapters. This section also introduces and problematizes the central
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concept of control. Logistical breakdowns induce anxiety because they leave parents feeling

at a loss of contrtol.

Second, the work turns the description of family life into a set of design opportunities. This
catalog describes how technical interventions that use sensing, machine learning and data
mining could help family members plan more effectively, more quickly detect plan
breakdowns, and more effectively improvise solutions. This information could also be used to
improve reminder systems, both in the dynamic construction of appropriate reminders and in
the dynamic suppression of inappropriate ones. This section elaborates how these abilities

could augment the capabilities of existing technical interventions to support family life.

Third, the work demonstrates the application of machine learning techniques towards the
accomplishment of the agenda described above using only commercially available hardware.
The proof-of-concept validates the thesis that the above-described applications are both
possible and valuable. While this work describes a research agenda focused on dualincome
families, and offers them practical and measurable benefits, this work also generalizes into
other contexts, offering the potential for contributions in a larger scale. Because routines can
be observed in many places — from the office, to the bathroom, to the health club, to the ball
field, to the garage — an understanding of both their integration into daily life, and the
development of algorithms that can capture and exploit their properties, promises to extend

the same capabilities into these varied domains.

Lastly, the work conducts a laboratory study of a user interface that learned knowledge about
routines can be communicated to parents in a consumable and useful manner. This section
demonstrates the value of having information about routines, and validates the work to learn

routines (or manually collect them)

Collectively these contributions support the main thesis, that routine presents a rich and
enabling abstraction for the design, modeling, and application of learning systems. The
ultimate outcome of this work is the foundation for a new kind of technology to support family
coordination, and by providing them with more time to enhance the things that they value —

their identity, their relationships, and their attention — and nurture family relationships as well.

1.4 Organization of this Document

The organization of the chapters in this document roughly corresponds to the contributions

listed in the previous section.
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Chapter 1. Introduction

Chapter two, Related Work, describes how this dissertation is situated within the histories of
research across all the disciplines that it touches. The section links sociology of the family to
product attachment theory, to machine learning, data mining and pattern recognition, to

information visualization, and all within the context of human-computer interaction.

Chapter three, Investigating opportunities for Technology to Increase the Feeling of Control,
draws on roughly three years of fieldwork with over fifty dual-income families to set the stage
for the problem. It describes the underlying issues that contribute to problems of family
logistics, and connects these coordination breakdowns to social problems of anxiety and, and

the feeling of life out of control.

Chapter four, Routine as Resource for the Design of Learning Systems, defines how we can
use observations of family routine to develop a design strategy, looking to guide the
development of applications to support issues identified in the previous chapter. This chapter
concludes that we can view breakdowns as a problem of undocumented information. This
chapter then introduces how we can use sensing and machine learning to automatically
document the missing information. It provides a plan through which family logistical routines
could be learned using the GPS in commercial mobile phones. It also describes how the same
approach could be used as a general purpose technology to augment the capabilities of

existing coordination support systems.

Chapter five, Routine as Resource for Sensing and Modeling, provides technical verification of
the thesis statement. It describes the collection of a massive data set of family coordination,
and defines the techniques of sensing, data mining and machine learning that together
generate the needed but undocumented information outlined in Chapter three. This chapter
describes the gradual abstraction from low-level sensor data to higher-level inference about

the family’s context. An evaluation of each model is also presented.

Chapter six, Validation, describes two laboratory studies that evaluate the thesis. The studies
examine if the information learned through the use of machine learning ultimately provide
information that family members find useful. The experiments develop a novel visualization,
the Family Time-Flow (FTF), that is used to encode the leamed information. Through the use
of experience prototyping, family members are asked to respond to common stressful
situations using the information generated by the technical models, and visualized on the FTF.

Semi-structured interviews and the TAM-3 scale provide supporting evidence.

M
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2.1 The nature of routines

S.G. Winter first defined routine as a ‘pattern of behavior that is followed repeatedly, but is
subject to change if conditions change' (Winter 1964, p. 263). Arthur Koestler later described
routines as 'flexible patterns offering a variety of alternative choices’ (Koestler 1967, p. 44).
Looking at organizational routines, these functional descriptions capture the practical behavioral
outcomes of routines. Routines help people decide what to do. The definitions also capture
that routines are not a policy or mandate, but are flexible heuristics. More recently, Nelson and
Winter describe routines as a kind of social genetics (Winter 1994). They observe that routines
serve the social function that DNA serves at the biological. From generation to generation,
they observe, routines preserve an ordered sequence that serves as the template for future
generations. Because this template is relatively stable, they compare this to the genetic
property of inheritance. Routines also do develop and vary in ways that can be hard to predict,
which they liken to mutation. Most tersely, Cohen and Bacdayan simply call routines ‘patterns
of interaction” (Cohen & Bacdayan 1994), emphasizing that they involve decision-making

within an environment of expectation.

Some researchers have examined the flexibility of routines. Feldman compares routines to
musical improvisation, where musicians listen to what others are playing, while attending to
and responding to the actions of others, and to the situation (Feldman 2000). In this sense, a
routine is not a scripted musical score. Like the jazz musician, a person performing a routine
can maintain a fairly large space of autonomy while still acting within a set of acceptable

conventions.

Pentland and Reuter examine how routines come to exist. They describe routines as “effortful
accomplishments” created from an assortment of possible choices (Pentland & Reuter 1994).
In this sense, the performance of each routine is explored against a background of rules and
expectations, but the path a person chooses to follow is always in some way novel. Routines
evolve from the repeated performance of an activity. People remember the successful
performances of their activities. If the same behavior, when repeated, continues to deliver
successful results, are it often grows to be a more reliable behavior. Much in the way people

learn to drive, with each performance, individuals move from novice to expert. The behavior
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becomes requires less conscious deliberation, and becomes more incorporated as tacit and

procedural.

This transformation makes them easier to perform but at the same time harder to explain
(Cohen & Bacdayan 1994). Participants in routines can, for example, characterize their actions
(e.g. driving to school, planning a ride for a child) but they struggle to describe how they
perform those same actions. Individuals follow routines without deliberation, conscious or
explicit attention (Pentland & Reuter 1994), making their performance ‘uneventful’ (Szulanski
1996) or ‘unremarkable’ (Tolmie et al. 2002). Routines in effect allow people to carry out their
daily tasks without demanding their full attention. Because routines do not require attention,
people are not usually aware of them as long as they run smoothly, and only become aware

of them when they do not (Twomey 1998).

2.2 Families, Routines and Control

Routines of domestic life have been a subject of anthropological and sociological interest for
some time. Ethnographic studies have describe a variety of routine on subjects, from
household communication (Crabtree et al. 2003) and its relationship to locations (Crabtree &
Rodden 2004), time management (Fleuriot 2001), communication technology (Frissen 2000),
the meanings of calendars (Taylor & Swan 2005) and types of calendar use (Bernheim Brush
& Combs Turner 2005), knowledge specialization (Rode, Toye & Blackwell 2005), and the role
of routines (Tolmie et al. 2002). More comprehensive studies include a survey of technology
use by form factor, and coordination with respect to the adoption of handheld computing
(Beech etal. 2004).

Ethnographers have spent much attention examining daily life in dual-career families
(Venkatesh et al. 2003), (Darrah & English-Lueck 2000), (Darrah, English-Lueck & Freeman
2001), (Darrah 2003), (Darrah, Freeman & English-Lueck 2007). One key concept that
emerges from these studies is the notion of “busyness,” which Darrah defines as “Increased
obligations of daily life and the activities required to meet them.” Parents survive their many
obligations by blurring the home and work selves in an extended multi-tasking Darrah calls
multi-contexting. Parents bring their home responsibilities to work, and work responsibilities
seep into home life. The two lives interleave, and parents often need to manage activities for
their professional and familial selves simultaneously. These parents don't just want to
complete their myriad of responsibilities, but to complete them in a way that allows them to

feel in control (Bandura 1997) — a situation Darrah describes as ‘mastery’ of busyness.
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| chose the dual-income family for study for several reasons. First, dual-income families often
rely on plans and routines to help them manage the busyness of their lives. Second, because
the dual-income family is the fastest-growing family demographic in the United States (Unites
States Census 2009), (Cherlin 1988), this work can potentially impact a large population. Third,
unlike many audiences targeted by the ubicomp community (e.g. seniors), dualincome
families are a good population to study because they already look to technology to help them
manage their busyness and improve the quality of their lives (Frissen 2000). Fourth, families
depend heavily on routines to help them navigate their many responsibilities. These parents
face complex logistical challenges as they arrange the transportation and coordination of
people and "“equipment” related to school, work, family, and enrichment activities (Darrah,
Freeman & English-Lueck 2007). And fifth, when coordination breakdowns occur, families
experience heightened anxiety. Parents become so task-focused that they ignore or lose track
of their children, and even leave them at events for extended periods of time. Even the idea

that such an outcome could occur also causes parents to experience heightened anxiety.

Families use routines as one of their principle ways of maintaining a feeling of control over
their lives and their environment. A form of habituated memory (Wakkary & Maestri 2007),
routines liberate attention, helping people to feel more in control of their environment (Beech
et al. 2004), and enabling the enjoyment of everyday experience (Tolmie et al. 2002). Parents
often create routines intentionally, appropriating artifacts in their environment to do so
(Crabtree & Rodden 2004) (Bernheim Brush & Combs Turner 2005) (Elliot, Neustaedter &
Greenberg 2005). For example, in many families, when parents arrive home, they place malil,
keys, wallets, mobile phones, and other small items by the door. This often becomes the
routine location for these objects. Tables, staircases, coat racks, and other objects that are
near the door are absorbed into these ‘arrive home' activities, and also become part of the
routine. When routines are used, parents generally feel more competent and children show

improvements in their physical and mental health (Barnett 1994).

Parents often critique and evaluate their routines in an effort to optimize them for their
particular needs (Wakkary & Maestri 2007). A parent might place a cell phone charger near the
door so they can plug their phone in every day when they return home. Plugging in their
phone becomes part of their routine, and the routine becomes more efficient. The parent is
more likely to have a phone that is charged, and the routine location of the charger saves the

need to locate the it every day.

However, even well-articulated, well-practiced and well-executed, plans and routines offer little

protection against unexpected changes, such as when a child is sick and needs to stay home
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from school and other activities. These deviations in routines create some of the most
stressful and demanding situations for parents. These coordination failures exert a strong
influence on everyday family life. The failure of one part of a plan can lead to the successive
failure of multiple parts of a plan, a phenomenon described by Frissen as a “house of cards”
(Frissen 2000). For the Dutch families studied by Frissen, she observed that the feeling rarely
subsides, leading to what she described as “the rush hour of life” (Frissen 2000), where lives

come to be dominated by a feeling of being both in a hurry and out of control.

Parents employ a strategy of flexibility to help them manage busyness (Darrah & English-Lueck
2000) (Davidoff et al. 2006). Because routines can be susceptible to change, early planning
investment can easily become wasted effort. When Dad gets the new soccer schedule, for
example, he knows that he will establish a routine, and might agree to drive for the first game,
but he often won't fix a time until game day. In this sense, plans acquire details when
necessary, but not before. This strategy of incremental precision provides more flexibility

when parents need to improvise.

2.3 Current approaches to family support systems

Many researchers have developed systems that support the domestic experience in a variety
of ways. Each looks at a particular set of applications as a way to help families regain aspects of
control over their lives. Applications developers often look to augment traditional logistical
support systems, including calendaring systems, reminder systems, and location and
awareness systems. Smart home researchers often look to support the domestic experience

by creating end-user programming systems for the home.

2.3.1 Digital calendaring systems

Researchers augment family calendars as a way to increase what people can remember,
especially appointment. Digitized calendars like LINC (see Figure 2.1) translate the traditional
calendar into a digital form. Access to calendaring information, and the ability to record events
are extended beyond the confines of the home, to locations like the ball field, the playground
and the school yard, as well as to a variety of locations within the home (in addition to the
central location of a large paper calendar) where planning is also likely to occur (Neustaedter &
Brush 2006).
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Figure 2.1. The LINC digital calendar (Neustaedter & Brush 2006) offered families three
means to access — a tablet PC for the home (left), a web-based application (middle), and a
mobile phone app (right). The application prioritized the expressive capabilities of inkable
paper calendars.

Field trials of LINC expanded understanding of mobile planning. First, log analysis showed that
the desktop web version of the calendar dominated the tally of entry modalities, reflecting that
despite the number of tasks that occur when mobile, users were still often nearby desktop
computers, and perhaps even preferred its easier input to the mobile device. Also, interviews
showed that individuals expressed a desire to enter planning information from within multiple
locations within the home(Neustaedter 2007). Despite the physical centrality of the calendar
(Bernheim Brush & Combs Tumer 2005) (Crabtree & Rodden 2004) (Davidoff, Dey &
Zimmerman 2010), information about events could be triggered by any number of interactions
throughout the home, and users desired the ability to input and access that information fluidly

even while at home (Neustaedter, Brush & Greenberg 2006).

The capabilities of digital calendaring systems could be extended to meet the needs that
recent field studies of family coordination have brought to light. First, digital calendars can only
display information that is recorded on them. Various studies of calendaring applications show
that calendars contain largely non-routine information (Zerubavel 1981) (Beech et al. 2004)
(Davidoff, Dey & Zimmerman 2010) (Davidoff, Dey & Zimmerman 2010), but families often
need the most support during days when they deviate from their routines (Frissen 2000)
(Davidoff et al. 2007). In other words, calendars remind family members of non-routine events
that are upcoming, but they do little to help family members as they make plans that require
information that is not recorded on them, or when improvising new plans in response to
external circumstances. For example, when mom goes out of town on business, dad
assumes mom's usual job to drive their daughter from school to violin lessons. Mom might
remind dad on the day of the pickup, and make sure he has the school's number just in case.

However, on those routine days, mom also brings her daughter’s violin music to work with
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her. Mom can go directly from school to violin with everything that her daughter needs.
Because this behavior is routine, mom probably didn’t write it on the calendar. Because it is so
routine to mom, she might assume that everybody in the family knows that she takes the
violin music with her to work, or assumes that it is obvious that one should do it. No digital

calendar will help prevent a situation where there is no record of what needs to be done.

2.3.2 Digital reminder systems

Digital reminder systems can deliver pre-defined information to a variety of devices, including
mobile phones and large displays. Sellen et al's Home Note System (Sellen et al. 2006), for
example, provided a situated tablet display in a central area of the home (see Figure 2.2). The
system provided a flexible way for users to enter reminders both directly on the device using a

stylus, or remotely via SMS.

07875 488278 -- 07:15 07816 783384 T o712 07875 488278 —

J | — J

Could u pick me up at ; )_ Q
n 3.15 as ruth doesnt need Doﬁ'\ Foo Qi T wW& ‘9. A

a lift home. il still meet u \/.; WL WS>
Jok

by the post box. Have a
Q +
Bt | n X
i /
Dad W,

good day. X B.S S

Figure 2.2. The HomeNote system (Sellen et al. 2006) allowed users to enter reminders
directly on a tablet PC via stylus, or remotely via text message. The display was displayed
centrally in the home. While messages often included functional tasks (above left, center),
it also naturally supported social communication.

HomeNote, and reminder systems in general, prove to be a useful ways to send messages to
yourself and others in a near-term future, containing specific information about a task or chore

(see Figure 2.2 left, middle).

Context-aware reminder systems trigger alerts as people approach pre-specified places both
inside (Kim et al. 2004) and outside the home (Marmasse & Schmandt 2000) (Ludford et al.
2006), or even when pre-specified situations unfold (Dey & Abowd 2000).
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Figure 2.3. Left, the comMotion system (Marmasse & Schmandt 2000) links information
from a list with a pre-defined location. The reminder is triggered when the user enters the
pre-defined location. At center and right, the Cybreminder system (Dey & Abowd 2000)
links information with a combination of contextual details that when combined by the
specified logic, trigger the alarm.

Like digital calendars, digital reminder systems extend the capabilites of paper reminder
systems to anywhere with network access and a display (Neustaedter 2007). When the
needed information is known in advance, and a contextual trigger can be identified, this
approach to memory support proves very effective. This approach proves less effective when
less predictable information or situations lead to forgetting. A reminder system can only help
remind family members of items they specifically create reminders for. Research on dual-
income families, however, shows that many breakdowns can often be unanticipated (Frissen
2000) (Davidoff et al. 2006), or involve information that could have not been known
beforehand (Colbert 2002) (Suchman 1987), making the task of manually creating an

appropriate reminder in these situations impossible.

The alert time associated with a reminder is also a nuanced concept. For example, once a
month parents of young children often need to bring snack in for their child’s entire class. This
event happens monthly, but often not on a predictable day, or even day of the week. A
location-based system might trigger the a reminder when the parent is near a store that sells
the snack, but the parent does not want to buy the snack so early that it goes stale. A time-
based reminder might trigger an alarm on snack day morning. The parent needed the
information, however, on the night before snack day, when they would have had sufficient

time to purchase the snack in a way that was less hurried.

2.3.3 Digital location and awareness systems

To support various forms of coordination and awareness, people also share their geospatial
position via location systems. Location information can be shared on mobile devices, or

situated displays (Brown et al. 2007), and can provide literal place names, a limited subset of
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places (Brown et al. 2007), obfuscated places names (e.g. Carnegie Mellon, Newell-Simon

Hall would read “work”), or even simply their status as ‘moving’ or ‘not moving’ (Bentley &
Metcalf 2007).

Call me. On my

way home

Figure 2.4. The Whereabouts Clock (Brown et al. 2007) is a situated display that reduces
location to ‘home,” ‘work,” ‘school’,” and ‘other.” Family members show an ability to read
additional information from the message’s context.

The Whereabouts clock (see Figure 2.4) combines a situated display with a limited set of
places, including one flexibly (re-)defined by user families (Brown et al. 2007). Family
members demonstrate an ability to infer a great deal more information than is displayed.
Relying on their rich knowledge of one another’s routines, family members interpret ‘travel’ at

9am to mean the person is going to work, and at 5pm that the person is on their home.

Displays of this nature can provide information, and through that information, an increase
sense of connectedness (Brown et al. 2007). These displays include only a portion of the
information that dual-income family members might need when trying to make or improvise
plans. Also, since the display always shows the current location, no space is given to a
location history. Even when a parent has made an important pick-up of a child, this information

is not included on this display unless expressly communicated.

Location and awareness displays do show that they can increase perception of control by
knowing here others are and sharing your own location. Remotely coordinating parents still
have to maintain regular communication to make sure that everything is going according to
plan. Similarly, information like travel does not indicate a destination, and so a parent will not
feel in control if they know that their partner is traveling but they do not know if their partner is
traveling to pick up their child. Similarly, early in the day, a location system does not declare

which parent has responsibility for a pick-up later that day. Often miscommunications and
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misunderstandings are only discovered at events time. A display with a richer source of
information would be able to help parents identify unclaimed responsibilities before task

execution time.

2.3.4 End-user programming systems for smart homes

Another view we find in the research community is to give people more control of the devices
in their home. End user programming comes through the ability to specify how to use your
things. These end-user programming systems explore a creative a wide assortment of
interfaces to provide end-users control of the devices in their homes, including natural
language (Gajos, Fox & Shrobe 2002), Figure 2.5, interlocking puzzle pieces (Humble et al.
2003), visual programming (Jahnke, d'Entremont & Stier 2002), programming by
demonstration (Dey et al. 2004), and magnetic refrigerator poetry (Truong, Huang & Abowd
2004).

Figure 2.5. The Jigsaw end-user programming environment allows users to assemble new
services using interlocking puzzle pieces. Services might include box is empty (top, left),
add to shopping list (middle left), and send by SMS (bottom, left) to create a service that
automagically adds empty food items to a shopping list, and then sends the list to the user
by SMS.
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The end-user programming approach offers home-dwellers several potential benefits. It
provides users control over an unpredictable confederation of interoperating devices (Newman
et al. 2002), and allows users to customize services as they might see fit (Humble et al. 2003),

even inventing new services (Truong, Huang & Abowd 2004).

While end-user programming systems can potentially return a limited measure of control to
users (Barkhuus & Dey 2003) (Dey & Newberger 2009), ultimately, framing the problem as
end-user programming leads researchers to view the research and evaluation in terms of
control of devices. Our fieldwork on dualincome families, however, shows that more than

control of their devices, families desire more control of their lives.

To view family support systems as a problem for smart homes, then the notion of home
control should be widened to include not just control of artifacts and tasks, but control of the

things families most value — their time, their activities, and their relationships.

2.4 Returning control to the family

The historical record of domestic technology provides evidence for a cautious approach.
Central heating, for example, advertised the gift of climate control. This comfort, however,
destroyed time spent together surrounding the central hearth (Wyche, Sengers & Grinter
2006) As a historical pattern, this counsels that the promise of control does not guarantee its

delivery (Cowan 1989).

This thesis offers not only a technical answer, but one that includes a learning system. The
use of learning systems in the home has also received cautious attention. Ethnographers
skeptically wonder if science will deliver models robust enough to interpret the deeply
idiosyncratic human behavior (Suchman 1983) (Tolmie et al. 2002). And Taylor et al. argue that

we should augment the intelligence of people, not houses (Taylor et al. 2008).

Our work builds upon these findings, extending them into the complex and highly nuanced
context of family coordination. We model a family as a group of collaborating dependents, not
independent individuals (e.g. (Gonzalez, Hidalgo & Barabasi 2008) (Brumitt et al. 2000) (Liao et
al. 2007), (Marmasse & Schmandt 2000)), With multiple people, we can introduce models of
collaborative family goals, like when parents pick up and drop off children, and whether a pick-
up might be forgotten. Currently, the only extant notification mechanism we know for
forgotten children arrives as phone calls from impatient day care managers (Gneezy &

Rustichini 2000), embarrassed friends (Darrah, English-Lueck & Freeman 2001), or irritated
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spouses (Davidoff et al. 2006). Notification of this event in any form would present a significant

contribution to family life, and create a new kind of safety net.

2.5 Modeling Routines

For families, routine information proves to be important but problematically undocumented.
The central thesis of this work is that the very performance of routines by family members can
be learned, creating a resource that helps family members feel more in control. In this section,
we discuss previous work in learning and modeling routines, and conclude with prior work on

applications of routine models.

Brdiczka, Su and Begole (Brdiczka, Makoto Su & Begole 2009) used temporal patterns (T-
Patterns) to define characteristics of event routineness. Researchers have applied a variety of
other technical approaches, each describing what could be described as a facet of
routineness, or some of its key features. This long list includes Bayesian posteriors (Horvitz
2002) (Krumm & Horvitz 2006) and networks (Tullio 2002)Fogarty et al. 2005, Topic Models
(Huynh, Fritz & Schiele 2008), Nearest Neighbors (Van Laerhoven, Kilian & Schiele 2008),
Clustering (Begole, Tang & Hill 2003), Dynamic Bayesian Networks (Liao et al. 2007), Markov
models (Marmasse & Schmandt 2000) and information entropy (Eagle & Pentland 2006)
(Ziebart et al. 2008).

These technical models are then proving useful computational abstractions across a variety of
domains. They have been used, for example, to improve the classification of domestic
activities (Huynh, Fritz & Schiele 2008) (Van Laerhoven, Kilian & Schiele 2008) to create
opportunities for workplace communication (Begole, Tang & Hill 2003) (Tullio 2002) Fogarty et
al. 2005. GPS data has provided a gateway to many of those capabilities. The predestination
algorithm (Krumm & Horvitz 2006) uses USGS survey data to define a prior on destination
(Figure 2.6, left) and then can marginalize over destination for each individual using their

destination history (Figure 2.6, right).
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Figure 2.6. The predestination algorithm discretizes the city into a square-kilometer grid,
and assigns a prior probability to each cell using USGS data (above, left). The algorithm
then marginalizes over destination per individual, allowing for the computation of a
Bayesian posterior on destination for each individual (above, right)

Researchers have used GPS data to model geographic mobility (Gonzalez, Hidalgo & Barabési
2008), social networks (Eagle & Pentland 2006), and navigation for the cognitively impaired
(Liao et al. 2007). Our technical work on routine models extends this work on GPS data
streams into the context of the family, and builds upon this history of technical development in
several ways. First, rather than modeling independent individuals e.g. (Van Laerhoven, Kilian &
Schiele 2008) (Liao et al. 2007), family coordination involves multiple individuals that share
dependencies on one another and external events. Second, our work is the first
demonstration that we know of demonstrates the sensing of pick-ups and drop-offs. Third,
our work is the first demonstration that we know of that demonstrates the prediction of which
parent will make a pick-up or drop-off. And last, our is the first demonstration of the prediction

of pick-up time by parents.

2.6 Visualizing Routines

To demonstrate the value of the routine models, we create an application that displays a
family’s plan for the day. This application develops a visual vocabulary that encodes place and
time for various individuals, and overlays key events like pick-ups, drop-offs, and most

importantly, unclaimed responsibilities.
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Chapter 2. Related Work

This work builds upon research in information visualization and geography on the
representation of time and place. Tufte (Tufte 1983) points to Marey's depiction of the Paris to
Lyon train schedule as an early example of time-series data representation (Marey 1880). In
this visualization (Figure 2.7) rows represent places, and columns represent time. Trains move
in diagonal lines from top to bottom. The slope of the line corresponds to the speed of the

train. Places are roughly spaced in proportion to their distance.
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Figure 2.7 .Early work on time-space visualizations includes Marey’s depiction of the Paris
to Lyon train schedule.

These visual techniques enter the modern vocabulary through the work of Swedish
Geographer Torsten Hagerstrand. He developed ‘Time Geography’ to investigate a spatial
dimension to human behavioral rhythms (Hagerstrand 1969). Hagerstrand's version preserves
the relationship of the two spatial axes (Figure 2.8), and adds a third dimension to represent
time. Time spent at a location is drawn with a horizontal line. Travel between locations is drawn
with a diagonal line. When flattened, the bottom plane of Hagerstrand's visualzation forms a

map of all the places a person visits.
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Figure 2.8. Early work on time-space visualizations includes Hagerstrand'’s time geography.

The emergence of scientific management (Taylor 1911) gave birth to what we now refer to as
the Gantt chart (Gantt 1910), which decomposes a larger activity into various sub-activities, and
displays them on parallel timelines. Critical to industrial planning, the Gantt chart adds the

notion of the dependency to the previous works on temporal visualization.

Scientists turning their attention to routines then could begin with a firm foundation, but need
to adapt extant visual forms to meet their particular needs. Begole et al. experiment with
variations as they develop ‘rhythm models’ (Begole, Tang & Hill 2003) to represent an

individual's aggregate computer activity (Figure 2.9).
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Figure 2.9. Various expression of computer activity routines take from Begole et al.’s study
of workplace rhythms (Begole, Tang & Hill 2003). Activity is summed over time, and then
represented various ways, include a heat map (second from top) linear heat map (third
from top) and a line graph (bottom) line graph.

Eagle and Pentland Eagle & Pentland 2009 draw a timeline to represent time and location data
for each person-day, group the data by day, and lay them in parallel creating a nominal heat
map. Color represents a rough nominalization of the place data (Figure 2.10, left), and

transformed into a binary matrix (Figure 2.10, right), a column of person-days for each place.
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Figure 2.10. Eagle and Pentland Eagle & Pentland 2009 display routine locations as a heat
map and binary matrix.

Because our work focuses on ways to develop a visualization to be used by families as a
coordination tool, we add to previous work the ideas of multiple individuals, responsibilities,
and various types of travel. Also, the graphics are meant to be interactive and not static

representations, and exist in both large display and mobile phone forms.
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Chapter 3. Investigating Opportunities for Technology to

Increase the Feeling of Control

To define both the roles that routines play in family life, and to understand how technology
based on routines can appropriately support families, | undertook extensive fieldwork and

design exploration with over 50 dual-income families

First, we describe a yearlong field study of 24 dualincome families. The study included
activities like semi-structured interviews, shadowing, artifact walkthrough and role-playing. A
cultural probes package was also provided to families, to capture emotional qualities of
parenting. Second, we condensed over 100 design concepts into 20 storyboards and again
engaged 22 families in a needs validation study. The study quickly identified that
transportation of children to and from their activities was both stressful, and an area in which
families deeply desired support. Third, we engaged in user enactments of 27 application
concepts with 22 dualincome families, to explore the many ways in which we might choose

to support kids" activities.

From the first field study through user enactments, we evolved our perspective on how to
help families feel in control by better supporting their logistics. It helped us realize that the
work surrounding kids" activities actually sits within the much larger, principal task of the home
— raising kids. Though our early applications focused largely on kids' activities, user
enactments revealed that applications cannot decouple support for kids’ activities from the
fundamental act of parenting. In other words, parenting and kids’ activities are contextually
bound, and applications expecting to focus on one necessarily will need to be aware of the

otherin order to deliver appropriate assistance.

In this chapter, we describe each field study in more detail, describe the observations and
findings, and ultimately link those together to point towards a new perspective on family

support applications.
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3.1 Field Study

3.1.1 Field Study Approach

Our study began with an exploration of the needs of 24 dualincome families with school age
children. Fieldwork began with three-hour contextual interviews in the homes of the families.
Time was organized to include directed storytelling, artifact walkthrough, and role-playing

activities. The entire family was asked to participate in all the research activities.

Our families were solicited through bulletin board advertisement, and in person at shopping
malls. We screened families in order to include a wide range of professions, ages of parents
and children, and economic class. We required both parent works outside of the home, and
that parents share responsibility for transporting their children (see Appendix A for

demographic information on participating families.

Prior research identified the “wake up” and “arrive home"” times as key opportunity areas for
smart home assistance, so we focused our investigation on those time windows. During
directed storytelling we solicited personal accounts of waking up or arriving home from
particular family members. In addition, we asked them to act out the scenes so we could
better understand the relationship between their routine and its context. During the artifact
walkthrough, we asked families to demonstrate the use of their main coordination artifacts,
often a large kitchen calendar, and their various personal calendars. During role-playing, we
asked families to pretend to coordinate for a fictitious school field trip, for which we provided
simulated school paperwork. The interviews covered both predictable days, like weekdays and
weekends, schedule deviations like business trips and holidays, and unscheduled deviations

such as sick days or miss-the-bus days.

To gain additional insight into the wake-up and arrive-home activities, we left families with a
cultural probe package (Gaver, Dunne & Pacenti 1999). The package helped us identify
emotional connections between families and their homes, and how families define
themselves through their possessions and uses of their artifacts. The package explored the
stressors and pleasures of waking up and arriving home, and the parts of their lives that make
them feel like good moms and dads, in the form of several, freeform exercises. Parents were
given packages, and asked to complete them over the course of two weeks. The package
included a photography activity. Parents were given a book with stimulus questions, free
response text space, and a camera to photograph ideas, insights and inspirations of vignettes

related to the stimuli (see Appendix B for details on the probes package).
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To ask parents to explore the concept of home automation without the implications of a
computer, we created a storytelling exercise that asked parents to describe what they would
want an omnipotent jinni to do for them in their homes. Finally, to capture specific stressors,
or triggers to feeling out of control, we asked parents to log their wake-up and arrive home
activities for a week. We captured their stress and hurriedness levels, principal activities,
immediate needs and preoccupations. These logs provided a rich description of how families

prioritize competing needs

3.1.1 Field Study Findings

Many of the logistical challenges that produce this feeling of “life out of control” can be traced
to the enrichment activities of children. While work and school add to the complexity of daily
living, they tend to present predictable logistical needs, many qualities of enrichment activities

make them more difficult to convert into a routine.

Many enrichment activities present rapid seasonal changes. Most competitive sports, for
example, have games that occur across seasons that last no more than ten weeks. They also
require constantly evolving transportation needs. And they often present both scheduled and
unscheduled attendant responsibilities. These factors make them much more resistant to the
development of a consistent routine and much more likely to cause a breakdown requiring
improvisation to the underlying logistical plan. Other sources of loss of control can be
attributed to unscheduled events like sick children, or missing the school bus. Generally our
families address this loss of control by increasing their flexibility. We consider this situation in

more detail.

Dual-income families fill their children’s lives with enrichment activities. These activities benefit
the children in many ways such as teaching values, providing physical fitness, teaching
competition and teamwork, supporting existing social structure and providing supplemental
education. Families often select activities based on long-term goals such as preparing their
kids for a successful career or increasing the chance of college admission to selective schools
(Darrah, Freeman & English-Lueck 2007). In addition, the activities often serve as de facto
“babysitting” to help cover the time parents are at work. Every child in every family we

interviewed participated in at least one (and on average two) enrichment activities.

While children form the principal participants, enrichment activities affect every member of the

household. In addition to the management of their households and the completion of
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whatever work they might have brought home, parents are charged with the successful

logistical management of their children as they relate to these activities.

Family J's soccer practice shows the logistical complexity of a typical enrichment activity. For
transportation, practices are held in one of two locations. Games are held in any number of
locations. Locations are printed on the team schedule, which is kept on the family refrigerator.
This sheet has no directions. Parents who carpool have to coordinate who picks up and who

drops off. Practices start at consistent times, but games start at one of three times.

Children must come prepared. If the eventis on turf, kids will need to bring their flat shoes. If
the event is on grass, they will need to bring cleats. Children always need to bring their shin
guards and kneepads. Games require either the home or away uniform. Practices require
practice jerseys. All clothes need to be laundered, which often means washing them the night

before so that they are clean for the day of use.

Three families bring refreshments to each game — juice for players during the game, juice for
after the game, and oranges for halftime. This information is printed on the schedule on the
fridge. Forgetting comes with a high social cost. Either the team goes thirsty, and the child is
embarrassed, or the parent has to face the panic and stress of racing to get kids to the field on

time while running to the store to buy drinks or fruit.

The act of leaving the house, is rarely “simple.” To get the kids to school, parents need to
make sure children are awake, washed, dressed, fed, and have transportation. They have to
make sure children have lunches, homework, gym clothes, musical instruments, permission
slips, and if young, are dressed appropriately. These activities depend on the (sometimes
unwilling) participation of the child(ren), the coordinated use of (or competition for) scarce
resources (e.g., bathroom time) with other family members, and the presence of these and
other resources (e.g., school bag) along with the knowledge of their whereabouts. Our Family
H's Dad described a successful morning as one where “we all get out the door, and there are

no major disasters.”

Routines allow families to function without having to carefully consider every option at every
moment (Tolmie et al. 2002). Routines allow parents to walk out the door every day without
having to create a new plan to dress themselves, get the kids ready, make breakfast,
remember to take their keys, arrange for the carpool, and drive to work. However, routines for
enrichment activities prove difficult to construct. And even when possible, these routines
provide many opportunities to break down. Their high variability in both detail and

responsibility make construction of a “normal” routine difficult. In addition, most of these
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activities do not run for an entire year. Instead they are “seasonal,” forcing families to

constantly re-adjust schedules as seasons end and new seasons begin.

Transportation to activities such as team sports regularly involves variability in the routine. Most
dualincome parents needed to rely on others to provide some transportation due to other
commitments in their complex schedules and due to the different locations and times of the
events. In addition, many activities require sporadic use of special equipment such as the

types of shoes and uniforms mentioned above.

Timing and order also play major roles in the capable execution of enrichment activities,
adding further to their logistical complexity. Many activities, like musical groups, require special
equipment. And since children often go to their activities directly from school, children must
take this equipment with them in the morning, extending the time window of responsibility to
the morning of the event. For Family H, washing soccer uniforms extended responsibility to

the night before the event.

Responsibility can even extend significantly further than a single day. Family H, for example,
has to bring in snacks for the entire class one day each month. Parents have to remember this
day, and make sure to have enough snacks for the entire class in the house on the morning
of the day on which the snack is their responsibility. This extends the time window for the
event as far back as the weekend before the event, when Family H would go food shopping

for the week.

Because children and parents are so interdependent, their schedules are united by a chain of
dependency. Small failures that affect one individual can extend individual failures into
multiple, shared coordination failures. We found this scenario to be common among our
participant families: Mom might be running behind for a business meeting, so she needs the
bathroom first. Her Son is forced to shower second, and misses his bus. Dad then has to drive

him to school, which makes him late for his morning meeting.

The chain of dependency can also become more complex when parents, out of necessity,
divide the jobs surrounding certain tasks. For example, in Family H, it is Dad’s job to get their
Daughter ready for ballet, and it is Mom’s job to take their Daughter to ballet as part of a
carpool. When Mom goes away on a business trip, and the carpool parent providing the ride
calls with a cancellation, Dad lacks the resources to easily arrange a new ride. He does not

know which other parents he can lean on, as this task is not part of his regular responsibilities.
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Not enough gas in the car, traffic, a forgotten briefcase, an extra trip to the grocery store — all
simple events that might delay one person — cascade into the schedules of other family

members, who all depend on one another.

It would seem that if enrichment activities caused so much distress and made families feel
“out of control,” then a simple strategy to regain control would be to do less. However, this
strategy is conspicuously absent in dualincome families. The parents in our ethnography
value the enrichment their children receive through participation in these activities. In addition,
participation allows them to demonstrate their mastery of “busyness,” and the ability to
master busyness is one of the values these families who have generally self-selected to be

dual-income wish to pass on to their children.

Families exhibited many behaviors that allow them to manage this hyper-busyness. Some
families imposed simple rules. Family L, for example, limited their four children to no more
than three activities each. Many families assigned responsibilities for specific events to
particular parents, liberating the other parent from dealing with those details. All our families
leveraged some technological infrastructure (Frissen 2000) and had routines surrounding its

use.

In general, we observed across almost all coping strategies, a quality of flexibility. One
flexibility strategy involved incrementally adding details to plans as they became necessary.
This means that a plan will have a general outline — include activities, tasks, and the places
they occur — and can eve be partially ordered, but are not completely specified. By not
specifying parts of plans that change often, parents save themselves from having to re-plan
their day with every change to the volatile event. Instead, parents concretize the missing
details of the plan at the last possible moment, allowing them to have a plan. This tendency

causes long-term plans to differ substantially from short-term plans.

Long-term plans tend to resemble rough sketches. When Family H learns their day for snacks
is weeks away, Mom puts the snack calendar on the fridge. She does not consider what
snack to get at that time because what she buys will depend in part on what her daughter
wants and what other families have provided that week. She doesn’t know if she will purchase
the snack when food shopping the weekend before or if Dad will have time to pick it up on
his way home the night before. Only summary knowledge is either known or even possible to

be known.

On the day of certain activities every logistical detail has to be covered. The night before a

soccer game, just before dinner, for example, Family H consults the various media that include

34



Chapter 3. Busy Families and the Problem of Control

information relevant to that game: the location, home or away, who is dropping off, and who is
picking up. Mom knows it is her job to pick up, so she confirms with her Daughter where to
wait for her. Mom also confirms who else she will be taking in the carpool. Mom confirms all
the details and places just to be sure that nothing had changed since its codification on the

central artifacts.

Many events never acquire a priori detail . Sometimes, this was due to constraints of memory.
Family H, for example, reported keeping “only two or three [plans] in our head at one time.”
And so on days when there were multiple events after school, Mom and Dad would speak on
their cell phone multiple times and watch many plans evolve without preplanned conception
of their ultimate order of operations. In fact, we observed that many plans started out as

successful improvisations, and then were adopted as routines because of that success.

Frissen (Frissen 2000) and Darrah (Darrah, Freeman & English-Lueck 2007) also describe
parents adopting new communication technology so that they could become more available
and ultimately increase their flexibility. Because they could be reached by their families at a
moment’s notice, plans were able to evolve and be improvised even closer to their target

times.

Mom and Dad also tend to bring their work life home, and arrange their home life at work
(Nippert-Eng 1995). By bringing the two contexts together, parents don’t have to constrain all
their home planning to the house, or all their work planning to the office. This ability to
seamlessly move between contexts allows for plans to dynamically evolve, and allows for
more flexibility in how time is used. In Family F the Mother worked at home in the evenings

close to her daughter to allow her to focus both on work and her family simultaneously.

This flexible changing between home and work also extends to artifacts. Parents would
seamlessly shift between whatever media was most immediately available (Beech et al. 2004)
(Crabtree & Rodden 2004) (Frissen 2000). We found that our families stored work information
on their home calendar, and home information on their work calendar (Nippert-Eng 1995). This
opportunistic use of media helps parents master their busyness while, at the same time,
complicates their lives by requiring synchronization between the many artifacts that impact the

different aspects of their lives.

We observed families making deliberate choices to increase their flexibility. Family J chose to
live close to Dad’s work so that Dad could be available in emergencies. In (Darrah, English-

Lueck & Freeman 2001), Darrah found families who would consolidate their children into one
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school so as to simplify logistics. Family L staggered their work schedules so that one parent

could be more available for unexpected events, like children being sick.

3.1.2 Field Study Discussion

Our exploration evolved our understanding of what families are, what families do, what families
want, and how to support them. At the highest level, we observed that parents’ desire to give
their children rich lives, their desire to be good parents, and their need to feel in control of
their lives interact in a circular way that illustrates the tensions of modemn family life, and why
they can be so difficult to reconcile. We can summarize this understanding in a conceptual

model of the experience of the dual-income parent (Figure 3.1).
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Figure 3.1. A conceptual model demonstrating the complex forces that shape the
experience of the dual-income parent. Busyness both erodes the experience of control, but
its presence (mastery) is also paradoxically important to parents’ identity.
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Parents desire to feel in control of their lives and to effortlessly demonstrate for their children a
mastery of the busyness that comes with participation in many activities. Following this model,
parents attempt to be good parents by enrolling their children in enrichment activities such as
soccer, piano, Chinese lessons, or Sunday School to help them gain the skills they will need
to compete and the knowledge to continue the family culture and traditions. The addition of
new activities leads to increased busyness: more responsibilities to transport children and
equipment and to address conflicting activites and commitments. The increase in busyness
makes parents feel completely controlled by their schedules that allow for very little free time.
Parents find themselves constantly scrambling to stay on top of things, but when deviations in
the normal routine occur, they experience a cascading set of failures, and feel their lives have
become out of control. The very action they have taken to feel like a good parent-enrolling

their children in activities—has now become the source of their feeling like a bad parent.

This model allows us to specify important characteristics of a coordination support system for
dual-income families. Because control forms a central role to families, any coordination support
system also need pay attention to this dynamic. Busy families experience both a life out of
control, and a life that is highly-controlled by the needs of their children’s activities. Families
find both ends of this spectrum to be dissatisfying, and challenge not only their physical levels
of anxiety, but their sense of identity as good parents. This helps systems designers focus on
a critical middle section, that supports parents by helping them maintain control during time
that it slips from them, but maintains whatever autonomy they require to feel like good parents

as part of a satisfying life.

Finding this spot is problematic. Woodruff et al. show that certain groups, like orthodox Jews
during the Sabbath, will allow for technologies to effectively run their homes without their
participation (Woodruff et al. 2007). They value the outcome that is provided by the control
more than they feel undermined or stigmatized by its presence. This argues that a support
system could play an important role in transitioning families from feeling out of control to

feeling in control.

How? First, a support system could provide this service by helping families avoid breakdowns
caused by deviations in daily routines. Second, a coordination support system can help make
dual-income families feel they have mastered the complexity of their lives. Here, the smart
home can provide opportunities for family members to give “gifts of time and attention” to
one another around activities that support the construction of a family identity. These gifts
make family members feel better about themselves and the roles they play, and potentially

increase the emotional connection between family members.
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3.2 Speed Dating

3.2.1 Approach: Needs Validation

In need validation, we presented a variety of paper storyboards to families to synchronize the
needs we observed with the needs users perceive (Davidoff et al. 2007). These storyboards
help designers prioritize user needs, more clearly map spaces for innovation, and use that

focus to narrow the design space for potential applications.

Need validation intends to synchronize observed needs with perceived needs, helping teams
focus technical innovation on areas where users both have a need and are aware of that

need. Storyboard presentation helps redefine the opportunities for technical interventions.

We used affinity diagrams to group more than 100 design concepts (Lee et al. 2008)
produced through a process of brainstorming, bodystorming (Buchenau & Suri 2000), and a
review of our fieldwork (Davidoff et al. 2006). These clustered into 21 categories. We then
created storyboards for each category that described a need found in our fieldwork and a

technical intervention that addressed the need.

Storyboards document how each need arises in daily life, and then show how the design
concept intervenes to improve the quality of life. The scenarios focus on situations where it is
easy for participants to imagine themselves. In order to increase the empathic connection
between participants and our scenarios we developed a fictional, persona-like family consisting
of two parents and two children — Johnny, 13 and Annie, 7 — in many enrichment activities.
Storyboards show people in specific contexts interacting with the proposed system; however,
the storyboards downplay specific technical solutions that distract users from the focus on the

need and unintentionally dominate conversations.

The storyboards are also designed to probe social boundaries. Rather than have participants
speculate on the social mores of imagined future situations and how technology could modify
them — which often challenges users — we instead created scenarios that fall on both sides of
boundaries we identified. After Garfinkel (Garfinkel 1967), we call these future breaching
experiments. For example, one scenario focuses on the anxiety parents experience when, for

some reason, they are unable to pick up their children.

In this scenario, Dad is stranded and cannot pick up his daughter (Figure 3.2). The storyboard
shows that the smart home arranges to have her picked up. We observed many times when

events outside of one parents’ control prevented their being able to complete a responsibility.
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We explored the location of the social boundary by investing the smart home with decision-
making authority. Instead of including Dad in the decision-making process, the smart home

communicates directly with people outside of the family, asking them for favors.
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people the Millers countonin a sound.
pinch.

Figure 3.2. The ‘Safety Net’ storyboard. Dad is stranded and cannot pick up his daughter.

We conducted a series of 2-hour sessions with dual-income parents, where we presented our
storyboards. After each storyboard is presented, interviews were prompted with a lead
guestion, directing conversation towards if participants perceived the need in their lives, and if

they desired the kind of intervention that we envision in response to the need.

3.2.2 Approach: User Enactments

Needs validation made it clear that we would develop an application to help families manage
how they transport their children. Even within this domain, however, the potential design
space was unmanageably vast. To further explore a critical set of design issues within this

domain, we chose to conduct user enactments.

Like experience prototyping (Buchenau & Suri 2000), by engaging users as they carry out
tasks, enactments bypass opinions based on the imagined fiction of storyboards and instead
activate response to real-time engagements. User enactments helped explore the social
mores surrounding children’s transportation in two ways. First, they provide a setting for users
to experience future breaching experiments. And second, by combining wide exploration via
multiple structured engagements, user enactments provide a broad perspective to analyze the

impact of risk factors.

To conduct user enactments, we created a matrix of critical design issues and wrote short

dramatic scenarios that address the permutations of these issues (see Appendix C). We then
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asked participants to enact a specific role they regularly play (like mother or father) as they walk

through the scenarios, within an inexpensive, low-fidelity simulation of the target environment.

Our fieldwork and storyboard sessions identified three principal dimensions of family activity

management to explore: activity lifecycle, activity type, and system proactivity.

Family needs vary as activities evolve through their lifecycle. The first day of hockey practice
presents different needs from the middle of the season, when families have established
successful routines. Days when kids forget their skates and force deviations from a routine
also present very different needs. Different activities also provide families with varied needs.
The first day of school suggests a more permanent schedule change and ritual shopping,
while soccer practice requires more episodic requirements and special equipment. We
selected the type of activity as an axis to vary (e.g., soccer, ballet, school). System proactivity is
also an important dimension to explore. By proactivity we mean the degree of initiative that an
intelligent system might take based on its understanding of the needs of the family. We
recognize that different levels of proactivity might be appropriate for different kinds of activities

or different kinds of needs, among other factors.

To conduct our user enactments, we again leveraged a fictional family and asked participants
to enact the role of the mom or dad. Sixteen individual dual-income parents participated. Each
parent “play acted” 9 user enactments over the course of two hours. Parents walked through
three scenes for each activity (Soccer, Ballet, School) with different combinations of proactivity
and at different points in the lifecycle for each. In all, each user enactment was performed by

at least 5 participants.

We asked parents to walk through simulated daily routines (e.g., dressing and feeding
children), and each user enactment required them to complete additional tasks. The Soccer
(activity) Beginning (lifecycle) enactments, for example, situate parents before soccer season
begins, and asks them to arrange a carpool. The smart home either: (1) entirely automates the
setup (High Proactive); (2) polls candidate driver families and informs parents who might be
available, automatically confirming with the family of their choice (Medium Proactive); or (3)
simply informs the family who might be available. To simulate extreme time pressure we
asked participants to complete these tasks within a short time window. When actual routines
deviated from scripted scenes, parents were afforded an opportunity to draw on their real

experiences and engage with the scenario.

We used highly disposable creations to support these user enactments. We simulated our

smart house (see Figure 3.3) out of 6'x4" white foam-core, drew appliances on a wall of a
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whiteboard, and filled the environment with enough physical trappings to suggest a home:
magazines on a den table, coffee pot on the kitchen table, and a laundry basket partially blocks
a hallway. After each enactment we probed participant reactions, digging past observed
behavior towards its root cause. We conducted semi-structured interviews after participants

completed 3 enactments for each activity (exploring one dimension fully), and a more

elaborate interview after completing all 9 enactments.
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Figure 3.3. Our simulated smart home for Speed Dating. Foam core walls organize the
“smart home"” prototype into rooms. The refrigerator and washer-dryer are drawn on a

wall of whiteboard (emphasis added for photo). A confederate is shown interacting with
the fridge.

Participants then enacted the task as described by the moderator. Because the space of
possible participant responses is vast, the moderator and confederates are required to
improvise responses choices the participant makes, and collaboratively follow the sketch until
it reaches its useful end. For example, in one scenario, the participant is brought outside the
“home"” and given many shopping bags (Figure 3.4, left). The moderator asks them to
pretend they are returning home with groceries. Meanwhile, confederates arrange the scene
so that Mom will walk by her Son’s soccer uniform, which is on the floor (Figure 3.4, middle).
Depending on the instructions from the moderator, and the parameters of the variation (like

the level of proactivity of the home), Mom might then go create a reminder using a simulated
smart calendar (Figure 3.4, right).
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Figure 3.4. In one scenario, Mom arrives home with many groceries (left) and walks by her
son’s soccer uniform, which is on the floor (middle). Mom can then respond to the scenario
in a variety of ways, depending on the moderator’s instructions, and the conditions of the
scenario (like the level of proactivity of the house). In this scenario, Mom goes to the
simulated smart calendar on the refrigerator and makes a reminder for her Son’s soccer
game.

Because participants are asked to draw on their own felt experiences to respond to the
situation, and that experience can vary dramatically, participants often respond in ways that
required the moderator and confederates to improvise responses. During the post-enactment
interview, the research team has an opportunity to interview the participant, often focusing the

interview around the particular behavior, drawing out the reasons why.

3.2.3 Speed Dating Findings

Needs validation evolved our understanding of both the needs of dual-income families and
how smart homes might help them in important ways. First, needs validation helped identify
that supporting kids" activities presents a major opportunity for ubicomp to positively influence
home life. Second, needs validation helped point that role shifting can trigger coordination

problems. Third, needs validation helped identify a tension between efficiency and parenting.

To form the basis for more objective comparison between opportunities, we asked
participants to rank our depictions of their needs, and the potential interventions depicted. Our
top-ranked storyboard depicted the ‘Snack Day at School’ opportunity (Figure 3.5). The
scenario depicts days when parents need to provide a snack for their child’s class. Parents

reacted strongly to the story of this responsibility, which because of its infrequency, falls
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outside of the daily routine, increasing the chances for breakdowns. One mother commented,
“Itis very hard to keep track of future events and their impact.” A father shared that failure has

very high costs in disappointing his children; “It's devastating to the kids when we forget.”

On 26 th, Ja n
Annie needs SHOPPING LIST I B O
to bring snack 26

o MILK \ L

-0 (= A5

e
* ANNIE'S SNACK 1™ O
Jan 02 J Jan 24
Annie brings home a note from Today is the 2nd,and mom doesn'’t On the 24th, the smart home adds The smart home rings a reminder sound
school.This month, it’s her turn to want to forget. She puts a note on Annie’s snacks to Mom'’s shopping as Mom walks past the fridge on the 26
bring in snack for everyone on the the fridge.But the note is lostin a list. th.She sees her note sparkling, and
26 th. sea of notes. remembers to give Annie her cookies.

Figure 3.5. Parents strongly identified with the ‘Snack Day at School’ concept.

Several storyboards presented parents with scenes depicting recurring deviations from
routines and the need for parental role shift, two problems that our fieldwork brought to light
many times. One storyboard depicting ‘Where are the Ballet Shoes' (Figure 3.6) explores both

of these issues through a particularly stressful example of kids" activity management.

\
\ @ HALL CLOSET

SHOES

ﬂ ANNIE CLOSET —

°~J

\/
Mom's on a business trip.Dad hasto ~ The smart home shows Dad what The home spotlights the objects On the way out, the house reminds
take Annie to ballet. Mom always Annie needs, and where it's hiding. when Dad goes into each room. Dad he forgot Annie’s water bottle.
packs Annie’s bag, so Dad has no idea He grabs it from the kitchen and
what she needs or where to find it. they head out the door.

Figure 3.6. Where are the ballet shoes? This scenario depicts problems that can occur when
parents switch roles. In this storyboard, Dad is responsible to drive his daughter to ballet.
Because transportation to ballet is usually Mom’s job, Dad does not know where the
daughter keeps her equipment.

When Mom, who normally manages the responsibilities surrounding ballet lessons, is away on
business, Dad assumes Mom's responsibilities. Dad has no idea what gear his Daughter

needs or where they put these things in their house. One mother observed, “My husband
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would love this. He never knows how to dress our daughter.” The storyboard also helped
elaborate the consequences of failure to meet even these seemingly simple needs. One
father described “it's very stressful for me. | feel like | failed as a parent when | forget what my
kids need.

While storyboards such as this showed much potential in supporting kids' activities, other
storyboards brought to light critical considerations that would impact how a smart home might
support these activities. During fieldwork, many parents frustratingly described the stress of
the morning rush. Part of that morning stress involved parents having to constantly persuade
or nag younger kids to get them to comply with the parents’ wishes. In “Annie Dresses
Herself” (see Figure 3.7), the smart home limits Annie's TV consumption, and then helps her

pick clothes on her own.

18 MIN MAX!
" MOM SAID 18 MINUTES MAX. " “ IT'S SNOWING. WHAT SHOULD Y0U Annie picks a sweater and boots. Mom'’s downstairs making breakfast.
WEAR?" Her “cyber pet” meows with joy. She hears the cat’s meow, and knows
The smart home shuts off the TV. that Annie’s dressed.

Annie goes to get dressed.

Figure 3.7. Parents reported that dressing younger children often injected stress into the
morning. To alleviate stress and encourage independence, the smart home helps the
daughter choose her own clothes. Parents resisted this system, suggesting that, while
challenging, dressing children also forms a pleasurable part of their morning and helps
them feel like good parents.

Though designed to help Annie feel more independent, and offload some of the morning
struggle onto the smart home, the storyboard also revealed contextual factors: some more
complex and subtle dimensions of the morning struggle that were less visible during our
earlier fieldwork. For example, one mother asked “What's the parents’ job, and what's the
house's job? Is Annie going to listen to her Mom, or to the house?” This concept surfaced
the fact that while dressing children creates stress for parents, it also creates opportunities for
parents to act like parents — to teach their children how to select a wardrobe for the day, to be
independent, and provides moments for meaningful interaction — and through these activities,

to experience the rewards of being a good parent. Through concepts like this, we recognized
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that we should focus our attention on how to support the work of parenting, but also saw
early evidence that we had to be careful not to reduce opportunities for meaningful interaction

that occur through that work.

User enactments evolved our perspective of how to address the opportunity of managing
kids" activities. It helped us realize that the work surrounding kids" activities actually sits within
the much larger, principal task of the home - raising kids. Though our early applications
focused largely on kids' activities, enactments revealed that applications cannot decouple
support for kids" activities from the fundamental act of parenting. In other words, parenting
and kids' activities are contextually bound, and applications expecting to focus on one

necessarily will need to be aware of the other in order to deliver appropriate assistance.

User enactments also helped us realize that we could not support communication to facilitate
the work of the home without considering communication’s other roles. It revealed that
communication plays an important social role when it occurs between members of different
households, and that it can play a more utilitarian role when it occurs between members of
the same household. Any application that supports communication within and between
homes, will have to balance a desire for utilitarianism with the need for maintaining social

protocol. In this section, we discuss these issues in greater detail.

Through the use of user enactments, we were able to witness richer evidence of the
contextual factors found in need validation. Here, we describe three factors relating to our

emerging view of the complexity between kids' activities and parenting.

One enactment explored potential emotional support from the smart home. The smart home
interrupts a busy parent during the dinnertime rush, and presents them with a naked
compliment, “You're very very busy. But no matter how busy you are, you always do
everything you have to.” We expected distracted parents to dismiss this empty sentiment.
But interestingly, over three quarters of parents responded positively, saying “thank you.” Half

stopped their activity to express an almost shocked gratitude.

As part of the user enactments, fictional Son Johnny keeps all his soccer gear in a dedicated
bag to avoid having to remember each needed item individually. Johnny's strategy breaks
down whenever an item is separated from the bag. Muddy cleats that stay outside or a clean
uniform in the dryer breaks this system down. These kinds of breakdowns can impact both
kids, who need the gear to participate, and parents, who feel the stress when their kids can’t

participate in their activities, and sometimes rescue them with emergency deliveries.
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The Soccer Routine Enactment explores an opportunity to avoid this potential disaster. As a
parent passes a dryer containing a forgotten uniform, the smart home tells the parent about
the dryer contents. Interestingly, parents strongly objected to this system. One father said that
this felt “weird that the smart home is telling me something that | don’t have to do. It should

be telling Johnny directly.” Another even said “| don't want to do it for Johnny

Other user enactments went on to add further layers of nuance to this contextual risk factor.
For example, parents strongly favored having the smart home tell them to deliver their
daughter’'s forgotten lunch to school, as part of the School Routine Enactment. Through this
comparison, we see the same didactic needs of parenting now strongly interacting with
parents’ desire to protect their child. A forgotten uniform presents modest consequences
when compared to a hungry child. One parent noted, "Vital stuff. No problem. Without
lunch...kids don't eat. It's reassuring. | wouldn't be as worried and stressful knowing

somebody is watching.”

In the Soccer Deviation Enactment, a last-minute meeting traps a participant at work unable to
complete her responsibility to transport her Son to his impending soccer game. With her
husband also unavailable, the smart home: (High Proactive) automatically arranges a new ride;
(Medium Proactive) communicates directly with candidate drivers on parents’ behalf; or (Low

Proactive) presents mom with a list of candidate drivers and availability.

Despite the stress and work dictated by the situation, and the convenience automated
support could provide, many parents placed social factors above convenience. “| would want
to talk to the parents [asked] and see how they feel. | would have to connect and talk to
people. | want there to be a person behind the name and to make sure they'd be comfortable
when my kids are involved.” Parents described that automated communication simply
smothers critical highly-social characteristics of human expression. One parent notes, "l would
never say no to my friends without personal contact.” Automation would smother explanation
or opportunities for coercion. 'l would want to know why [he said no]. | might try to push if he

could go,” says one mother.

Coordination within the home reflects a different standard for utility than external coordination.
Here, the primacy of efficiency prevails. In the School Routine Enactment, a parent is asked to
negotiate with their spouse about who will pick up their daughter. The smart home either: (1)
assigns the task to them; (2) passes them the task from their spouse; or (3) relays them a

voice message from the spouse.
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Parents realized that they appreciated the expediency afforded by the smart home, and gave
little consideration to the same requisite subtlety they rallied for when communicating outside
the home. One father prefers automatic coordination when in his busy office environment. “I
don't like to be called at work during the day. It's better to be like a quick message. It normally
takes a lot to get somebody on the phone but this is more thoughtless.” Some parents
wanted even more automation: one wants “[the] smart home to make the call on my behalf.
It's better for the system to automatically tell me to pick up [my daughter] so | don't have to
make a call. | would feel comfortable with smart home automatically determining who has

more time.”

Fieldwork and need validation both provided evidence that kids' activities impose heavy
communication costs on families. But user enactments showed us that families feel
uncomfortable mapping the binary nature of automated communication with the social factors
embedded in human contact, and that the work saved would not outweigh the potential risks
of handling social needs without their requisite subtlety. In this way, user enactments helped

us refocus our efforts on the work of supporting communication within the home.

3.2.4 Speed Dating Discussion

User enactments illustrated that a smart home cannot simply view its mission as one to
prevent errors. Errors form part of the critical pedagogical mission of parents to raise kids who
understand the consequences of their actions. And to raise kids to be responsible, successful
adults, parents do not want to prevent their kids from making every mistake, or doing any
work. In fact, doing work and making mistakes are important parts of being a child. The smart
home has to approach support for these situations not just as failures but as important didactic

opportunities.

Essentially, user enactments foregrounded contextual factors that the storyboard under-
emphasized, forcing us to redefine our understanding of what we saw as similar situations,
and by extension, applications we could design to address them, and ultimately helped to
expand our understanding of the role of the smart home. Where we could have interpreted
parents’ responses to the earlier “Ballet Shoes” storyboard to mean that we should build

"

applications that support “gathering items for activities,” the first user enactments actually
demonstrate that unconditionally supporting this need interferes with another equally
compelling need to teach responsibility to children. But, by comparing the results from these
user enactments to the user enactment on lunch delivery (School-Routine), we realized that

this particular issue of parenting was much more nuanced than we first expected. Without
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user enactments and without the structured comparison that they offer, these nuances would

not have been evident.

Communication proved to be another contextual risk factor that offered a layer of nuance
affecting application development. Parents were very uncomfortable when automated support
messages from the smart home sought help outside the family. In contrast, parents tolerated
the efficiency of extremely abrupt, bordering on rude communication from the smart home

when seen as coming from their spouse.

Both our research and the findings from the other ethnographies reveal that breakdowns
caused by the need to deviate from daily routines are one of the major stressors that make
families feel a loss of control. A seemingly small deviation caused by a predictable event can
lead to breakdowns in daily routines and cause emotional damage to families. Even the

possibility of a breakdown can cause families a great deal of anxiety.

The manner of this approach, however, need be carefully approached and understood. Our
early research, for example, interpreted kids' activity-related failures as stressful problems to be
solved by delivering the right information at the right time. But user enactments showed us
that, while stressful, these problems are literally necessary parts of raising responsible kids. A
smart home that removed these didactic opportunities in the name of “fixing problems”
would also interfere with an important aspect of parental responsibility, and by showing an

insensitivity to an important aspect of family life, risk rejection by parents.

This added nuance presents important implications as we move forward with our current
research agenda, and shows how careful exploration of contextual risk factors can help
effectively reformulate application design, opening previously overlooked opportunities.
Instead of delivering information to parents to help them prevent mistakes their kids might
make, we could instead create systems that give parents a choice about when to get
involved, and that gives kids the tools to learn good decision-making without replacing their
existing responsibilities. This would mean creating moments for kids to learn responsibility,

and to involve parents in that dialog.

Even successfully managing their routines was not sufficient for families to have a feeling of
control over their lives. They desire to carry out their routines in the way they want to and to
achieve an expected quality of life through that action. Let us say, for example, that a parent
manages to leave the house on time in the morning, but ends up rushing their children, or
even yelling at them in the process. This results in making them feel like poor parents

because they have started both their children’s and their own day on the wrong foot. The
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required end is achieved, but the manner of its completion contributes to a feeling of lack of

control.

The stress of the everyday work to support activity often leaves parents starving for gratitude.
The smart home cannot simply focus on making the home more efficient by taking over
appropriate parenting responsibilities. Instead, it should play an active role in helping parents
feel like good parents. Supporting the transportation of children would need to be
accomplished in such a way that it helps parents feel that they are mastering the busyness
and in control themselves. This would mean transforming non-routine circumstances that
cause the most disarray into situations that feel more like routine situations, where parents can
smoothly carry out their tasks. By providing support for day-to-day chores, a smart home could
help parents focus on the larger perspective of raising healthy children, providing opportunities
for family members to give their time and attention to each other, especially for activities that
support the construction of a family identity. Here, a smart home could provide families with
opportunities to regain that control over these circumstances by providing them with more

time to enhance the things that they value—their identity, their time, and their relationships.
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Learning Systems

4.1 Introduction

Previous chapters identify that the transportation of children to and from all the places they
need to be is one of the major contributors to the busy family’'s feeling of life out of control. It
uses these discoveries to generate guidelines for systems designers interested in supporting
family coordination. This chapter then is the embodiment of the ideas that emerge from the
previous chapter. Combining the observations that deviations in routine lead to the most
challenging days for families, as well as our interest in learning systems, we set out to build a

learning system that can represent and act on routines.

The goal of this chapter is to articulate a vision for how a learming system can support family
coordination by acting on routines. This required the collection of a data set of family
coordination that serves several purposes. First, the data set makes building statistical models
possible. But to accomplish any learning also requires the collection of ground truth labels that
can be used for evaluation. The labels also describes family coordination with exquisite detall,
allowing us to examine their meaning, and look for ways to apply learning systems that could

help families feel more in control of their lives.

This chapter describes the collection of that data set, and uses it to elaborate concrete
opportunities where designed interventions would be appropriate. Similarly, it sets the stage
for the following chapter, which describes the implementation of the models envisioned in

this chapter.

4.2 Approach

We collected family data in order to reveal the underlying causes of coordination breakdowns
that a routine learning system might be able to address. Methods employed included the

following:

1. Nightly or bi-nightly interviews to capture the locations, plans, and activities of all family

members
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Weekly photo documentation of family calendars
Bi-weekly, in house Activity Interviews to capture more detail about observed issues
GPS sampling for every family member (including children) at one-minute intervals.

Evaluation of the knowledge of family members’ routines

@ o k& .

|dentification of all calendar events as routine or non-routine

We selected families where both parents work full-time outside of their homes, and where
children depend on their parents for transportation. We also sought families with no children
over the age of 16. Within this demographic, we made an effort to recruit a wide cross-
section, selecting families from a variety of ethnic and economic backgrounds, and where
both parents participate in the transportation of their kids (see Appendix A for an overview of

the six families that participated in our data collection.

Most nights during the study, a member of the research team would call the families, and
interview each parent about that day’'s management of their kids' activities. In preparation for
the interviews, family members were asked to input their daily activities into a web-based
survey. Researchers then used the survey to scaffold the phone interview, probing and
documenting the overall family logistical plan at each point throughout the day. Interviews
lasted between fifteen and forty-five minutes, depending on the complexity of the day, the
number of people available to speak, and the number of days of history to discuss.
Coordination issues meant that interviews did not occur every single night, allowing

researchers to use subsequent interviews to collect data on the missed time.

Logistical challenges at the arrival of summer (3 months into the study) forced two families to
be dropped, but four families completed all six months of data collection. Over the course of
the entire six-month observation period 528 unique interview sessions were completed,
cataloging the location, activity, and plans of family members across 2112 person-days, or

5.78 person-years.

In addition to providing an empirical lens into family coordination practice, moving forward,
these data can serve as ground truth for routine learners. We elected to capture aspects of
family routine that could be sensed using only location. Location has already been shown to
be a valid proxy for activity (Bentley & Metcalf 2007) (Brown et al. 2007) (Ludford et al. 2006),
near-term-trajectory (Marmasse & Schmandt 2000) (Brumitt et al. 2000), and individual routines
(Liao et al. 2007) can all be harvested from GPS traces alone. The sensing problem required to
develop the routine models to support our vision of routine learners can be reduced to a

technology readily available in commercial mobile phones.
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To better understand the relationship between plans, routines and the main coordination
artifacts, we asked families to take a digital photograph of their shared calendar once a week.
Participants emailed us these photos and we entered the information into a digital calendar to
speed the process of analysis. This documentation enabled an analysis of which events for a
family were included on the calendar, and the frequency of new additions and updates. Over
the course of the study, we created 91 unigue family calendar models, each showing from

three to six months of time, depending on the time of its construction

By further probing the form and triggers of coordination breakdowns, we address the types of
breakdowns that a learning system that only has access to family member locations over time

(from our expected GPS resources, for example), could reasonably solve.

We created a series of activity interviews to probe family members on different aspects of
routines. These were conducted as a series of biweekly interviews in family homes. All family
members were asked to be present. Researchers would conduct one of the activities listed
below with a single participant while other family members observed. Following each activity,
the observing family members would comment on the participant’'s output, filling in any
information gaps, and explaining the details behind exceptions, and revealing inconsistencies.
Activity-interviews lasted between 90 minutes and two hours. Over the course of the study,

we conducted 102 such home visits.

In early activity-interviews, we asked each family member to describe their everyday routines;
probing to learn individual roles and responsibilities. We then had participants walk us through

reenactments of how they created plans and performed routines for various days of the week.

One activity asked members to specify the routines for every other member for the coming
calendar week, including event start and end times, and travel times (see Table 4.1). Another
activity asked family members to list all the steps required to complete an important task
another family member regularly performs. This included the start, end and travel times as well
as any equipment and any dependencies or constraints involved in the task, such as
remembering to wash a uniform before it is needed for a game. We asked family members to
pretend that other family members were to take over tasks they usually do, and to write notes

to each other, explaining how to perform those tasks.

Other activities focused around the calendar. To understand both what activities families
considered to be routine versus deviations in routine, and to understand the role of the
calendar in managing routines and deviations, we examined a subset of calendar snapshots

with each family. Family members walked us through each event listed on their calendars. We
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coded each entry for level of detail (time, place, name, transportation), and asked family

members to classify each event as either “routine” or “non-routine.”

4.3 Findings

In this section, we draw representative narratives from our observations of family life to
illustrate the ways in which a number of stressful coordination issues are introduced to family
life. First, we find evidence of information gaps in family awareness of routine. Even though
family members depend on accurate knowledge of one another's routines, this knowledge
often proves incomplete or inaccurate. Second, we find that the calendar is largely used to
document deviations from routine. Despite its central role in family coordination, families
encounter situations where the calendar does not contain information central to successfully
making and executing some plans. Finally, we provide examples from family life where gaps in
awareness of routines influenced and even caused coordination failures. In the absence of
complete routine knowledge, family members show that they rely on what they believe to be
accurate routine information. When these assumptions prove incomplete or inaccurate, even

small inaccuracies can lead to coordination failures.

These narratives provide clarity on the structure of coordination breakdowns influenced in part
or whole by deviations in routines, leading us to identify how a system that understands
routine could intervene. We begin with some background on how routines fit into a family's
life. Though our data describe characteristics shared across participating families, to simplify

the myriad details behind a comprehensive accounting, we focus on the life of family E.

4.3.1 Routines and Family Life

A middle class family of Italian descent, Family E lives in the suburbs around Pittsburgh. PA,
USA, and reports an income in the $60k-$80k range, the median income range for the dual-
income family (Unites States Census 2009). Dad is a medical technician at a nearby hospital.
He works 10-hour days Monday through Thursday, and spends Friday working on community
projects. Mom is a charge nurse at another nearby hospital. Her 5-day workweek changes
every month, when she is assigned to a new rotation. She is also on call one night per month.

Both parents drive about 30 minutes to work.

Family E has two children: S15 (son) and D10 (daughter). At school, S15 runs track and is in
the band. Outside of school, he is in the Boy Scouts and takes lessons on both piano and

trumpet. D10 is a flag-bearer in her school's award-winning color guard, which travels to
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competitions across the country. Both children take a 10-minute bus ride to school every day,
and after school head directly to track and color guard. Dad usually picks the kids up from color
guard and track. The parents provide S15 transportation to and from music lessons, and they

also regularly transport their children to and from friends’ homes.

Our data collection allows us to empirically examine the impact participation in activities exerts
on family life. GPS traces allow us to identify every activity occurrence by its location. Figure
4.1 summarizes these collected observations for family E. Each dot represents a unique
occurrence of an activity, ordered chronologically from left to right. Survey, interview and
calendar data enable the comparison of the actual outcome of the day to the family’s stated
plan, allowing us to classify each activity instance as routine (grey), scheduled (light blue) or
unscheduled deviation (dark blue). Proportion bars to the right of each activity show the
distribution of event types. Across the top is the number of unique plans made by the family
during the course of each day. Numbers greater than one indicate that plans changed at least

one time.

By cataloging the rides that parents give, our dataset allows us to characterize the time
required to move kids to and from their activities. In family E, Mom and Dad provided 347
rides across the 146 days according to both GPS and interviews. On average, Mom and Dad
provide 2.37 rides per day. Looking at the distribution of routine events, we see that of the
634 observed activity instances for family E, 41.8% occurred in a routine fashion, 34.4% as
scheduled deviations, and 23.8% as unscheduled deviations. These findings are consistent
with findings across all families, where we observe 37.6% routine activities, 20.8% scheduled,
and 39.6% unscheduled deviations. These numbers suggest that by simply following their

routines, our families can smoothly plan and execute around 40% of their kids" activities.

In the next section we examine the remaining nearly 60% of non-routine activity instances,
where we discuss the ways that routine information can still play an influential role even during

non-routine happenings.
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Family E Routine and Non-Routine Activities, and Number of Plans
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Figure 4.1. Six months of Family E’s activities. Each dot represents an activity instance, ordered chronologically left to right, and
classified as either routine, or scheduled or unscheduled deviation. Proportion bars to the right of each activity show the distribution of
event types. Across the top is the number of plans created that day. Days with no plan changes are colored orange, and days with plan
changes in green. Gaps in the dataset (caused by family or research team unavailability) have been condensed to accommodate

publication space constraints.
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4.3.2 Routine knowledge can be incomplete and/or inaccurate

Family members often make plans and decisions that affect one another. In the absence of
contrary information, family members often choose to make plans based on their beliefs of
one another’s routines. If those beliefs are inaccurate or incomplete, they can make plans that
rely on incorrect assumptions of the availability of people, and/or their time and resources,

leading to stressful coordination breakdowns.

As part of the ongoing Activity Interview process, we asked every member of every family to
specify all the routine activities for every other family member for the coming week, with
approximate start and end times. In almost all cases, family members descriptions are largely
complete and accurate. Family E's aggregated descriptions of S15's Wednesday routine (see
Table 4.1) shows this disagreement and its potential consequences. On Wednesdays, S15
goes from school, to track practice, and in the coming week, conducts his monthly paper
route. Mom and Dad accurately report many details, including the appropriate ordering of
activities, and the precise definition of track’'s end. More notable, however, is the

disagreement around the inclusion of Boy Scouts and the paper route.

The inaccuracy around the Boy Scouts shows how seasonal changes, can induce asymmetric
information awareness. As the end of Boy Scouts approaches, S15 has stopped attending
and plans to miss his last few meetings. Considering Boy Scouts over, S15 does not include
the activity on his list. Mom and Dad, however, believe the activity to be ongoing, and both

include it in their lists.

Activity S15 Mom Dad
School Start 6:35 am 6:40 am 7:00 am
End 2:25 pm 2:45 pm 3:00 pm
Track Start 2:25 pm 2:30 pm 3:00 pm
End 5:00 pm 5:00 pm 5:00 pm
Paper Start 5:30 pm 5:30 pm
Route
End 6:30 pm 6:00 pm
Boy Start 7:00 pm 7:00 pm
Scouts
End 8:30 pm 9:00 pm

Table 4.1. Wednesday routine as described by Family E. Dad excludes S15’s paper route,
an oversight magnified when he schedules a conflicting orthodontist appointment not
discovered until the appointment day. The small information gap leads S15 to conduct a
stressful last-minute search for a trustworthy replacement.
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The problem around the paper route shows how information gaps can lead directly to
coordination breakdowns. Dad does not recall, and so does not include S15's regular though
infrequent paper route (happens once a month) in his accounting. An information gap of this
magnitude might not by itself seem problematic. Later that month, however, we observed
Dad schedule an orthodontist appointment that conflicts with S15's paper route. Even after
adding the appointment to the calendar, the conflict is not detected until the afternoon of the
appointment because the routine of delivering the papers is not on the calendar. Creating an
alternate plan creates a stressful series of communications between Dad and the orthodontist,
Mom and Dad, and S15 and his friends. Ultimately, S15 is able to find a substitute paperboy,
and heads to the orthodontist (Figure 4.1, callout B) The dynamics of busy family life dictate
that people depend not only on the efficacy of any given routine, but on the accuracy of their

knowledge of the routines of one another.

Without accurate recall of routine information, coordination artifacts might help family members
recognize and use routine information, helping them make and execute more successful

plans. To evaluate this claim, we turn our attention to an exploration of calendar content.

4.3.3 Calendars Hold Deviations Not Routines

The family calendar helps provide information that family members need as they make and
execute their plans. We observe that calendars suffer an information deficit when it comes to
routine. Examination of the written contents of calendars shows that they largely hold

deviations from routine.

Our Activity Interviews study repeatedly engaged families in discussion around and about their
calendars. The six participating families showed variation in their use of calendars, consistent
with previous research (Ashbrook & Starner 2000) (Neustaedter 2007) (Taylor & Swan 2005)
(Wakkary & Maestri 2007), with three relying exclusively on paper calendars, one mixing digital
with paper, one using exclusively digital, and one with no shared calendar. Part of our ongoing
interviews asked each family as a group to classify every event listed on their shared calendar
as either routine or non-routine. While the definition of routine varies, across all families, about
90% of the items on the 22 calendar months (4 months into the study) were classified as

non-routine.

Across families we consistently found events that occur regularly but infrequently (e.g., school

half-days), frequently but irregularly (e.g., school snack days), or both infrequently and
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iregularly (e.g., unexpected doctor visits). From the perspective of the calendar, however,

routine events appear to be largely undocumented.

The effects of this lack of documentation become clearer when revisiting Dad’s orthodontist
double booking. Even without accurate routine information when he made the appointment, if
routine information was visible on the calendar, Dad could have had another opportunity to
check his assumptions and catch his mistake before the day of the event. Lacking
documentation, however, it falls on each family member to accurately recall any needed
details, to survey the calendar's listing of deviations and determine if there is a conflict with a

regularly scheduled activity.

Later, we propose different ways that computational knowledge of routine information might
have been automatically delivered to Dad, or placed on the calendar, creating multiple

opportunities to avoid this mishap.

4.3.4 Small Information Gaps can Lead to Stressful Situations

As we have seen, the successful creation and execution of family plans requires accurate
knowledge of the location and availability of various people and resources. In the absence of
this knowledge, family members often fall back on their knowledge of one another’s routines,
which can be inaccurate. In this section we draw a connection between these seemingly

small information gaps and the breakdowns that they influence and even trigger.

In family F, Mom regularly calls the gymnastics carpoolers early on event days to confirm that
D10 will attend gymnastics. When out of town, Mom instructs Dad to make the call. However,
she does not tell him that part of the call's routine is to discuss the pickup location. The
carpoolers interpret no discussion of location to mean “the pickup will take place at school.”
Unaware his non-action has communicated meaning to the other carpoolers, Dad picks D10
up from school, and she waits at home for the carpool, which is sitting in the school parking

lot waiting for her.

The gap in information represents only a small part of the communication content. Dad knows
the date and time of gymnastics, and knows to make the phone call. All that is required to
derail the carpool is an implied location. Considering that the key information is outside Dad's
awareness, it would have been challenging for Dad to probe Mom in advance about this

particular detail.
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The same small information gaps that appear during planning can appear during execution.
For example, in family E, Dad usually arrives home from work at 2:30pm. As baseball season
approaches, however, Dad works on league organization and begins returning home closer to
5pm on Fridays. During track season, S15 practices with the team every afternoon at 3pm.
Unaware of Dad’s routine change, S15 returns home at noon on a school half day, assuming
Dad will be home at 2:30pm and can drive him back to school for track (Figure 4.1, callout A).
Without Dad to provide transportation, S15 misses track and is forced to sit out a track meet

because of his truancy.

S15's awareness of Dad’s routines becomes inaccurate as seasons change. He is still correct
about Dad’s schedule on four of five weekdays, but incorrect about the one day he needs a
ride. Lacking any advanced knowledge of S15's intended behavior, Dad does not express his
change in schedule to S15 until S15 had already made plans that depended on that
knowledge. And while the school half day was on the calendar, the more routine track practice

was not.

For another example of role switching leading to coordination breakdown, we tumn to family A.
Mom usually picks up D4 from day care on her way home from work. When Mom attends an
out-of-town funeral, Dad agrees to take over Mom's day care pickup. On her first day away,
about 30 minutes after the usual pickup time, Mom receives a call from the headmaster, who
politely inquires when Mom was intending to pick up D4. Dad forgot that he was expected to
handle this scheduled deviation and pickup his daughter, and, instead, carried out his normal

routine, and simply drove home after work.

4.4 Vision for Systems that can Learn Routines

In the most basic way, these data serve to identify an important lack of logistics resources.
Information about the routines of others is useful to many situations when parents make plans
for and that affect other family members. Our data reveal, however, that only about 40% of
events unfold in a routine manner. When deviations do occur, family members often need but
do not have access to accurate information about their routines. Calendars can provide some
of that information, but can provide only very little needed routine information. In the absence
of that informational resource, parents are left to recall the routines themselves. Since family
members do not have complete and accurate information on the plans of other family
members, this often leads to the creation of plans that are logistically impossible. A parent

signs their partner up for a pick-up that they will not be able to make. A parent assumes that a
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pick-up is at one location when it is at another. In the worst case, children are even left at their

activities.

If lacking an information resource can lead to logistical problems, then the main strategy
behind this thesis is to find a way to create that needed resource. The creation of a resource
to provide routine information to family members leads to the generation of many new kinds
of application designs. The routine can be used both to present information directly to end
users, and as an enabling technology to create new capabilities in current family support

applications

These breakdowns cut across families, parents, and economic class. For example, we saw
parents commit their spouse to tasks that were impossible given the spouse’s current
routines. Even on days parents had a scheduled deviation, we saw them go to their routine
pick-up location. We saw routines change and family members neglect to inform one another.
Finally, on multiple occasions, we witnessed parents forget to pick-up their children, leaving

them for as long as 40 minutes.

If a lack of accurate routine information can lead families to coordination breakdowns, we
contend that one solution is to generate the missing routine information. The remainder of
this work considers the capabilities computational systems can gain if provided with some
form of documentation of routine information. This information could be input directly by
users, learned using sensing systems or some combination of the two. We describe how the
presentation of these new information resources can ultimately enhance the efficacy and

experience of family coordination, and minimize unnecessary stress.

These observations lead us to develop a vision for how learned models of routine could
support family coordination (Davidoff, Dey & Zimmerman 2010). We frame the discussion
around the ways in which coordination systems and technologies support the problematic
examples observed during our data collection study, and explore how models of routine

would provide these capabilities.

In the following discussion of routine, we limit the scope of sensing and reasoning to the
activities people engage in and where they occur as a function of time and location.
Researchers have already shown that commercially available location sensing can be used to
learn individual patterns of routine movement across an urban setting, e.g (Brumitt et al.
2000), (Liao et al. 2007), (Ziebart et al. 2008).
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We use these examples to argue that documentation of routine can a powerful enabling

technology, building a case for its exploration by the research community.

1. Planning — Using our models, calendaring systems like LINC (Neustaedter & Brush 2006)
and DatelLens (Plaisant et al. 2006) could display implicit routine events, event times, pick-
ups and drop-offs that parents don’t document but are critical to making effective plans for
and that affect others. Family members could see an entire day’'s plan, helping make
unresolved and conflicting responsibilities salient.

2. Coordinating — Using our models, location systems like Motion Presence (Bentley &
Metcalf 2007) and the Whereabouts Clock (Brown et al. 2007) could display where people
are with implicit routine information like future pick-ups and drop-offs, helping remind
family members what they need to do, and alerting others as days happen as planned.

3. Improvising — Using our models, applications could update plans in real-time, helping
parents make more reliable decisions. As pick-ups happen, reminder systems like
comMotion (Marmasse & Schmandt 2000) and PlaceMail (Ludford et al. 2006) could
suppress potentially annoying reminders.

4. Protecting — Using our models, reminder systems could infer that a required pick-up is not
happening, and remind parents without their explicit creation of a reminder, creating a new

kind of safety net to guard families against this uncommon but stressful outcome.

4.4.1 A Calendar with Knowledge of Routines

Digital calendars give remote access to events entered on the home calendar. However, this
capability could in and of itself have helped family E's Dad avoid situations like the orthodontist
mishap. Like many other routine events, S15's paper route is not listed on the calendar (see
Figure 4.2, left). Without evidence to inform him otherwise, these digital calendars could not
have prevented Dad from the scheduling conflict because it is simply not visible. The burden

instead lies entirely on Dad's recall of S15's paper route.

Given computational access to S15’s routines, the same digital calendar could overlay S15's
routines (see Figure 4.2, center), providing Dad with a more accurate picture of S15's likely

activities.

Documentation of routine can help calendaring applications assist S15 to avoid missing track
on his school half day. Even though he might not know Dad’s current routines, S15 could look
to the calendar to display them. A conceptual prototype is shown in Figure 4.3, which shows

how learned routine information could be overlaid on top of regular calendar information,
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providing information that an individual might not have immediate access to, in a way that
provides room for its probabilistic nature, gaining overall access to information that current
paper and digital calendars do not otherwise have. Adding a layer of intelligence to these
applications takes another step towards avoiding these stressful situations that current

calendars cannot achieve.

Given their current and past locations for a given day, for example, models of routine could be
used to predict the family's goals (Simpson et al. 2006). Predicting, for example, that S15
needs to be at track at 3pm, and that Dad will arrive home at 5pm, planning algorithms like
partially-observable markov decision processes (POMDP’s) (Kaelbling, Littman & Cassandra
1998) could then be used to detect mutually exclusive conditions (Blum & Furst 1997) like the
fact that S15 will not have transportation to track by 3pm. When the calendaring system
anticipates the coordination breakdown with reasonable certainty, it can alert S15, giving him

the flexibility to respond to the situation earlier and not miss practice.
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Sketch of Calendaring System with More Complete Routine Documentation
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Figure 4.2. Rough sketch showing family E's calendar augmented with family routine information. At left, like with current calendars, Dad
sees an overview of his day. In the center panel, to avoid a double booking, he compares his day with S15’s expected routine. At right,

the calendar highlights a possible conflict with S15’s expected paper route.
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Sketch of Calendaring System Showing Probabilistic Routine Information

&l

Figure 4.3. A calendar concept that displays information from learned models of routine. A person’s movements will gradually be
learned by the model using GPS, and, when queried, a calendar can display this as an additional layer of information to help during
planning situations.
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4.4.2 Areminder system with knowledge of routines

All reminder systems require that users know beforehand what they might forget. The
examples taken from our data collection illustrate an important breakdown with reminder
systems. Families cannot know in advance what information will not be known at the time of

task execution.

In the example where family A's Mom is out of town, leaving it to Dad to pick up D4 from day
care, a layer of learning on top of a model of routines might have helped to avoid forgetting
D4 at day care. A display that lists the pick-up and drop-off responsibilities for a family, could
then display when pick-ups appear to be unresolved, and bring it to the attention of family

members, as displayed in the concept sketch in Figure 4.4.

e i o IE= e LIS b e |
& K030 vecnve @) + R uneesovueo Piee vpy
: ‘230 l;mui G} J s, “k‘\*\‘ F?’"' B -ﬂ“%
6:20 | TImmy Dipead (D‘ a

Figure 4.4. Concept sketch showing pick-up and drop-off responsibilities for a family (left),
and how an unresolved pick-up could be displayed.

Whether by providing an ambient display to indicate perceived anomalies, or with more
intrusive interruption, system designers can choose how applications will leverage this
information. However utilized, a model of routine provides the underpinnings for the creation
of an automatic reminder, where the system observes that certain routine (or non-routine)

tasks are being overlooked.
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The system might also be able to detect when the routine at a high level is being carried out,
but certain aspects of it are being completed in a non-routine fashion. In the example where
family F's Dad and D10 are waiting at home for the gymnastics carpool, a routine learning
system could leamn the destinations of each family member, and display them, allowing family
members to view how the actual events of the day are following what they believe to be the
plans (see Figure 4.5, left). Another approach would be to compare the model of how the
routine is performed with its current state and determine that because the carpool and D10
are not co-located and are not moving towards each other, an anomaly is occurring (see

Figure 4.5, right).
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Figure 4.5. Concept sketches for a device that could add learned routine information to a
location display. The image at left shows how learned models of destination could be laid
over current locations. The image at right shows how learned routine information could be
used to display that a pick-up or drop-off responsibility is not occurring.

A long-term consideration of system designers is how to avoid “nagware,” or reminder
systems that remind users based on conditions they configure, but are no longer needed
because the users are currently performing the task the reminder was created for. By
observing a situation as it unfolds, and comparing a user's stated reminding goals with the
state of their current activities and location, a routine learning system could infer that a
reminder is not necessary and pass that information along to reminding applications.
Applications could dampen the intrusiveness of the reminder notification or suppress it

altogether.

4.5 Summary

We find that busy families lead lives where more than half of all activities unfold as non-routine

at the time of their execution. We also find that family members do not have perfect
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knowledge of each other’s routines. Finally, we find that support tools like calendars support
planning around scheduled deviations in routine better than they support the planning of

routines themselves.

In this chapter we have proposed that there is a large opportunity for simple ubicomp systems
to support dual-income families by learning their routines and then leveraging this knowledge
to improve their lives. To investigate this opportunity, we performed a data collection study
involving daily interviews with dual-income families. These examples argue that routine can be
leveraged as a powerful enabling technology. By illustrating how this simple concept can
extend and enhance current systems, we hope to stimulate continued interest in the
development of robust routine sensing, as well the application of routine models to a variety

of other domains to help solve observed, real world problems.
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Modeling

Parents are often responsible for planning, coordinating, and executing the transportation of
their children to and from their many activities. One coping strategy dualincome parents
employ is to develop routines. As parents repeatedly perform similar sequences of actions
around each pick-up and drop-off, a routine emerges, significantly reducing the attention

required to complete the task.

When tasks unfold in a routine fashion, coordination requires minimal attention to detail.
However, when families must deviate from their routines — e.g. when one parent must travel
for work, schedule an orthodontist appointment, plan a new carpool, or remain home with a

sick child — the likelihood that some part of their plan will break down significantly increases.

One these days, effective logistics can often depend on knowledge of the routine location,
availability and intentions of other family members. Interestingly, families rarely document
routine events on their home calendars (Davidoff, Dey & Zimmerman 2010). Even when they
do, descriptions are incomplete, missing key information, like which parent will drive. Without
a resource to provide needed information on routines, family members must recall details of
other members’ routines (or their own), and here errors can take place. Plans for new events
or reactions to unanticipated situations can result in double-booked schedules, missed events,
and even children being left at events (Darrah, Freeman & English-Lueck 2007), (Davidoff et
al. 2006), and, or course, stress and anxiety for parents (Gneezy & Rustichini 2000) (Wolin &
Bennett 1984).

This paper explores how sensing and modeling can provide computational access to family
transportation routines, and how these learned models function as an enabling technology.
Many ubicomp researchers have detailed the importance of routines in how people live and
work, cautioning that system designers need to be aware of the importance of people’s
idiosyncratic behaviors (Beech et al. 2004) (Davidoff et al. 2006) (Frissen 2000) (Wakkary &
Maestri 2007) (Wolin & Bennett 1984) and their incompatibility with the techniques of artificial
intelligence (Suchman 1983) (Tolmie et al. 2002) (Taylor et al. 2008). We wish to take up this

challenge. Specifically, we demonstrate how the historical accumulation of GPS trace data from
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standard mobile phones, without the need for any supervision, can be used to reliably

perform the following precitions:

1. Detectif a pick-up or drop-off has occurred
2. Predict which parent has responsibility for a future pick-up or drop-off

3. Inferif a child will forgotten at an event

We also discuss how these learned models can create new resources that enable end-user

applications, for example:

1. Awareness systems can know when pick-ups occur

2. Calendars can display implicit routine data like where and when pick-ups and drop-offs will
occur

3. Location systems can show what pick-up and drop-off responsibilities family members
have

4. Reminder systems can alert parents about children left at activities without explicit

reminder creation

In this chapter, we describe the design and evaluation of our learned models of family routine.
Our goal is to develop a proof-of-concept while providing insights on how to improve technical
performance. We provide an overview of our previous research and situate our contribution
within the field; we describe the design and performance of our learning systems; and we

discuss how learned models can enable end-user applications, and ultimately, families.

5.1 Approach

The goal of this chapter is to provide an initial demonstration of the feasibility of our underlying
technical approach in a realistic setting. It is also important to note that we in no way claim that
our approach is optimal. Instead, the reader should consider the approach in this paper a
demonstration of what is possible, and food for thought about other capabilities that

knowledge of routines can offer.

First, to operate with a shared vocabulary, we offer a set of definitions. Since we are relying on
GPS as our primary sensor for learning routines, we developed a place-centric view of
coordination. A person’s day can be described as an ordered list of the places they go. We
call the transition between each place a ride. In our families, each ride has a driver (the parent)
and possibly a passenger (the child). A drop-off is a ride given to a place, and a pick-up is a

ride given from a place. A plan is an ordered list of pick-ups and drop-offs, each with an ideal
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time, when the parent intends it to occur, and an actual time, when it actually does occur. As a
plan unfolds, the family coordinates, acknowledging completed rides, and reflecting on the
need to modify their current plan for future rides. Families improvise; they dynamically modify
and even generate new plans based on unanticipated situations that challenge the current
plan. Collectively, we refer to planning, coordinating and improvising as family logistics (also
known as coordination in other literature). Children participate in activities like violin and

swimming lessons Parents give children rides to events, which are instances of the activities.

With this shared vocabulary, the remainder of this section describes the construction of three
models of routine, their relationships, and how they can help families plan, coordinate and
improvise; creating a new kind of protection against logistical breakdowns. Figure 1 depicts
our modeling approach graphically, with arrows indicating the flow of data and inference.
Models are constructed from two data sources: interviews, and GPS (Figure 5.1, top). Our GPS
data set, captured during the same field deployment describe in the previous chapter, follows
the movements of 23 people in 5 dualincome families across approximately six months, and
is labeled with data collected from nearly 1,000 surveys, over 500 phone interviews, and over
100 home visits (collection reported in (Davidoff, Dey & Zimmerman 2010). Leveraging
previous work on automated place discovery (Ashbrook & Starner 2000) (Marmasse &
Schmandt 2000), we assume that all models include a set of known locations (taken from our
interviews). Interviews provide a ground truth about which activities occur each day, and the
ideal pick-up and drop-off times. We combined this information with GPS, and designed a
series of three models, each recombining and building on the output of the previous model,

and each supporting family logistics in different ways.

First, we apply a temporal logic to our GPS data streams, and compare the location and driving
state of separate individuals to recognize when rides occur and who participated in the rides.
Participation allows us infer which parent drives which kid to which activity. In the most basic
sense, this is part of the routine that families almost never record on their calendar. The output
from this model can begin to fill in the empty calendar spaces for the things people do every

day.
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Hierarchical Model Depicting Movement From Low-Level
Sensor Data to High-Level Context About Family
Coordination

Data Ground Truth Sensor
Sources Interviews GPS

Activities Driving Location Person

Time State

| \ /
Lateness Model 2 Model 1
Driver ~— Ride
Prediction Recognition
\ 4
P Model 3
Destination A
Prediction FOfgotten
Child
Prediction

Figure 5.1. Interviews provide each activity’s location and each event’s intended pick-up
time. All other knowledge is inferred from low-level GPS, creating unsupervised models
that (1) sense rides; (2) predict the driver for the next event; and (3) predict if parents will
arrive late for pick-ups. End-user coordination applications can use any model’s output as a
new data source to help families plan, coordinate and improvise. Model 3 can work with
reminder systems to create a new kind of safety net.
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Second, the ride recognition model provides seed data to learn the probability distribution that
each parent will be driving a child to an activity (Figure 5.1, Model 2). We can use this
distribution to predict future drivers, which, when compared with observations in real time, can
offer an indicator of when events are happening in non-routine ways (Simpson et al. 2006).
Because non-routine events are those most likely to lead to logistical breakdowns, early
detection of non-routine rides can help propagate that information to coordinating family
members, and, when appropriate, allow them to respond earlier, and to make plans in

response to these situations with a more complete overall picture.

Third, the driver prediction model, along with real-time location and driving state, a learned
distribution on lateness, and a driver destination model, feeds into a higher-level inference

machine to detect when parents forget a child at an activity (Figure 5.1, Model 3).

We demonstrate that our approach is practical by conducting this work under legitimate sensor
and modeling constraints. Since families literally rely on their phones, battery-heavy GPS
sampling is limited to once per minute instead of the more common rates upwards of once
per second. Models are then trained using an online approach, meaning we use only the data

that would be available at any given point in time, and not the entire data set.

5.2 Model 1: Recognizing Rides

The routine rides family members take every day represent one of the basic units of
undocumented family logistics. Without some form of documentation, a computational
support system can neither provide routine information to families, nor use it as part of an
inference system. The automatic capture of rides introduces the possibility of computational
support while requiring minimal behavioral changes. Each sensed ride includes a driver, a
passenger, a place and a time, providing information that can be immediately shared with
awareness systems, as well as creating a source of labeled data with which computing
systems can perform further reasoning. In this section, we describe a method for recognizing
rides (from which we extract their drivers, passengers, and times), and examine its

performance.

5.2.1 How are rides recognized?

To recognize when rides occur, we apply a simple temporal logic to the synchronized,

discretized GPS data. We define three states for a person (see Eqg. 5.1). A person is always
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either at a location, Ln, or traveling, T, which we define as the unique location occupying the
space between all known places. Two family members are said to be co-traveling, CoT, if
during the same time, ti they are both traveling and at a Euclidian distance of less than 500

meters. Any remaining states (e.g., no sample, outliers) are collectively labeled else.

States = {Ln T CoT,else} 5.1

We examine each parent-child combination separately, and refer to parent as P, and child as C
(see Eqg. 5.2)

People ={P.C} 5.2

We define a pick-up as the conjunction of states of a parent, P, and a child, C, over time (See
Eqg. 5.3). At time t1, the child is at location Ln. At time t2 both parent and child are at location
Ln. Lastly, at time t3, both parent and child are co-traveling, CoT. This definition is broad
enough to cover two cases of pick-ups. In the majority of cases, a parent comes from a
different location to the child’s location and they drive off together. We also consider a pick-up
in the case where a parent is already at the child’s location, and they depart together. Drop-

offs are the inverse of the sequence for pick-ups (see Eqg. 5.4).

(t,,P,=~CoT) A (t,,C,L)A ] a
(t,,P,L,)A(1,,C,L,)A [ Pick-up 5.3 b
(t;,P,CoT) A (t,,C,CoT) c
(t,,P,CoT) A (t,,C,CoT) A ] a
(t,,P,L,)A(1,,C,L,)A [ Drop-off 5.4 b
(t,,P,~CoT) A (t,,C,L,) c

Our method to detect rides is based directly on the definitions. We parse the GPS streams
from all members of a family and predict that a ride is occurring for each example that meets all

three requirements of our definition.
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5.2.2 Accuracy of Ride Sensing

To evaluate the performance of our ride-sensing method, we compare its predictions with the

ground truth taken from our interviews.

Aggregate interviews report 3283 rides, or roughly one ride per day per family. Because
interview and sensor data in a longitudinal study of this magnitude do not always align
perfectly, several additional evaluation conditions must be defined. We refer to moments with
sensor data but no corresponding ground truth as sensor-only conditions (see Table 5.1), and
moments with interview but no sensor data as interview-only conditions. Sensor data was not
available when people had their phones turned off (e.g., when working in a hospital, or
attending school) or when they were in locations where the phone could not detect the GPS
satellites. Neither condition is included in the evaluation. As true negatives (accurate non-rides)
constitute the vast majority of the dataset, they are conservatively excluded so as not to bias
the evaluation in favor of our model. These real-world constraints place 1721 rides beyond the

reach of sensor data collection. We report on the 1562 rides accessible to sensing.

Ground Truth Interviews
Null True False
Null Interview Positive Interview Negative
GPS o » N
Data True Sensor Positive True Positive False Positive
False Sensor Negative False Negative True Negative

Table 5.1. Expanded confusion matrix as defined by the longitudinal data format. Ground
truth is defined by nightly family interviews, and the ride model makes predictions using
only GPS sensor data. Shaded cells excluded from the evaluation.

Across all families, for both pick-ups and drop-offs, our simple temporal model performs well.
90.1% of the events the model identified were in fact rides (see Table 5.2, Precision), and
95.5% of all rides were sensed (see Table 5.2, Recall). Precision and recall measures
between families are also consistent, with a variance of 0.072. This variance measure is

dominated by the precision value of 0.684 for family E drop-offs, the only value below .80.
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Family Precision Recall
How many of the sensed rides are right? How many of the total rides are sensed?
Pick-up Drop-off Pick-up Drop-off
A .991 .987 912 910
B .966 .962 .979 .981
C 913 .824 971 921
D .878 .873 .980 .944
E .931 .684 .959 .985
.936 .866 .960 .950
Average
.901 .955

Table 5.2 Evaluation of our temporal logic model for sensing when children are picked up

and dropped off.

A variety of factors can be responsible for these errors. (see Figure 5.2). Narratives from our

interviews help explain the meaning behind these numbers. In family E, D10 walks to and

from school. Family E's Mom, a doctor, arrives home from some hospital shifts at around the

same time as D10 arrives home from school. Our temporal logic correctly identifies that parent

and child are at the same location (Eq. 5.4.b), and not co-traveling (Eq. 5.4.c). Our temporal

logic, however, mistakes arrival at home within the same minute for co-travel (Eq. 5.4.a). Both

Mom and D10 are correctly labeled as traveling, and are within 500 meters of one another, but

are not traveling together, causing the false positive errors. Another cause could be the

distribution of journey distances (see Figure 5.3)

76



Family C GPSTraces, including Sensed Pick-Ups and Drop-Offs

Soccer Field 1 [ Mo

Grandparents / \ A
Soccer Field 2 / \ ), < 9 I/R¥ /ﬂ/ \
Store / F\:‘/ \\” / H

Home 4‘ # \ ‘ X/ u

8 9 10 11 12 1 2

Ride Sensing: @ True Positive X False Positive () False Negative M Mom [ Dad M S9 D7

Figure 5.2.0ne day’s movements for Family C, overlaid with the output of the ride-sensing model. Each row represents one place the
family visits. A uniquely colored line traces each family member’s path. Horizontal lines indicate a person is at a location. Diagonal lines
mean travel between places. A full circle shows a correctly sensed ride. An X represents a false positive, and an empty circle a false
negative. False negatives are caused by gaps in the data.
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Distribution of Journeys by Family and Journey Time in Minutes

Family Percent of Journeys by Journey Time in Minutes

-~

2
4
Minutes 1 10 20 30 40 50 60

Figure 5.3. Distribution of family journeys displayed as a function of their journey length (in minutes). While we can see distinct patterns,
two main classes emerge — a more Poisson-like distribution, and a skewed Gaussian.
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5.3 Model 2: Predicting Drivers

With a capable ride recognition model providing reliable information on the driver, passenger,
place and time of each ride, we can combine this information gleaned from sensed rides with

low-level GPS data, derive a set of features, and use this to train a model of driver prediction.

5.3.1 Modeling which parent drives

To model the probability distribution of which parent drives, we first create a labeled set of
rides in an unsupervised way using the predicted rides from Model 1. For each row, or

prediction example, we build a feature vector, f, containing:

Name Meaning Values

L, Location of pick-up or drop-off Place ID

RType Ride type Pick-up, Drop-off
DoW Day of week 0,1,2,3,4,5,6
ToD Discretized time of day (15 min) 1,2,3...96
driver,; Driver for the last 5 rides to L, Mom, Dad

¢ Driver distribution model [0,1]

Table 5.3. Feature vector for predicted rides.

We define the driver distribution for rides of type RType, on day DolW, at location L,, to be the

following:

. driver = P 5.5

L, .Rtype, Dow

Edriver =P+ Edriver =P,

L, .Rtype, DoW L, .Rtype, DowW

o=

For each example, we assign the label, y, as -1 if Dad was detected as the driver, and +1 if
Mom was detected. Our goal is to create a classifier to determine who should be driving (or
the probability that each parent is driving). We use a decision tree classifier because the shape
of the decision boundary is unknown and trees perform well under both linear and non-linear
boundaries. Because previous research on family routines observes frequent deviations from
the intended family schedule (Darrah, English-Lueck & Freeman 2001) (Fiese et al. 2002),
before classification we chose to use local weighting to reduce the impact of these non-
routine outliers (Atkeson, Moore & Schaal 1997). For each labeled example g, we calculate a

new label d(y) as a function of the old label y and the features f:
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Sy 2T 5.6
i€labeled data ,i=
d(y)y ==

3 AT

i=q

This transformation has the effect that deviation examples have labels closer to 0 and non-
deviation examples have labels closer to the original -1 or 1. The closer the label to 0, the less

impact it has on the accuracy of the classifier.

The overall classification process combines local weighting with a binary decision tree, creating

a locally weighted decision tree (LWDT) to predict which parent drives for each ride.

5.3.2 Driver Prediction Accuracy

The ride model’s treatment of the output class (Mom or Dad) as a nominal variable leaves only
two cases for evaluation: (1) a prediction of Mom when Mom drives or Dad when Dad drives is
correct; and (2) a prediction of Mom when Dad drives or Dad when Mom drives is incorrect.
With no case that can lead to false positive or false negative, we cannot evaluate using
precision or recall. Instead, we look at accuracy: how many times out of the total did the

classifier predict mom or dad correctly.

We then train the model using a sliding window, and test on the week immediately following
the training period, a common technigue used with time-series data (Roberts 1959. Searching
for an optimal window size, we vary the size of the sliding window from one to 24 weeks, and
analyze the results. Across all families, when the model is trained using only one week of
training data (Figure 5.4, top left), the model correctly predicts the driver 72.1% of the time,
showing that a deployed system might be able to provide useable data after just a single
week in the field. The optimal window size is four weeks, which predicts the driver correctly

87.7% of the time.

At test weeks twelve (June 1) and eighteen (July 13), nearly every graph in Figure 5.4 shows
a steep drop in performance, correctly predicting the driver only marginally better than chance.
These dips correspond to significant changes in family routines at test week eleven (May 25),
when all our families transitioned from school to a new summer schedule, and at test week
seventeen (July 6), when camps ended (families D, E), families vacationed (Families A, C), and
summer sports ended (family B). Poor performance during each of these weeks is consistent
with previous findings that routines are the least stable during times of transition (Davidoff, Dey

& Zimmerman 2010) (Zerubavel 1981).
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Evaluation of Unsupervised Driver Prediction Model Varying Amount of Training Data

Train 1 Train2  Train3 Train4 Trainb Train© Train 7

o ,.72 | 86 73 88 .8 .80 | .78
Test Week Number 1 24 1 24 1 24 1 24 1 24

Train 8 Train 9 Tran10  Train11 Train12 Train13 Train14

77 75 68 | 66l 66/ | 69/ .66
1 24 1 24 1 24 1 24 1 24 1 24 1 24

Figure 5.4. Accuracy (vertical axis) of our driver prediction model across all families, plotted by test week number (horizontal axis),
varying the amount of training data provided to the model from one (left) to fourteen (right) weeks. No matter how much training data is

used, accuracy drops at weeks 12 and 18 (vertical lines).
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Changes in routine that occurred in weeks eleven and seventeen would not appear in the
training data until weeks twelve and eighteen, which exactly overlap the drops in performance.
Looking more closely, the changes in routine at weeks eleven and seventeen also influence
the outcome of our driver model optimization. Figure 5.5 shows the relationship between the
size of the training data sets, and the number of times they include an aberrant week. Since
five weeks separate the routine changes, training data sets that include five weeks of data or
more will include one of these aberrant weeks more often than not, providing them with
noisier training data, and lowering their accuracy. In fact, four weeks of training data marks the
turning point, when training data sets do not include aberrant weeks more often than they do,

explaining why it is the optimal number of weeks of training data to use in the driver prediction

model.
Train Test week number Total
Wks 1 10 20 Vélks
4 1 o [ O008 12 8
5 o o O O8O0 9 10
6 OO0O00 O 6 12

Below J No Includes
Minimum Deviation Deviation

Figure 5.5. Performance drops of the driver prediction model at weeks 12 and 18 occur as
transitions from the routines of school to into summer (week 11), and from the routines of
camp to back-to-school prep (week 18) first appear in training data. Because these
changepoints are separated by five weeks, models using five weeks or more of training
data will include one of these aberrant weeks.

Lastly, despite poor performance at test weeks twelve and eighteen across the variations in
size of the sliding window, performance makes a sharp turnaround in weeks thirteen and
nineteen. This suggests that the model is able to make correct predictions with only one
week's data from the new routine, adding support to the belief that a deployed model could

recover quickly and again provide useful data even after facing changes in routine.

5.4 Model 3: Forgetting Children

In this section, we explore the feasibility of a system that can predict when a parent will forget

to pick a child up from an activity at an agreed-upon time, using only GPS trace information for
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family members. The fear of being late and forgetting a child is a constant source of stress and
anxiety for dual-income families (Beech et al. 2004) (Davidoff et al. 2006) (Frissen 2000). Such
a prediction system could create a new kind of safety net, reducing anxiety and increasing

feelings of safety.

5.4.1 Modeling Forgotten Children

Forgetting is an ambiguous term. It can mean that a parent never goes to get a child, or that a
parent failed to remember at the appropriate time and thus began the pick-up task later than
expected. Relying on GPS for all our information, we develop a time- and place-centric
definition of forgetting. We say that a parent wants to arrive at an ideal time, tideal. We say a
parent forgets a pick-up when their actual arrival time, t0, is more than ten minutes after tideal
(we defer the explanation for the choice of the 10 minute threshold to the discussion). From
within the set of 1562 sensed rides, we apply this rule to the 813 pick-ups, and identify 83

instances of parents forgetting pick-ups.

Building upon our earlier driver prediction model, and relying on our GPS data set, we

designate the following features to help us detect these incidents of forgetting:

Name Meaning Values

R Whether the parent remembers True, False
J Driver prediction model Mom, Dad
T If the parent is traveling True, False
A Empirical cumulative distribution(ecdf) of on-time arrivals to Lenia  [0,1]

at time Thow Nigeal

Lehia Location of the child Place ID
Letart Starting location of a parent Place ID
Leurr Ending location of a parent Place ID
D Destination of a parent Place ID

Table 5.4. Feature vector for forgetting rides.

We assemble these features into a Bayesian Network (see Figure 5.6). The Bayesian network
captures the complex dependencies shared by coordinating parents. Here, we use the term
dependency as used in probability theory to mean the outcome of an event makes its
dependent event more or less likely. It can be read as influences. Each side of the
symmetrical model represents the state of one parent (Mom on the left, Dad on the right).
Mutual dependencies are represented at the crossover nodes in the graph’s center. For
example, the location of each parent depends on (is influenced by) the location of the child,

Lchild, and whose job the pick-up is, J.
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Mom, m Dad, d
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Learned
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Figure 5.6. A Bayesian Network used to predict if a parent remembers to make a pick-up.
Each side of the symmetrical model represents the state of one parent. At each point in
time the model makes two predictions: (1) does the parent who drives remember the pick-
up; and (2) does the other parent not remember the pick-up.
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Other dependencies are mirrored for each parent. For example, according to the model,
whether or not a parent is traveling, T, depends on their location, Lstart, the location of the
child, Lchild, how often they have been late in the past, A, and if they remember the pick-up,
R. The model also shows that a parent’s destination, D, depends on the location of their child,
Lchild, their current location, Lcurrent, and if they remember the pick-up, R. The driver
prediction model appears in the network as node J, predicting which parent has the job to
make the pick-up. We can see that according to the network, if a parent remembers the pick-

up, R depends on whether or not the pick-up is their job, J.

Starting 30 minutes before every late pick-up, we ask the network to make two predictions.
First, we see if the non-driver is not going to be late. Second, we look to see if the driver is
going to be late. We repeat these calculations at each minute until the actual time of the late

pick-up, and see how early we can make the correct predictions.

We use the properties of the network structure to derive the formulas that will provide us the
prediction values. To see if Dad remembers, we calculate the posterior probability Rdad, and
then repeat the calculation for Mom.

d
Lcurr’Lm

curr?

PR, L L

start > start °

Lchild’Td’Tm’¢) 5.7

5.4.2 Performance of the Forgotten Child Model

Using four weeks of training data for the driver prediction model, J, we first determine that the
optimal amount of training data for the remaining learned nodes — A, and D —is ten weeks. We
use the Maximum Entropy Inverse Optimal Control algorithm (Ziebart et al. 2008) to compute
D, destination, and starting thirty minutes before each forgotten pick-up, compute values for
Rmom and Rdad at one-minute intervals, until we arrive at tideal+10, ten minutes after the

ideal pick-up time, when the parent is late (by our definition).

Given the unequal distribution of forgotten pick-ups (83 examples of forgotten children out of
1562 sensed rides — majority of these are parents arriving late but some are instances of
parents actually forgetting their children), a model based on no data, but that simply always
predicted on-time arrival would be right 0.885 of the time. Evaluation using precision and recall
would output high values, but would lack a way to distinguish how much of that number
comes from the excellence of the model, and how much simply from the sheer number of

negative examples.
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As an alternative, we evaluate the model using a technique from signal processing (Roberts
1959 called the receiver operating characteristic (ROC), which is a more conservative measure
of performance (Fogarty, Baker & Hudson 2005). Figure 5.7 shows two ROC plots. For each
plot, the y-axis shows correct predictions, and the x-axis shows incorrect predictions. The
points inside each square represent different ratios of correct predictions to incorrect
predictions. Points along the diagonals mean the ratio is even, and the model is performing no
better than a coin flip — for every one correct prediction, there is one incorrect prediction. The

upper left corer is perfection, with all correct predictions and no mistakes.

0 1 0l ! 1

EEECOOOCEEE HEE u
+10 | tideal -30 1.2 2
8:1 82 6:5 Ratio

Figure 5.7. Forgotten child model performance. At left, ROC curves show performance
improving from 0.640 at tideal-30 to 0.826 at tideal+10. At right, the values demonstrate the
relationship between right and wrong guesses.

We can use this property of ROC curves to visualize how a notification system would balance
the desire of the parent to never miss a pick-up, against the cost of sending wrong
information (e.g., an unnecessary reminder). For any given number of correct predictions, an
ROC curve indicates how many incorrect predictions the model will also produce. At tideal-30
(Figure 5.7, right, dark pink line), for every 6 correct predictions the model makes 5 incorrect

predictions. When viewed as percentages, every rate of accurate predictions between 0 and 1
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has a corresponding rate of inaccurate predictions between 0 and 1, producing a smooth
curve. If we continue to follow this curve up and to the right, we can see that the ratio
improves little. At tideal (light orange line), for every 8 correct predictions the model makes 2
incorrect predictions. At tideal+10 (dark orange line) for every 8 correct predictions the model

makes only 1 incorrect prediction.

We can also measure the area beneath an ROC curve to describe a model’s cumulative
performance across all confidence values. At thirty minutes before tideal, the area under the
ROC curve is 0.649 (Figure 5.7, pink area). The performance gradually rises as the pick-up
time approaches, and is highest tideal+10, at 0.826.

5.5 Discussion

This paper describes a successful initial demonstration of the feasibility of our approach to the
sensing and modeling of pick-ups and drop-offs, and hopes to spur investigation of routine as
a versatile and enabling abstraction. In this section, we discuss possible directions, and

identify ways to continue towards optimal performance.

5.5.1 Explanation of Results

As a broad reaching proof-of-concept, this work required many simplifications. In this section

we discuss their impact, and extensions to the work as a whole.

Building on the ride model

Our ride detection model provides ample evidence that the large scale detection of rides is
within reach. Still, across all families, the model overlooks about ten percent of rides (false
negatives), and makes incorrect detections (false positives) around ten percent of the time.
Because our hierarchical approach to modeling means that errors in ride detection propagate
to downstream models, causing further errors, improvements in ride detection will pay

threefold, helping to improve driver and forgotten child prediction as well.

A variety of ways exist to improve upon our ride detection. Because we sample GPS only
once per minute, pick-ups, or examples of co-location that happen on a faster time scale are
simply missed. In our fieldwork, we observed busy families carrying out pick-ups and drop-offs
below this detection threshold. An intelligent approach to sampling would increase rates
during times when data collection would be more valuable (i.e., when a person is moving),

and lower the sampling rate during periods of stasis, avoiding battery depletion. This approach
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would require the integration of other low-level sensors into the model (e.g., accelerometer,
noise or light). The addition of Bluetooth could also improve co-location and co-travel accuracy

by providing additional proximity cues to the model.

Missed rides are also caused by the model's simple ride representation. We defined travel in
terms of one parent, one child and one car. The model has no representation of other modes
of transport, causing it to miss common activities like walking, riding bicycles, and taking the
bus. For simplicity we limited our observations to the nuclear family, but in reality families plan
and coordinate with their extended families, friends and carpoolers, all whom were outside the
scope of this investigation. The model also requires that activities occur while people are at a
location. Activities like paper routes, however, occur over a wide area that contains home,

neighbors, and schools, making it appear to the model as an unusual occurrence of travel.

Building on the driver prediction model

The driver prediction model learns parental responsibilities at more than 70% accuracy with
only one week of training data, and about 85% accuracy with four weeks of training data.
These are satisfactory numbers when seen as a technical problem. A deployed system,
however, will face unknown scrutiny from coordinating parents during stressful times. Even
small errors may deter adoption, encouraging examination of ways to achieve better results

with less training.

While we explored a general-purpose algorithm for use across all families, we know that there
is great variation in the ways families plan, coordinate and improvise. Even within families, as
children grow, parents age, interests, even entire geographies, evolve. Exploration remains to
find algorithms both for family style, and for attending to and integrating to the inevitable

changes.

The driver prediction model also showed a remarkable potential for detecting large-scale
transitions in routine. Because families experience the most stress during times of large-scale
routine change, an algorithm tuned to this class of events could effectively function as a
seasonal boundary detector, offering an index of routineness to other models providing
services to families, helping the driver prediction model identify seasonal boundaries in training

data and achieve better learning faster.

Building on the forgotten child model

As the forgotten child model is venturing into new territory, precise assessment of its

performance would be premature. ROC analysis showed that the model has about sixty
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percent accuracy at thirty minutes before a parent forgets a child. With about twenty actual
incidents of forgetting children per family, this would equate to forty alerts over six months, or
about 1.5 per week. Given the stress caused by forgetting a child, would this number of alerts
constitute an annoyance, or prompt a parent to take a moment and double-check their plan

and their assumptions?

This question is further complicated by the question of information delivery. It is unknown
how early a forgotten pick-up needs to be detected in order to be of use. A message that
comes too late to enable a parent to arrive on time might be marginally helpful, but the real

goal is to make this detection early enough to ensure prevention of the event.

Improved models will also need to address the temporal complexity of coordinating parents.
In some families, ten minutes late might be considered on time. In others, it might constitute
abandonment. A range might more faithfully represent an ideal time than any particular
minute. Also, if a parent plans to be late, then their late arrival time is their ideal time, and not

the one the model assumes.

5.5.2 Applications of models of routine

The haphazard introduction of learning systems into the home has been a subject of concern
to researchers, to whom learning represents a possible mechanism for taking control away
from families. Ultimately, we distinguish a belief that aspects of family life can be modeled
from the belief that family life should be automated. We advocate a measured approach
where intelligence is applied in such a way that it does not take on the role of parent and does
not conflict with the social structure within the family. Our work does not focus on optimizing
the work of families in order to allow an ever-increasing number of activities to be performed.
Instead, our intention is to help family members more elegantly and effortlessly perform their
role within the family by providing the resources they need to better understand what they do

and what they plan to do.

The models that are the focus of this paper have direct application across all aspects of family
logistics. Models of routine can directly support family planning. If the calendar is largely
devoid of routine information, and that absence leads directly to errors in making plans, then
this paper shows how machines can learn some of that missing information. Models of routine
can directly support family coordination. Ambient display systems — even location systems —
could display sensed pick-ups and drop-offs, helping parents stay informed about unfolding

plans, and more aware of plans that could need adjustment. Finally, models of routine can
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directly support family improvisation. When parents make the rare but critical errors that lead to
forgotten children, the ability to respond earlier — or even to avoid the situation together —

creates a new kind of protection.

5.6 Summary

In this chapter, we demonstrated that dual-income family transportation routines can be
sensed and modeled without any supervision using the GPS available on commodity mobile
phones. Towards that end, we gathered a large data set of family location, and of pick-ups and
drop-offs. Using simple heuristics and statistical models, we demonstrated that pick-ups and
drop-offs can be sensed, and their drivers predicted. We also demonstrated a model that can
predict when parents are going to forget to pick-up their children at activities before these

damaging events happen.

We provided examples of how learned models of family routines can function as an enabling
technology. We described how they could be added to digital calendars to help families make
better plans, to reminder systems and to location systems to help families coordinate on
routine days, and to function as a safety net, helping observe and prevent incidents where

children are forgotten at their activities.

We intend this work to stimulate discussion around the broad applicability of routine as an
enabling abstraction. Considering our choice of exploration over optimization, a significant
amount of the modeling space remains open to investigation. Additionally, our introduction of
a new kind of probabilistic information to the calendar opens a significant space to explore

how we can visualize and interact with this kind of data.
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Chapter 6. Validation

6.1 Introduction

Early chapters in this document argued that the purposeful, targeted documentation of
transportation routines would support families when they experience coordination problems.
The previous chapter demonstrated that documentation of routines could be generated
without (human) supervision, using only the GPS available in commercial mobile phones. This
chapter closes the hypothetical loop and proves that families find the documentation of

routines to be desirable, and valuable, and that it helps them feel more in control of their lives.

We describe two laboratory studies that present families with documentation of their routines
during simulated routine tasks. First, we simulate familiar coordination settings across a group
of families — like to make an orthodontist appointment, or to change which parent will make a
pick-up — and provide them with an application that visualizes their documented routines.
Second, we simulate familiar coordination settings using the family's own data. The first study
shows that families can interpret, and desire the capabilities of a routine documentation
system. The second study shows that families find the same information useful when it

contains the real complexity of the family’s own life needs.

We deliver the new documented routines in using a compact new visual form that we call the
Family Time-Flow (FTF). The FTF combines where parents and children are, and what
responsibilities each parent will complete. It creates a shared visual representation of the

current and future states of family logistics.

The studies do not require that the information about routines be sensed or learned. In fact, it
may be that this information is not documented merely because there is no lightweight,
portable way to document them currently. Regardless if the information is learned or input by
hand, bth studies provide compelling narrative and questionnaire-basd evidence that support
the main thesis of this document: routines do prove a powerful resource for coordination.

Documentation of routines help families feel in control of their lives.

Parents report that the new visualization is intelligible. They also describe that the new

calendaring system allows them to have a more complete view of their entire plan than they
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currently have. This wider perspective, they continue, helps them visualize a variety of
alternative solutions to planning problems, and see potential problems in plans at their point of
creation. This change in perspective allows family members to gain an accurate overall
description of the plan. Family members report they can make better decisions when adding
events, when changing plans; this also creates a way to foreground potential conflicts, and,

ensures communication and confirmation of situated decision-making during improvisation.

6.2 Design of the Family Time-Flow

Previous chapters identify the content that the FTF needs to provide. That information
includes coverage of the entire family — their whereabouts, availability, the equipment they
have, and what responsibilities they intend to complete. This view will need to encode the
geospatial, and temporal movement of various individuals. It will also need to visually

distinguish events like pick-ups, drop-offs, and claimed and unclaimed responsibilities.

6.2.1 Design exploration

Visual design began with an exploration of 61 comparable representations of temporal and
spatial data across industries from aircraft maintenance to film production logs, helping to
identify common practices and tradeoffs (see Appendix A for the study report). This
exploration also included individual and shared organizing systems, both digital and on paper.
Faced with the need to trace the paths of multiple individuals on a small screen, early
explorations encode time along the vertical axis, and explore a focus plus context approach

towards exploring the visualization.
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Figure 6.1. Early paper-based sketches of the FTF, which encode time along the vertical axis, and explore a fish-eye lens approach
towards encoding the information for a small screen size.

93



Chapter 6. Routine as Resource for Visualization

Electing to encode place and time as the top-level primitives, and individuals as color traces, a
design emerged with the flexibility to represent the movement of multiple individuals (see
Figure 6.2). The most critical advance came through decoupling the physical location with the
name of the place for each row. In other words, once the ordering of the place rows did not
need to correspond to physical geography, the representations were able to maintain a

compactness that was unavailable previously.

L L

i ( T\;Cé\\ !3 ,\ Fﬂfl g )

Figure 6.2. The first breakthrough in FTF prototyping came in breaking the mapping
between the geo-spatial relationship of places and their location on the y-axis. This allowed
for a compact representation.

6.2.2 FTF visual vocabulary

Because of the amount of information encoded in the FTF, its purpose is best explained
through example. In the following section, we describe how the visualization transforms

learned models into a legible diagram in three steps.

First, in the FTF, each row represents a different place the family goes (see Figure 6.3, left).
Colors represent the location of individual family members. In the example, Dad is green, and
D7 is pink. Time is on the horizontal axis. When a colored line is horizontal, a person is at a
particular place. In the example, Dad, is home from 2:30pm to 5pm. Thicker horizontal bands
represent specific scheduled events. In the example, we can see that the D7 is at school from

2:30pm to 4pm. She has Band practice from 3pm to 4pm. Diagonal lines indicate travel
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between places. The slope of the line indicates the speed of the journey. In the example, D7
takes the bus home from school at 4pm, and arrives home at 4:30pm. She is then home from
4:30pm until 5pm. To, follow an individual through their day, just trace the line of that color

across the diagram from left to right.

Home , ‘ ‘
T

oo

Lines are horizontal when a Thick lines show calendar Lines are diagonal when a

person is at a place events and activities person is traveling

Dad is Home from 2:30 to 5 D7 has Band practice at D7 leaves School at 4 and
School from 3 to 4 arrives Home at 4:30

Figure 6.3. In the basic symbology of the FTF, colors are people and the x-axis is time. A
colored horizontal line means a person is at a place. A diagonal line means they are
traveling between places. A thick horizontal line means a schedule event is happening at a
particular place

Second, one of the main tasks of the FTF is to draw attention to the transportation of children,
we use dedicated symbols indicate situations when parents drive children between places. An
upwards-pointing arrow shows that a child has been picked up, the downward-pointing arrow
shows that a child has been dropped off (see Figure 6.4, middle). The location of the arrow
(as a row) indicates where the child was picked up or dropped off. Co-travel, when parents
drive children from one place to another, is inter-connecting dots along a diagonal. Color also
indicates the participants in pick-ups, drop-offs, and co-travel. The outside color of a circle
indicates which parent is driving. The inside color indicates which child(ren) are passengers. In
our example (see Figure 6.4, middle), at 3pm, Dad picks up D7 at home and drops her off at

school at 4pm.
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3 4 5
Home ’t
O%
School
Up arrow means pick-up and Dots mean co-travel and colors ~ Down arrow means drop-off
colors show whom. show whom. and colors show whom.

Dad picks up D7 at Home at  Dad drives D7 from Home Dad drops off D7 at School
3 to School at4

Figure 6.4. Special symbols indicate when parents give children rides. The up and down
arrows indicate the location of pick-ups and drop-offs, and the diagonal dots indicate co-
travel, or travel with parents and children together.

Third, the FTF can express the uncertainty and flexibility families use to express their real-
world plans and routines (Frissen 2000) (Colbert 2002) (Ito & Okabe 2005) (Ling & Campbell
2009). While opaque colored lines indicate that a person is or will be at a location, transparent
colored lines mean a person might be at a place. In the example (see Figure 6.5), D7 officially
has Band practice from 3pm to 4pm, but D7 sometimes arrives as early as 2:45pm, and
sometimes stays as late as 4:15pm. The FTF encodes this flexibility by extending the thick
colored line that represents Band practice between using a transparent box, bounded with

dotted lines.

The FTF can also encode the uncertainty in a plan. In the example (see Figure 6.5, right),
because Dad knows that D7 sometimes stays after Band practice, he does not usually leave at
a fixed time. Instead, Dad can leave any time from 3:45 to 4:15pm. Instead of a single line to
indicate travel, a transparent box is used instead, representing the range of times over which
travel could occur. If Dad leaves at 3:45 he will probably arrive at 4pm. If Dad leaves at 4pm,
he probably will arrive at 4:15pm. He also could leave and arrive at any time in that given
range. Dad does not always leave before 4pm. If Dad leaves home after 4pm, he will probably
arrive after 4:15pm, and D7 will probably have to wait for him. The red circle indicates the
latest Dad can depart without D7 having to wait. We can see that Dad sometimes does leave
between 4 and 4:15pm, arriving between 4:15 and 4:30pm. These journeys are also shown
with transparency, but the color is changed from Dad’s green to the orange of warning.

Orange is used to indicate plans that could happen but that probably will result in lateness.
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Home

School

Dotted lines mean a person Transparent diagonals showa  Orange means late arrivals
might be at that place range of travel times

Sometimes D7 goes to Dad usually leaves home If Dad leaves after 4pm he
Band practice at 2:45 between 4:45 and 5:15 will arrive late

Figure 6.5. The FTF encodes ambiguity as transparency. Band practice sometimes starts
early and ends late. Dad leaves to pick up D7 any time from 3:45pm to 4:15pm, leaving a
transparent polygon between Home and School. Orange indicates a time range that will
lead to late outcomes.

6.2.3 How the FTF expresses real-world complexity

With this basic visual vocabulary, we can now describe how the FTF can encode the plan for
an entire family for over an entire day. We first describe a deterministic example, and then one

that includes more real-life uncertainty.

The first example, Figure 6.6, shows representative scenario that we drew from fieldwork. It
does not show the situation of any particular family, but rather information that you would find
across many families. The family includes two children D7 (pink) and S11 (blue), and two
parents, Mom (yellow) and Dad (green). On this day, each child participate in one activity, and

the two parents sharing driving responsibilities.

The FTF illustrates the family’s plan between 3pm and 8pm. To follow Mom’s day, we trace
her path from left to right across the diagram. Mom plans to leave work at 3:45pm, arriving
home at 4pm. At 4:30pm, Mom drives D7 to swimming, drops her off, and then returns
home. Later that evening, at 6pm, Mom leaves home to pick up her son from Rock Band
practice at school. The two of them drive home together. Dad stays at work until about 4:15,
and plans to arrive home at 5pm. At 5:30, Dad drives to swimming, and picks up D7 at 6pm.

The two of them drive home after swim practice.
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Figure 6.6. The thick horizontal bands make it easy to glance at the FTF and see which
children need to be picked up, and where they are, and which parent has the responsibility
for each pick-up.

A more complex example, that displays the actual plan from one study family, displays the
ambiguity that real plans contain (Fiese et al. 2002) (Davidoff et al. 2006), and allows parallels

parents’ real-world practice of clarifying plans when necessary but not sooner.

This plan is made more complex by Mom'’s off-site visit at work, which is listed on her calendar
as 'Group Outing.” The outing is scheduled to end at 5pm, but in the past they have lasted
until as late as 5:30pm. S11 has a basketball game at 5:50pm. The FTF makes clear that if
Mom leaves any later than 5pm, S11 will be late for his basketball game. Mom sometimes
leaves basketball games because she doesn’t have any other time to take care other chores.
She plans to pick S11 up at 7pm, but because where she will be coming from is unknown.
The FTF encodes this ambiguity with a line that fades in from nowhere and arrives at
basketball at 7pm. Similarly Dad plans to drop D7 off at Karate at 5pm, and then go shopping.
All that can be specified is that Dad plans to pick up D7 from Karate at 6pm. Again, his line is

drawn as though appearing from nowhere in particular, but arriving at Karate at 6pm.
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B

Figure 6.7. The thick horizontal bands make it easy to glance at the FTF and see which
children need to be picked up, and where they are, and which parent has the responsibility
for each pick-up.

6.3 Approach

With a visualization established that could encode the requisite sophistication and ambiguity,
we designed two laboratory studies to demonstrate the efficacy of providing routine

information. The studies looked to prove the following hypotheses:
1. Parents can understand the visual representation of their own routines
2. The routine visualization addresses problems that families really experience
3. The routine visualization helps parents solve problems they want solved

We used two steps to make a thorough evaluation of these claims. Each stage relied upon
experience prototyping (Burns et al. 1994) (Buchenau & Suri 2000) with dual-income parents

to answer these questions.

100



Chapter 6. Routine as Resource for Visualization

First, we asked parents to play their own role in a fictitious family, and simulated familiar
situations where they would have to plan or coordinate. This first study principally looked to
make sure that family members could understand the visual representation. Second, we used
the FTF to document real family routines, and asked parent to troubleshoot real events that

happened to them.

6.3.1 Study 1 Protocol

While presenting parents with stories, places and activities from their own lives would elicit a
more realistic response to the tool and situation, our first goal was to evaluate if parents can
make sense of a potentially radical visual departure from their current calendaring tools. We
created a persona family, with two children involved in a variety of activities, and asked the
parents to play the role of parent to the persona family. We carefully articulated a normal week
for the family down to the minute, and expressed the events to the family through the FTF.
We then asked parents to particulate in four role-playing scenarios. In each scenario, we asked

parents to respond to changes in their intended plans using the tool.

We asked parents to think aloud while they used the tool, and engaged them in semi
structured interviews after each scenario. After the study, we asked parents to complete the

TAM-3 survey, the most modern version of the Technology Acceptance Model (Davis 1989).

Mobile Large Display
Setting Office Kitchen
1 Stimulus Late meeting Child is sick
Task Rearrange carpool Rearrange entire day
Setting Orthodontist's office Kitchen
2 Stimulus Prompt from nurse Call from orthodontist
Task Make appointment Reschedule appointment

Table 6.1. Participants completed four tasks. In the mobile scenario, participants used an i-
Phone to access the mobile application. The two large display tasks had the participant
interact with a large display in their kitchen, mounted on a simulated refrigerator.

Across ninety minutes, we placed parents in four representative situations, drawn from our
family field research, that allowed us to view how parents access different resources and social
situations, and tasks which, would place different information needs and access to individuals

(see Table 6.1). Two scenarios occurred in a mobile context, and parents were provided with
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an i-Phone version of the application. Two scenarios occurred at home in the kitchen, and

parents were provided with a large screen refrigerator display.

To quickly create the necessary variety of settings, we developed a technique we call picture
worlds. Picture worlds are life-sized poster are clipped onto large sheets of foam board,
arranged along 3 walls, and used much like a theater's flat sets to create a shallow illusion of
3-D space. A few tangible props complete the illusion. A table on wheels is a dinner table
when shown against a kitchen background. When boards are reversed to create a medical

waiting room, the table is wheeled into place and used as a desk.

Figure 6.8 outlines participants’ basic experience. In Figure 6.8 Scene 1 The participant is
presented with the basic facts about their persona family, and then walked through a sample
day using the i-Phone applications. Each scenario starts by asking the participant to perform a
distraction task to help them assume their role. In Figure 6.8 Scene 2 we see a participant
pretending to write a check for a dentist appointment. The confederate just outside the frame
to the left is playing the role of the medical secretary. The confederate triggers the stimulus,
and asks the participant to respond to the situation. In Figure 2 Scene 3 the confederate uses
the mobile FTF application to decide when to schedule a follow-up dentist appointment. In
Figure 6.8 Scene 4 we see the participant performing the distraction task in the office,
unpacking a box. After receiving a text message, Figure 6.8 Scene 5 shows the participant
using the mobile application to reschedule a pick-up. Figure 6.8 Scene 6 shows a participant

using the large display application to update the dentist's appointment.

The next paragraphs describe the scenarios and screens presented to parents. We describe
the backstory, stimulus and task. For each task, we also present the screens that parents were
shows. The participating parent is always shown in yellow. Their spouse is green. The son is

blue, and the daughter is magenta.

Task: Mobile 1

It is the job of the participating parent to take their daughter to swimming. The daughter goes
home after school, so the parent’s job is to go home, pick her up, and then drop her off at
swimming (see Figure 6.9). The participating parent moving about their workplace, a factory
floor, and receives a call from their spouse. The parent can go over the plan with their spouse
using the i-phone application. The spouse has to stay at work late for a meeting. The parent

has to adjust their schedules so that the children can still attend their events.
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Task: Mobile 2

In task 2, the parents is placed in the office of a busy dentist. They are asked to schedule the
next appointment for their son, and are given three choices. Each choice will require the
parent reschedule their day. The parent uses the i-phone application to look at their routine
schedules for the day in question, and selects the day where they believe the least

rescheduling would be required.

Task: Large Display 1

In task large display 1, the parent is at home cleaning their kitchen. They receive a call from
the dentist, asking to reschedule the appointment they just made. The parent has the FTF
visible on a large display built into their refrigerator (see Figure 6.11). The large screen shows
all three days on the same large screen. The parent is again asked to select a time that they
can drive their child to the dentist. Each of the choices the dentist provides conflicts with an
event. The parent uses the FTF to think out which day would cause the least trouble making

changes.

Task: Large Display 2

The parent is told that they have just woken up to find their child sick. Their spouse has an
important meeting at work, so it becomes the participants’ job to bring the sick child to the
doctor, and to rearrange the driving with their spouse so that the other child can attend as
many of their normal activities as they can. The parent uses the FTF on the large display in the

kitchen (Figure 6.12) to solve the problem situation.
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1. Participants are walked through a warm-up 2. At the orthodontist, parents are asked to 3. And use the mobile tool to make an
task complete a payment appointment.

—

4. In the kitchen, parents are asked to put away 5. An email arrives asking they reschedule their 6. Using the large display to inform their
dishes... appointment decision.

Figure 6.8. Two scenarios showing how parents use the FTF to adapt to their situations. The top row shows a mobile scenario, where the
participant is at the doctor’s office, using an i-Phone app. The bottom row shows the FTF on a large screen in a simulated kitchen.
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Mom should leave the office 30 min earlier.

Figure 6.9. Scenario Mobile 1 begins with the parent at their office. After receiving a call
from their spouse, the parent uses an i-phone to troubleshoot their plans with their spouse.
The application opens to a view across the entire day (Step 1). Zooming in, the
participating parent must drive their daughter to swimming (Step 2). Their spouse’s late
meeting requires they renegotiate the plan. The resolution is shown in Step 3.
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Figure 6.10. Scenario mobile 2 places the parent in an orthodontists’ office. They are asked
to schedule the next appointment for their son. Each of the options provided by the dentist
conflicts with existing plans. The parent uses the FTF to determine which day will require
the least radical changes to their overall plan
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Figure 6.11. In Large display scene 1, the parent is called back by the dentist and asked to
reschedule their appointment. They use the FTF on the large display in the kitchen to

problem solve the day with the least impact.
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Figure 6.12. In Large display 2, the parent is told to pretend they wake up to find that one
child is sick. Because their spouse has an important meeting at work, the parent has to
arrange to get the child to the doctor, and to never leave the sick child unattended.
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6.3.2 Study 2 Protocol

Study 2 repeated the same protocol as study 1, replacing the data from the persona family
with actual data from the participating family. A preliminary phone interview allowed for the
capture of the basic information the display would include — family members, activities and
their places and times. The interview then solicited the family’'s logistical plan from the
previous days, which were entered into a web-based application to visualize the plans using

the visual vocabulary of the FTF.

The same protocol was followed as Study 1, where participants were asked to role-play the
same four scenarios, Complexities like the conflicting times for the orthodontist appointment,
or a meeting that would interrupt current plans, were constructed using each family’s data
individually. So in Study 2, while each family experienced scenarios that created the same
kinds of planning problems, the actual details of both plans and eventual solutions were
unigue to each family. As in Study 1, interviews were conducted after each scenario and upon

conclusion of all four scenarios.

6.3.3 Measures

Between scenes, semi-structured interviews focused on two main subjects. First, to assess
the validity of the problems and the value of the information delivered, participants were asked
to discuss the situations we asked them to participate in. Interviewers asked if they were
familiar situations and if participants conceive of the problem in the same way -- as a problem

with the information available to them.

Next, questions focused on four aspects of the visualization. First, we asked, if the overall
representation is meaningful. We asked participants to describe where everybody was, and
who was responsible for what task during the day, and asked them if their interpretation

required effort.

Second, we asked participants if they could easily see the consequences of their decisions.
This included the ability to add an item, and come away with an understanding of the changes
that this new event introduces, or the ability to look across a variety of days and make a choice

about the consequences of picking one day over another (orthodontist appointment scenario).

Third, we asked if the parent was able to address any unresolved details for the plan. For
example, this included situations when there was no parent responsible for transportation (late

meeting scenario), or who takes over for a job when we remove a parent from the day (sick
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child scenario). Lastly, we asked parents to extrapolate the situation they just experienced to

their own family.

After all four scenarios, participants completed a subset of the Technology Adoption Model 3
(TAM-3) survey (see Table 6.2) an instrument from organizational behavior research that has

been shown as a reliable predictor of technology adoption (Davis 1989) (Venkatesh & Davis

2000) (Venkatesh et al. 2003).

TAM Dimension

Definition

Perceived usefulness

Result demonstrability
Behavioral intention

Computer playfulness
Computer anxiety

Perceived enjoyment

Computer self-efficacy

Output quality

Perception of external
control

The degree to which an individual believes that using the system will help
him or her to attain gains in job performance.

Tangibility of the results of using the innovation.

The degree to which a person has formulated conscious plans to perform or
not perform some specified future behavior.

The degree of cognitive spontaneity in microcomputer interactions.

The degree of an individual's apprehension, or even fear, when she/he is
faced with the possibility of using computers.

The extent to which the activity of using a specific system is perceived to
be enjoyable in it's own right, aside from any performance consequences
resulting from system use.

The degree to which an individual beliefs that he or she has the ability to
perform specific task/job using computer.

The degree to which an individual believes that the system performs his or
her job tasks well.

The degree to which an individual believes that an organizational and
technical infrastructure exists to support use of the system.

Table 6.2. TAM-3 dimensions which were included in the study. These dimensions describe
aspects of system use that are relevant to the domestic context.

We excluded TAM scales that encapsulate concepts relevant to the workplace but no the

home. We also adapted the language of the TAM-3 to reflect the domain of family logistics.

We also administered a brief, self-authored questionnaire on logistics dimensions, probing

parents on the FTF's ability to augment awareness and planning.

6.4 Findings

For Study 1 we recruited 12 parents from the local area. For Study 2 we recruited 7 parents
from the local area. Since results were nearly identical across both studies, we report them
together, and describe differences where appropriate. We again looked to draw families from
a wide variety of social and economic backgrounds (see Appendix A for more complete

demographic information).
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Both qualitative interviews, and the TAM-3 results clearly support the main hypothesis of this
dissertation. Parents found that the documentation supported their planning and coordination

efforts, and decidedly embraced the capabilities the FTF made possible.
To summarize, both studies confirm that routine information helped parents because:
1. Visual overview make it easier to see the big picture
2. Easierto see consequences of your choices
3. Can plans instead of guesses at the point of opportunity
4. Reduce time-lapsed errors

5. Between 6 and 7 on every TAM dimension

6.4.1 Visual overview make it easier to see the big picture

By displaying everything everybody intends to do, the FTF helps give an overview of what
everybody in the family plans to do that day. P3 describes the overview as ‘a schematic
picture, you know, where the plan needs to be changed.” One advantage of this overview is
that responsibility is more clearly defined. ‘That way it clearly delineates the rules -- you know
where you have to be and where | have to be - and the change that's coming. And it would
eliminate a lot of stress,’, says P1. P4 just says 'it's nice to have a map.’ P3 elaborates, ‘The
color-coding gives me an idea mentally of who needs to be where, when, and gives me a
‘quick shot' that | can put together, as opposed to trying to write everything down on a piece

of paper.

6.4.2 Easier to see the consequences of your choices

Parents reported that the ability to see the entire plan made it easier for them to see how
decisions to change one part of the plan would affect the overall plan. Parents observed, for
example, that when they relied on the other parent to drive, as in the doctor’'s appointment
scenario, they often ‘needed to get clearance to set up a schedule [for that parent] because
they [other parent have to] leave early, and so then come in early,” describes P6. The
comment refers to the fact that the overall plan view reminded the participant that scheduling
a task for their partner meant they would also have to reschedule that entire day. It was more
obvious that the decision did not exist in isolation, but would impact other members of the

family in ways that they simply not have in their mind (even if they might know them)
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6.4.3 Can plan instead of guess at the point of opportunity

Parents experience anxiety when they must guess. This design helps resolve the issue.
Parents often expressed that their plans at the orthodontist were more like guesses. They
found it very hard to know who would be doing what at a point in the future. Because they
schedule a time that turns out to not be possible, parents then express that they have to
reschedule the appointment. Instead, they found that the FTF could help them see more
reliably what other people are doing, allowing them to take advantage of making plans at the
doctor's office. ‘Instead of having to call the doctor later and miss the appointment or it could
fill up...It's extremely useful because you have opportunities that you might not have later and
you might have to cancel or reschedule.’, says P2. ‘Appointments might fill up if you say
something like ‘I'll go home and look at my calendar and get back to you’ You would know
about your own plan, but this would give you the information about everyone else's plan as

well’

6.4.4 Reduce time-lapse errors

Our study of the FTF uncovered a situation that often leads to coordination problems that we
call the time-lapse error. In this situation, a family member asks another to perform some task
for or with them, and the person intends to create a reminder for themselves (like, for
example, putting it in their calendar) but some interruption changes the person’s focus, and
they forget to create the reminder. P4 describes this situation. ‘I would ask him to put...[the
pick-upl...in his phone but there's no way to know [if he did]." The FTF allows family
members to create events and add other family members to those events. This means that a

family member can see if the other actually created the event, and act on their behalf.

6.4.5 TAM results

The TAM-3 is administered using a 7-point Likert scale (from strongly disagree to strongly

agree). Parents scored the FTF between 6 and 7 on every dimension (see Table 6.3).
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Table 6.3. Mean TAM-3 values for parents’ evaluation of the FTF (n = 17). Error bars also
indicate the standard deviation.

6.5 Discussion

Using the Family Time-Flow, families can more explicitly identify unclaimed or ambiguous
responsibilities, monitor the completion of plans, and identify possible scheduling conflicts. By
adding an FTF to a calendar application as an additional view, the calendar can become a more
complete, flexible and able tool for family coordination. On one compact screen, the Family
Time-Flow combines where parents and children are, and what responsibilities each parent
will complete. It creates a shared visual representation of the current and future states of

family logistics. The overall effect is to create several benefits for families.

The FTF's ability to provide a high-level summary becomes clear when we visually compare
the FTF with a paper or even digital calendar. P11's personal calendar, for example, shows her
individual organizational structure, and the schema she developed. Her children participate in
basketball and what she calls ‘intramurals,” a general sports activity for younger children. Days
with basketball games are circled. The circle reminds mom to find out the time of the game on
or near game day, but the information needs to be stored in her head. CCD, and piano are
more regular, and do not appear on the calendar at all. Mom has to keep all of this information
in her head, and when making changes, she also has to keep in her head all the cascade of

changes that a change might cause.

118



Chapter 6. Routine as Resource for Visualization

The FTF's ability to make the consequences more visible relies on the same simple idea.
Parents generally have a system that requires them to remember all the details of any given
plan. When they make a plan change, the FTF shows them how their decision affects not just

their own day but the entire plan, and every other member of the famiy.

Current coordination resources do not provide this information. Calendars, for example, largely
contain non-routine information (Neustaedter 2007) (Davidoff, Dey & Zimmerman 2010). But
often a variety of routine information is required when making plans, and improvising changes
to plans. Without a resource to provide that information, people have to recall the plans and
routines of other family members (Beech et al. 2004). Their tacit knowledge of one another's
routines can be inaccurate, incomplete, and inconsistent (Baecker 2002) (Davidoff, Dey &
Zimmerman 2010). With access to a resource that can provide information on the plans and
routines of other family members, people can then recognize the plans and routines of other

family members.

The TAM-3 also supports one of the main agendas of this line of research. While parents
believe that the FTF can reduce problems with planning, and increase their awareness of
other family members, they also feel that the FTF increases their experience of control. The
perceived usefulness scale is worded such that the questions say “...helps me in my role as a
parent.” In other words, the FTF helps parents feel that they are doing a better job as
parents.This is highly-suggestive that parents express a strong preference for the capabilities
that the FTF can bring to their lives. These high scores around adoption also strongly support
observations from fieldwork with parents that logistics is a troubling part of their lives, and that

they desire to have it supported in some way.

As a technology, the FTF is agnostic to the means through which information is entered. In
other words, parents can enter all the information manually, or it could all be learned through
sensing and machine learning. The FTF displays whatever information the underlying models
contain. So while only a field study could give a more ecologically valid answer about whether
parents would enter planning information manually, the FTF does not require any particular

form of input.
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This work uncovers that families need but do not have access to routine information. It then
develops a way to capture and represent that information, and proves that its presentation to
families is valuable both functionally and socially. Parents claim that with the technology they
can coordinate better, and that by reducing the background of anxiety, make them feel as
though they can engage their children during their activities, effectively feeling like better

parents.

From the perspective of HCI, this work relies on the methods of a variety of disciplines, along
the way making contributions to each. This work explored how the concept of the routine can
be analyzed by anthropology, and learned specific functional and social issues in family life.
This work used interaction and experience design to focus and apply ways to intervene in
family life in ways that are socially appropriate and desirable. And lastly, this work used the
technigues of computer science to demonstrate that commodity hardware can automatically

document the information that was earlier identified as valuable but missing.

This work then uses a novel visualization to close the loop, and prove that parents want the
information that was earlier identified, and that when provided, it both serves their functional
need to coordinate more effectively, and their social desire to feel like better, and more

engaged parents.

7.1 Support for the Thesis

This thesis was demonstrated in three principal ways. First, to demonstrate how routines can
inspire the design of new kinds of interactive systems, a series of field studies were
undertaken. First, an observational study was conducted with 24 dual-income families. Over
the course of a year, participating families shared their coordination experiences in the context
of their homes. Extensive analysis of calendaring and other tools was conducted. With this
work pointing towards the routines of children’s activities, we conducted a needs validation
demonstrating 20 storyboards to 18 additional dual-income families. With this work helping to
re-frame our understanding of the problem, we conducted a series of user enactments with

12 additional families. Over the course of three years, a deep understanding of how routines
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participate in family coordination emerged, as well as a design philosophy for how

computational support could help families.

The fieldwork served to drive a clear set of ways that a system that could document routines
would be able to help dualincome families coordinate. Since families need but do not have
access to information about the plans and routines of other family members, we can support
coordination by providing that missing information to them. This effectively creates a new kind

of coordination resource.

Second, because routines are developed from the repeated performance of certain actions,
they lend themselves to sensing and machine learning. In other words, since families
currently do not document their routines, one way to generate that documentation is to have
computational systems learn them. Machine learning of family routines creates a new kind of

coordination resource.

This is demonstrated through the collection of a massive dataset of family coordination. Using
mobile phones as a sensing platform, we demonstrate that the GPS available on commodity
hardware can sense with parents pick up and drop off their children at their activities. We
demonstrate that we can use machine learning to model which parent will make the next pick-
up for an activity. And we demonstrate that we can detect if a parent will actually remember to

conduct a pick-up.

Third, models of routine can enable new kinds of coordination systems. To demonstrate this
we create a new kind of way to visualize the family routine, and use experience prototyping
with 19 parents and two studies to demonstrate that the ability to see this routine data is both
intelligible and desirable. This study demonstrates the value of having information about

routines, and therefore validates the work to learn routines (or manually collect them).

The study also validates that the ability to access routine information can help reduce the
background of anxiety that parents experience during coordination. The added capabilities can
free some of the attentional resources required to manage everyday tasks, helping family
members be more present to engage with one another as they perform their everyday tasks,

instead of being distracted by the struggle to maintain control.
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7.2 Larger Impact

7.2.1 Expanding routines to other domains

This work lays the foundation for a new kind of technology to support family coordination. But
the ultimate outcome of the work is a validation that the study, modeling and exploitation of
routines can lead to the creation of new capabilities. When extended across a variety of
domains, the routine can prove to be a capable abstraction. By understanding the routines of
the workplace, organizations might come to understand trends in employee behavior, observe
patterns of routine communication and identify runaway projects, or understand the types of
training that lead to the most productive work outcomes. Any process that can be modeled as
a routine can both be understood in terms of its constituent parts, as well as when the
process unfolds in a non-routine way. Understanding the amount of ‘routineness’ of certain
events can help with personalization of technologies, affecting costs and benefits in value

tables.

7.2.2 Anew frame to examine support applications

The study uncovered an important perspective that offered a critical lens into the creation of
technologies for families, but extends to any group that depends on support applications. A
variety of technologies can be considered problem-solving, and will contribute value to their
users through the performance of this service. Because of the nature of family coordination,
we uncovered an opportunity not only to fix problems, but to help people become better at
their jobs. This different framing of the problem offers a new perspective on how support
technologies can be designed. Similar to Zimmerman (Zimmerman 2009), by considering an
application a tool to fix a problem, designers will create a technological crutch. But considering
an application a way to help individuals become more competent at what they do, the
technology fulfills a fundamentally different role in the lives of its users. It becomes a teaching

tool, and one that helps them grow in their social and individual identify.

7.2.3 Mobile telephone supporting meso-scopic social science

Scientists in a variety of disciplines are using the sensors on commodity mobile phones to
generate a new body of unsupervised knowledge. At the macroscopic level, mobile phone
GPS has been used to examine movement patterns, demonstrating, for example, that people
tend to stay within 30 miles of home (Gonzélez, Hidalgo & Barabasi 2008), or to model the

formation of social networks (Eagle & Pentland 2006), or the propagation of disease (Madan et
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al. 2010). GPS has also been used to model the routines of single individuals, including
destinations (Marmasse & Schmandt 2000) (Brumitt et al. 2000) (Ziebart et al. 2008) and route
choices (Liao et al. 2007).

A space remains, however, for the exploitation of mobile phone as sensor at the small group
level. While in this study we have chosen families, other groups that might be explored
include small groups collaborating remotely, or a crew of construction workers at a site. The
small group presents more computational complexity than problems of individual routines, and
when no ground truth need be captured for large-scale social studies, the large-scale study
appears as a tempting area to explain. But the study of the small group affects many different

aspects of life.

7.3 Additional Research Opportunities

To enable the models and applications developed in this paper to move from laboratory to the

real world, simplifications will need to be removed, each introducing added complexity

7.3.1 Multiple families

While many of the families that participated in our studies managed a great deal of their pick-
ups and drop-offs largely within the nuclear family, a variety of other situations exist that will
undoubtedly add complexity to the problem. First, various families relied on their local
extended family to support their tasks. Whether in the form of child care (making sure little
ones are not alone) or by supervising and implementing rides, extended family were not given
sensors in the data collection or modeling phases of the study. Additionally, families that have
more resources might rely on permanent, semi-permanent, or stopgap services from a nanny
or babysitter. Lastly, parents often rely on other parents to support their transportation. Parents
can include a trusted group of regular go-to parents, or be more opportunistically chosen from

parents whose children participate in whatever activity the child is participating in.

For all of these groups, we have no sense of how often they are employed, either on an
across or within family model. Additionally, we have no models of the transportation
preferences of this group. By participating in coordination, they also would naturally be

represented in the FTF. The inclusions of other parties complicates the view.
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7.3.2 Equipment for activities

Another opportunity exists to include the routines of the equipment related to activities to
family support applications. For a single activity like soccer, equipment could include, for
example, cleats, socks, shorts, jersey and a water bottle. Equipment has the same kind of
constraints as events. There are partial orders in which equipment need to be prepared.
Clothes need to be washed before they can be put in the activity bag. The activity bag needs
to be placed by the door on the day of the event. A series of constraints also guide the
preparation of equipment. Soccer jersey needs to be washed the night before a game,
probably in the evening, so that it has time to dry. A child has to bring the equipment with
them in the moming before they leave home. Each action has a complex set of conditions

that, should any fail can lead to the forgetting of certain pieces of equipment.

Our field studies showed us that both parents and children forget equipment more often than
there are casualties of transportation. We elected to focus on transportation because while

less frequent, the events tend to be much more severe when they do occur.
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Chapter 9. Appendices

Appendix A Participant Demographics

Field Study Participant Demographics

Family Mother Father Children

A NP, Administrative assistant NP, Carpenter S15, S18

B 47, Department manager 48, Art gallery director D9, D15

c 41, Professor 39, Teacher S1, Db

D 38, Business manager 41, Marketing manager S5, D8, S10
E NP, Professor NP, Carpenter S15

F 45, Secretary 46, Truck driver D15

G 32, Surgeon 31, Graduate student Sh

H 36, Project manager 34, Graduate student D1, D5

/ 52, Nurse 53, Steam fitter S15, D19

J 49, Administrative assistant 50, Manager D15, S20

K 54, Events coordinator 55, Salesman S21

L 43, Legal secretary 46, Landscaper S11, D15, D17, D19
M N/P, Administrative Assistant NP, Salesman 9, 15

N 40, Writer 40, Software engineer 9

(0] N/P, Physician NP, Project Manager 7,13

P 50, Executive assistant 50, Manager of development 16, 21

Q 39, Professor 31, NP 4,6

R 45, Café manager 51, Architect 9,15

S 39, Graduate student 39, Researcher 12

T 38, Biotech manager 32 Accountant 4

U 48, Court investigator 50, Sherriff 13, 17, 21
v 45, Architect 57, Designer 6, 7

w NP, NP NP, NP 3,6, 7

X 49, Teacher 52, Attorney 9, 11, 14, 20, 22
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Data Collection Study Participant Demographics

Data collection occurred across six months. Resource constraints forced the dropping of families C and D after three months. Grey bars

indicate weeks with total rides above the mean (18), and orange indicates below. Comparable statistics were not collected during the study

pilot.
Family
Parents Income Kids Activities Rides per Week
Code Mom then Dad in $1,000’'s  Son/Daughter Age Top 5 by rides given during study From Nightly Interviews
37, Data Manager i i
A g 100+ S9, D7, D4 Svylmmmg, soccer, hockey, drama,
35, Healthcare Manager religious class
55, Medical Secretar
B Y 60-80 S17, 59, S7 Basgball, ba_sketball, football, altar
52, Factory Manager service, boxing
43, Museum Director .
C 40-60 S14, S6 Robotics club, baseball

35, Elementary Teacher

40, Administrator
D ) 100+ S13, S9 Baseball, karate, football
40, Purchasing Manager

50, Nurse
E ! N 60-80 S$15, D10 Clolor guard, band, track, trumpet,
51, Medical Technician piano, scouts
49, Surgeon ; i Al
F g 100+ S16, D10 Tralck, gltlmate frisbee, French, violin,
50, Programmer swimming
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Chapter 9. Appendix A

Mom Dad Income Number of
ID Age Profession Age Profession Range Children
$1,000 age 6-15

Study 1

1 44 Marketing manager 44 Construction 80-100 3

2 46 Medical coder 46 Design engineer 60-80 2

3 b1 Market research 56 Creative director over 100 1

4 25 Accountant 26 Software engineer 80-100 3

5 46 Senior care worker 49 Programmer over 100 1

6 41 Nurse practitioner 50 Benefits specialist 60-80 3

7 40 Mortgage servicer 51 Service manager 60-80 4

8 b1 Doctor/scientist 52 Programmer over 100 1

9 46 Geriatric caretaker 49 Physicist over 100 1

10 31 Nurse 50 Banker N.R. 3

1 37 Medical secretary 47 Factory manager 60-80 4

12 46 Marketer 38 N.R. 80-100 3
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Appendix B Field Study Protocol and Cultural Probe Package

Field Study Protocol

Activity Shadowing

Stimulus Can you start by walking us through yesterday morming?

—_

What time was that?

2. Describe your relationship with the snooze button?
3. Other morning facts to get:

a. Shower

b. Clothing

c. Who prepared breakfast? What was it?

d. News

e. Weather

f.  Traffic

4. Do you help kids preparing to go to school?
a. How many times did you check on them?
b. Do they getready on their own?
c. How do you know the kids are getting ready?
d. What do you check for them before they go to school?
e. Do the kids usually get to school on time?

Activity Shadowing
Stimulus Can you walk us through a moming when the kids weren’t getting ready on

time?

5. Do you help kids preparing to go to school?

Activity Shadowing

Stimulus Can you walk us through the last really bad day because of the morning?

6. Are there any things that you often forget to do, or just don’t do, that cause a bad day?
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Activity Shadowing
Stimulus Where did the kids go yesterday after school?

How did you know that?

How did they get home?

9. Was that the plan in the morning? How did you know that?
10. Did the plan change during the day? How did you know?
11. Is there some place where the family shares their schedule?
12. How do you keep track of special events, field trips?

© N

Activity Shadowing

Stimulus Can you walk us through what you do when you leave the house?

13. What do you check before you leave?
14. What are things you sometimes forget?

General Questions

15. What are some stressful parts of that morning?

16. What's are some delightful parts of the morning?

17. Is there anything you prepare for morning the night before?

18. What is mother's role / what is father's role ? any reason for that?
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—_
-
— -

;7 \\ Please leave this space blank
/ for the photo-
% I
\\ What do you | P%u,tﬂwmmberofphoto
N f t7 s yowtoke below. _ _ _ _ -
. oftentorget?”
~ - / N /l
. v win ( ) - p
\ ~ T T
\- B _ —

* What is this? Why do you forget it ?

Please take photos of three things you often forget.
(e.g. artifacts, dates, information, appointments etc. )
Please describe your experiences of forgetting these * Any related story?
as a story.
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Please leave this space blanks Please leave this space blank
for the photo- for the photo-

P%@w the number of photo- P%Mf the number of photo-
yowtoke below. _ _ _ _ . yowtake below. - _ _ _ .

Nuwm ( ) __ ,'l Nuwm ( ) ,'l

Chapter 9. Appendix B

* What is this? Why do you forget it ? *What is this? Why do you forget it ?

* Any related story? * Any related story?
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/ \
*What do you wish
\

*_ you never forgot? 7

Please take photos of three things you wish you never
forgot. (e.g. artifacts, dates, information, appointments

etc.)

Please explain why and if you have any related past
experiences.
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Please leave this space blank
for the photo:-

P%Mtth& number of photo-
yowtake below -

Nuwmw ( ) I

* What is this? Why do you wish you never forgot this?

* Have you ever forgotten this? How & why?



Please leave this space blank
for the photo:-

Plea%thh@ number of photo-
yow take below

Nuwmwv ( ) i

*What is this? Why do you wish you never forgot this?

* Have you ever forgotten this? How & why?

Chapter 9. Appendix B

Please leave this space blank
for the photo:-

P%utth@ number of photo-
yow take below

Nuwmw (

* What is this? Why do you wish you never forgot this?

* Have you ever forgotten this? How & why?

149



Routine as Resource for the Design of Learning Systems

“ What did you createl
for your kids?” /

/

Please take photos of anything special you created
for your kids.

Where do you keep these? Why did you create those?
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Please leave this space blank
for the photo-

Please put the nuwmber of photo-
yow take below. _ - _ _ _ -

Nuwmw ( ) !

* What is this? Where do you keep it?

* Why did you create this?



Please leave this space blank Please leave this space blank
for the photo- for the photo-

Please put the nuwmber of photo Please put the ruumnber of photo-
yowtake below. - _ _ _ _ . yowtake below. _ - _ _ _ .
Num () __ N ()

Chapter 9. Appendix B

* What is this? Where do you keep it? * What is this? Where do you keep it?

* Why did you create this? * Why did you create this?
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\

. “What do you do |

, as a family? v

N

AN

Please take photos of activities you do as a family.
Please explain when and why you do these.
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Please leave this space blank
for the photo:-

P%ﬂ:tﬁe/ number of photo-
yow take below

Nuw (

* What is this? When do you do this?

* Why do you do this? Is there any meaning?
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Please leave this space blank Please leave this space blank
for the photo- for the photo:-
PWEMWMM}@V&})M& Pleaée/gwtﬁfw/nwmber of photo
yowtake below. _ _ _ _ _ . yowtake below. _ _ _ _ _ .
\\ \\
| |
Nuww ( ) ! Nuww ( ) I
I\ \—\ /’ |‘ \_\ //
* What is this? When do you do this? * What is this? When do you do this?
* Why do you do this? Is there any meaning? * Why do you do this? Is there any meaning?
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—_ -

— -~

—

~ ~

~N
N

/" “What do you keep \I
'_in plain sight to remind,
“.  youofthings?”

N

Please take photos of things you keep in plain sight
to remind you of things in the following places:
your room, the front door, the kitchen, your office
desk, and your schedule.

Please explain why you keep these in plain sight
and what they remind you.
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Please leave this space blanks
for the photo:

Please put the number of photo
yowtake below. _ - _ _ _

Nuwmw ( ) !

*What do you keep in plain sight in your room?

* What does it remind you of?
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Please leave this space blank Please leave this space blank
for the photo- for the photo-

Please put the ruunber of photo- Please put the ruunber of photo-
yowtake below. _ _ _ _ _ . yowtake below. _ _ _ _ _ .

Nuwmwv ( ) __ //l Nuwmw ( ) ,/l

* What do you keep in plain sight near the front door? * What do you keep in plain sight in your kitchen?

* What does it remind you? * What does it remind you?
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Please leave this space blank
for the photo-

Please put the ruunber of photo-
yowtake below. _ _ _ _ _

Nuw ( ) !

* What do you keep in plain sight on the office desk?

* What does it remind you of?
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Please leave this space blank
for the photo-

Please put the nuunber of photo-
yow take below. _ - _ _ _

Nuwmw ( ) !

* What do you keep in plain sight on your schedule?

* What does it remind you of?



~
~N

\//“What do you like
. about reminding |

AN

S you kids? ”/
/

~N

Please take photos of things you like reminding
your kids to do. Please explain why you like this.

Please leave this space blank
for the photo-
Plea%uwﬂw nuwmber of photo
yow toke below -

Nuwmv ( ) )

* What do you like reminding your kids?

* Why?

Chapter 9. Appendix B
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P N N Please leave this space blank
/“/Wh h \ for the photo:
\ at do yqu .ate ' Please put the uwunber of photo-
' aboutreminding | yowtake below. - - - -
"~ youkids?” Num ()

*What do you hate reminding your kids?

Please take photos of things you hate reminding
your kids to do. Please explain why you like this.

* Why?
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N

\

“What doyou like
‘. tobereminded?”

N\

/

Please take photos of things you like to be reminded.

Please explain why you like.

Please leawve this space blank
for the photo-

P%utﬁw rawwmber of photo-
yow take below

Nuwmw (

* What do you like to be reminded?

* Why do you like it?

Chapter 9. Appendix B
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N

\

“What doyou hate |
‘. tobereminded?”

N\

Please take photos of things you hate to be reminded.

Please explain why you like.
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Please leawve this space blank
for the photo-

P%utﬁw rawwmber of photo-
yow take below

Nuwm ( ) '

*What do you hate to be reminded?

* Why do you hate it?
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Scenario
Book

Family

° \\ .
Carnegle Mellon Human-Computer Interaction Institute w
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Instructions: Imagine there is a magic Genie who can go wherever you are. The Genie can remember everything it sees. It

can remind you of important things whenever you want, and however you want.

Please answer the following questions. Find a sticker that represents your answer and place it in the provided space. If

there is no sticker that has your answer, just draw the answer.

» What do you want to tell the Genie?

What?

Why?

. PLACE STICKER HERE or DRAW

What?

Why?

PLACE STICKER HERE or DRAW

Why?

PLACE STICKER HERE or DRAW

What?

Why?

PLACE STICKER HERE or DRAW
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b What should the Genie never remind you to do?

What? ; © What?
Why? : © Why?
PLACE STICKER HERE or DRAW PLACE STICKER HERE or DRAW

When? : : When?
Why? : L Why?
! PLACE STICKER HERE or DRAW ! PLACE STICKER HERE or DRAW
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b Create a "best case scenario"

| PLACE STICKER HERE or DRAW : ' PLAGE STICKER HERE or DRAW ! : PLACE STICKER HERE or DRAW; : PLAGE STICKER HERE or DRAW !
The scene starts with... The Genie appears by... The Genie says... You feel...
"
Where? What? Why?

Who's there?

When?

n
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Instructions: Make a cartoon using the stickers that shows how you might use the Genie. Write a description below each panel.
If you can't find a good sticker, then feel free to draw the contents of the panel.

P Create a "worst case scenario"

| PLACE STICKER HERE or DRAW : PLACE STICKER HERE or DRAW . PLACE STICKER HERE or DRAW: . PLACE STICKER HERE or DRAW
The scene starts with... The Genie appears by... The Genie says... You feel...
"
Where? = What? Why?

Who's there?

When?

n
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Coordination
Diary

Family

° \ .
Carnegle Mel]()n Human-Computer Interaction Institute w

166



Chapter 9. Appendix B

P> rememserTo GO torthe doctor

b WHAT HAPPENED?

WHEN WHO WHAT DID YOU DO? WHY REMEMBER?
EASY HARD
Mow Wrote appointment on .
M made the ointiment @

1pmwy om personal calendow Just app ! 345

24;;: Mo Wrote o wall calendow Got home and saw the calendor 1@3 4 5

Fri Mow Soow wall calendo Was having breakfast and the @2 345

7o calendow is easy to-see

Mow Mo Remembered Glanced at clock and saw that 13 3®

Ipmy appointment it way almost time >
12345
12345
12345
12345
12345

HOW DID YOU REMEMBER?
» DID YOU REMEMBER? ORWHY DID YOU FORGET? b WOULD YOU WANT TO BE REMINDED?
Looked at clock and was reminded Yes, 2pmv
YES WHEN?
about the appointiment Email and phone call
[ ] no HOW?

Why? Ity hawd to-get another appointiment
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b WHAT HAPPENED?

WHEN WHO WHAT DID YOU DO? WHY REMEMBER?
EASY HARD
. My sow asked me whenw I colld pick | Seasow iy stawting. Sow brought home
v March Sor himv up frowv practice. his schedule @2 345
wvMarch | Mo+ Son | My sonvcalled his friends and picked; To-awrange o @2 34 5
a time. We discussed it carpool
. v | Mom+ Son | My sontold me Tuesday. We wrote 4 ber.
i Mar it onthe calendow for every week: Sowedr @2 >4
Sunday | ¢ M Confirmed the week's We alwayy do-this
dinner orvr Homv cawpool was onv on Sunday ! 2@4 °
Tuesdoy Called Mom to- sevy So-she doesn't have 1 2@4 5
4:30 Sow practice iy running late to-wait
Tuesday Called son to-see if )
5:00 Mo practice way over To-pick him up 1@3 45
12345
12345
12345

P> 01D You REMEMBER?

M YES

[ ] no

HOW DID YOU REMEMBER?
OR WHY DID YOU FORGET?

b WOULD YOU WANT TO BE REMINDED?

Phone call from my sow helped WHEN? The day before
me remember HOW? Make the calendow blink
WHY? I dow't want my sow to-wait
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P>  rememserTo

» WHAT HAPPENED?

WHEN WHO WHAT DID YOU DO? WHY REMEMBER?
EASY HARD

12345

?
[P 0iD YOU REMEMBER? O A YOy REMEN BER P> WOULD YOU WANT TO BE REMINDED?

[ ] ves WHEN?

[ ] no HOW?

WHY?
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Appendix C Needs Validation Storyboards

INTRODUCTION 01 :: Meet The Millers

Johnny Annie

..and
Lucy!
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SCENARIO 01 :: Missing A Bill Payment

The phone rings while Johnny’s 5 days before the payment is due, Mom puts the paid bill in an
bringing the mail in. He drops the the smart home alerts Mom that the  envelope, but forgets to put the
mail to answer the phone,and forgets bill is hiding in a pile.
about it. But there’s a credit card bill

in that pile!

On her way out the door the next day,

the smart home reminds Mom to put
envelope in the mailbox. the bill in the mailbox.
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SCENARIO 02 :: One of Those Days

Flat tire. Dead cell phone battery.Who's going to get Annie?

1 2 3 4

@1
JOHHMY
MM JOHMMY
NelcHEOR IR FRIEND
“1feel so helpless.” The smart home senses that Dad’s The neighbor’s not far from Annie. The tow truck that comes for Dad
going to miss Annie, and pings the She agrees to get her. tells him that Annie is safe and
people the Millers countonin a sound.

pinch.
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SCENARIO 03 ::4-Snooze morning

RN 1ol
w12
ZZZ ;\\1“'“}"\
e el - 6 u -
T /
h . dsb . ..Johnny’s on his 4th snooze. The smart home lets Dad know that Dad shouts to Johnny, telling him to
In tde morning, Dad’s busy getting He's going to miss the bus. Johnny’s running behind. get up.Johnny is cranky, but out of
ready for work.. Dad has an early meeting and bed.

can't drive him.
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SCENARIO 04 = Snack Day at School

On 26 th,
Annie needs
to bring snack

~

" []

SHOPPRIMG LIST Jan
o] (|2
o MILK L
- ! }/ j
* SHRIMP il
O

* AMMIE'S SHACK 1™

174

Jan 02 | E \ Jan 24 ‘7
| |
Annie brings home a note from Today is the 2nd, and mom doesn’t On the 24th, the smart home adds The smart home rings a reminder sound
school.This month, it’s her turn to want to forget.She puts a note on Annie’s snacks to Mom’s shopping as Mom walks past the fridge on the 26
bring in snack for everyone on the the fridge.But the note is lost in a list. th. She sees her note sparkling, and

26 th.

sea of notes.

remembers to give Annie her cookies.



SCENARIO 05 :: Dinner Plans Change

Chapter 9. Appendix C

How long till 2
everybody’s home {

1SMIN

a MEMU
e STEAMED

FooD e ——

RECIFE

Mom'’s cooking tonight, but she’s
stuck in traffic, and running behind.

Johnny has a soccer gamein 1 hour.
Mom checks on everybody - 15
minutes until they get home.

She needs to get dinner started now.

The smart home checks what food’s ~ The smart home asks Johnny to get
around, and gets a recipe mom can the fish out of the freezer.
make in 15 minutes.
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SCENARIO 06 ::Welcome home Dad

S

N

bAalD's COMIMG! |

o/
AR

176

“It was a long day... Finally,l am home” The smart home tells Annie and
Johnny that Dad’s almost home.

Annie and Lucy run outside to
meet Dad.

Dad’s “welcome home” theme song
plays as he walks into the house.
Mom hears the music,and comes to
meet him.
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SCENARIO 07 ::Where Are The Ballet Shoes?

@ HALL CLOSET E

SHOES (]
WATER

° BOTTLE
ANMIE CLOSET

BAG
o

N
N ? £ o %

BOTTLE

Mom'’s on a business trip.Dad hasto ~ The smart home shows Dad what The home spotlights the objects On the way out, the house reminds
take Annie to ballet. Mom always Annie needs, and where it’s hiding. when Dad goes into each room. Dad he forgot Annie’s water bottle.
packs Annie’s bag, so Dad has no idea He grabs it from the kitchen and
what she needs or where to find it. they head out the door.
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SCENARIO 08 ::Worried about The Stove

: click!

O
’.ol

“Did | turn off the stove?? What if " THE STOUE IS OFF. BUT THE “ Could you lock the door, pleas?” “ Ahhhhhhhhhhh.Now | can relax.”
| leftit on..” FROMT DOOR IS UNMLOCKED.”
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SCENARIO 09 :What Happened?

Chapter 9. Appendix C

e
isthe 92
Agznv.
—

o

\

R

Mom arrives home and sees that the
back gate is open. She's worried.

So Mom asks the smart home why

the gate is open.

The smart home shows Mom a

video.

"Oh, it was only the cable guy.’
Mom feels better knowing who's
been in the yard.
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SCENARIO 10 : Snowy Day School Delay

A~~hm, it’s so early

& &

 ©

Mom still has to go to work.

Somebody will have to watch Annie
until school starts.The smart home

wakes up Mom 15 minutes early.

180

Mom looks at the window, and sees
what’s happening with school and
the roads. She needs to go work by
8am.

The smart home shows Mom who's When she leaves for work, Mom
available to help,and how often takes Annie to Sue’s house.
they've helped. Mom decides to call

her neighbor, Sue.
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SCENARIO 11 ::Johnny’s sick

MOM OF OAD

ACIIYI 5 ¢
Y

| |
, , ) ¢ ..But the smart home sees that They check their calendars with the Mom and dad ask the smart home
Its4 am.Johnny.s running a rever. Johnny'’s sick,and wakes up Mom doctor’s. The doctor can see Johnny to show them who's stayed home
Tomorrow moring could be crazy... 54 pad. Mom and Dad give him at 3pm. But Mom and Dad are both more, and how many vacation days

some medicine to reduce the fever. busy all day long. they have left. Dad agrees to stay

home.
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SCENARIO 12 = Johnny Didn't Call

—_
N
w
N

?@! X

It's 3pm.Mom looks at her“family She notices that Johnny’s not home “Where’s Johnny?” In the evening, Mom “reminds”Johnny
finder”. yet. She gets worried. »IOHMNY'S AT HIS FRIEND that even high schoolers have to call
SIMOM'S HOUSE HIS PHONE IS home.
OFF. SIMOM'S PHOME IS S858-1212.7
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SCENARIO 13 :: Annie dresses herself

The smart home keeps Annie on track in the morning.

18 MIM MAX!

\ /

l

“ MOM SAI0 18 MIMUTES MAX. © “IT'S SHOWIMG. LHAT SHOULD 90U Annie picks a sweater and boots. Mom'’s downstairs making breakfast.
LEAR?" Her “cyber pet” meows with joy. She hears the cat’s meow, and knows
The smart home shuts off the TV. that Annie’s dressed.

Annie goes to get dressed.
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SCENARIO 14 :Where does this go?

/,.‘\.
& %
? | -
o ° ° .
) f ) P ¢
On his way past the washing machine, “Whose socks are these?” And where  The smart home tells Dad the socks  ..and shows him where her sock
Dad picks up a pile of clean clothes. do they go?” are Annie’s... drawer is.
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SCENARIO 15 = The Mystery Pile

U -

The whole family is coming over for The smart home shows Mom who's “Dad hasn’t touched this in 6
the holidays.Mom decides to take on stuff is in the pile, how long it's been months! It's outta here.”
a“mystery pile” that’s in the middle of there, and the last time they touched

the living room. it.
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SCENARIO 16 : Educational Opportunity

JUN

WHAT AMHIE IS
STUDYING AT SCHOOL

e GRALITY
* BOSTOM TEA PARTY

W

WHAT ANNIE 15
STUDYING AT SCHOOL

« GRAVITY

« BOSTOM TEA PARTH

I v/

&
A

The smart home puts what Annie’s
studying in school on the family
calendar.

186

Dad takes a look at the calendar.
He asks the smart home to help him
make Physics more fun.

During dinner dad talks to Annie
about an experiment they can do
together. She’s really excited about
it.

Later, the smart home tells Mom that
there’s a movie on cable about the
American revolution.They decide to
watch together.
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SCENARIO 17 - A Little Romance

\

Dad’s at the mall. He doesn’t know The smart home tells Dad the store’s  Dad decides to get Mom a little “That’s so sweet of you.”
that he’s right near Mom'’s favorite right around the corner. surprise.
flower shop.
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SCENARIO 18 : Thanksgiving Dinner

4

“Skeletons from our past.”

B4

- “Veto”
Y (¢
\ I '

188

Everybody is at the table for

Thanksgiving dinner.

Somebody shouts “skeletons from
our past”

The smart home selects random
images from the house archive, and
displays them on the table.

The cousin is embarrassed of a

picture from her childhood.She
shouts“veto, veto” and the house hides
the picture and chooses another.
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SCENARIO 19 : “Do | Have To?”

®
T MR

Mom asks Annie to walk the dog. “Smart home, show me who walks The house produces a graphic that

Annie says“why do | always have to the dog?” shows that Johnny walks the dog the
do it? What about Johnny?” most.

s CX:

| %

+1

Annie takes the dog out.
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SCENARIO 20 :: Good Karma

3] ) \ I R Y /
Sy, S
O} “
[o]
o

?

Johnny missed his curfew twice this He wants to keep the peace athome. Mom won't have time to make lunch  The smart home tells mom that

weekend. Mom was worried sick about So he asks the smart home what for Annie.The house suggests that Johnny made lunch, and that she
him. chores Mom could use some help Johnny make her a PB+J sandwich. doesn’t have to.
with.

190



SCENARIO 21

Scrapbook

Chapter 9. Appendix C

FA

8

(’69\000 "
O \(\eq\a\l
ot

//

Annie and her friend are writing a
musical play.They're practicing in her
room.

Later that night, Mom asks the

smart home to make a scrapbook
of the play.

Mom hears the singing and giggling,
and wants to watch, but doesn’t
want to disturb the scene with a
grown up.

The smart home automatically puts
together videos it recorded of the
children playing,and adds a musical
score.
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SCENARIO 22 :: Checking homework

L\ &2

78N

100

Annie’s struggling with Math.Dad'’s Annie’s folder turns red whenever she  The smart home puts her teston the Dad decides to put the test on the
worried. So he asks the smart house has Math homework. Dad makes sure  calendar, and Dad gives her extra fridge.
to keep an eye on her Math progress.  to check her work. help the night before.
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Appendix D User Enactment Matrix and Scripts

Speed Dating Matrix

A compact representation of our Speed Dating Matrix for kids" activities. Concept dimensions
form the row and column labels. Cells outline the content of user enactments, which
juxtapose specified risk factors with social situations defined in the table structure. SH here

refers to the “smart home.” An extra row is added to explain deviation circumstances.

Proactive | Soccer Ballet School
Begin High SH auto arranges SH auto adds lessons to SH purchases supplies
carpool, interrupts to calendar, interrupts to online, and prompts for
inform parent highlight conflict with optional items
doctor + reschedules
Medium SH finds carpool SH prompts to add to SH auto adds supplies to
availability, interrupts to | lessons to calendar, then shopping list and
inform parent highlights conflict and prompts to schedule
prompts to reschedule shopping
Low SH informs parent when | SH highlights schedule Constant ambient
on phone with friend conflict when lessons are | reminder via embedded
they could be driver added manually picture frame
Routine | High SH interrupts parent to | SH tells parent “you must” | SH passes task from
inform that shin guards [ pick up your daughter from | spouse to make lunch
are not in bag ballet
Medium SH highlights bag as SH tells parent “you SH adds lunch task to to-
parent passes, should” pick up your do list
indicating missing shin | daughter from ballet
guards
Low Constant ambient SH asks parent to pick up | Constant ambient
reminder via embedded [ daughter from ballet as reminder via embedded
picture frame favor to other parent picture frame
Deviate What: Last-minute What: Mom's away, and What: Parents need to
meeting and parent Dad needs a reminder of bring cookies for a
can't drive to soccer what to bring and when school play in 2 weeks
High SH arranges new ride SH rearranges schedule SH auto adds items to
home for kid and and provides list of needed | shopping list, auto
informs parent items schedules shopping
Medium SH asks friends for SH suggests new schedule | SH auto adds items to
favor and relays their and suggests list of shopping list and
reply needed items prompts to schedule
Low SH asks friends for Constant ambient reminder | SH prompts to add items
availability via embedded picture to shopping list
frame
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Speed Dating Script

Introduction

Where

When

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

194

Office

N/A

Default

Default

Default

Default

Soccer picture

My name is Scott. I'll be helping you with the experiment today. I'll be reading
from this script so that we can be sure that you have the same experience as
other participants. If you have any questions at any time, feel free to interrupt

me and ask.

The smart home of the future will, we believe, have much of the intelligence
that people have. So the house will be able to recognize your family members
when they come home. It will know where they are located, both within the

house and outside the house. And the smart home will also have a basic
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understanding of what you and your family are doing. For example, if you're in
the house doing the dishes, the smart home will be able to know that you're

doing the dishes.

The home will also be connected to all sorts of information outside the house.
This includes simple information like weather and traffic, as well as more
complex information, like what's happening at school with your kids. The

school will be able to send information directly to your smart house.

Lastly, the smart home will be able to talk to other smart homes. So your smart
home might be able to contact the smart home of your friends and family, and

exchange messages with them.

First, let's introduce you to your home...

Today, we don't yet have a functioning smart home. So we're going to use
simple ways to pretend that room is a smart home. We're really just going to

use people to play the role of the intelligence behind the house.

Let's show you what we mean.

In the kitchen, your calendar is a smart calendar. That means even though it's
made of paper, we're going to pretend that its electronic, and connected to all
the things that the house can do. You can write on it just like a normal
calendar, and the smart home will be able to read and understand whatever

you write.
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Calendar:

Experimenter:

Picture Frame:

Experimenter:

196

The smart home might want to show you some things using the calendar. For
example, if the smart home wants to remind you that you have a doctor's
appointment today, the home might wait until you are in front of the calendar,

and then it could make the appointment glow brighter.

[ highlight doctor’s appointment |

We're going to use this yellow sticky note to represent when the calendar is
“glowing.” This is to grab your attention, and to suggest that you look at

whatever is glowing yellow, like on a computer screen.

Your smart home will also have smart picture frames. The smart picture frames
are also electronic, and the smart home can change their content. When the
smart home changes the content of the smart picture frame, the smart home
is trying to communicate with you. For example, normally, there will be a

picture from a family vacation, like this one.

[ soccer picture |

But another time, when you look at the smart picture frame, you may see here
a picture of children playing soccer. This picture could help remind your
children to take their soccer equipment to school, and to remind you that they

might need a ride home.

You'll find these picture frames in multiple locations throughout the home.
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Sometimes the smart home will want to talk to you. Let me introduce [ smart
home |. S/he’s going to play the role of the voice of the smart home. Your
smart home has tiny speakers in every room, so it can communicate with you
in every room of the house. When the smart home has something to tell you,
you'll hear this tone [ding]l. Your smart home also has microphones in every
room of the house. So the smart home can hear you any time you want it to.
If you want to hear what the smart home has to say, just say “yes” in a normal

voice, and the smart home will tell you whatever it has to say. Let's give it a

ry.

Smart Home: [ ding ]

Participant:

Smart Home:

Yes?

Welcome to your smart home.

Experimenter: If you want to ignore the smart home, just don't say anything. If you want to

Flashlight:

hear the smart home's message later, just say “later.”

The smart home is smarter than those phone systems you might have used
with an airline or credit card company. You can feel free to speak to it in normal

English.

Sometimes the smart home might want to help you find something you're

looking for.

[ something |
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Experimenter:

198

When the smart home shines a light on an object, it wants to help you notice
that object. Here we're going to use a regular flashlight, shined by the smart
home. You can imagine that every room will have some kind of projector on

the ceiling, that can point to any object in the room.

You have a few possessions in our house. Here are your keys. And here is
your cell phone. You should remember to take them with you when you go.

And you'll want to put them somewhere when you head home.

Now, for this experiment, we're going to imagine you have two children. A
boy named Johnny. He's 12. And a girl named Annie. She's 7. Johnny plays
soccer, and Annie takes ballet lessons. They usually take money to school for
lunch. But they're both finicky eaters. So on certain days, you make lunch for

them.

As you move about the home and see things, it would be helpful to us if you
would think out loud. That means that you should say the things you are

doing, and the things that you see, and what you think they mean.

Lastly, today we're really interested in what you think. We didn't make this
smart home. Our job is to help understand what you think and feel about it. So
please feel comfortable telling us whatever you think. And we promise to
break it to the design team gently. Your feedback can help us make the smart

home better.

That's the introduction. Do you have any questions? Are you ready to begin?

OK, then let's get started.
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Soccer Beginning 1

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Default

Laundry: Default
Bags: Default
Props: Carpool schedule stickies

Experimenter: Johnny is starting the Fall Soccer season next week. You know you will need

to set up a carpool some time soon, but you're a little busy right now.

This scene begins with your morning routine. Your job is to get everybody out
the door on time, with all their stuff. This means you and the kids will need to
eat. Everybody has to remember to take their things with them when they go.
For the kids, this means their homework. And for you, this means your keys
and cell phone. You'll want to check the calendar and see what you have to

do that day.

Remember to think aloud as you move about.
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Participant:

Smart home:

Participant:

Smart Home:

Calendar:

Smart Home:

200

[ morning routine ] [ walks by calendar ]

[ ding |

Yes?

Smart Home has arranged a carpool for Johnny's soccer season with his

friends Tom and Daniel. | will update the calendar.

[ add carpool schedule to calendar]

Soccer practice is Monday, Wednesday and Friday. It ends at 6pm. You can
pick the children up from school on Mondays. Tom’'s mom drives

Wednesdays. Daniels’s dad drives Fridays.

| have also added this to your personal schedule.
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Soccer Beginning 2

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Default

Laundry: Default
Bags: Default
Props: Carpool schedule stickies

List of possible drivers and dates

Stickies with drivers name to put on calendar

Experimenter: Johnny is starting the Fall Soccer season next week. You know you will need

to set up a carpool some time soon, but you're a little busy right now.

This scene begins with your moring routine. Your job is to get everybody out
the door on time, with all their stuff. This means you and the kids will need to
eat. Everybody has to remember to take their things with them when they go.
For the kids, this means their homework. And for you, this means your keys
and cell phone. You'll want to check the calendar and see what you have to

do that day.
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Participant:

Smart home:

Participant:

Smart Home:

Participant:

Calendar:

Smart Home:

Participant:

Calendar:

202

Remember to think aloud as you move about.

[ morning routine ] [ walks by calendar ]

[ ding |

Yes?

Would you like to quickly arrange a carpool for Johnny's soccer now?

Yes.

[ list of possible drivers and dates ]

Soccer practice is Monday, Wednesday and Friday. It ends at 6pm. Tom,

Daniel and Sally live close by.

Just tell me who you want to drive and when, and | will ask them.

[ put carpooler names on calendar as participant says them |
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Smart Home: Smart Home will inform you when ... and ... respond.
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Soccer Beginning 3

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Default

Laundry: Default
Bags: Default
Props: None

Experimenter: Johnny is starting the Fall Soccer season next week. You know you will need

to set up a carpool some time soon, but you're a little busy right now.

This scene begins with your moring routine. Your job is to get everybody out
the door on time, with all their stuff. This means you and the kids will need to
eat. Everybody has to remember to take their things with them when they go.
For the kids, this means their homework. And for you, this means your keys
and cell phone. You'll want to check the calendar and see what you have to

do that day.

Remember to think aloud as you move about.
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Participant:

Smart home:

Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Chapter 9. Appendix D

[ morning routine ] [ walks by calendar ]

[ ding ]

Yes?

Would you like to quickly help arrange a carpool for Johnny's soccer now?

Yes.

Johnny's friends Tom, Daniel and Sally all live nearby and are playing soccer.

Should | remind you about the carpool the next time you talk to each of them?
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Soccer Routine 1

Where: Living Room
When: Evening
Calendar: Default

Photo frame: Default

Laundry: Basket in living room, Uniform in front of dryer
Bags: Default
Props: Shin guards in garage

Image of shin guards for bag

Shopping bags

Experimenter: So in this scene, you'll be in your evening routine. You arrive home from
shopping to an empty house. You put away your bag, you wallet and keys and
then start dinner. You do a bit of laundry, set the table, eat dinner together,

and then have a few minutes to read a magazine in the living room...

Participant: [ carries shopping bags | [ walks in door ]

Smart home: [ding ]
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Participant:

Flashlight:

Smart home:

Participant:

Bag:

Smart Home:

Participant:

Smart Home:

Participant:

Flashlight:

Yes?

[ Shines on uniform ]

Chapter 9. Appendix D

Tomorrow is Johnny's soccer day. His uniform is in the dryer. He probably

won't forget it if you put it in his soccer bag, and move his soccer bag next to

the door. The soccer bag is in his room.

[ evening routine ] [ picks up bag |

[ shows image of shin guards ]

[ ding |

Yes?

For soccer practice, Johnny will also need his shin guards. They are in the

garage.

[ evening routine ] [ goes to garage |

[ shines on shin guards ]
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Participant: [ evening routine ] [ reads magazine |
Smart Home: [ ding ]
Participant: Yes?

Smart Home: Annie's homework is complete. In Math, she made only 2 errors. Also, you
missed your friend Sally’s birthday. Smart home sent her flowers this

afternoon.
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Soccer Routine 2

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

Participant:

Living Room

Evening

Default

Soccer

Default

Soccer bag in living room

Shin guards in garage

Image of shin guards for bag

Shopping bags

So in this scene, you'll be in your evening routine. You arrive home from
shopping to an empty house. You put away your bag, you wallet and keys,
clean up a bit, and then start dinner. You do a bit of laundry, set the table, eat
dinner together, and then have a few minutes to read a magazine in the living

room...

[ carries shopping bags | [ walks in door]
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Smart home: [ding ]
Participant: Yes?
Flashlight: [ Shines on bag ]

Smart home: Tomorrow is Johnny's soccer day. He might forget his shin guards, as they are

in the garage.

Participant: [ evening routine ] [ goes to garage |
Flashlight: [ shines on shin guards |

Participant: [ evening routine ] [ reads magazine |
Smart Home: [ ding ]

Participant: Yes?

Smart Home: Annie's homework is complete. In Math, she made only 2 errors. Also, you
missed vyour friend Sally’s birthday. Smart home sent her flowers this

afternoon.
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Soccer Routine 3

Where:

When:

Calendar:

Photo frame:

Door frame:

Laundry:

Bags:

Props:

Experimenter:

Participant:

Smart Home:

Living Room

Evening

Default

Soccer

Soccer

Default

Default

Shin guards in bag

Glowing sticky for tomorrow soccer practice

So in this scene, you'll be in your evening routine. You arrive home from work
to an empty house. You put away your bag, you wallet and keys, clean up a
bit, and then start dinner. You do a bit of laundry, set the table, eat dinner

together, and then have a few minutes to read a magazine in the living room...

[ evening routine ] [ reads magazine |

[ ding ]
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Participant: Yes?

Smart Home: Annie's homework is complete. In Math, she made only 2 errors. Also, you
missed vyour friend Sally’s birthday. Smart home sent her flowers this

afternoon.
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Soccer Deviation 1

Where:

When:

Calendar:

Photo frame:

Door frame:

Laundry:

Bags:

Props:

Experimenter:

Office

Day

N/A

N/A

N/A

N/A

N/A

Email from boss

Email from husband

Johnny informs you he has a soccer match on Wednesday evening at 4:45.
This is the last soccer game of the season, and Johnny's playoff hopes are

riding on this game. So you plan ahead.

You arrange it so you can leave work at 4:00. That should give you just

enough time to pick Johnny up and make it to the game.
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It's now 3:30 on Wednesday, and you're at work. You just received an urgent

email from your boss.

Experimenter: [ show email from boss |

Participant: [ reads email |

Experimenter. Looks like you'll have to go to that meeting. As you are preparing for the

meeting, you receive an email from your smart home.

Experimenter: [ show email from smart home |

Participant: [ reads email |
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Soccer Deviation 2

Where: Office
When: Day
Calendar: N/A

Photo frame: N/A

Door frame: N/A

Laundry: N/A
Bags: N/A
Props: Email from boss

Experimenter: Johnny informs you he has a soccer match on Wednesday evening at 4:45.
This is the last soccer game of the season, and Johnny’'s playoff hopes are

riding on this game. So you plan ahead.

You arrange it so you can leave work at 4:00. That should give you just

enough time to pick Johnny up and make it to the game.

It's now 3:30 on Wednesday, and you're at work. You just received an urgent

email from your boss.
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Participant:

Experimenter:

Smart home:

Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

216

[ reads email |

Looks like you'll have to go to that meeting. As you are preparing for the

meeting, your phone rings.

[ring ]

Hello.

Good afternoon! This is Smart Home. | have detected a conflict in your
schedule. Soccer game is in conflict with board meeting. Would you like smart

home to help you with this matter?

Yes.

Based on your family's schedule, your [ husband/wife | may be able to help

you. Should | ask him?

Yes.

One moment ... Your husband says he cannot. Among your friends, Mike,

Sally and Gene look available. Should | ask one of them?
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Participant: Call ...

Smart Home: Calling [ friend ] ... [ Friend ] agreed to pick up Johnny.
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Soccer Deviation 3

Where:

When:

Calendar:

Photo frame:

Door frame:

Laundry:

Bags:

Props:

Experimenter:

218

Office

Day

N/A

N/A

N/A

N/A

N/A

Email from boss

Email from husband

Your son, Johnny, informs you he has a soccer match on Wednesday evening
at 4:45. This is the last soccer game of the season, and Johnny's playoff

hopes are riding on this game. So you plan ahead.

You arrange it so you can leave work at 4:00. That should give you just

enough time to pick Johnny up and make it to the game.
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It's now 3:30 on Wednesday, and you're at work. You just received an urgent

email from your boss.

Participant: [ reads email |

Experimenter. Looks like you'll have to go to that meeting. As you are preparing for the

meeting, your cell phone rings

Smart Home: Good afternoon! This is Smart Home. | would like to inform you of a conflict in
your schedule. Soccer game is in conflict with board meeting. Would you like

smart home to help you with this matter?

Participant: Yes.

Smart Home: Based on your family's schedule, your husband/wife may be able to help you.

Would you like to call them?

Participant: Yes.

Smart Home: [ dials spouse ]
Spouse: Hi there. What's up?
Participant: e
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Spouse:

Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

Friend:

Participant:

Friend:

220

Sorry, I'm swamped as well. | wish | could help you out, but | can't at this

moment.

... [ says goodbye |

This is Smart Home. Has your conflict been resolved?

No.

Among your friends, Mike, Sally and Gene look available. Would you like to call

one of them?

Call ...

[ ring ring 1

Hello.

Sure. I'm heading that way anyway.
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Participant:
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Ballet Beginning 1

Where: Living Room
When: Evening
Calendar: Default

Photo frame: Default

Laundry: In living room
Bags: Default
Props: Calendar, ballet lessons

Calendar, conflict with orthodontist

Ballet flyer

Experimenter: Your daughter Annie has really wanted to start ballet lessons. After a lot of
discussion, you finally give in and tell her it's ok. You tell her to sign up at

school. You'll figure out the details later.

So in this scene, you'll be in your evening routine. You arrive home from work
to an empty house. You put away your bag, you wallet and keys and then start
dinner. You do a bit of laundry, set the table, eat dinner together, and then

have a few minutes to read a magazine in the living room...
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Annie:

Smart home:

Participant:

Smart Home:

Calendar:

Flashlight:

Smart Home:

Participant:

Smart Home:

or

Smart Home:

Chapter 9. Appendix D

Remember to think aloud as you move about.

[ enters | Mommy! Mommy! | signed up for ballet. Here. [ hands flyer 1.

[ ding |

Yes?

Annie's ballet lessons are now on the family calendar.

[ Ballet lessons ] [ Sept. 14 conflict ]

[ shine on conflict ]

Notice that Ballet on September 14 conflicts with orthodontist appointment.

Would you like smart home to reschedule the appointment?

OK. I will inform you when the orthodontist confirms a new time.

oK.
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Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

224

... [ evening routine 1 [ walks by laundry room ]

[ ding |

Yes?

It would be helpful if you put away Johnny's clothes.

[ evening routine ] [ reads magazine |

[ ding |

Yes?

You have so many things to do, and you always do them. You deserve a rest.

Smart home has prepared a warm bath for you.
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Ballet Beginning 2

Where: Living Room
When: Evening
Calendar: Default

Photo frame: Default

Laundry: Living room
Bags: Default
Props: Calendar, ballet flyer

Calendar, ballet lessons

Calendar, conflict with orthodontist

Ballet flyer

Experimenter: Your daughter Annie has really wanted to start ballet lessons. After a lot of
discussion, you finally give in and tell her it's ok. You tell her to sign up at

school. You'll figure out the details later.

So in this scene, you'll be in your evening routine. You arrive home from work
to an empty house. You put away your bag, you wallet and keys and then start
dinner. You do a bit of laundry, set the table, eat dinner together, and then

have a few minutes to read a magazine in the living room...
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Annie:

Smart home:

Participant:

Smart Home:

Calendar:

Calendar:

Flashlight:

Smart Home:

226

Remember to think aloud as you move about.

[ enters | Mommy! Mommy! | signed up for ballet. Here. [ hands flyer 1.

[ ding |

Yes?

Annie’s ballet lessons are shown next to the calendar. You can add them to

the calendar now, or whenever you want to.

[ Ballet flyer on side ]

[ if adds to calendar]

[ Ballet lessons ][ Sept. 14 conflict ]

[ shine on conflict ]

Notice that Ballet on September 14 conflicts with orthodontist appointment.



Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

... [ evening routine 1 [ walks by laundry room ]

[ ding |

Yes?

It would be helpful if you put away Johnny's clothes.

[ evening routine ] [ reads magazine |

[ ding |

Yes?

Chapter 9. Appendix D

You have so many things to do, and you always do them. You deserve a rest.

Smart home has prepared a warm bath for you.
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Ballet Beginning 3

Where: Living Room
When: Evening
Calendar: Default

Photo frame: Default

Laundry: Living room
Bags: Default
Props: Calendar, ballet flyer

Calendar, ballet lessons

Calendar, conflict with orthodontist

Ballet flyer

Experimenter: Your daughter Annie has really wanted to start ballet lessons. After a lot of
discussion, you finally give in and tell her it's ok. You tell her to sign up at

school. You'll figure out the details later.

So in this scene, you'll be in your evening routine. You arrive home from work
to an empty house. You put away your bag, you wallet and keys and then start
dinner. You do a bit of laundry, set the table, eat dinner together, and then

have a few minutes to read a magazine in the living room...
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Annie:

Smart home:

Participant:

Smart Home:

Calendar:

Calendar:

Participant:

Smart Home:

Chapter 9. Appendix D

Remember to think aloud as you move about.

[ enters | Mommy! Mommy! | signed up for ballet. Here. [ hands flyer 1.

[ ding |

Yes?

Annie’s ballet lessons are shown next to the calendar. You can add them to

the calendar now, or whenever you want to.

[ Ballet flyer on side ]

[ if adds to calendar]

[ Ballet lessons ][ Sept. 14 conflict ]

... [ evening routine 1 [ walks by laundry room ]

[ ding |
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Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Smart Home:

230

Yes?

It would be helpful if you put away Johnny's clothes.

[ evening routine ] [ reads magazine |

[ ding |

Yes?

You have so many things to do, and you always do them. You deserve a rest.

Smart home has prepared a warm bath for you.



Ballet Routine 1

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

Bedroom

Morning

Ballet lessons

Chapter 9. Appendix D

Default

Default

Default

Husband’s personal calendar

Mom's personal calendar

Ballet pick-up sticky

Now that Annie's started ballet, she needs a ride to and from ballet practice.
You and your wife/husband usually decide who will drive sometime during the

morning rush. But today your husband has an early day. He is already at work.

So this scene begins with your moming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.
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Remember to think aloud as you move about.

Participant: [ moming routine ] [ walks by calendar |
Smart home: [ding ]
Participant: Yes?

Smart Home: Someone needs to pick up Annie from ballet this evening.

Calendar: [ husband personal calendar | [ wife personal calendar ]

Your husband/wife has a very busy schedule. So you have been scheduled to pick up Annie

from her lesson.

This has been added to your personal and the family calendar.

Calendar: [ new pick-up ]

Smart Home: Your husband/wife has also been notified.
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Ballet Routine 2

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

Bedroom

Morning

Ballet lessons

Chapter 9. Appendix D

Default

Default

Default

Husband’s personal calendar

Mom's personal calendar

Ballet pick-up sticky

Now that Annie's started ballet, she needs a ride to and from ballet practice.
You and your wife/husband usually decide who will drive sometime during the

morning rush. But today your husband has an early day. He is already at work.

So this scene begins with your morming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.
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Participant:

Smart home:

Participant:

Smart Home:

Calendar:

Smart Home:

Participant:

Smart Home:

Smart Home:

Calendar:

234

Remember to think aloud as you move about.

[ morning routine ] [ walks by calendar ]

[ ding ]

Yes?

Someone needs to pick up Annie from ballet this evening.

[ husband personal calendar | [ wife personal calendar ]

Your husband/wife has a very busy schedule. Would you like to pick up Annie

from her lesson?

OK. You have been scheduled to pick up Annie tonight at 6pm.

or

OK. Smart home will ask your husband/wife if they can pick up Annie from

ballet

[ new pick-up ]
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Ballet Routine 3

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

236

Bedroom

Morning

Ballet lessons

Default

Default

Default

Husband’s personal calendar

Mom's personal calendar

Ballet pick-up sticky

Now that Annie's started ballet, she needs a ride to and from ballet practice.
You and your wife/husband usually decide who will drive sometime during the

morning rush. But today your husband has an early day. He is already at work.

So this scene begins with your moming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.



Participant:

Smart home:

Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Chapter 9. Appendix D

Remember to think aloud as you move about.

[ morning routine ] [ walks by calendar ]

[ ding |

Yes?

Your husband/wife has left you a voice mail about Annie’s ballet practice

tonight. Should | play the message?

Playing Message. “Honey, I'm sorry, but I'm swamped tonight. | can't pick up

Annie. Could you do it today?” End of Message.

Smart home can send your husband/wife a voice mail in response. Would you

like smart home to send them a message?
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Smart Home: Sending message. [ optionally | Smart home will add this to your personal

schedule and to the family calendar.

Calendar: [ personal schedule ballet pick-up sticky ]
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Ballet Deviation 1

Where: Bedroom
When: Morning
Calendar: Ballet lessons

Photo frame: Default

Laundry: Default
Bags: Default
Props: Husband/wife's personal calendar

Ballet pick-up sticky

List of what daughter needs for ballet

Ballet shoes in living room

Experimenter: Annie goes to ballet directly after school. So she has to remember to take all
her ballet things to school on ballet days. Making sure Annie doesn't forget

anything becomes your husband/wife’s job.

Today, your husband/wife is away on a business trip. So in addition to your
normal morning, you'll have to make sure Annie gets out the door with her

ballet stuff.
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Participant:

Smart home:

Participant:

Smart Home:

Calendar:

Smart Home:

Calendar:

240

So this scene begins with your moming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Remember to think aloud as you move about.

[ morning routine ] [ walks by calendar ]

[ ding |

Yes?

Here's your schedule today.

[ Husband/wife personal schedule ]

Because your husband/wife is away, Smart home has added ballet to your

schedule. You need to leave work 30 minutes early.

[ Ballet pick-up sticky |
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Smart Home: Annie must also take her ballet things to school. | have prepared a list of what

Annie needs to bring to ballet.

Calendar: [ List of what daughter needs for ballet ]

Smart Home: | can help you find anything that's missing. Smart home will remind you at

work and will provide directions for you.
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Ballet Deviation 2

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

242

Bedroom

Morning

Ballet lessons

Default

Default

Default

Husband/wife's personal calendar

Ballet pick-up sticky

List of what daughter needs for ballet

Ballet shoes in living room

Annie goes to ballet directly after school. So she has to remember to take all
her ballet things to school on ballet days. Making sure Annie doesn't forget

anything becomes your husband/wife’s job.

Today, your husband/wife is away on a business trip. So in addition to your
normal morning, you'll have to make sure Annie gets out the door with her

ballet stuff.



Participant:

Smart home:

Participant:

Smart Home:

Calendar:

Smart Home:

Calendar:

Chapter 9. Appendix D

So this scene begins with your moming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Remember to think aloud as you move about.

[ morning routine ] [ walks by calendar ]

[ ding |

Yes?

Here's your schedule today.

[ Husband/wife personal schedule ]

Because your husband/wife is away, you may want to add ballet to your

schedule.

[ Ballet pick-up sticky |
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Smart Home:

Participant:

Calendar:

Smart Home:

Participant:

Smart Home:

or

Smart Home:

Smart Home:

244

Annie must also take her ballet things to school. If you want, | can prepare a

list of what Annie needs to bring to ballet for you.

[ List of what daughter needs for ballet ]

| can help you find anything that's missing. | can also remind you at work that

you have to leave early. Would you like smart home to remind you?

Reminder is set.

OK.

| will provide directions for you at work.
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Ballet Deviation 3

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

Bedroom

Morning

Ballet lessons

Ballet

Default

Default

Ballet image for photo frame

Countdown image for photo frame

What daughter needs image for photo frame

Ballet shoes in living room

Annie goes to ballet directly after school. So she has to remember to take all
her ballet things to school on ballet days. Making sure Annie doesn't forget

anything becomes your husband/wife’s job.

Today, your husband/wife is away on a business trip. So in addition to your
normal morning, you'll have to make sure Annie gets out the door with her

ballet stuff.
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Photo frame:

246

So this scene begins with your moring routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Remember to think aloud as you move about.

[ ballet image 1 [ event time | [ list of items to bring ]
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School Beginning 1

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Default

Laundry: Default

Bags: Default

Props: Email from school
Shopping list

Shopping list item stickies for fridge

Experimenter: So this scene begins with your morning routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Johnny is starting 3rd grade in about a month. When you get up, you check
your email, and notice that the school has sent you a list of supplies that he

needs for the upcoming school year.
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Remember to think aloud as you move about.

Email: [ school supplies ]
Smart home: [ding ]
Participant: Yes?

Smart home: First day of school has been added to your calendar. Smart Home will

purchase the required items for you online.

Participant: [ morning routine ] [ looks at calendar ]
Smart Home: [ ding ]
Participant: Yes?

Smart Home: The required school supplies have been purchased.

Shopping list: [ check bought items |
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Smart Home: Since Annie owns a backpack, it was unnecessary to buy one. Your required
school shopping is complete. If you'd like, Smart home can buy the optional

compass.

Participant:

Smart Home: OK. Smart home will purchase the optional items, and notify you when the

purchase is complete

or

Smart Home: OK.

Participant: ... [ morming routine ]

Smart Home: at the wrong time [ ding ]

Participant: Yes?

Smart Home: Your cell phone is ...
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School Beginning 2

Where:

When:

Calendar:

Photo frame:

Laundry:

Bags:

Props:

Experimenter:

250

Bedroom

Morning

First day of school sticky

Default

Default

Default

Email from school

Shopping list

Shopping day sticky for calendar

Shopping list item stickies for fridge

Glowing shopping day sticky for calendar

So this scene begins with your moming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your

keys and cell phone. You'll want to check the calendar and see what you have

to do that day.



Email:

Smart home:

Participant:

Smart Home:

List:

Smart Home:

Calendar:

Chapter 9. Appendix D

This scenario is going involve two smaller scenes that cover both today, and

three weeks from today

Johnny is starting 3rd grade in about a month. When you get up, you check
your email, and notice that the school has sent you a list of supplies that he

needs for the upcoming school year.

Remember to think aloud as you move about.

[ school supplies |

[ ding |

Yes?

First day of school has been added to your calendar. The required school
supplies have been added to your shopping list. Since Annie owns a

backpack, | will not add one to the shopping list.

[ Required Item stickies |

A shopping trip has been tentatively scheduled for two weeks from today.

[ Shopping day sticky ]
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Participant: ... [ morming routine ]

Smart Home: at the wrong time [ ding ]

Participant: Yes?

Smart Home: Your cell phone is ...
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School Beginning 3

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Green, school and school supply images

Laundry: Default
Bags: Default
Props: Photo frame school image

Photo frame school supply images

Photo frame green border

Experimenter. Johnny is starting 3rd grade in about a month. When you get up, you check
your email, and notice that the school has sent you a list of supplies that he

needs for the upcoming school year.

Email: [ school supplies ]

Photo Frame: [ glowing school picture ]
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Participant: ... [ morming routine ]

Smart Home: at the wrong time [ ding ]

Participant: Yes?

Smart Home: Your cell phone is ...

254



School Routine 1

Where:

When:

Calendar:

Photo frame:

Door:

Laundry:

Bags:

Alarm clock:

Props:

Experimenter:

Bedroom

Morning

Glowing lunch day sticky

Lunch box

Lunch box

Default

Default

Early start sticky

Lunch box image for photo frame

Early start sticky for clock

Lunch day sticky for calendar

Chapter 9. Appendix D

It's 6 am. You are sleeping in your bed. The light turns on smoothly, and you

wake up by the light. You check what time it is now.

So this scene begins with your moming routine. Your job is to get everybody

out the door on time, with all their stuff. This means you and the kids will need

to eat. Everybody has to remember to take their things with them when they
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Participant:

Smart Home:

Participant:

Smart Home:

Fridge:

Participant:

Experimenter:

Participant:
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go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Remember to think aloud as you move about.

[ morming routine ] [ walks into kitchen |

[ ding |

Yes?

Smart home asked your husband to make lunch. He said you would do it

Here's the menu.

[ show menu ]

[ morning routine ] ...

[ cell phone rings | Your cell phone sounds like it's ringing.

[ answers phone ]
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Smart Home2 This is your friend Sally’'s Smart Home. Can you pick up sally’s daughter from

school at 3pm and watch her for about an hour?

Participant: [ morning routine ] [ finishes making lunch ]
Smart Home: [ ding ]
Participant: Yes?

Smart Home: Annie won't forget her lunch box if you putitin her bag.

Participant: [ Puts the lunchbox in her bag |
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School Routine 2

Where:

When:

Calendar:

Photo frame:

Door:

Laundry:

Bags:

Props:

Experimenter:

258

Bedroom

Morning

Glowing lunch day sticky

Lunch box

Lunch box

Default

Default

Lunch box image for photo frame

Lunch day sticky for calendar

So this scene begins with your moming routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Remember to think aloud as you move about.



Participant:

Smart Home:

Participant:

Smart Home:

Participant:

Experimenter:

Participant:

Smart Home?2

Participant:

Smart Home:

Participant:
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[ morming routine ] [ walks into kitchen ]

[ ding |

Yes?

It's your turn to make lunch. Annie requests a bologna sandwich.

[ morning routine ] ...

[ cell phone rings | Your cell phone sounds like it's ringing.

[ answers phone ]

This is your friend Sally’s Smart Home. Can you pick up sally’s daughter from

school at 3pm and watch her for about an hour?

[ morning routine | [ finishes making lunch ]

[ ding |

Yes?
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Smart Home: Annie won't forget her lunch box if you putitin her bag.

Participant: [ Puts the lunchbox in her bag |
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School Routine 3

Where: Bedroom
When: Morning
Calendar: Glowing lunch day sticky

Photo frame: Default

Door: Lunch box

Laundry: Default

Bags: Default

Props: Lunch box image for door

Lunch day sticky for calendar

Experimenter: So this scene begins with your morning routine. Your job is to get everybody
out the door on time, with all their stuff. This means you and the kids will need
to eat. Everybody has to remember to take their things with them when they
go. For the kids, this means their homework. And for you, this means your
keys and cell phone. You'll want to check the calendar and see what you have

to do that day.

Remember to think aloud as you move about.
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School Deviation 1

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Default

Door: Default
Laundry: Default
Bags: Default
Props: Play flyer

Cookies and oranges stickies for shopping list

Play photo for photo frames

Cookies and oranges images for photo frames

Glowing shopping trip for calendar

Experimenter: This next partis going to occur in two time periods.

In the first part of this scene, you'll be in your evening routine. You arrive

home from work to an empty house. You put away your bag, you wallet and
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Participant:

Annie:

Smart home:

Participant:

Smart Home:

Participant

Photo Frame:

Experimenter:

Chapter 9. Appendix D

keys and then start dinner. You do a bit of laundry, set the table, eat dinner

together, and then have a few minutes to read a magazine in the living room...

Remember to think aloud as you move about.

[ evening routine ] [ sets the table ]

[ runs in ] Mommy! Mommy! Look what they gave me at school [ hands flyer

l. I'm off to play [ leaves |

[ ding ]

Yes?

Automatically adding cookies and oranges to the shopping list. Shopping is

tentatively scheduled for Thursday.

... [ finishes evening routine ]

[ Play photos with countdown and items to buy |

The second half of the scene begins with your morning routine. Your job is to
get everybody out the door on time, with all their stuff. This means you and

the kids will need to eat. Everybody has to remember to take their things with
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Participant:

Smart Home:

Participant:

Smart Home:

Calendar:

Smart Home:
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them when they go. For the kids, this means their homework. And for you,
this means your keys and cell phone. You'll want to check the calendar and

see what you have to do that day.

Remember to think aloud as you move about.

[ morning routine ] [ glances at calendar ]

[ ding |

Yes?

You have shopping planned at 4pm today for Annie’s snack for the play.

[ shopping trip glowing ]

The needed items are on your shopping list.
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School Deviation 2

Where:

When:

Calendar:

Photo frame:

Door:

Laundry:

Bags:

Props:

Experimenter:

Bedroom

Morning

Default

Default

Default

Default

Default

Play flyer

Cookies and oranges stickies for shopping list

Play photo for photo frames

Cookies and oranges images for photo frames

Glowing shopping trip for calendar

This next part is going to occur in two time periods.

In the first part of this scene, you'll be in your evening routine. You arrive

home from work to an empty house. You put away your bag, you wallet and
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Participant:

Annie:

Smart home:

Participant:

Smart Home:

Participant:

Smart Home:

Smart Home:
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keys and then start dinner. You do a bit of laundry, set the table, eat dinner

together, and then have a few minutes to read a magazine in the living room...

Remember to think aloud as you move about.

[ evening routine ] [ sets the table ]

[ runs in ] Mommy! Mommy! Look what they gave me at school [ hands flyer

l. I'm off to play [ leaves |

[ ding |

Yes?

Automatically adding cookies and oranges to the shopping list. It seems like
you have some free time on Thursday. Should we schedule shopping for
Thursday?

OK.

or

OK. I will put the date on the calendar. Do you want to be reminded?



Photo Frame:

Participant

Calendar:

Photo Frame:

Experimenter:

Participant:
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[ Play photos |

... [ finishes evening routine ]

[ shopping trip glowing ]

[ Play photos with countdown and items to buy |

The second half of the scene begins on Thursday, with your moming routine.
Your job is to get everybody out the door on time, with all their stuff. This
means you and the kids will need to eat. Everybody has to remember to take
their things with them when they go. For the kids, this means their
homework. And for you, this means your keys and cell phone. You'll want to

check the calendar and see what you have to do that day.

Remember to think aloud as you move about.

[ morning routine |
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School Deviation 3

Where: Bedroom
When: Morning
Calendar: Default

Photo frame: Default

Door: Default
Laundry: Default
Bags: Default
Props: Play flyer

Cookies and oranges stickies for shopping list

Play photo for photo frames

Cookies and oranges images for photo frames

Glowing shopping trip for calendar

Experimenter: This next partis going to occur in two time periods.

In the first part of this scene, you'll be in your evening routine. You arrive

home from work to an empty house. You put away your bag, you wallet and
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Participant:

Annie:

Smart home:

Participant:

Smart Home:

Photo Frame:

Participant

Calendar:

Photo Frame:

Chapter 9. Appendix D

keys and then start dinner. You do a bit of laundry, set the table, eat dinner

together, and then have a few minutes to read a magazine in the living room...

Remember to think aloud as you move about.

[ evening routine ] [ sets the table ]

[ runs in ] Mommy! Mommy! Look what they gave me at school [ hands flyer

l. I'm off to play [ leaves |

[ ding |

Yes?

Automatically adding cookies and oranges to the shopping list.

[ Play photos |

... [ finishes evening routine ]

[ shopping trip glowing |

[ Play photos with countdown and items to buy |
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Experimenter:

Participant:

270

The second half of the scene begins on Thursday, with your morning routine.
Your job is to get everybody out the door on time, with all their stuff. This
means you and the kids will need to eat. Everybody has to remember to take
their things with them when they go. For the kids, this means their
homework. And for you, this means your keys and cell phone. You'll want to

check the calendar and see what you have to do that day.

Remember to think aloud as you move about.

[ morning routine |
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Appendix E Reminder System Storyboards

~LEAVE WORK BALN
—~ L WP Do -sie -

6o AHERD
e nov) L

i

g Dad Yells W b&&SY\e M f Dad UPC(CL“CS the S\’S«M

P a ily eme CMC\[M L ifre tHhae o (’D(’
%{‘“ mu%ﬂcm/e. 3 § h ey

[
The system shows e
covseq uences of o fever,

Calt framt Yhe schodl vusse. DIO wasH be takam home.

Tt's 1:00PM. Dad reuives a “The nwge 4ddis Dad that
"_f _ DO has a Lever,

plans.

ok JusT TheE

{om)

She Jels her bass Haat PIO is
sickand thad she might
neect 1D stay ome XMoo .

>\ Meanwhile, SIS and Mot
reclive o alert aloowt
e stvation .

Dod 4elis the sustn B Dad also Yells e system
Jo v Wim [/ o nfm Yine Pamily.

271



Routine as Resource for the Design of Learning Systems

Do sees ¥nak i} {s FOOPM. T
She Was cdor 5uurd frnchm % |
at %:00pm.

Sne geis ready

<) bio odds celor
wlor 6WD\

poche.Sne. isks lnee (7 T
equ'zpmem»amo\ Wt =

/ basshg nses.

Jells evesyone o
m Hheir actwiies
ownd the ueemevﬂ-
L ey Ul nee o e
gYsM.

The family gathers to
discuss the upcoming
| SeasonS achvinies.

Meanwnile , Dod gets a

\, While ewusg ready
: ' reminder Yo checke

DO reweived &

Yexk from o faend.

B Do reglies. Dighfackd,
she finighes gedi
veady pwt FXORITA
flagpote.

7 Db detls dad ot LA
she is ready to
leave.

They opt the ‘e
1 o.v\\c‘i éﬁ\ﬂe&f‘g{i

| guacd pochice.

she is wﬁssi:‘g
o -?\géfo\e. ¢
wsed syskt
as a onde.

272



Chapter 9. Appendix E

3 omw Mo s |

PO gets Yead(
and &oms “Had
Qaumily for
breakfest,

=1 Pom 'S ‘:Y\u\c
et \ps.

Sched On L

DI gets ready o

DI sees Yak ) Wwile ge\ﬁm’ead\{'blb

o sl \ oo P ceplies and Raigng gﬁ DI leaves Yo Wnouse
& #:80.She Whas coloc quard. Daa idis receves ol M . dexhng vead

| color quardl i Yot T \ier Wad e will wodk her fiend. [ oy veady. 2 b focghs Wl

oA Vol i ¥ oo Compock-

273



Routine as Resource for the Design of Learning Systems

_Bring ckild o Achvity |

%
S
e

Wowm drves DPIO +s schoolin a
hury. They are lade.

At 7:80 , Mom rtMivels
pI> 4o get ready for clor

%W){DQ ?faa‘\u .

], :woPw)
8y 3 MIDILE SCHOO-

AL & M
EOWIPMENT © =

¢ DAD)

Mom chacks the syskm to see
all the ackivity details. She yranders

Hre cide reponsibility from Dad 1o ek

Dad asks Mom o bring
bIo Yo color guarol pmdite
Yot wnight.

Ve also pw 0 Spedifcs ik
equipmans nuded Jow v
it dales > prepare ede.

vad Rlled in dedails
abont Hae ackivity.

[

Dad fakes DIO Yo
nowd FrtxcHL€

reaulas ly.

274



Chapter 9. Appendix E

| Onld wosses e ‘oﬂ&‘\‘pr w

Vviag
’/'\
Zr3

© )
o

DI sees Mok Yes
50‘!\00‘ Lws \N‘u

leave scon. She
ViureeS owt e deof.

gur DO was (o lade,

Do quidclyy geks rca.c\\{.
Tiae Bus (el with oud s,

She gees Hrar Mo S

DIO weke up oA
hesded ony Hre doof.

CHILD lusses wis J

_BEFORE THE SctiooL Nehe strered |

Dad Al Hhem ‘o

Mem and Dadt e ERes DO adds sciwol. Sne DIO also Pids in whast DIO s\adly wakes up 12 Hhe
e D0 e T e e adls wher gl 1o e Sre s wp Soud o beaginy
| Kighan, . anch how \wg\\’*\“@

g shedt strivg . ok

275



Routine as Resource for the Design of Learning Systems

w/)
,l

222 SLEERING

D\O snoozes e
olorm. She Calls

back aslep.

j Tsonak € ard modlﬁ
| bur DI s Rl W

/ o prepaning breakfast
AOpSIALE.

0 mmnmvﬁ\l\

EQWPMENT  NbTE
* Plog e - Blue oo
- Llags (v om Wed-
Flogel)

(o] Mom chacks DIS's

(e 1] 6.} Mo and IO teave the Wiouse .
. pusivg her

They arfive at %wlrd me,ﬁr.e on K¢

e syshun reminds Mom
how long i “akes 1o

aet o Pmr.ﬁw..

)\ The sysyem beeps fo mind
Mom to prepare DO Cor
color obuarw

The Systom lists all
Hhe equipment nueded
ard details of Hhe prep.

(0)

276



Chapter 9. Appendix E

“EMERGENGES : CUILD 1§ SIK |

——— e,

/ Dad fakes DIO =T The systemn bees
A W ome and yakes to vewivel bad o

ey comPortaide. contack Hhe suwd coach

A| Mom puks o ceminde  / ) Dod drive§ ‘o Yhe Kiddie 5%3 % The nurse Kl Dad that
| 4o bring worke Wome. S E Scvor\ Yo pick wp DIO- Eﬂi 7/ DI hos a Sever and
| ) ) a Weadache.

7 When Mowt anel SV arves
home , Dad gives them an
up daxt on DIO 's fever,

> Mom Hils Dad that she
Wt wol & Wame. N -

cose DO WAl & fever om. while taking care

cooch. He fells et
af DIo.

1 DI S sick avd
*é& B-Hf;‘ﬁd pracke

277



Routine as Resource for the Design of Learning Systems

- mzof?

ONe dayf, Mom geds
0oy, Mom gess o Mom dells S13 ot diwmer Jaodk

Cal\ EINY
fom Yas Scowt Wit mck boy Sout ot
Y warting was c):wxa;.d

S s ooySteuts
\eader . < b e loal park ,
B omert ot e local pE,

& snte & werk at

W
e
¢
M %
{ 5 3 .
- Z‘ ™Y ?
< e
i il nds =3 Mom and Si# lewe esfly
‘  passes. On A ) 51 sees Wk WS [ duter, S8 % Q) andk oorive ad vl meekng
= der, S13 pwds in Yhe A week i stout's weeh ? Mo Heak they J ;
! é\?'b’/‘%é of \Mm‘on\ on o C\\ln ”eg, Q:I—Qnmi\( ) i o ouother b . U wed b \eave ealer on Hime-
o & olimpse W ke Lorger Hran

278



Chapter 9. Appendix E

i sy thedun ol L

WE!

82Z-zreZ Lrvamsid|

Dad falls into e nuine.

H

\ 0
o |E

= ﬂf\

*, o 2
»%% (REWR)
L e

e

T

R

» S \ Dad sees on Wis dail The Sysiemr beeps )
Duck updates Hoe @@%  and sees that he has ~  schedule Yhat Wie needs avd veminds Dod ) ve Qets D“’y\f @\f‘l e
7 The ca\wd.&r k,\d\sjm NS 4 \ wiore freetvne bic o brg PIo to pracha. o bivig PID o ‘ and brings NerTe
e doesn t+ nee \% ; sw,m prochia wos e sefs o veminder. practico. & prache o
canceked -

%aw) drop off DIO Hhdt

SIF shained Whis ankle
at hrack |

wleds 4o pick Siz
immdia,ii,\t/ Mf

279



Routine as Resource for the Design of Learning Systems

2Child spraine antle |

NEAWEST DCIOL
E-! fo,\oib LS it fom NS

XXY - XXX -XXXX
Decks Josf

&

Pediatrician
. A 1.2 v fom HS.
AR XXX =XXKY
\ A Dr. Frank
Mom asks +he

Sysiam shnos Hhat
syskom who can Dad can't ble. he
recch SIS +he has o longec comonde
sconest.

Mom decides pick
L\\a 315,

She uwpdates 4he systumn Systems Shewt Mom inforvocion
of what is happening - o the nawet Aoctor
She fedls thhe systepn 4o

and the family pedicindan.
Wnforn Hae cect of Y fundy. onily pe

3- Child sprodns andle

o ce (Binke)
@om\amioo

System aldso gives M
[/ e consequenes of a
J Sspreaned ankle.

‘ Mom receives inshuchions
) o€ how fo treata
~ Sprain,

d(‘\f“‘b ick. “Mom brinas SIS o Hre -
T{’h & ‘5‘—' poct 'ard Pector \vxgwx{ w'm‘i-ig
Dlo receive an alert room, Mo rece(ves

i remindec to get o Beeterk
about the situafon. ppity

. 't am ack Gbra
. few weaks

280



Chapter 9. Appendix E

4~ Qnid spawas Ankle | , ™
a9 19 G 12
(f"s $~3 Wl 82\_»0‘1*2 1-2:% work
N ‘*@’) = — oLe We s\’*:
N /] “2 ¥ Jqwetk -0 work 2:00 poctut s bt
il et ¢
K22 ¢ @

o sets o eminder G118 06" 1 ek
sics sz; i

Mom sees Hrat Dad
can leave wWolkka litt<€
early. He Wasmo e

) Mo checks Dad’s
5 and her scheduwlcs.

in 2 weeles. Nusse qies, " . bl he detsnt _
Mom avail. Hmes. T %?eg"j’rg‘ Sick. up SIS @hack . bad receives an alert.

5~ Chid spoins ete |

Mom and SIS arrive 'y o\ A e . vemi
horne . Mo recaves Iy Y"p' ‘e on SIES
& remicgled o oaned e

piasto essons.

events.

281



Routine as Resource for the Design of Learning Systems

A RZToX *‘>J

\F_/

Yo Cousfoon) .
Y home, Dud flls DIO qooxt M (00
?;ema\s.' Tgetar, Yoy wpdise o 7 DIO and Dacl are
cnedtes widh e coxpool.

a% Wo\ \omr,’f\co,.

M:arem‘ osks Oad it
he conld bring msdamtg‘l%k

to prckee every Taesday,

pad checks WS pYone
1o See if any g
conflieks. .

He sces vod neck
week e has to
Bk upsis n pla
of Mom.

o e scwebule

whs s S
‘::;\) < . Few ConFiCES cospool and maxe
eat X He cesr o revninder £ iwield
ng SeasoNn - Lau .

282



 Rssible condlusion + concept]

LB LS — Z0

Pad ond D discuss
cospool responsibilifies .

| DI voluNYesS 4 confinin
casrpod! dedails w| Sally
eacn wWeelz .

. Thursday easly a?-kmwﬂ

1 The wpyﬁ' ca\l Yome
o say %o.“\{ is sick.
IO receives Ye C&”.

L Sally . 7t fisks emeLcd

Chapter 9. Appendix E

Pud + DIO leave
2> mviudes

Db receives a remindier.
before pachite.

1o confan ca/Foc( defals. L
she calls Sally o
confiom,

On Tuesday , bad| recoices
a remindec f» Pk up

tavel [
A ond Carped

He has to stay

%
&

/ ) 1 L3AY he,(‘ Stmdu"‘(
2 DIb now doesn '+ have Dag WS o ymeeh ?‘b.UFd.‘ we
o «de to guoxd ?rad\a. duing +hot HWE. \V\A(ca‘k&/\sr .":l(:* €

2 homcd . H.\-Ch:z\! .‘:ol = She c,w.cg-s nga"z
wde : Yo see if fMom of Land €8sons
P o give Wara nide. . P e

283



Routine as Resource for the Design of Learning Systems

Sea
~ ’ sik.”;"; }

Si3 comes howap
with Yhe dvack
schedule for Hhe nen
SEson .

@N\“’ can bring S13
o home fam ack ?

’%—

\

o 5e°

Mom + Dadl asks Yhe calendar
Who has Eme 1o brng

baniel Wome. Mom asd Deel Rnds

that symeene needs

o pick up 313 evenelay
watil gk season ends.

el )
Frid. Mondasgs
Wednesclays &
2 Cc.‘alandar shows Hudt Mom v 4 5
&N pick up SIF on Moa, +Wed, S .
Dod cu\frickup Skt o:ITw., E _? 2 ? 3
Thus. , Fodays. ; K] g 3 a 4 6'8 z §
&wdimzla:\«g.; §£§-§~5 "’g% §§_§§
g 3.
£3¢ Fi 557
3 S < g2z 5 N
3& 337 i1y
3 i3 5988
) 2 § fgé o~
58 2

Monday night , calendar
Glows 4o remiind Dad +o pick
“PSIF T hmorvaw.

284

\ does not always ali
Mo has irrequlac work houss

ovd Dad Sometimes has meetings

with ek,

in e everngs.

=S s
@

; S
o el
R ggﬁ
R 33
>3

28 :
S £

for 817~

foarent o
earpeol




Chapter 9. Appendix E

T e T
“ |

§E‘&vw
£

S& wa\l yued Buf Mom % Dad
(7] Scneo ended 317 Yakes Mg s a ride Yo do vot krow
| eary. THwos Vome . and Rom — Yot s NS
a otk - dany J pactice . o hatf-doy

il?osSiE\e Conclugion + Coamﬂ,-)

Mom tells Wim

concerned ,Mont gives

! Haat she can
Now's pront beees Y S13 a call. S® ¥ I lease werk eafly .
To Y oM Hnak oot i alf - teas on hwme.
1% 16 Weme eafly. A 4 ‘;’ owal e WM A
avéd Mff‘. $o onrde fide"

TEATD WEA 2- mea»C |

S Wi C\MJ‘ﬂ
% Mo and S5 lawe

/. wouse . Mo
55 ‘o

aar o AfANG

ride dehails we
‘.‘.lf:\',\\h;mw\. Qe sces Wak

/ & ‘o Scouts o

285



Routine as Resource for the Design of Learning Systems

LochTON CHANGE W
@ —tack, cach o % e @m@
/\ 2
,,

&4

/

&«

Track cooch calls and T oach Hclis SIS that S enturs hew location. SIS creats a ceminder
i SIS picks up. PraChcE WAS moved o D e sy st oo Por Nmself.
N 4 e local Iowrl(. vh?s cdl. ‘ohoru,.

[ =

PAN Fok
PEACTACE
A
i\y_/z/% @ )
Oﬂl /)000

‘ SIS gek veady for System eminds  SIS” aboct sis enkrs ke car Mom drves sis™ o He
prchice. Mom is waikiag ~ new locahon . 7 He s mom bt 8 locak park. SIS epus pack
n e cac. = . e ew locahon . . Pmd'»ln«

286



Chapter 9. Appendix E

 buuNa T Tre wesng fLice

VT et Jee paric mw‘“@ Place He dells

| T BVENT W PR )
; ou are Wadedh 4o {
—hud(.\md%m'm% {
O \ocall ffw‘Uh ,

. A
Mo and SIS M:dnéugdﬁvi% & Mom s haaded 1o the - e ,
; ; ¥s O SE sees Hot the head
ﬂhWqu. ‘72 wong place . Tack s W"Z‘L f\am«‘s, '/g G  are

ALRERDY DRivING [O LOCKTION J

IF

Mom owe headear to e focal pask . Mom Ao
gy P e o e e gk plact ot el

Qick yobilke makes a small Sic wes that he and {] SE and Mom aive ax

287



Routine as Resource for the Design of Learning Systems

Mom +Dod gees wio [ Dad Sees that he woud need to

/7] Mom and Dad SIS has o '/zdav 2) :c:s’ﬁreé‘l'ens“w con Biv ik in vheir ) leave wolk wueh earlier +han

c wpdakes Yhe calevdar an WEdvuzsday_ 2) cide 1 Mi :lc"fai a schedule. =~ vormal . He hay an impottavtt
= 0n Schedl closings onte

hos .System decdline so Dad can't leave eady_
a mondh. A!(f’(’g fkl\:ﬁﬂ&é!. Y
V Pussible sduhon "‘{.onczij

QEMIN DL

L Reminde(: 2200
S‘ﬁea«a ot ot S0

‘ = %:é@ oy 37
o EIR AR
‘T_)‘\’ = ag@ Es‘i\% ]FX*

m : ] & day | Mom recaves a
seds @ ‘-ew\mder' (0) TM' '

Systomn Jells her Hat % n"'\:we ok arky . reminder .She leaves Wol k

<he can leave work &

~NDINIZONE

Mom sees if she
% can S.IVQ St a

ensly and wns able 1o ocomptich
2.0, pick up ard dnp eveny A & \awred
ride. oQGSISFo.vd f‘:m.a @ h A
e weehing.

288



Chapter 9. Appendix E

o Wt if neither
o Can R¥ dne appt.”

@g;

séhedules fir all 3 dades.

&
Sp

bad sees Yot all Yo
ava\\a{gu dates db v} £+ 'ﬂﬂe nusee -k,us Bad Yot oﬂlg Hareo da.a;
e his or Momw'’s Schedule. are odaslable ‘ﬁ( Yrat wionda.

) vhg(k

2 o8

PR J honse ek up

) S

W /
‘ l
£ his wcal outbings
/ ’L&‘dmi‘e“m,s m deviod

= . Mn
) Dad losks od Mom's schudule ardl :;\M“{fra-i%\:se dkzits.
? ouknes f¢ +hose dwaﬂ

@Dﬁd looks u? his and Mom 3

2 d see, k"“" all 8 days fook

Widh gy, PPimant i bl
his aum Mom & schodulys,

2@’@ @\ &)

w
—— Dodsees—}muomhasMon f?d?‘dm%aﬂ ¢ Mom
st €M MMC'*’D'MK@
-wz\ andwuuawww' 155 on Yoat douy Yhe

gbm ote Ko 2 for the

PPt bfe & had Hoe Qoack N
™ s e S - fﬁ %
01\ e 28% i (37 e

1
’ Mom reciives @ Mom recaives a massaqe Had

;m‘m Doad 0d0s Hhe evert 4p Mae coflendon A e event was added 4o ten
o SCMG on s grone and Mom gefe a et Sdredulc.

and s po. Wpdac on & ew bionk

289



Routine as Resource for the Design of Learning Systems

Appendix F Temporal + Spatial Visualization Examples

Carnegie Mellon

Visual research report

Family Routines Project - Fall 2009

V.1.1 February 2010

This report follows the research conducted during the 2009 fall term. It covers the various stages of
visual explorations done in tandem and inspired by the research being conducted by Scott Davidoff

on his Project on Family, Control, and the Smart Home.
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Section 1

Looking at the current solutions

Scott’s research focuses currently on using data to create a routine that an
intelligent system could then tap to help parents plan their day to day activi-
ties. The visualization of this type of interaction between the system and the
user has multiple types of possible outcomes, and the groups initial insitinct
was to start with the ideas based on existing systems and see where there
was room to improve and expand, based on the data we were gathering.
The initial steps where to look at other scheduling systems, more impor-
tantly things that dealt with both time and space(location) and if possible
other types of dependencies. An ideal present solution would be to find
something that was successful as scheduling people places and objects,
as these are commonalities shared with parents looking to map their days

with kids events, the event needs and their own schedules.
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Scheduling systems

he search began on the internet, primarily because the
Tproliferation of scheduling tools has seen its biggest
growth in industries that conduct a lot of work over the inter-
net. These tools whose primary function is based on the idea
of easily tracking and editing content specific to a day or a
series of dates takes its cues from more traditional methods of
achieving the same task, such as traditional wall calendars.

The search began by first typing in words like “calendar” and “scheduling
tools” into Google. This initial query resulted in literally thousands of results,
which were slowly reviewed. In most cases the goal was to try and find key
elements in each of the implementations and options. These key elements
were; tools that tracked time wether by day or hour, things that tracked
multiple types of focuses ( people, places, objects ), also tools that showed
shifts in focus; not just something that would show a persons schedule but
perhaps a person schedule as he or she moved locations. In most cases
these types or tools exist for very specific uses, like employee tracking and
facility scheduling. In the end profiling some of the more interesting ones
proved to be essential in understanding the strengths and in some case

weaknesses of each of these tools.

While doing this initial search, it was also important to take some time

to look at the visual style of the tools being displayed. Carefully identify-
ing patterns in the current tools, would later serve to qualify standards to
how different aspects of the tools were treated. These types of observa-
tions where key in trying to determine the existence of paradigms in visual
languages when it comes to calendering systems. These paradigms would
then begin to serve as the foundational guidelines for our own visual explo-

rations.
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As these images were being pulled off the web and into folders, there was
a realizations that there needed a better way to track and display these
samples, simply so that there was an easier way to access them visually,
without having to resort to viewing them in list form and having to search
each image one by one. As a result of these need, the samples were up-
loaded into a Flickr.com account, that would serve as a database of sorts,
that would allow each image to be tagged labeled and grouped if neces-
sary. While doing this, each image was also tagged with visual attributes
such as how the information was being read by the user, which overall di-
rection was implemented, how many levels of information where contained,

what kind of information was being compared and methods of how they

were separating the data.

Bellow is a list of all the possible attributes that could be used to tag any

specific image.

Data Tags Visual Tags

Location Structure - Column-Multiple
Time Structure - Column-Single
Date Structure - Grid
People/Person Structure - List

Tools Read - Vertical

Visuals - Containers/Blocks

The flickr account also provided an important place to archive the source of
the images we were finding. By keeping this online it also became signifi-

cantly easier to view the live site/product that we used to pull the image

source from.

Read - Horizontal
Read - Multiple-paths
Read - Single-paths

Visuals - Markers

flickr.vveo

Account Info

Login:
hcireasearch

Password:
282112
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flickr:. oo

Home You Organize & Create Contacts Groups Explore

39383-shot

ADD
NOTE

Syromte P g0, X onere

ELOS
THIS

&

Breakfastat 177.a7 s Vacation First Day of Summer.
Vacation

Jury

Source: widgets.yahoo.com/widgets/google-calendar

Description:

The GCal Widget interfaces with your Google Calendar to provide you with all the
functionality of Google Calendar on your desktop. Rich in features and customizable options,
GCal has been redesigned to give the user the utmost flexibility in viewing their calendared
lives outside of their browser.

Add your comment

» How do | format my comment?

rrcvicn JESN rost come

Activity Around You ' In Your Groups | From your friends

Your Photostream | Organize | Upload | Your Account

CMUIHCI Research 1new) Help SignOut

Search

« « Uploaded on October 6, 2009
= by CMU/HCI Research

CMU/HCI Research's
photostream

People in this photo

Add a person

Tags

Add a tag

Additional Information

edit
@ Anyone can see this photo (edit]

Add to your map
July 18, 2006 (edit
Photo stats

Edit 3

Flag your photo

Send to a friend
w" Bookmark on Delicious

Explore Places | Last 7 Days | This Month | Popular Tags | The Commons | Creative Commons | Search

Helg Community Guidelines | The Help Forum | FAQ | Tools | Sitemap | Get Help

Flickr Blog | About Flickr | Terms of Service | Your Privacy | Copyright/IP Policy | Report Abuse

%+ | Deutsch Espafiol | Frangais | &t:

Italiano | Portugués
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Tagging

| created these tags to allow to find commonalities amongst the visual
samples | was finding. In most cases most samples will be defined by
multiple descriptive features. There are two distinct ways at looking at the
categories; The first is based on layout and the second is based on data
points. Layout focuses on commonalities in the way that the data is being
displayed, while data points focuses on the type of information patterns

that are being displayed.

In terms of layout, as a sample tries to show more data points, the layout

will start to be defined by multiple types of descriptive tags. For example a
system that is trying to display Time, Location, People and Date, will most
always have a grid, multiple column layouts and multiple paths by which it

can be read.

Breakout of the tags

Data tags

- -ure

e o Yeew Secter atern Beport Toots Wndew Conternts
coeaabdde sa [y ik vbhikpe v luwmm YRER|rc v

Location

Pattern Info
o = —
e o §55% e
1515240 AVLE ous
W Peviod (307 | [ Freeze [] Paxing ODTA 1
Pattern Sectors ADTA 0
Vessn  ServiceN. Type | Secors Rept Time Dept Time Arr Time DutyMou. Sp  Min Rest o1 110
2 QAN 784 SIDEKK  Wed 1655 Wed 1755 Thuo2ss %00 1590 om2 lois
2 Q001 784 BRKURR  Fri0330 Fnod30  Fr17as 1255 1500 Duty Wours 4145 =

5 Ocanan> 74 IMBRKK  ManA74C Man ARAS Lian 188 1108 vean

(X80 Mum Manager | (X80 Puterm teiner] 6/09/2005 125254
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File Edit View Schedule Tools Reports Window Help

D= 88

Shift | DinnerShift

B xR M
v| SwtTine [ 4:00PM & EndTime | 1:00AM & Postion |

Daily Schedule - Wednesday Nov 22, 2006
Employees Total Hours: 1!

Wednesday Nov 22, 2006

<Mo | <wk | <Day JwedNo

S|< Driver, Sara
Flores, Lauren
[&le Hardy, Becky
Henry, John
2% Hudson, Henry
K James, Jesse

A Tnnnn Faman

Employee

(). Davis, Willams
L Super'visor
Main Gate

“ Munoz, Daniel
Security Guard
Main Gate

“ Oliver, James

Security Guard
Main Gate

“ Dixon, Monique
Security Guard
Distribution Center

“ Jackson, Jerry
Security Guard
Distribution Center

King, James
Security Guard
Distribution Center

Miller, Nadia
Security Guard
Warehouse

Bowie, Jamas

Caruso, Enrico
Driver, Sara

James, Jesse

Dematto, Danny

Hudson, Henry

Name  |Position Name Position Statt Time EndTi
==Unassigned*> | |Allen, Ethan t 10:00am 3:00pr

5l Allen, Ethan Bartender | |Allen, Ethan 4:00pm 1:00ar
Anthony, Susan Maltredee B

4 mpm 1:00ar

Jones, Casey

Kidd, Captain

Kidd, Captain

Muriel
Rabbit, Brer

Reee Raten

Moore, Brandon

Wednesday Thursday Friday
1142009 141542009 1/16/2009
oay St Swing Shit
ion Distribution Center
o A 300 P 300 PM-11:00 PM g3 ¢
Day Shit Day Shit
Main Gate Main Gate
700AM-300PM | 7:00AM-300 PM
= Day Shift Swing Shift
Main Gate Distribution Center
7 00 s
Swing Shit 71572009 Olives, James
Distrbution Cent
Fo0PMat00PM (1] [@ Day Shi [0)700AM-300
Swing Shift Nl L Maln Gate (B1)
Distribution Center W Availabilty confict
300 PM-11:00 PM Ea.uk[agmsgm -915AM
— = | il Break (BRK) 1:00 PM - 1:15 PM
Swing Shift N
l B ing SHit et ‘ I PrinelerPal () 2004M -
SO0PM11:00PM_ 1T | 3 Peimeter Patrol (PT) 200 PM -
| N Shit ” N | 300PM
b Ve MW by ove v e vy

g g g gurg | re—prS =N =

Date

Sample of a date data point.
This sample shows people’s
schedule in a specific day.

People

Sample of people data points.
This sample shows people’s
shifts organized by employee.
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Thuy

122 Calltw x | 1322 Calltw x < | 1322 Calltw x | 1322 Calltw x | week end tw
-house call in-house call in-house call in-house call in-house call at home call ,I,i
:00- 8:00 - 6:00 - §:00 - 8:00 - 8:00 - 15:00 me
ue_at 8:00 Wec.l at8:00 |[fThu at 8:00 Fri at 8:00 Sat at 8:00 Residents: 1 N ) _

jents: 1 | Resid 1 | T RESTHETe T RESIIETTe T PevE o 7 Sample of time data points.
GY-5 or PGY-5 of PGY-5 or PGY-5 or PGY-5 or PGY-4 and 1 - -
GY-dand1to | POY-dand1to | PGY-dand1ts | PGY-dand1te | PGY-dand1to | PGY-3or This sample shows time specific
PGY-3 or 3PGY-3 or 3 PGY3 or 3PGY-3 or 3PGY-3 or PGY:2. shift in a day.
GY... PGY.. PGY, PGY... PGY... Areas: - N
¢ of Rasidents Areas: Areas: (none)

(none) (none)

et = Floor
Number Requir Floor Floor shift
shitt shift
B : 9:00 - 15:00
,TGWJ 9.00-1500 | 9:00-15:00 | pocigente: 4

Residents: 1 | Residents: 1 | pov-sor

between x| [ 1 to - PGY-5 or PGY-5 o PGY-4 or
PGY-4 or PGY-4 or POY-2
PGY:2. POY:2.
Area: Yellow

wto | [1_

Area: Yellow Area: Yellow

nonawl I

Tools

Sample of tool data point. This
sample shows the schedule of
use of a tool (airplanes) .
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Visual tags

Monday Tuesday  Wednesday  Thursday Friday Saturday
Mon Tue Wed Thuy Fri| + Sat
122 Calltw x | 4322 Calltwx | 4322 Calltnx | gld22Calk 1322 Calltw x | week end tw
-house call in-house call house call in-house call in-house call at home oall
00 - 5:00 5:00 5:00 8:00 - 8:00 - 15:00
\Wed at 8 Thu at 8:00 at 8:00
ue at 8:00 | at 8:008 u at 8:00 Fi ( Sat at 8:00 Residents: 1 N
esidents: 1 F { e: eSS T T D o 7
GY-5 or PG 5 PGY-5 or PGY-4 and 1
6Y-4and1to |[PG it G PGY-dand1to | POY:3or
PGY-3 or 3 PGY-3 or 3 3 P 3PGY-3 or PGY-2
GY. PGy PGY 29 PGY Areas
Areas Areas (none)
(none) (none)
Number Required Floor
Floor Floor shift
shift shift
exactly ¥ 1 9:00 - 15:00
J 9:00-15:00 | 9:00-15:.00
- - Residents: 1
1 esidents: 1 esidents: 1 PGY-5 or
between ¥ 1 to PGY:5 or PGY-5 or PGY-4 or
[ PGY-4 or PGY-4 or PGY-2
PGY-2 PGY-2
Area: Yellow
G :] 1 Area: Yellow Area: Yellow

nona wl

First Day of Summer.

Structure - Column multiple

Data is divided into multiple
columns repeating more than
once. Focus is on multiple
columns.

Structure - Column single

1yed in once pri-

Focus is on one




N\
7
7 ety
‘a fhooﬁl
‘_\.'. Y Weather:
Se i Brvbe:
VSoyrg
ne : Ron French AR
Director: Sergio Mimica-Gezzan
CREW CALL: 700
5 EPE IIE SET DESCRIPTION Pgs.
' *** STUDIO GARAGE —~ BEHIND PRODUCTION OFFICES **
]
143 2 INT “NEW CAPRICA — DETENTION CELL* O7 208 >
| Boomer visits Cally
I 107 2 INT NEW CAPRICA — DETENTION CELL N5 18
| Laura in the cell shields her eyes
! 110 2 INT “NEW CAPRICA ~ DETENTION CELL Ns 18
% Baltar joins Laura in the cell
i114,‘l15.11| 2 INT NEW CAPRICA — DETENTION CELI. NS 358
Guns (non-firing) Baitar releases Laura, Six watches thru the misror
‘ 19 1 WINT !EWCAER!:A—DE_TENT'ONCELL D1 48
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Structure - Grid

Data is divided into a grid sys-
tem where each axis serves a
point of reference for a specific
data point.

Structure - Column single

Data is displayed as a set of
listed items, sometimes with
multiple instances per line.
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v R
Ble

Edt  Yiew  Sector  Pattern  Report  Jools  Windew  Contexts
S0BB2B 2@ 881 v Lkl y LBk o w44 menems ¥ RER

Spider | Overview| Gant | Report] Pattern Analysis

Read - Horizontal

The main focus of the display
or layout is read in a horizontal
fashion.

Pattern Info
Pattern Summary
Pattern No (2127 | Base (510w Days Away ¢
- MET 0
Ly g 1515240 AVLE 0345
Bd Period (407 | [[] freeze [] Paxing ODTA 1
Pattern Sectors ADTA 0
Version ServiceN..  Type  Sectors  Rept Time Dept Time Arr Time DutyMou. Shp  Min Rest o1 110
2 QFADODL 744 SYDBKK  Wed 16:55 Wed 17.55 Thu0255 9:00 15:00 o2 015
2 QAODL 744 BKKLHR  Fri0330  Fri 0430 [fri17:25 1255 15:00 Dutw Howrs 141:45

Exec. Prod/Writer: Ronald D. Moore
Executive Producer: David Eick x

\5"@ =
Lunch:
A Westha:

No
E‘
T 1~/’ 4

Writer: Ronald D. Moore - Surrise:
Supervising Producer: Harvey Frand [T e,
Line Producer: Ron French o)
Director: Sergio Mimica-Gezzan
CREW CALL: 700

[ son EPE IE SET DESCRIPTION DN Pgs. .
| Read - Vertical
| *** STUDIO GA, -~ BEHIND PRODUCTION OFFICES ™ \
|

143 2 INT NEW CAP oTZuE ) The main focus of the display
{ Boomar or layout is read in a vertical
' 107 2 INT NEW CAl — DETENTION CELL N5 18 fashion.
| Laura in the| shields her eyes
! 110 2 INT NEWC ~ DETENTION CELL NS 18
| 114,115,116 2 INT NEW CAP! DETENTION CELL N5 358
'Guns (non-firing) Baitar Laura, Six watches thru the mirror
‘ 19 1 INT NEW CAPRICA—DE_TENTIO“ CELL D1 w8
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File E Schedule Reports Definitions Admin Action Window Help
BE I & 7 @ L/s7EEBE YL,PE8E0R
H] Locatio [E Shift 1 Sun 01/25/2009 2 Mon 01/26/2009 3 Tue 01/27/2009 4 Wed 01/28/2009
2nd Floor  |Morning Shift Mcculloch, Mary i iDashir
Address, |12:00am - 08:00am|PT Part
notes, etc. 12:00a
2:00-2:
2nd Floor  |Morning Shift Washin| - 7
Address, (12:00am - 08:00am|PT Part Read Multlple Paths Us
notes, etc. 12:00a 12:00am - 08:00am (12:00am - 08:00am Smgle paths
200-2 00,215 5! Bucaic 2:00:2:
2nd Floor  |Day Shift s Vilverton, Wilis Wilverton, Willis 7
Address, |08:0 Relief [FTR Full Time Relief |FTR Full Time Relief [f ! ! @t
notes, etc. 8:00am - 04:00pm (08:00am - 04:00pm | layout 1s re n bo
0:00-10:15 1st 10:00 -10:15 1st . 7 .
2nd Floor |Day Shift It ‘ !
Address, |08:0 i
notes, etc. It
2nd Floor Aden, Anna L
Address,  |Shift S Supervisor
notes, etc. (12:00pm - 12:00pm 12:00pm - 12:00p
8:00-9:15 Nuy . .
2nd Floor |Afternoon Shift Visually examine &
Address, [04:00pm - 12:00am shift covere
notes, etc.
NAnh: Tima Trarl
Day Shift
Main Gate
7:00 AM-3:00 PM
- Visuals - Containers &
Markers

'SwingShit
Distribution Center nojnje iion ar
3:00 PM-11:00 PM mmon things while marke
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Image Results

Location
9 Results

Location is mapped as

-As a primary axis (i.e.. left axis)
-As a data point (i.e.. column
header)

3 Read - Horizontal Samples

6 Read - Vertical Samples

3 Structure - Grid (primary layout)
4 Structure - Column

2 Structure - List

Date
13 Results

Date is mapped as

- 11 As a data point (column
header)

- 2 Subset of Primary Data point

9 Read - Horizontal Samples

4 Read - Vertical Samples

5 Structure - Grid (primary layout)
7 Structure - Column-Multiple

1 Structure - Column-Single

1 Structure - List

2 Visuals - Blocks/Containers

Time

16 Results

Time is mapped as

- 3 As a primary axis (top & left axis)
- 5 As a data point (column header)
- 1 Astime line

- 7 as a subset of DATE

9 Read - Horizontal Samples

6 Read - Vertical Samples

7 Structure - Grid (primary layout)
8 Structure - Column-Multiple

1 Structure - Column-Single

5 Structure - List

1 Visuals - Blocks/Containers

People/Person
23 Results

Date is mapped as

- 7 As a primary axis (top & left axis)

- 15 As a data point (column header)
- 1 As time line

13 Read - Horizontal Samples

6 Read - Vertical Samples

2 Read - Single Path

1 Read - Multiple path

7 Structure - Grid (primary layout)
11 Structure - Column-Multiple

1 Structure - Column-Single

5 Structure - List

5 Visuals - Blocks/Containers



Section 2

Experimenting with layout

Once we realized how various other tools managed to visualize schedules,
it was our time to try and begin to think of how to bring the data collected
by Scott, to an interface. Some initial hurdles that continue to plague us are
deciding what people want to see. Is it predictions, is it actual schedules, is

it conflicts only, dependencies or a combinations of all of those.

Chapter 9. Appendix F
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Idea sketching

" z re identified certain scenarios that would best show the
power of the tool. The ideal situation is a schedule that

has a significant conflict or issue that requires some form of

solution. The idea is that in the root of the conflict, the tool

is going to help its user not only to identify the problem in a

timely manner, but provide some measure of control as to how

to solve for the problem.

Approach 1 - Showing conflict

The first stab at the visualization efforts were done focusing in on looking
at a single user view and comparing it to someone else’s view and identify-
ing any sort of conflict that would occur in those spaces. Below you see
sketches that begin to map a persons day events and then a secondary

track line of a “family members” schedule to compare against the personal

Sketches for routine mapping
and schedule comparison.

view.

|k aavanegd B s s Ren peY |
, LA ! L)t/ a8
k Nessss _RERENE Eiaw

Lo

1 3 R

I\ NN

Looking at other routines
in context of your own

}rﬁ T

Jee —:3', |

|l BT
;?‘

Conflict
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Approach 2 - Predicting location

These three screens take the idea of being able to encase the location of
the person in a light frame. As the system becomes more confident that
you are in fact in that location the color becomes denser and brighter. The
first two Screens (A. & B.) show the single person view plus the tool to add a
second. The third screen (€.) shows how a second person would be seen in
tandem with the main user. The third screen also attempts to conceptualize
how an intervening event scheduled for a time that is regularly reserved for

a different activity may begin to show.

However the problems with this current system is that routines vary in
length of time, therefore being able to clearly juxtapose a long routine
underneath a shorter unscheduled or conflicting routine is a scenario that
perhaps does not occur often enough. In most cases overbooking a time
occurs not in the middle of an activity but either at the beginning or end of

one and its this minor overlap that leads to problems.

Today

e

Today

Nov. 20

Also the paradigm for this system is based on the idea of being able to pre-
dict location by density in color, however in screen (C.) the paradigm is bro-
ken as the brightest element is a conflict in the system that has a unknown

outcome, rather than a highly predictable event. Since the overlapping
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appointment is not routine but rather occasional, its visualization should
be under the color paradigm, much lighter if not invisible in comparison to
the routine event. But for some obvious reasons having an almost invisible

conflict defeats the purpose of showing it at all.

Approach 3 - Viewing events

The next set of visual incursions took the shape of attempts at trying to look
at how events would be seen along the span of a day. These could be ei-
ther manifested as individual segmented blocks, as listed items or as icons.
Some of these brief attempts try to capture what you could do as a user
and how you can begin to categorize the information in a more engaging
way or more rational or useful way. In the following set of screens, Screen
(D.) shows how a user can select a person, and subsequently view that These skeiches show different
persons day. The activities would map to a time line that would show icons ways to deal with visualizing

. . events along a specific users
for the corresponding type of event and would show any sort of travel time time line.

i
El
|

Mot ((CATee

[ (—
{ |
(8.2, 3
| Mo NI - =
{ L N o 8 GET ML Feon Sne |
2 ]
%@@ 'g’ J ek op oMt meronys [ BT |9
% o |
Lés | |
'_;3;—_-‘\ |
1
— | |
Screen D Screen E.

between activities and locations, demonstrated by the overlapping sections
of each activity. This taps into two major functions of Scott’s intended goal
for the application. The first being location and routine mapping the second
is a visualization of the travel time between events which is an important

component of the tool.

In screen (E.) the type of interaction to maneuver through people is similar
to that in screen (D.), the difference here is that events appear as a list of
events with some added icons that help the user identify the needsassoci-

ated with the event at quick glance.
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Screens (D.) and (E.) have some advantages, but they also have significant
drawbacks that pop up almost immediately after looking at the sketches.
Most notably, in each screen you suffer from basic minor problems. In
screen (D.) you run the risk of having events that are simply too short to
be tagged with identifying icons. In screen (E.) the major problem comes
from deciding which information is important enough to be listed, should
errands, or to do’s be part of that initial list? How does the information get
ranked? And how do you show more important events vs. Perhaps simple

to do’s?

Approach 3 - User relationships

As part of the various visual experiments | was trying out, it seemed some-

what interesting to try and visualize the person as a focal point and then

map the events and responsibility of the person around them as a set of

orbs or shape that would create links and ties or relationships as the events

came closer to happening. The Screens (F.07) and (F.01) show how the

These sketches show different
ways to deal with visualizing

events in contect of how the
relate to a person.

system or application could begin to show you two types of views relating

to this concept of a central focal point. The user situated at the bottom of

ALy view AT s
Q)= @ |

Screen F.O1 Screen F.02

the frame, sees other member of the family as well as events in context to
him or her. The member of the family could be smaller or bigger depending
on distance from each other or if there was an event that would soon take
place with a specific person. In the case of the events view you could actu-
ally link the event to you and then use icons to tie the type of responsibility
you would have to that event. As with the people view, the more pressing

the event the closer the orb would move toward the main user. While per-
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haps not the most effective method of conveying large quantities of data,
this view does do a unique thing, and tries to show data in a less linear
manner and by means of positioning on the screen aims to also inform the

user of its value and importance.

In the same effort as the previous sketches, the following screens (G.) and
(H.) also try to begin to show potential ways of viewing events, persons

and locations, though this time the focus is more on the event and not on
the person. This shift in focus allows me to give the event or set of events

a more prominent position in the overall hierarchy. In screen (G.) we can

Pl7a

.

SSpEE

[

Screen G. Screen H.

dedicate more space to a global view of the family calendar without having
to waste space to showing that the user is the point of reference. In screen
(G.) the events in family members lives are reduced to blocks and icons that
show the type of event. These icons are meant to be tools to create quick
glances and obtain basic information in less time. The size of the blocks do
correspond slightly to the time they are occurring in, they also have these
“teeth “ like features which signal when an event requires involvement,

for example a mother taking her child to a basketball game and then to a
friends house. The “to” and “from” distinctions are created by these tab like
teeth. Screen (H.) uses a simple list based system. Here each event is given
equal weight in he list, however the right hand side of the screen opens up
into a more visual and accurate representation of the events over time. The
idea is that you see what you have to do and then see the context of the
activity in terms of the rest of your day. Both (G.) and (H.) suffer from signifi-

cant problems , primarily that they scale poorly, and run the risk of simply
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having too much information being put forth at any given time.
As something of a backlash to the previous version of sketches, | decided
to try something a bit more controlled with screens (1.07) and (1.02.) Instead

of seeing all events at once, | opted for one event or time at any given mo-

; < The magnifying glass effect
T L is used in these sketches to

\3 ] (.\[ \( \ highlight one specific event and

Z N -4 all the dependencies associated

< Tounl > <FE> ) with the event.

Screen 1.01 Screen 1.02

ment. This way the focus would be on the current specific needs without
jumping ahead or behind. The “magnifying glass” approach came from a
discussion we had in a group session, and one | think carries merit, as the
sole focus approach serves a very clear purpose of identifying the events
with clarity. However like other sketches it suffers from scalability concerns
as well as managing events that are taking place at the same time and

comparing family member schedules.

Round 2 - Defining needs of the interface

Once we had gone through some of these initial rounds of sketching, we

started to really focus on what needed to be shown.

o fwimE T e | [
Creating and defining these needs is key in creating e - %@
the information hierarchy that the application should — e
have . The main focus of the screens is to try and
show how your everyday normal schedule starts to
deal with the various dependencies that are created
as a result of being tied to events other members in Screen J. Screen K.

your family have to partake in. Parents have to deal with kids events by ad-
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dressing multiple types of responsibilities, ranging from drop-offs and pick
ups to meals for events and other type of physical requirements needed

by the kids. Screen (J.) begins to tap into this idea of creating a two track
approach to visualizing the users information. The first track highlights in

a quick fashion those things which are dependencies. While its not shown
as an event, the marker serves to identify a responsibility that the person
must address. With the development of Scott’s data, the system should be
able to determine that the kids have and activity occurring at a certain hour
and that they are dependent on mom or dad to get them there. The second
track is the persons normal calendar view. This exist so that the person can
keep a contextual view of how this responsibility fits into their day. Also the
sketch conceptualizes the idea that an event that does not belong to you
can be shown as a container that extend of the far right edge, signifying it

does not belong or is not part of this users active schedule.

Screen (K.) starts to tackle a similar visual marking system, but instead of
seeing events in a separate track it works as a stacked system where indi-
vidual responsibility items appear as these arrow like features, while routine
is mapped as a large parent container and then smaller meeting type events

that take place within the span of your routine time in the office appear as A two track systrem can help
seperate tasks by type of prior-
blocks inside the parent routine item. This screen simply adds too much ity or type of involvement.

| l
P +lwn 1 jermml

i R unegeouneo pioe v

| |

i

, Flow=_

Screen L.01 Screen L.02

confusion to the mix, but the concept of being able to map multiple layer

items is intriguing, since routine is one thing but actual schedule is another.
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In screens (L.01) and (L.02) we expand on the idea of the two track ap-
proach. This seems to be hitting closer to the potential for what Scott’s
system is trying to do, which is highlight the responsibilities of the parent in
terms of the child, but still in context of where the parent is. The idea is that
the icon on the first responsibility track can change according to the need
of the responsibility. As the technology becomes stronger this becomes the
element of manipulation. Another interesting feature that is being shown in
the (L.) screens is the idea that a hand gesture on a touchpad type surface
could potentially trigger access to the calendar of that family member who
has a dependency based on you, or basically accessing the event that is
protruding from the side. This could be a in interesting way to link events to

other family members.

Next steps

After these various explorations we realized the next step was to solidify
what a families week may look like. With this basis, we would be able to
quickly identify the conflicts that might arise, but more importantly it gives
us a location, time and set up of events that can begin to be represented
within the sketches and further interface development. By having these
factual schedules in the mix, we are able to accurately portray what the
holes and needs of visualization are not only through scenarios but by basic

needs.

The following is a quick graphic showing the family calendar as it stands for

the future of the interface development.

= e - - R e - N (O o - o "'_'-'_ - - ol - o
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Appendix G Family Coordination Application Sketches

* Today (Wed. Aug. 12)
Mom about choras
Y I=B Faseballmig blah blah blah
Give ride to Johnny
Buy milk What |
9:30am Call coach about Vihen |

LCL:TA ©:40am Elahh blahih blah Wihere |

m‘ Tomorrow (Thurs. Aug. 13) Add Dascription
L Mom about chores
Rides Baseball mtg blah blah blah

Quick Add

| Quick Add  Edit details ‘ Quick Add  Edit details

What type? O . O (' what type? () . () vl

Home M Today (wed. Avg. 12) . Details Today (Wed. Aug. 12) Reminder Details
Mom about chores Give ride to Johnny Mom about chores Give ride to Johnny &=
Baseball mtg blah blah blah (T,°'d, 2 o, 12 Baseball mtg blah blah blah Today (Wad. Aug. 12)
40 Iehnns . Aug. 12) )
Give ride to Johnny Give rida to Johnny -
Buy milk A~ Buy milk Description
9:30am Call coach about Description 9:30am Call coach about Dad s stuck at work and
ad is stuck at work y )
and can'tdo it 9:40am Blahh blahhh blah can'tdo it.
Tomormow( Thurs. Aug. 13)
edit detnils Mom about chores
Baseball mtg blah blah blah

B

9:40am Elahh blahhh blah
Tomormow| Thurs. Aug. 13)
Mom about chores
Baseball mtg blah blah blah

adit details

R LR R RN

| Gofodate | Spaskio | Activitles
| Quick Add = Edit details GuchAdd ) Edit details

What type? (O . D () ) . g () Rides | Tobuy Home
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Quick Add F

Activities

H

[ | |Gotodate | Speskio

Quick Add ' Edit details

=
Ta buy

Reminder Details

Give ride to Johnny &=
Today (Wed. Aug. 12)

Today (Wed. Aug. 12)

Mom about chores

Baseball mtg blah blah blah
Give ride to Johnny

Buy milk - f Description

Dad is stuck at work and

9:30am Call coach about..
9:40am Elahh blahhh blah can'tdo it.
Tomorow| Thurs. Aug. 13)
Mom about chores

Baseball mtg blah blah blah

adit details

M Coming up goto date
Today (Wed. Aug. 12) : Reminder Details

Mom about chores
Baseball mtg blah blah blah

Mom about chores « Giveride to Johnny &=
Baseball mtg blah blah blah * Today (Wed. Aug. 12)
Give rida to Johnny -

Buy milk .. Description

9:30am Call coach about.. « Dad is stuck at work and
9:40am Blahh blahhh blah . can'tdo it

Tomormow Thurs. Aug. 13) .

[ « adit details

Quick Add ,
| \

Quick Add | Edit details

Gofodate Spaskio  Activiles

oO®» ®

e @) =3
O O Riks  Toby  Home

Today's tasks for Dad

@ bizh blah blah blah blah bish o 2 | 2%
© biah blah blah blah blah blsh G | dmd
@ blah blah blah blah blah blsh =

@ blah blah blah blah blah blsh 8 | @
@ blah blah blah blah blah blah : \ed |

Today's tasks for Dad

@ blah blah blah blah blah blah
@ blah blah blah blah blah blah
@» blah blah blah blah blah blah
(@ blah blah blah blah blah blah
@» blah blah blah blah blah blah
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A Coming up goto date

Today (Wed. Aug. 12) : Notas

Mom about chores » Lorem ipsum dolor sit
Baseball mtg blah blah blah : amet, consectetur adipisic-
ggy\gmnﬁf o Johnny : ing elit, sad do eiusmod
9:30am Call coach about . tempor incididunt ut labora
9:40am Blahh blahhh blah . etdolora magna aliqua. Ut
Tomormow( Thurs. Aug. 13) « enim

Mom about chores N

Baseball mtg blah blah blah .

Gotodate Speskip  Activitles

@) - Op O Riges Ta buy Home
M Coming up goto date

Today (Wed. Aug. 12) N

Mom about chores .

Baseball mtg blah blah blah .

Give rida to Johnny N 27 28 0 31
Buy milk ® . 2 3 4 5 6 7 8
9:30am Call coach about.. o 9 20 12 125 14 15

9:40am Elahh blahhh blah 16 17 18 19 20 21 22
23 24 25 26 27 28 9

Tomormrow( Thors. Aug. 13)
Mom about chores
Baseball mtg blah blah blah

Gotodate Spaskio  Activities

( O =
! @ O O Ries  Toby  Home

Today's tasks for Dad
@ blah blah blah blah blah blah
@ blah blah blah blah blah blah
blah blah blah blah blah blah
blah blah blah blah blah blah
blah blah blah blah blah blah

Today's tasks for Dad

@ blah blah blah blah blah blah
@ biah blah blah blah blah blsh
@» blah blah blah blah blah blah
@ blah blah blah blah blah blah
@» blah blah blah blah blah blah
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& blah blsh blah
blah blsh blah
blah bish blah
blah bish blah

blah blsh blah
blah blsh blah
blsh blsh blah
blah blsh blah

ac \
@ blsh blah blah blah blah blah e
@ blah blah blah blah blah blah Blah F"ah
e» blah blah blah blah blah blah :
(» blah blah blah blah blah blah )‘»»:-;Z,{, 3 L(,";
e» blah blah blah blah blah blah [N

. blah blsh blah
) blah blsh blah

blah blsh blah

blah blsh blah

biah blsh blah
blah blsh blah

blah blsh blah
blah blsh blah

a8

@ blsh blah blah blah blah blah
(@ blah blah blah blah blah blah
w» blah blah blah blah blah blah
@
o=

Blah blah

blah blah blah blah blah blah
blah blah blah blah blah blah

What type? ) . ﬂ

not family

raate a reminder

What type? ) L “

Who?

Cancel

Options
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{ blah blsh blah
) blah blah blah

blah blsh blah

blah blsh blah

blah blsh blah
blah blsh blah
blah blsh blah
blah blsh blah

= blah blah blah blah blah blah
@ blah blah blah blah blah blah
e» blah blah blah blah blah blsh
(» bilah blah blah blah blah blsh
w» blsh blah blah blah blah blsh

8

Blah blah

é blsh bish blah
) blah blshblsh

bleh bish blah

blsh bish blah

blzh bish blah

blsh bish blah

bleh bish blah

bleh bish blah

#» blah blah blah blah blah blsh
@ blah blah blah blah blah blah
@ blah blah blah blah blah blsh
(@ blah blah blah blah blah blah
@ blah blah blah blah blah blsh

0

Blah blah

What type?

~

Who?

Options

2 re

Lreale a remincer

OF

What type?




Create a reminder

What type? O O -ff-} @ i O\E'"
Details * Notifications
Wha? Proximity

2 chseto
.

] » Notes

? Dad has a meeting after
. work and can't make it.

not farnily [Daughtar's frig)
Whare?

When?

.
.

Save Cancel .
.

(et T (Notications |
Actiit

What? Alarm
lorem ipsum dolor imet laom N/A
ande andoe uwen wlanr
'o@o‘ mm/dd
Rid Which Activity?
[softball ]
o [Notes |
add time
Tobuy add location Coach sent an
email with
’ - directions.
Speak to Save | Cancel

Give a ride widele

Daughter and daughter's friend to
unknown location.
7:30pm Today, August 13.

Details:
Coach sent an email with directions.

(done [ snooze ) cancel )

T-Mobile

W 150

ebruary 23

Speakto @

Daughter

blah blah blah blah blah blah blahast blahb Ibahb-
hlabha blhbalbh Ibahbhl

7:30pm Today, August 13.

Detalls: A
balha balbha Ibahblal balbh balba Ibahl
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Create a reminder

( done J [ snonze) ( cancel )

\T
Whattype? O ®© 00 Ode O
Details + Noifications
What? e Alarm
.
lorem ipsum dolor imet leom ande| o
andoe uwen wlanr . .§ N/A
.
.
Which Activity? o [mm/ddiyyyy
| softball .
dd date s Motes
?:Id r - 7 Coach sent an email
adatme * with the directions.
add location .
— .
Save | [ Cancel .
.

To buy

-0

Speak to

Create a reminder

Notifcations

Wha? Alarm

Yo

not farnily [Daughter's frig mm/dd/yyyy
Whare? [7:300m |
1
Wher?
mm/ddiyyyy Coaglh ;;m an
amail wi
o directions.
Save Cancel
e I .

Speak to @@

Daughter 0
blah blah blah blah blah blah blahast
blahb Ibahbhlabha blhbalbh Ibahbhl

7:30pm Today, August 13.

Details:
balha balbha Ibahblal balbh balba

Speak
Daugh

( done | ( snooze ) cancel )

to @

ter

blah blah blah blah blah biah blahast blahb Ibahb-
hlabha bihbalbh Ibahbhl
7:30pm Today, August 13.

Details: L

balha balbha Ibahblal balbh balba Ibahl

( done [ snooze [ cancel |
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What's the scoop? Remind you when?

What ‘
Date

Where ‘ ‘
Time

When ‘

What's the scoop? ‘ ' What's the scoop? . '
Remind you when? w EZD Remind you when? w EZD

| have
your

back!

0.
s
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Remind When
About? IS |t?

Date ’

Time

TR -- when -- where -- about -- [TTY-- where

Where Alert
IS |t? when?

Time
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Appendix H Data Collection Study Nightly Protocol

1. Review today
a. Movement, for each person
i. From
i. To
i. Time
iv. Transport
v. Objects: school bag, soccer uniform
b. Forgetting
i. Did you forget anything?

1. What
2. Where?

i. Did you help anybody remember their things? Jobs?
1. What?
2. When?
3. Where?

c. The Plan

i. Plan steps
1. Person
2. To

3. Transportation
a. What: School bus
b. Who drives?
4. When
5. Forwhat?
6. Individual or coordinated decision?
i. Changes
1. Cause: late meeting, traffic
2. Consequences
a. Who found out about stimulus
b. Who made plan? Alone?
c. Who had to be told about changes?
3. Exchange media?
i. Explain updates
1. Planned/unplanned

2. Cause
3. Major/minor
4. Would you have wanted to know
5. How would you have wanted to know
6. When would you have wanted to know
d. Calendar
i. Getimages
i. What changes were made
ii. Who?
iv. When?
v. Where?
vi. What info included and what not included?
e. Notes
i. Getimages
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i. What changes lists were made

ii. Who?
iv. When?
v. Where?

2. Tomorrow's Plan
a. Plan steps

i. Person

i. To

ii. Transportation
1. What: School bus
2. Who:

iv. When

v. Activity
1. School

b. Mark any changes made to plan during interview
3. Schedule tomorrow
4. Nightly Interview Technical Support
1. Scrape phone
a. Check minutes
b. Check SMS totals
2. Scrape accutracking
3. Scrape weather
4. Transcribe data from nightly interviews: calendar images, interview notes
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Appendix | Data Collection Study Activity Interview Questionnaire

Please answer these questions about your last 2 weeks

About how often did this About how stressful was the
happen? experience?
1 or2times Pretty often A little Pretty
Never A few times Very often Not atall Somewhat Really
1 2 3 4 5 1 2 3 4 5
| found my dinner plans changed.
My plans to pick up the kids changed
| wasn't sure where the kids were
My kids acknowledged my efforts kids
| struggled to find things while rushing out the door
My carpool plans changed :
About how often did this : About how stressful was the
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happen? experience?
1 or2times Pretty often A little Pretty
Never A few times Very often Not atall Somewhat Really
1 2 3 4 5 1 2 3 4 5

| needed my spouse’s help to buy something

The kids changed plans at the last minute

| needed the kids to tell me what to buy

| couldn’t find a note | wrote

My spouse was late for something

| lost communication with my spouse

My spouse reminded me to do something

About how often did this About how stressful was the

happen? experience?
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1 or2times Pretty often A little Pretty
Never A few times Very often Not atall Somewhat Really
1 2 3 4 5 1 2 3 4 5
| raised my voice at my kids
| made a to do list
It was hard to stay on top of dinner plans
My spouse asked me to buy something for them
| reminded my spouse to do something
| left a list at home when | went shopping
| forgot to write something on the calendar
About how often did this About how stressful was the
happen? experience?
1 or2times Pretty often A little Pretty
Never A few times Very often Not atall Somewhat Really
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| didn‘t have a phone number while out

A kid forgot something for school

| left something | needed at work

| wasn’t sure what time a kids’ activity started/ended

| didn't know who was picking up one of the kids

A kids forgot something for an activity

A carpooler cancelled

About how often did this About how stressful was the
happen? experience?
1 or2times Pretty often A little Pretty
Never A few times Very often Not atall Somewhat Really
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| did a last-minute task for my a kids" activity

A kid forgot their lunch (or money)

| lost track of time and left late

| helped out my spouse with one of their jobs

A kid told me something at the last minute

| had no idea how to get hold of a kid

| got stuck in traffic during activity pickup/dropoff

About how often did this

happen?
1 or2times Pretty often
Never A few times Very often
1 2 3 4 5

About how stressful was the

experience?
A little Pretty
Not atall Somewhat Really
1 2 3 4 5
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| misunderstood coordination plans with my spouse

| had no idea how to get hold of my spouse
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Appendix J Prototyping the Family Time-Flow (FTF)

With the decision to keep place as nominal, we began to sketch interface prototypes.

Explorations include the use of spirals and circles (top row) as well as more organic

expressions of space and time (middle row). The dots that represent co-travel originated in

exploration of the visual metaphor of thread. When family members were together, we drew

them as intertwined (bottom left). We also explored a way to compress the visualization by

using the diameter of circles to represent time at a place, instead of a linear representation

(top, left).
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Appendix K FTF Visualization Standards

Case 1. Dad attendance: certain. Location: At work. Other attendees: Elaine. Starting time: 2:30 pm. Ending time: 3:30 pm. Arrival time: 2:20 pm Departure time: ranges from 3:30 pm to 4:00

pm (not certain)

Work 9

Meeting w Elzine

#a o

’ .
Group Meeting -

Work

zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time

translucent orange area: routes related to undecided (arriving/departing) time, which may cause conflicts
number In a red circle: indicates numbers of conflicting/unresolved/alarming Issue
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Work 9

Meeting w Elaine

]

Work *

—Group Meeting

zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time

dotted- orange area: routes related to undecided (arriving/departing) time, which may cause conflicts
number in a red circle: indicates numbers of conflicting/unresolved/alarming issue
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Case 2. Event: Group Study Location: At David's school Starting time: 5:00 pm Ending time: 6:15 pm Arrival time: 5:00 pm Departure time: ranges from 6:00 pm to 6:30 pm (not certain)

Group Study: certain, David attendance: uncertain

Group Study: uncertain, David attendance: uncertain

solid box + zigzag line: event is decided + the person’s attendance Is undecided
pointed line + translucency: undecided (arrivin
pointed line + translucency+ orange area: rout

translucent box + zigzag line: event Is undecided + the person’s attendance is undecided
pointed line + translucency: undecided (arriving/departing) time
elated to undecided (arriving/departing) time, which may cause conflicts pointed line + translucency+ orange area: routes related to undecided (arriving/departing) time, which may cause conflicts
translucent area: transporting area related to undecided (arriving/departing) time translucent area: transporting area related to undecided (arriving/departing) time
number in a red circle: indicates numbers of conflicting/unresolved/alarming issue number In a red circle: Indicates numbers of conflicting/unresolved/alarming Issue

eparting) time

Group Study: certain, David attendance: certain

Group Study: uncertain, David attendance: certain

solid box: event in decided
pointed line + translucency: undecided (arriving/departing) time
pointed line + translucency+ orang

solid box + zigzag line: event is decided + the person’s attendance is undecided

pointed line + translucency: undecided (arriving/departing) time

pointed line + translucency+ orange area: a range of undecided (arriving/departing) time, which may cause conflicts
translucent area: transporting area related to undecided (arriving/departing) time

of conflicting/unresolved/alarming Issue number in a red circle: indicates numbers of conflicting/unreso

area: a range of undecided(arriving/departing) time, which may cause conflicts
translucent area: transporting area related to undecided (arriving/departing) time
number In a red circle: indicates numbe

ed/alarming Issue
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Group Study: certain, David attendance: uncertain Group Study: uncertain, David attendance: uncertain

L

Work
-~ —
Work

Schifol

Sghool

solld box + zigzag line: event is decided + the person’s attendance Is undecided translucent box + zlgzag line: event Is undecided + the person’s attendance is undecided

zigzag line + translucency: undecided (arriving/departing) time(arriving/departing) time, which may cause conflicts zigzag line + translucency: undecided (arriving/departing) time(arriving/departing) time, which may cause conflicts
translucent area: transporting area related to undecided (arriving/departing) time translucent area: transporting area related to undecided (arriving/departing) time

number in a red circle: indicates numbers of conflicting/unresolved/ alarming issue number In a red circle: indicates numbers of conflicting/unresolved/alarming Issue

Group Study: certain, David attendance: uncertain Group Study: uncertain, David attendance: uncertain

solid box + zigzag line: event |s decided + the person’s attendance is undecided translucent box + zig: ne: n's attendance Is undecided
pointed line + translucency: undecided (arrivi 2parting) time(arriving/departing) time, which may cause conflicts pointed line + translucency: undecided (arriving/departing) time (arriving/departing) time, which may cause conflicts

translucent area: transporting area related to undecided (arriving/departing) time translucent area: transporting area related to undecided (arriving/departin
number In a red circle: indicates numbers of conflicting/unresolved/alarming Issue number in a red circle: indicates numbers of conflicting/unres

time

lved/alarming issue
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Case 3. Event: Parent & student meeting at Jane's school. Mom/Jane attendance: certain Location: At Jane's school Starting time: 4:00 pm School Ending time: 5:00 pm  School

Mom's arrival time: 3:45 pm (not certain) Jane's arrival time: 3:45 pm Departure time: 5:10 pm (not certain)

2

O

Work 9 Work L
Meeting w Elaine Meeting w Elaine

Work

Work *

o .
Group Meeting - Group Meeting

zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time

translucent orange area: routes related to undecided (arriving/departing) time, which may cause conflicts
number In a red circle: indicates numbers of conflicting/unresolved/alarming Issue

zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time

dotted- orange area: routes related to undecided (arriving/departing) time, which may cause conflicts
number in a red circle: indicates numbers of conflicting/unresolved/alarming issue
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Case 4. Event: Group Outing. Dad attendance: certain/ not certain. Location: At downtown Starting time: 4:00 pm Ending time: 7:00 pm Arrival time: 4:00 pm Departure time: not certain

Group Outing: certain, Dad attendance: certain

Work

gzag line + translucency: undecided (arriving/departing) time
translucent area: transporting area related to undecided (arriving/departing) time
translucent orange area: alarming t, which may cause conflicts
route line + gradation: do not know where a person in charge comes from

ve

number In a red circle: indicates numbers of conflicting/unresolved/alarming Issue

Group Outing: certain, Dad attendance: not certain

Group Outing

vent is decided + the person’s attendance Is undecided

solid box + zigzag
zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time
translucent orange area: alarming event, which may cause conflicts

number In a red circle: indicates numbers of conflicting/unresolved/alarming issue

dotted line: transporting line related to unresolved pick-up or drop-off
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Group Outing: certain, Dad attendance: certain

*
\

zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time
translucent orange area: alarming event, which may cause conflicts

route line + gradation: do not know where a person in charge comes from
number in a red circle: indicates numbers of conflicting/unr

lved/alarming issue

Group Outing: certain, Dad attendance: not certain

Group Outing

solid box + zigzag line: event is decided + the person’s attendance is undecided
zigzag line + translucency: undecided (arriving/departing) time

translucent area: transporting area related to undecided (arriving/departing) time
translucent orange area: alarming event, which may cause conflicts

dotted line: transporting line related to unresolved pick-up or drop-off

CJD[VUHE,’ issue

number In a red circle: indicates numbers of conflicting/unresolve
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Appendix L Validation Study Instruments

We adapted the Technology Adoption Model 3 (TAM-3) survey (Venkatesh et al. 2003), itself
an adaptation of the original TAM survey (Venkatesh & Davis 2000), to the context of family
logistics. Wherever appropriate workplace issues, vocabulary, and roles were transformed to

be more appropriate to family logistics

Perceived Usefulness

Using the system would improve my performance in my job as a parent
Using the system would enhance my effectiveness in my job as a parent
Using the system would increase my productivity as a parent

| think the system would be useful in my job as a parent

Result Demonstrability

| would have difficulty explaining why using the system may or may not be beneficial
| believe | could communicate to others the consequences of using the tool

| would have no difficulty telling others about the result of using the tool

If | used the tool, the results would be apparent to me

Behavioral Intention

If it were available, | would plan to use the tool in the next 3 months
If | had access to the tool, | predict that | would use it

Assuming | had access to the tool, | would intend to use it

Computer Playfulness

When using computers | characterize myself as spontaneous
When using computers | characterize myself as creative
When using computers | characterize myself as playful
When using computers | characterize myself as unoriginal

Computer Anxiety

Computers do not scare me at all

Working with a computer makes me nervous
Computers make me feel uncomfortable
Computers make me feel uneasy

Perceived Enjoyment

| would imagine using this tool to be enjoyable

| would imagine that the actual process of using the tool is pleasant
| think | would have fun if | used this tool

Computer Self-Efficacy

| could complete my job as a parent using this tool...

...if there was no one around to tell me what to do as | go
...if I had a built-in help facility for assistance
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...iIf someone showed me how to use it first
...if i had used similar tools before this one to perform the same task

Output Quality

If | used this tool, | would have no problem with the quality of the tool's output

| imagine that the quality of the output that | would get from using this tool would be high
The quality of the output | would get from the tool is high

If | used this tool, | would imagine that the results from the tool would be excellent

Perception of Control

Given the resources, opportunities, and knowledge it takes to use this tool, it would be easy for me to
use

| would feel control over the tool if | used it
This tool is not compatible with other tools that | use

The survey also included two scales that probed dimensions of family logistics, focusing on

planning and awareness.

Help with awareness
The tool would help me know more about what other family members plan to do.
The tool would help me know more about what other family members are doing.

Help with planning

The tool would help me make plans easier.

The tool would help me make plans that | would be less likely to need to change.
The tool would help me improvise when | need to change plans.
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