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‘Feeling a bit disgusted
because I ate so much.’
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DESIGN GOAL

To reduce the urge of overeating
of young adults (20-30) while

eating at an all you can eat

i/ \E)Then the moment arrives when you have to stop,
yeah you shouldn’t eat un till you feel sick,

but you want to continue. 7

\
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The interactions in my concept should be like....

The collection of pictures,
the overview, form,

size and color of the
collection.

Form, texture and size of
the pictures

and structure of the book,
structure of the glue.

The content of the pictures,
colors, people on the pictures,
composition of the pictures,
dates on

the pictures.

The amount of pictures,
the size of the book, the
images, colors and content
of the pictures.
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Tf of
the amount of food

consumed are
removed during a
meal, people

(Robinson et al, 2013)
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PLACING TOKENS & DISCUSSING THEIR QUALITIES TOGETHER
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________ with Table Memories
-------- without Table Memories
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Overview | Awareness, guidance,

@ confrontation, satisfaction
‘as a human you are mostly more focused on
the negative, but because of the overview you

:Il'ct),p;Bo::Zom | Ranking  nicel see how it really is and that’s positive’ Shs!cli(bf)ard LPersohnallze d

i urll.lt,eCQUSf ygu ge mciﬁth ‘At the end meal it made it easy because we tdi ncs WC;{ ,byoud a\;]e no spacean y.Olf
critical. It’s nice to be 'usg V\{l , e ~ould point to the three nice things we still put aside the board when yc?u try to write
food and what you think of it. wanted’ ‘we made notes ourselves with the tokens,

it’s fun. It gives you freedom. It’s fun to
write something with everything, that you
can release some of your thoughts. ¢

Nudging Background | Guidance &
discussion - ‘Yeah but it was just like
less and less. It’s hard to tell if we got
influenced by that’

Start-End | Create a Storyline

‘| think it is very natural to do it like
this, you shouldn’t do it differently.
You have really clear start and end
and that clearly indicates time.

Token | Representing a dish

‘[ think they look nice and are under-
standable, mostly you could imme-
diately see it from the image.’ -
‘They could be slightly bigger to
make it easier to read’

Question | Discussion starter

‘The ranking together with the ques-
@ tion ‘what’s your favorite dish’makes

it clear what to do. However it’s a bit ‘S\::anhd | Spark !:’tc:ractlfn .
unnatural that the question is at the thea %Oufstie : fere a waysé sod
bottom since it’s the ‘best’ token. Bit € endofthe eating you ge
confusing. Better at the top. remembered of it. If it was somewhe-

re aside you could easily forget it.
Now it feels active.



You are more like... what do | think of it, what do | like
about it. Also because you write a comment about that.



* Overall prototype was clear and understandable
*Clear shift in focus from quantity to quality

* Nudging background does not work (conciously)
« Commenting could be added as a feature

* Did adress awareness, guidance and satisfaction
* Did not adress confrontation.

* The urge of overeating was reduced.
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DESIGN GOAL:

° \/
INTERACTIC

VIS

AWARENESS

‘’Yes more, because
you are more busy with
it. About the quantity
but more about if the
food itself was nice.
It’s now just more
about the quality than
the quantity.’

of overeating

CONFRONTATION

- “No it was not really
confronting, I think I
did expect worse’

GUIDANCE

‘Yes for sure.
Especially at the end
of the evening. But
also you can see what
you had earlier. You
feel guided throughout the
evening’

SATISFACTION

‘’Yeah when I look at
it now I think it
looks really nice, it
looks like a
satisfying evening.’
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