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ABSTRACT FOR THIS STUDIO

The concept of ubiquitous computing (ubicomp) nowadays has been continuously 
developed far more than previous generations imagined. So far, the promise of a calm 
walk in the woods as Weiser mentioned in his vision for ubicomp systems becomes 
likely utopian, when people nowadays are more concerned about the deepening 
impact of computer-based technologies on human behaviors and human social life.

In terms of social media, I want to go further understanding about the impacts of 
social media “instant convenience” aspect - how easy it is for people to access to 
new information (the fake news phenomenon resulted), to give instant statements, 
to buy goods online and to have new relationships, etc. How do these conveniences 
become overwhelming, harmful to human social life?

The proposal I want to focus on is more visible and physical rather than invisible and 
virtual; more mixed convenience than individual convenience. It relates to the pu-
blic realm, assisting/supporting system which could be integrated onto streetscape, 
plaza, etc to strengthen the social connection by giving playful experience, helping 
other vulnerable parts of society felt more involved; how the proposed design can 
challenge us to walk out of the comfort zone of “instant convenience” produced by 
social media and pique our interest stepping further to the public realm.

Keywords:

human-computer interaction, social media, public realm.

ABSTRACT
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1. Design research

DESIGN RESEARCH

ON STUDIO

1.1 Background 1.2 Method
 

My vision through research for social medias:

Bring back the values of physical elements to social life.

My theme through research is to:

Create hopeful devices

Framework I aimed for studio project:

 The framework I want to focus on is somewhere between discursive and experimental, 
which could possibly stirmulate people’s minds to think about essential questions and help them 
enjoy current moments through some playful, interesting experience.

Target of users:

Users is emphasized. No individual demands, but public demands. 

Mind map illustrating my approaches during studio:

Beginning with the wondering mind about the reasons for making design, I aim to understand about 
discursive design practice including fiction design, speculative design, as the first steps help me visua-
lize the compexities in context, perceive plausible and possible impacts of technologies, trigger my 
imgagination for solutions to current state and near future issues.

The desired ideas should provoke activites and some reflections for participants. 

The undesired ideas which should be avoided are those having potential risks towards private security, 
mental health, pursuiting high-end fashion and unclear purposes. 

Image by � Author
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Method in class:

Each group tried to explore their points in "human-computer interaction" topic by using 
"axis-frame" diagram to answer weekly questions suggested from tutors.

DESIGN RESEARCH



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

7SECTION 0

Method in class:

Writing on spectrum for against, developing an approach

DESIGN RESEARCH
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Figure. 1 Design process by Dan Nessler [1]

DESIGN RESEARCH
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[x] This number refers to the reference link located at the end of  
this DRC.

2. Discourses and Precedents

ACADEMIC DISCOURSES, PRECEDENTS

Academic discourses, precedents

2.1 Academic discourses

 Social media companies try to boost the economic value by creating many strategies to attract users 
keeping using their products. One of the strategy included is to understand users’ eocnomic behaviors, cognitive 
behaviors, how we make our decisions. In his book, “Thinking, Fast and Slow”,  Daniel Kahneman pointed out 
the principles explaining our complex cognitive process by proposing 2 systems inside our mind. The systems 
themselves are just the forms of simplication visualizing the way how our mind works. System 1 is automatic, 
unconscious, and aimed for quick responses. In the contrast, system 2, is effortful, slower and conscious. The 
term of cognitive ease is to present the way our system 1 responsing to the outside world but against the 
beliefs from system 2. Most of our faults from decisions are made by system 1. Even though we possibly could 
be aware of what is wrong through our  decisions, or what against our beliefs, still, we would rather choose 
to behave the way we feel eased. For example, in the pandemic of Corona-virus 19 occured in 2020, Australia 
government set out rule of social distance for all states. However, there has been reported of such a number 
of people who gathered on Bondi beach (Sydney) in the middle of crisis regardless of warning announcement 
and government’s rule. The warning is not enough for people resisting their desired action even though they 
possibly knew that their actions may spread virus to community.

 Back to social medias, from the way we know how our mind operate, we can understand how eased 
we feel when using social medias to interact with our friends though we can sense something bad is going 
on in our mind but still we cannot resist it. We become addictive to social medias and fail to against these 
companies’ strategies.

2.1.1 Cognitive thinking - How we make our decisions 2.1.2  Technological Solutionism
 Technological Solutionism[2] is the belief that technologies can solve all human’s problems (Evgeny 
Morozov, 2010). Ironically, the problem is the ideology itself. Technolgies support every aspects of our 
lives for the vision of perfection. Everything could be turned in to smart objects: smart phone, smart bed, 
smart tv, etc with multitask functions easily erasing our flaws in almost every corners. However, the im-
perfection, the messiness have their own values to create our unique life and challenge us to live better 
by giving effort to improve our flaws. For Technological Solutionism, more and more, we are loosing the 
motivation for thinking, especially, creative problem solving thinking when technologies cutting off the 
wondering moment, giving us the answers instantly.

« Design theorist Michael Dobbins has it right: solutionism presumes 
rather than investigates the problem that it is trying to solve, rea-
ching “for the answer before the question has been fully asked. »

- Evgeny Morozov, To Save Everything Click Here , 2010.

Image source: � https://imotions.
com/blog/human-behavior/
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[x] This number refers to the reference link located at the end of  
this DRC.

2.1.3 Amara’s law and the dificulty to predict 
technology’s future

 As Amara mentioned in his report “New directions for Innovation” ( 1990), most of the first ver-
sions of technologies are less successful than people had expected[3]. It could be too expensive, too bulky 
or unfriendly user interface... People tend to overestimate these successes and vision them making big 
changes though the results commonly fail their expects. The estimated time for the next successful ver-
sions of tech-related products is around 3-5 years or less[4]. However, for the long run, they underrestmate 
technologies impacts, especially the impacts on human responses, behaviours and pychology aspect [5] . 
More importantly, it is almost impossible for us to predict the “discontinuous breakthroughs” of some of 
important basic technologies like transistors or genetic engineering (Row Amara, 1990). That could explain 
why there is always a blind spot in our prediction for the Ubicompt.

Still, this evolution is going on and for sure, become more complex and risky. What we should do, at least 
for now, is that be aware of our inability in forecasting technology’s future and therefore be more conscious 
about implicating them into our life. 

Figure. 2 Amara’s Law on the tendency Innovation and Technology forecast 

2.1.4 Dunbar’s number

Dunbar’s number[6] provided by Robin Dunbar (2010) describes the limitation of number of people we 
should have for our social circle, which is within 150 people, to maintain the bonded relationships. 

New technologies, especially the most recent trend of social medias, extend this limit so far from the 
suggested number. A normal teenager could have 1000 friends on facbook, or celerities could have 1 mil-
lion followers on instagram. This create certain benefits for our careers, finance through online trading, 
advertising our images, brands... but also it create a potential risks for our mental health.

Ideal limit for social circle

Image by � Emmanuel Lafont, BBC 

Image source: � < https://www.bbc.com/future/article/20191001-dunbars-number-why-we-can-only-maintain-150-relation-
ships>

ACADEMIC DISCOURSES, PRECEDENTS
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[x] This number refers to the reference link located at the end of  
this DRC.

2.1.5 Beyond Death 2.1.6 Social Media Incense Packs

Figure. 3 The Final Button

Figure. 4 The Memento

by Yuxi Liu  by Adrian Mok

 Beyond Death [7] is a project with 2 prototypes: " The Final Button" and " The Memento". With this 
pair of devices, the artist aims to propose a new way of death we can design for our own in this digital 
era. She pointed out the role of social media which has raised the complexity in human emotions and our 
reactions to death.  The plausibility of technology at this sensitive subject can propose many questions for 
us to think about our well-beings in the information age.

  The final button, a retrieving device collecting the likely suicide intention or the already-last words 
from someone's status on social media. Also, it is prepared for the likely cases in physical world by the final 
pushing-button as a way for people to say good bye.

 The memento, considered as a last-words printer, storages suicidal emotional suppression someone 
has to deal with for a very long time before they decide to end their lives.

 For what I can see through this project[8] , this is a speculative design which less focuses on techno-
logy innovation, but more in the aesthetic sense between the sense of seriousness and the sense of humor 
for addressing social media issue.

Adrian use a common religious paraphernalia for "paying respect to passed away people" in Chinese culture  
to response to the social media issue: the desire of being feed their egos on social media, in a speculative 
way, even when they pass away.

For that context, "social media incense packs" can be used by followers, those who wants to keep habitting 
the way they interact on cyberworld, to give their respect, to the ones they know, have passed away. 

The irony in this project creates argument about social media impacts on our behaviors in daily lives. 

ACADEMIC DISCOURSES, PRECEDENTS
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3. Group work

GROUP WORK

In this section, I introduce  group design project: from 
background research to final proposal.

Group members:

• Siyu Yao (Group leader) - s3752924

• Shrusti Basavaraj Malimath - s3803762

• Thanchanok Klabsong - s3770539

• Hung Nguyen - s3821941
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Social media addiction has been a topic of discussion 
for many years now. The consequences of overuse and 
over-reliance on social media are still being studied and 
understood but so far the consensus is that too much 
social media can have a negative impact on your mood 
and wider mental health.

Mood tool is designed to relieve the reliance on social 
media by sending push notifications to a user if too 
much time is spent on it. Mood tool also takes inspira-
tion from music as a form of therapy. It uses music to 
help a wearers distract themselves from social media 
by offering musical selections which the user can select 
according to how they feel. Music helps to release 
emotions such as stress, anxiety, sadness, and anger, 
while reinforcing positive emotions such as joy and 
contentedness.

PROJECT BRIEF

Figure. 5 Project: Mood Tool
Image by � Siyu Yao

GROUP WORK
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[x] This number refers to the reference link located at the end of  
this DRC.

3.1 Research 

The analysis of emotional experience of browsing social 
media, results in finding that the emotional experience 
of browsing social media is characterized primarily by 
deactivation (by winding down), with a slight tilt toward 
negative emotion. [9], [10]. 

By Shrusti Basavaraj Malimath

3.1.1 Emotion problems cause by social media?

GROUP WORK
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[x] This number refers to the reference link located at the end of  
this DRC.

3.1.2 Why emotion problem will effect mental problems?

3.1.3 The vicious cycle of unhealthy social media use

Excessive social media use can create a negative,-

self-perpetuating cycle

When you feel lonely, depressed, anxious, or stressed, 
you use social media more often—as a way to relieve 
boredom or feel connected to others. These worsening 
symptoms cause you to use social media even more, 
and so the downward spiral continues.

Figure. 6 Applying the five systems model to social media use. Figure. 7 A circumplex model of affact (Larsen & Diener, 1992).

GROUP WORK
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3.1.4 How music has positive effects on your mental 
health?

3.2.1 Idea of inspiration

3.2 Designing thinking 

By Siyu Yao

GROUP WORK



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

17SECTION

3.2.2 Idea of exterior 3.2.3 Idea development of size and shape

GROUP WORK
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3.2.4 Idea development of color and playlist

GROUP WORK

3.2.5 Idea development of flexible speaker
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3.3 Story board

(1):  User spend his/her spare time binging on social 
medias.

(2):  He/she tends to post an image on social media 
app  per 1 hour

(3):  A Notification warns him/her about their addic-
tion and suggest him/her to using “Mood tool” 
listening to music.

(4):  He/she uses the product.

(5):  He/she can choose these 2 options by clicking 
buttons from left side of “Mood tool”:

 “Warm playlist” for energetic songs - “Cool” 
playlist for calming songs - Meditation records.

(6):  User uses free time to listen to meditation music 
for calming their behaviors on social medias.

(7):  He/she wants to share music to other people 
surrounding.

(8):  Click “share” button on right side.

(9):  People join her/him and they start talking to 
each other.

(10):  “Mood tool” can be shared from distance for 
special cases.

 Such as: social distance rule during pandemic 
period.

(11):  Let’s make weirdo friends with Mood tools!

(1)

(5)

(9)

(2)

(6)

(10)

(3)

(7)

(11)

(4)

(8)

Share button

Warm
playlist

Cool
playlist

Meditation
playlist

 You have posted”
 your images less
 than 1 hour. You

 are too addicted.
 Music on Mood

“?tool

 I am gonna post
 some images on

!instagram

By Hung Nguyen

GROUP WORK
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3.4 From concept to technology

3.4.1 Purposes
By Hung Nguyen

The strategy of social media companies is using many 
features attracting people keep using their products, 
such as: "like" button, "heart" button, a set of emotions 
choice, comments, reminder notification, email alert, 
etc. 

Those features create some negative effects such as: 
being unfocus, less productive or overthinking pheno-
monon in young people.

Our strategy will interfere those pattern, step by step, 
breaking bad techonological habit, helps users return 
to their heahlty lifestyle. 

GROUP WORK
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We collected data from social media by tracking their 
time using mobile apps. Then, we analysized and cate-
gorized data into addiction levels.

3.4.2 Inputs

GROUP WORK

From connections between Iota, Motemini, API and 
IFTT app, we tried to alert user through IFTTT notifi-
cation about their addiction conditions as well as help 
them calm their mind through music.

3.4.3 Process and outputs
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By Thanchanok Klabsong

3.5 Function of prototype

GROUP WORK



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

23SECTION GROUP WORK



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

24SECTIONImage by � Thanchanok Klabsong

3.6 Hero shot
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4. Contribution
- Detailed description of what I have 
contributed to the project 

In this section, I clarify my contribution in group-project in 2 areas:

1. Conceptual design (Supporting role)

2. Technological exloration (Co-leading role)

My work here is to create:

I am responsible for creating interactions between Iota, motemini and Instagram account, specifically:

- From Instagram account  to Iota (web server)  (I-1)

- From Iota to Motemini (mircrocontroller) (I-2)

- From Iota to IFTTT app (I-3)

- From Motemini to Iota (Spotify API) (-I4)

4.1 Conceptual design

4.2 Technological exloration

1. Story board explains user experience for our product. Details in Pg. 19

2. "From concept to Technology" diagram illustrates the relation 
between conceptual design to technological design for our pro-
duct.

Details in Pg. 20 - Pg.21

CONTRIBUTION
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4.2.1 Sequence

LEGEND

(1) - Play button for "Warm" playlist

(2) Pause button for both playlists

(3) Skip-to-next-song button for both playlists

(4) - Play button for "Cool" playlist

a

d

g

j

b

e

h

k

c

f

i

l

Interactions:

- From Instagram account  to Iota (web server)  (I-1)

- From Iota to Motemini (mircrocontroller) (I-2)

- From Iota to IFTTT app (I-3)

- From Motemini to Iota (Spotify API) (-I4)

Those interactions are integrated and explained in the 
sequence of technological user experience from Figure 
8:

a. User posts an image. (I-1)

b. Blue light turns on (I-2)

c. Notification pops up on mobile phone (I-3)

d. User post another image ( within a specific time) (I-1)

e. Red light turns on (I-2)

f. Notification pops up on mobile phone (I-3)

g. User push "Play" button for "Warm" playlist (-I4)

h. Music turns on from website( -I4)

i. User push "Pause" button (-I4)

j. User push "skip to next" button (-I4)

k. User push "Play" button for "Cool" playlist (-I4)

l. Music turns on from website (-I4)

Please review link video for further explaination: 
https://vimeo.com/427281360

Figure. 8 Technological user experience 

CONTRIBUTION
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[x] This number refers to the reference link located at the end of  
this DRC.

4.2.2 From Instagram to Iota

4.2.2.1 Creating Instagram credential on Iota

ATTEMPT: Create Instagram credential 

I have set up insagram credential for using Insagram 
node on Iota [11]  

From then, I can retrieve data from social media for my 
own purposes.

Figure. 9 Create Instagram tester account

Figure. 10 Create Instagram API

Figure. 11 Instagram node

Figure. 12 Add Instagram credential onto Iota

CONTRIBUTION
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[x] This number refers to the reference link located at the end of  
this DRC.

4.2.2.2 Time calculation experiment

ATTEMPT 1:

I want to calculate time between the latest 2 posts on 
user instagram account.

So I used "change" node for getting timestamp strings 
from the 2 posts, in this case:  object "0" and object "1 
"from instagram's array.

Then, I used the "function" node to parse strings into 
numbers [12] and calculate them.

The result from that process, in this case, was 3 minutes 
which was defined as the time between 2 latest images 
that user posted on instagram.

PROBLEM 1:

It was getting more difficult for me to use strings from 
timestamp to calculate time in seconds.

I was confused about "second"position in strings of 
timestamp, also did not know how to calculate time 
correctly in function node.

PROBLEM 2:

I figured out that, from this calculation, I was unable 
to know whether or not user posts any image on ins-
tagram at the current state. If the last time user posted 
an image was 1 month ago, so the calculation of 2 latest 
posts has no meaning of judging user being addictive to 
social media. 

Furthermore, if I connect this flow to IFTTT app to 
trigger notification on mobile phone, then user will be 
warned by virtual notification every 18 seconds (the 
time for Iota updating input datas). That's not what this 
experiment meant for.

This leads me to the attempt 2.

Figure. 13 Try using timestamp from instagram API

Figure. 14 Getting strings from timestamps of object [0] and object [1].

Figure. 15 Getting strings from timestamps, parsing strings into numbers   and 
using simple subtraction to get the result.

Figure. 16 Result: "3 minutes" is time  between the latest 2 posts

CONTRIBUTION
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[x] This number refers to the reference link located at the end of  
this DRC.

ATTEMPT 2:

I focused on changing code in function node.

I figured out that I can use "JavaScript Date Reference" 
[13] to calculate time, instead of picking up strings from 
timestamp as previous experiment. (Figure 17)

Now, I can retrieve the current time in date, hour and 
second. (Figure 18)

The results can be explained further from the codes 
showed in Figure 19 (next page).

Figure. 17 Using " new Date()" for getting current time.

Figure. 18 Results of current time in date, hour, minute and second.

CONTRIBUTION
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Figure. 19  JavaScript functions 

Figure. 20  Same logic is applied to Instagram node

ATTEMPT 2:

After retreiving current time data, I can retrieve time of 
2 latest post on insagram by using the same function 
nodes (Figure 20).

CONTRIBUTION
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ATTEMPT 3:

My work now is to get current time and time of 
intagram-post in seconds which will then help us easily 
do experiment and record video in a short period of 
time.

Combined those 2 codes, I can solve my previous 
problem about knowing how long it has been since 
the last time user posted an image and knowing the 
time between posts.

Figure. 21 Function node and result of current time in seconds. Figure. 22 Function node and result of the last time, when user posted an 
image on instagram, in seconds.

Figure. 23 This node calculates how many seconds has passed from the last time user posted an image.

CONTRIBUTION
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4.2.2.3 Final flow for this stage

Figure. 24 The flow results 2 time calculations: mg.ig and ms.currentTime

In figure 24,

• "ms.ig" represents time in seconds between the 2 
latest posts on instagram.

• "msg.currentTime"  represents time in seconds for 
how long from the current state to the moment 
posting the latest Instagram-image. 

• These 2 quests of times have been set off which  
then finalize our logical conditions to trigger 
notification on mobile phone, music from Spotify 
and lights from Motemini.

CONTRIBUTION
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Figure. 25 Final flow for triggering notification on mobile phone and for LED lights representing user addiction levels

4.2.3 From Iota to IFTTT & to Motemini
4.2.3.1 The flow
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A

B

C

D

E

Figure. 26 Flow tissues mapping
For easy to understand, I divide the flow into 5 types 
of tissues and explain them in the following order of 
alphabet.
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Figure. 27 2 state- condition

Figure. 28 Setup nodes to turn on LED light from Motemini

Note: this is the set-up of Iota for prototype experie-
ment. Therefore, I simplified the concept of user's ad-
diction levels into 2 states: addictive and non-addictive. 

Also, I used time unit of "second" for a whole sequence.

In "Conditions" function node (Figure 27), the code 
illustrated that if user post an image on Instagram   
within 40 seconds, compared to their previous post, 
and, the uploading moment is no longer than the time 
Iota updating input, then, message will be sent as "no" 
- representing "addictive". 

After that, the node (figure 28) will trigger red light from 
motemini (through "group4/hung/e10" topic mqtt out) 
to turn on, maintain in 10 seconds, and turn off.

4.2.3.2 The flow's tissues explaination
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Figure. 29 Setup nodes to trigger IFTTT notification

Figure. 30 Setup nodes to turn on LED light from Motemini

Next, a notification from IFTTT will be showed on user's 
phone. (Figure 29).

In the opposite, if user post an image on Instagram 
over 40 seconds, compared to their previous post, and, 
the uploading moment is no longer than the time Iota 
updating input, then, message will be sent as "yes" - 
representing "non-addictive". 

Blue light will be turned on (figure 30) as well as a IFTTT 
notifcation will pop up on their phone. (figure 31).

Figure. 31 Setup nodes to trigger IFTTT notification
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Figure. 32 MQTT in node triggers web-songs from Spotify

My work here is to connect Motemini to Iota through 
"MQTT-in" node in order to trigger web-songs from 
Spotify.

4.2.4 From Motemini to Iota
4.2.4.1 The flow

A

A

B

B
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Figure. 33 Schematic  diagram for Motemini

1

2

3

4 56 7

• (1) Motemini (Microcontroller)

• (2), (3): red and blue LED lights which are only 
turned on and off when getting signals from Iota.

There are 4 push-buttons to trigger web-based songs.

• Red Button (4) is used for playing "Warm" 
playlist.

• Green button (5)  is used for playing "Cool" 
playlist.

• (6) and (7) buttons are for "pause" and "skip" 
all playlists.

I tried to use motemini to turn on different color 
LED lights when user posts an image on Instagram in 
different amount of time. The aim here is to unders-
tand how "mqtt-in" works with motemini. 

For sending a command to Iota, physical push-buttons 
will be functioned for "play"  and "pause" buttons for 
web-based songs on Spotify.

The diagram from Figure 33 shows how to connect LED 
lights to motemini's pins.

4.2.4.2 Motemini function explaination

CONTRIBUTION



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

39SECTION

[x] This number refers to the reference link located at the end of  
this DRC.

Figure. 34 Code

declare input and output pins

Code reference: [14] 
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Figure. 35 Code

set pinModes

set conditions for LED lights
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Figure. 36 Code

set string connections to mqtt messages.
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[x] This number refers to the reference link located at the end of  
this DRC.

Figure. 37 Code

Code for push-buttons.[15] 
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Figure. 38 Code

Code for push-buttons.

CONTRIBUTION



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

44SECTION

[x] This number refers to the reference link located at the end of  
this DRC.

4.2.5 Dashboard on Iota
4.2.5.1 Result

ATTEMPT:

The context here is that Blynk was not easy for pu-
blishing our experiments virtually. I have researched  
about another way that our group can publish "push 
buttons" to the internet. Through some insruction from 
youtube [16] , I came  to conclusion that we might want 
to use dashboard from Iota.

Fern (my teammate) and I have developed the 
dashboard which is used for our virtual presentation.

This Dashboard is at a very basic level, though I want to 
put in here for later review and improvement.

Figure. 39 Screen from mobile phone Figure. 41 Edit node tab Figure. 42 Final flows

Figure. 40 Screen from web server
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ART

DESIGN

TECHNOLOGY

What lens I have been through during the studio?

As through this documentation, from the beginning to the end of studio, there were some changes  
in my goals. At the beginning, I aimed to create a device for public realm, my lens through this studio 
intented to be more focused on research and design. Though, for the scope of studio and the limitation 
in the special context, my aim in group work was changed into focusing on solving mental illness by per-
sonal devices, specifically, solving addiction phenomenon, caused by social media mobile applications.

For being experienced in MTI elective, I have earned some basic concepts about electronic mechanism, I 
decided to put on "technology lens" and shifted my goal to complete technological part for group work.

Through the the exploration in technology, there were certain new knowledge that I have gained:

•  Learning new computing language, Java-script; using it to control nodes on Iota

•  Setting up micro-controller to connect with the Internet

•  Using MQTT for, sending in and out messages

•  Using social media API to retrieve data on Iota

• Creating live-interaction on virtual network

Throughout group work, I have learned new way to cooperate, communicate and exchange information, 
ideas virtually through Microsoft Team and Miro with other teammates. 

For further future self-improvement, I aim to implicate this knowledge for my future IoT projects as well 
as to apply speculative thinking in my design practice.

Finally, I would like to thank Chuan and Dani for their great support, instruction and encouragement  
during this hard time. Julie, Fern and Shrusti, for their hard work to complete our project. Aslo, other 
classmates, for their advices and shares of good works  to help us improve our design process.
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REFLECTION



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

46SECTION

[1] Dan Nessler, How to apply a design thinking, HCD, UX or any creative process from scratch, Dan Nessler, 20-May-16, viewed 19 June, 2020 < https://medium.com/digital-experience-design/how-to-
apply-a-design-thinking-hcd-ux-or-any-creative-process-from-scratch-b8786efbf812> 

[2] Morozov, Evgeny. To save Everything, Click Here : The Folly of Technological Solutionism / [eReserve]. First ed. New York: PublicAffairs, 2013. Web.

[3] Bressler Group, Design Defined: How Does “Amara’s Law” Inform Design Strategy?, Vladlena Belozerova, 18-Mar-19, viewed 29 March 2020, <https://www.bresslergroup.com/blog/design-defined-how-
does-amaras-law-inform-design-strategy/>

[4] Amara, Roy. “New Directions for Innovation.” Futures 22.2 (1990): 142-52. 

[5] Trevor Clohessy,  Galway-Mayo Institute of Technology, Does Amara's Law apply to blockchain? , Trevor Clohessy , viewed 29 March 2020, <https://www.researchgate.net/post/Does_Amaras_Law_ap-
ply_to_blockchain>

[6] College of Communication, Anonymous, The Implications Of Dunbar’s Number: Network Size And Social Ties, Center for Mobile Communication Studies, Monday, October 1st, 2018, viewed 29 March 
2020, <https://sites.bu.edu/cmcs/2018/10/01/the-implications-of-dunbars-number-network-size-and-social-ties/>

[7] Yuxi Liu,  Beyond Death, Yuxi Liu, , 26-May-16, viewed 19 June, 2020, <http://liuyuxi.xyz/portfolio/items/beyond-death/> 

[8] Adrian Mok, Social Media Incense Packs , viewed 19 June, 2020, < https://www.adrianmok.com/social-media-incence-sticks>

[9]  Twenge, J. and Campbell, W., 2018. Associations between screen time and lower psychological well-being among children and adolescents: Evidence from a population-based study. Preventive Medicine 
Reports, [online] 12, pp.271-283. Available at: <https://www.ncbi.nlm.nih.gov/pmc/articles/PMC6214874/> 

[10] Panger, G. T. (2017). Emotion in Social Media. UC Berkeley, viewed 30 March 2020, <https://escholarship.org/uc/item/1h97773d>

[11] Chuan Khoo, 2020, Canvas,  <https://rmit-arc.instructuremedia.com/embed/8b0b0747-5274-4753-a8fb-989d7b558827> 

[12] w3schools.com, JavaScript parseFloat() Function, viewed 19 June 2020, https://www.w3schools.com/jsref/jsref_parsefloat.asp 

[13] w3schools.com, JavaScript Date Reference, viewed 19 June 2020, <https://www.w3schools.com/jsref/jsref_obj_date.asp> 

[14] Chuan Khoo, MQTT,  viewed 19 June 2020, < https://chuank.github.io/learning/01-physcomp/03-mote/04-recipes/04-mqtt/> 

[15] Maker.Io staff,  How To Use Basic MQTT on Arduino, 12 June 2018, viewed 19 June 2020,  <https://www.digikey.com.au/en/maker/blogs/2018/how-to-use-basic-mqtt-on-arduino >

[16] FreeWave Technologies, Node-Red Dashboard Tutorial, Youtube, published 6 October 2017, viewed 19 June 2020, <https://www.youtube.com/watch?v=X8ustpkAJ-U> 

6. References

REFERENCES



BINGING ON RADIANT BLANDNESS HUNG THI MY NGUYEN

47SECTION

Technological user experiment video

by Hung Nguyen

7. Video

https://vimeo.com/427281360

VIDEO




