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Key Findings:

35 e Term service design first appeared in 2004, 2005
i referring to digital services. Increase in 2010, 2020
Fig 1.

e Service design methods used in publications as a
distinct approach to design process eg. interviews,
observation ect. Table 1.

How HCI adopts Service Design

Abstract

e Service design adoption based on 3 categories,
Scope of design, Scope of actors, Needs for
clarification eg. user journey, backstage work
process ect.

e Use of service design in designing social,
crowdsourcing and Al applications eg. collaborative
networks, customer journey ect.

Main Objectives:
e A comprehensive overview of how HCI interprets
and adopts service design

o What dimensions or levels of service design have
been taken up in HCI ?

o What are future prospects for adopting service
design in HCI projects ?

Discussion

Contribution and Findings: Implications and Findings:
e Varying dimensions of service design taken up in Table | » Increase in publications in 2020 where due to

HCI contributions from Chinese universities as a result
e Relations between service design and emerging of the Chinese government focus of research
. . programs for development of social and public
technologies Mcthods Numberofpcpm (% ) services using Al technologies
* Unclarity to service design in HCI Interview 36 (27.2%) » Product centric view of service design focusing on
o HEL_:I cu;rentl tenldellrc]y tCEhU?ce SE{ViCEI desiign on CO‘dCSign / plnidpamf}' ddgn Wfkﬂhop 32 (M%) UI/UX features and single touch points
nteraction level rather that system leve
IS ACHON TEVEL TatiEt 4 Y Customer journey map 26 (19.7%) » Future agenda for researchers in both HCI and
Service blucprint 26 (19.7%) service design to develop methodologies and
Method Observation (ethnography, shadowing, contextual inguiry) 2 (16.7%) fameworks.
V— 17 (12.9%) e HCI works using service design expand
Research Methods and Approach: Do et conventional scopes of HCI
e A systematic Literature Review on extant HCI Otyping ( ) e HCI research embrace interplay between
publications that claim to use service design. Storyboarding 10 (7.6%) technology and business models
eco- eém ma 0(6A4% Limitations of Study:
Data Collection Techniques: (Stake)]-‘?[:u mp::’nizs 826 1%; e Service design not Zlearly defined in HCI
e A search for keyword “service design” in database . ' | | - |
excluding irrelevant subject areas resulted in 667 Scenario 8(6.1%) o Service Design as a discipline not substantially
publications found Probes 5 (3.8%) matured.
o Th§|667 publiclations were scrfeened 1t:o idgntifyll1 : Service safari 1(0 ,3%) Conclusion
publications relevant to main focus of study whic G
. - rvice staging (for prototyping) 1 (0.8%)
resulted in 179 publications . T e
Role play 1 (0.8%) HCI being a multidisciplinary field in its nature,

clarification of understanding and benefit of new

sample of 179 publications ‘Percentage is calculated by (no. of papers / 132 papers that used SD as a distinct approach - excluding 47 papers coded in C16). disciplines around HCI will help the field better

collaborate with other disciplines and evolve.

e A summative and inductive analysis was done on the
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Abstract

Objectives:

To show how Shared Interest can be used to decide if a model is
trustworthy, uncover issues missed in manual analyses, and enable
interactive probing.

Contributions:
Shared Interest enabled ranking, sorting, and aggregating inputs,
allowing for large-scale systematic analysis of model behavior.

Findings

Identified eight patterns in model behavior that recur across
multiple domains.

Identified reasons to question the model's reliability and validate
novel saliency methods.

Not restricted to understanding a model's predictive performance
but can also support interactive “what if” analysis to find out what
input features are most important to certain predictions.

Methodology

Research Design:

Used quantitative research technique using math and other models

Data Collection Techniques:

Used ImageNet and its visual recognition model as to test Shared

Interest

Also used Beer Advocate reviews to directly compare Shared Interest

to prior saliency method analysis

ImageNet [LIME] BeerAdvocate: Aroma [Integrated Gradients]
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i poured from the 12 ounce bottle into a pint glass
at room temperature this brew shows a hazy
carmel color with an out of control oatmeal colored
head and layers of ' the glﬁma js lgélly lyce

sweet malt and lge?oal hops Very thick smell with
an quallty that also notes thick brown bread and

apple the tasté is a nice medium bodied tartness
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with some dry hops blended with caramel malt

ToU: 0.10 ESERY GTC:0.10 ToU: 0.14 EORR GTC:0.14 0.9 0.9

tractor tractor
head that had good retention the head eventually

settles to a thick cap just a little spotty lacing is
left on the glass has a Mplex ai'oma | smell
chocolate Vanilla roasted nuts and some dark fruit

really enjoyed the flavor of this beer as well for a
beer packing 10 abv i did not detect any alcohol

Sufficient Subset

aroma or flavor what i did taste is the nutty malt

with some chocolate vanilla and a little fruitiness in

ToU: 0,00 5C:0.00 GTC:0.00

IoU: 0,00 SC:0.00 GTC:0.00 0.3 0.3
snowmobile snowmobile

are n't i the another night at work another can for
some cheap bastard and this time it s golden light
transparent and minimally yellow no head sweet syrupy

- nose unappeallng empty taste none no flavor no feeling
no nothing ZlleR zero nada whoever buys this has been

KaANIN

no doubt about it utterly pointless for only you 're

Sufficient Context

going down the drain buddy i did this for you fellas do
n't let my efforts be in
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medium brown fairly clear and light small thin ring of

white foam sweet and [ith malt pmells Wi ﬂimﬁ

espresso maybe o as sweet as the nose

some dryness and alcohol present alcoholic falrly

Context Dependent

strong carbonatnon medium heavy mouthfeel pretty
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Context Confusion
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BeerAdvocate: Aroma [Integrated Gradients]

m §C: 0.79|GTC: 0.70 X .

color with slight brown and red hues a good foam
that remains throughout but limited lacing overall

the smell is toasted with a tauch of bready and
toffee Undertones some bubblegum sweet hops
mfxes nicely with a Wmer spice siich as
ginnamon and eloves the faste has lighter malt
tasting then the nose would kick up a more

roasted and astringent {aste but a light taste that

100:0.23 FSTRA GTc: 0.25 0.6 0.3

appearance pours a clear copper color with a fizzy
head that quickly disappears to a and milky way
virtually no lacing smell :ﬁgue odor of caramel
malt and noble hops but very Vague taste starts
out rather toasty and the sweet malt builds into
the finish the finish is dry and chalky with some
residual sweetness mouthfeel medium to light
bodied with moderate carbonation drinkability not

ToU: 0,00 SC:0.00 GTC:0.00 0.7 '

bought at du des t r 6 11 03 stored cool dark miles
In my a big coarse cream colored head sits on a
clear durty gold beer lots of fast carbonatton the

mm the mm syrup reminds me of an na

ToU: 013 5C:0.13 [PlaRR 0.6 .

was in reach poured clean wnth a lﬁ deep golden

1S .

they w this one ferment a pn @ )mg if they

Results

Patterns range from cases where the ground truth features are
important to the model's incorrect prediction to cases where the
ground truth features are not important to the model's correct
classification.

Analysts want to explore model behavior, but current methods are
tedious, thus Shared Interest helped raise questions toward model
reliability and validate novel saliency methods.

Discussion

Implications:
Can be used in wider model analysis to improve the inputs necessary
for adequate performance.

Significance:
Can aid in the improvement of numerous machine learning models
which can then be used to further aid people in many ways

Limitations:

Requires data paired with ground truth annotations.

Human decision-making may not perfectly align with those
annotations.

Saliency methods do not accurately reflect certain model, and Shared
Interest can inherit the limitations of those methods.

Conclusion

Summary:

Shared Interest was created with the purpose of finding and
improving different Al models.

Done through analyzing human inputs.

Insights:

This analysis allows for problems in the models to be found and fixed.
Allows for these models to run at greater efficiency.
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e What strategies do blind players Key Findings Implications & Findings
: :  Blind players rely on sound cues to form mental maps,
leverage to work around inaccessible Understanding Surroundings: World Interaction: bumpililg{)bstacl}és, and utilize repetition to navigatep
gameplay ? -Blind players rely on sound cues and *Blind players use trial-and-error their environment.
object interaction to build mental maps of approaches, Including button mashing, to « [t is essential to enhance the use of audio, haptic
_ their environment. detect Interactive objects. feedback, and landmarks as fundamental,accgssibility
. elements.
Authors: Wayfinding in Games: Cognitive Load: | |
David Goncalves, Manuel Picarra, Pedro Pais, Joao *Sound landmarks and NPCs assist in -Pl.ayers often use mer.lt.al mapping and * Developers shp uld enable cu§tomlzable contrgl :
Guerreiro, and André Rodrigues navigation, but visual-only markers are gulde.s to reduce cog.mtn.fe.overload but sch.emes apd implement semljautomated navigation
’ barriers. tracking game state is difficult. options to IMpProve Uuser experience.
Affiliation: . . Limitations
 The authors of this study are all affiliated with Perspective Issues: Automaiflon and Customization: * Results mainly represent expert gamers sharing their
LASIGE at the University of Lisbon, one of Portugal's Manipulating camera angles (especially *Customizable controls and reduced experiences on YouTube, not general populations.
leading research institutions in Human-Computer vertical space) is ditficult, leading to difficulty help blind players manage
Interaction. challenges with depth perception and complex games. ’ Som§ SCIIES anq navigation types are absent, and
 Their work focuses on making digital environments platforming. }r;laefr);c;icoflese(iitback is only detected when the player
more accessible, particularly for individuals with Collaboration: '
disabilities *Playing with sighted co-players helps
overcome inaccessible sections, though it
adds communication challenges.

r'l 1

content created by blind gamers playing
vision-centric games, highlighting the strategies they
use to overcome accessibility barriers.

* This study examines over 70 hours of YouTube _ v _., ..__ s M;H iy N| ﬁ ﬁ }. ﬁ ﬁ | “

L o * Inclusive design in popular games is essential for
(i L accessibility.
 Blind players demonstrate ingenuity by adapting to
problems, providing significant insights about potential
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Data Collection: "
* Source: 70+ hours of YouTube content featuring
blind gamers playing mainstream video games using
keywords to search.
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Types of Data:
* Gameplay videos and player commentaries.

Examples of how players leverage and author landmarks in the environment.

» Various game genres analyzed to cover a broad In Animal Crossing (left), using torches to mark entrances and fountains to
range of accessibility challenges. mark intersections; in Stardew (right), using the pot and the TV to align the

avatar.



