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ABSTRACT

This study investigates user interactions on two online grocery shopping (OGS) platforms,
Santa Isabel and Jumbo, using the co-discovery method. Conducted in Valparaiso, Chile,
the research explores microinteractions in usability and user experience (UX) through
observational and comparative analysis. The study highlights how differing interface designs
influence user interaction patterns, usability challenges, and satisfaction. In a controlled UX
and Usability Laboratory setting, two experiments were conducted with participants aged
18-36, in groups of two and performed predefined tasks. The first experiment with four
groups using the Santa Isabel platform, focusing on tasks like managing shopping carts,
navigating without a search bar, and saving shopping lists. The second experiment had five
groups interacting with the Jumbo platform, testing functionalities such as categories,
search bar navigation, and adding items via recipe searches. Each session lasted 45
minutes, with screen and audio recordings for further analysis. Metrics like task completion
rates, time spent, error frequency, and user satisfaction were collected. Results showed that
Santa Isabel's platform presented challenges in navigation categories and increased
cognitive load due to an inconsistent interface and lack of visibility for total costs. Jumbo's
platform faced issues with non-intuitive search features, unclear navigation structures, and
conflicting forms. Both platforms exhibited shared challenges, including inefficiencies in
navigation and task completion. The co-discovery method provided nuanced insights into
usability by capturing real-time collaboration and verbalized user experiences, revealing
repeated microinteraction issues like adding items to the cart, navigating categories, and
saving lists. Main findings highlight that Santa Isabel’s platform struggled with categorization
efficiency and total amount tracking, leading to a higher cognitive load. Jumbo’s interface
faced challenges with non-intuitive recipe search features. Results highlight the critical role
of microinteractions in user satisfaction and task performance, especially those related to
the search bar. These findings emphasize the importance of microinteractions in designing
intuitive and efficient user experiences. The research demonstrates that collaborative
testing methods are valuable for identifying interface inefficiencies and cognitive friction. It
provides actionable recommendations for designing user-friendly e-commerce platforms,
particularly in the growing online grocery sector, contributing to the broader fields of human-
computer interaction (HCI) and UI/UX design.
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Resumo expandido

O colapso climatico € uma das maiores ameagas enfrentadas pela humanidade no século
XXI. O aumento das temperaturas globais, a acidificagdo dos oceanos, o derretimento das calotas
polares e a intensificagdo de eventos climaticos extremos sdo apenas algumas das consequéncias
desse fendmeno, que resulta em graves impactos sociais, econémicos € ambientais (IPCC, 2021).
As enchentes histdricas que atingiram o sul do Brasil, em especial a cidade de Porto Alegre em
maio de 2024%, sdo um exemplo claro desse cenario. A cidade viveu as piores enchentes de sua
historia, resultando em mortes, deslocamento de familias, destrui¢do de infraestrutura e perdas
econdmicas consideraveis. Essa situagdo coloca em xeque as escolhas que temos feito enquanto
sociedade, questionando o desenvolvimento urbano e as praticas de design e produg@o que nio
consideram adequadamente o impacto ambiental e suas consequéncias climaticas. Tais eventos
demandam uma reflex@o urgente sobre a necessidade de praticas que reduzam o impacto no meio
ambiente e promovam solugdes sustentaveis.

Neste contexto, o Design e seus desdobramentos emergem como ferramenta essencial para
enfrentar os desafios da sustentabilidade e mitigar os impactos ambientais. O design ndo se
restringe a estética ou a funcionalidade dos produtos, mas abrange um papel mais amplo, sendo
um ator na construg¢@o de solugdes inovadoras que consideram todo o ciclo de vida dos materiais

e produtos. O conceito de design sustentivel, que ganha cada vez mais forga, é fundamentado na

! Trabalho apresentado no Painel Tematico — Tecnologias e politicas cidadds em eventos climaticos extremos do XVII Simpésio
Nacional da ABCiber — Associagao Brasileira de Pesquisadores em Cibercultura. Universidade do Estado de Santa Catarina -
UDESC, realizado nos dias 4 a 06 de dezembro de 2024.
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Resumo

A partir de uma crescente nos servigos de plataformas de supermercado online (online
grocery shopping) o estudo localizado na cidade de Valparaiso, Chile, teve como objeto
de pesquisa a interface de um supermercado local chamado Santa Isabel. Como
metodologia foi utilizado testes com usuarios utilizando a técnica co-discovery em um
ambiente controlado do Laboratorio de Pruebas de Usuario (ICePUCV) da universidade.
O laboratorio € preparado para testes com usuarios e avaliagoes de usabilidade das mais
variadas, com possibilidades de gravacao de telas, video, audio e observacao por meio de
uma janela com visibilidade unidirecional. Principais conclusdes sdo relacionadas a
importancia dos experimentos com usudrios para avaliagdo da interface (UI) e experiencia
de uso (UX). No entanto também destacamos pontos relevantes de aprimoramento na
interface como agregar a possibilidade de adicionar mais produtos com menos clics, a
visibilidade do valor total da compra durante todo o tempo, aumentar o tamanho dos
ntmeros relacionados a peso e unidade na interface, adicionar descritores nas categorias
¢ aprimorar os filtros de busca. O experimento serve como base nido apenas para a
interface de supermercado avaliada como também pode ser utilizada para identificagdo
de possiveis problemas de interagdo com interfaces de outros supermercados, agregando
mais informagdes ao campo de estudos de interagdes com interfaces de supermercado
online. O experimento executado em territério chileno agrega uma perspectiva
internacional na observagdo e avaliagdo de interfaces de supermercado que pode
posteriormente ser replicada e agregada também em solo brasileiro.

Palavras-chave: Interfaces de usuario (UI); Experiéncia do Usuario (UX); Usabilidade;
Supermercados Online; Online Grocery Shopping.
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ABSTRACT. Facing COVID-19 pandemic developments the educational landscape compelled institutions worldwide
to pivot towards remote learning in a fast pace. The DigiCampus project, implemented at the Federal University of Santa
Catarina (UFSC), addressed this shift by developing digital content creation courses to bolster the digital competencies of
educators and students. The central question guiding this initiative was how to effectively enhance remote teaching
capabilities amidst emergency circumstances. The project aimed to equip participants with skills in educational social media
content creation, podcasting, audiovisual production, and the use of remote teaching tools. The methodology involved a
blend of synchronous and asynchronous learning, utilizing Moodle for content delivery and interaction, offering courses
with practical assignments and regular feedback. Significant engagement was recorded, with 517 participants enrolled and
213 successfully completing the courses. The project faced challenges such as technological barriers, maintaining
participant engagement, and adapting traditional content for digital platforms. Findings indicated that the courses effectively
improved participants digital literacy and teaching capabilities, critical for navigating the remote education landscape.
Although the number of certified graduates wasn't that high (still inside the national average in remote education dropout),
the number of synchronous and asynchronous views in the courses was 1,895, which demonstrates great interest in the
content made available by our teachers, even though the appeal for the certificate remained in the background, providing
a model for similar future endeavors.

KEYWORDS. Remote Education, Educational Technology, University Extension Project.

1. Introduction

The COVID-19 pandemic has significantly altered the landscape of education globally, necessitating the
rapid transition to remote learning environments. This paper examines the DigiCampus project, executed at
the Federal University of Santa Catarina (UFSC), which aimed to address the challenges posed by this sudden
shift. The initiative was focused on developing and delivering digital educational content creation as well as
courses to enhance the capabilities of educators and students in navigating the digital realm.

This research paper explores the implementation, results and challenges faced of DigiCampus, an
extension project executed in the Federal University of Santa Catarina (UFSC) to provide remote access to

Moarisso, J. G. D., y Silveira, S. C. (2024), DigiCampus: Federal University of Santa Catarina extension project for remote access to educational content courses
during peak-pandemic period. En C. Rusu et al,, (1" ed.), Transformacidn digital en [a educacian: mnovaciones y desafios en la tecnalogia educativa (pp. 85-89).

Huelva (Espafia): United Academic Journals (UA Jounals). https://doi.org/10.54988/uaj.000028.014
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Resumo expandido

O presente trabalho ¢ parte de uma pesquisa de mestrado que engloba mais fatores
relativos a barreiras e facilidades na experiéncia do usudrio em plataformas de comércio
eletronico de supermercado. As bases tedricas da analise serdo apresentadas relativas as
reflexdes sobre a adogdo no uso de comércio eletrénico de supermercados (Online Grocery
Shopping) e as dimensdes encontradas na experiéncia do usuario (UX) com a utilizagdo do
mapeamento da jornada dos usudrios em conjunto com a revisdo da literatura.

A pertinéncia do trabalho apresentado esta relacionada com o Grupo de Trabalho em
Comunicagao Digital, Consumo ¢ Comportamentos em rede, uma vez que aborda as

mudangas no paradigma de consumo de supermercados fisicos (Brick and mortar) para as

plataformas digitais de supermercado que sao incorporadas nas ondas evolutivas do comércio
eletronico (e-commerce), porém, com suas especificidades.

O estagio atual do comércio eletrdnico ¢ muito diferente do seu inicio. Ele comegou
junto da internet comercial, em 1995, e tinha muitas dificuldades técnicas e limitagdes nas

plataformas. Nos cinco primeiros anos, poucas pessoas tinham o acesso a tecnologia e a

I Trabalho apresentado no Grupo de Trabalho (GT) 12 - Comunicagdo Digital, Consumo e Comportamentos em rede do
XVI Simposio Nacional da ABCiber — Associagao Brasileira de Pesquisadores em Cibercultura. Universidade Federal de
Santa Maria/RS, realizado nos dias 04 a 07 de dezembro de 2023.

2 Doutorando do Programa de Pés-Graduagio em Design da Universidade do Estado de Santa Catarina,
joao.morisso@edu.udesc.br.

3 Prof. Dr. do Programa de Pés-Graduag@o em Design da Universidade do Estado de Santa Catarina,
marcelo.gitirana@gmail.com.
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Abstract

Goal: This article presents a comprehensive systematic review of the main factors
influencing User Experience (UX) in online grocery shopping (OGS), highlighting the

importance of UX in OGS platforms. Design| Methodology | Approach: Drawing from 27

academic studies conducted over the past ten years, the review explores 49 distinct factors
that impact the user experience in OGS. Results: An observational model is proposed,
analyzing how each dimension contributes to the overall user experience, grouping the
influencing factors into four main dimensions: Platform, Service, Product and User. The
study highlights the importance of a holistic and user-centered approach to improving UX in

OGS platforms. Originality | Value: This research emphasizes the interplay between various

influencing factors and their role in shaping both positive and negative user experiences,
offering an observational model and insights for improving UX design and consumer
satisfaction in the e-commerce grocery sector.

Keywords: User Experience (UX), Online Grocery Shopping (OGS), Systematic Literature
Review (SLR), Interaction Design, Human-Computer Interaction (HCI)
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1. Introduction

The rapid evolution of e-commerce has transformed various industries, including the
grocery retail sector. Online Grocery Shopping (OGS) platforms have become increasingly
popular, especially in the last decade, due to advancements in technology, internet
accessibility, and changing consumer behaviors. However, despite the convenience and
appeal of online grocery shopping, there are still significant challenges that affect the overall
user experience. One of the key differences between traditional brick-and-mortar
supermarkets and OGS platforms is the inability for consumers to physically interact with
products, which can hinder their purchasing decisions. Consumers miss the tactile
experience of handling goods, inspecting their quality, and making on-the-spot comparisons
based on visual and physical cues such as packaging, freshness, and size.

The COVID-19 pandemic accelerated the digital transition of many industries, particularly
the supermarket sector. With restrictions on mobility and the need for social distancing,
consumers were forced to adapt quickly to online shopping, including for groceries. This shift
created a surge in demand for OGS services, prompting retailers to enhance their platforms
and streamline the user experience to meet new consumer expectations. However, this rapid
transition has also highlighted the barriers that can negatively impact the user experience,
such as the complexity of navigating online platforms, trust in digital transactions, and the
accuracy of product representation. Thus, improving the user experience in OGS has
become a crucial factor in sustaining and growing consumer loyalty in this competitive
market.

User experience (UX) in e-commerce, especially in the context of OGS, encompasses not

only the functionality of the platform but also the emotional and psychological responses of
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Este artigo tem como objetivo encontrar e avaliar as abordagens
académicas publicadas que aproximam as dareas da experiéncia do
usuario (UX) e do design emocional. Com uma revisdo bibliografica
sistematica da literatura, utiliza-se as bases de dados; Scopus, Periddicos
Capes, ACM Digital Library e Web of Science, para selecionar estudos
que relacionam os temas e verificar abordagens tedrico-metodolégicas
que aproximem as areas. Como resultado, foram encontrados caminhos
possiveis utilizados em estudos recentes para integra¢ao das duas areas.
Demonstrando teorias, modelos e metodologias para atuagdo em novas
pesquisas que compreendem ambas as areas.

Palavras-chave: Experiéncia do usudrio; Design emocional; Interacdo
Humano-Computador; HCI.

This article aims to find and evaluate published academic approaches
that bring together areas of user experience (UX) and emotional design.
With a systematic bibliographic review using the Scopus, Periddicos
Capes, ACM Digital Library and Web of Science databases, studies
related to the theme were selected to verify theoretical methodology
approximation between the areas. As a result, possible paths were found
for integration between the two areas in recent studies. Demonstrating
theoretical approaches, models, and methodology to be used in new
research comprehending both areas.

Keywords: User experience; Emotional design; Human-Computer
Interaction; HCI.
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Abstract. To broaden the understanding of what has been studied on the topic of
microinteractions in human-computer interaction, this article conducts an exploratory
study to survey the scientific production in articles and dissertations that work with the
microinteractions framework, by Saffer (2013), applied to the scope of the user
experience. As a method, a systematic literature review is proposed. For this, the
following scientific bases are used: Scopus Elsevier, Capes Periodicals, EBSCO and
Proquest. From the perspective of design and human-computer interaction, the
quantity and approaches used are investigated. Of the 731 scientific works found, 14
were filtered and selected to compose the panorama of scientific research in
microinteractions. The article brings the main approaches used in microinteractions
research that focus on user experience in the last decade and points out perspectives
on how to investigate microinteractions in future academic research.

Keywords: User experience, Microinteractions, Human-computer interaction,
Systematic review, UX.

1 Introdugao

Ao desenhar e desenvolver produtos interativos ha que se pensar em
maneiras de iterar e constantemente aprimorar a experiéncia do usuario (UX).
A experiéncia é, possivelmente, um dos fatores de diferenciagdo mais
contundentes entre produtos concorrentes, uma vez que ambos tenham a
capacidade de entregar a funcionalidade principal proposta. A experiéncia do
usuario é composta por dimensdes que integram tanto a usabilidade (Nielsen,
1993) de um produto e suas qualidades pragmaticas quanto a emocdo
(Norman, 1988; 1993; 2004) que o produto desperta e suas qualidades
hedbnicas (Hassenzahl, 2008; Hassenzahl et al., 2010). Sendo assim, a UX
de um produte, de modo global, leva em consideragdc uma gama de fatores
e momentos de interagdo com uso e ndo-uso dentro de uma faixa temporal
em relagdo com o produto ou sistema.
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Relagdes entre experiéncia do usuario e design
emocional na interagao humano computador

Resumo: Este artigo tem como objetivo encontrar e selecionar trabalhos

académicos publicados em periddicos que aproximam as areas da experi-
éncia do usudrio (Ux) e do design emocional sob a perspectiva da interagio

humano computador. Com uma revisao bibliografica sistemdtica, utilizan-
do as bases de dados Scopus e Web of Science, foram selecionados estudos

relacionados aos temas para verificar as relagdes feitas entre as dreas. Como

resultado, foram encontrados caminhos e dificuldades na integragao entre as

duas areas, concluindo com direcionamentos em um campo fértil para que

novas pesquisas sejam efetuadas na interse¢do entre ux e design emocional.
Palavras-chave: Experiéncia do usudrio. Design emocional. Intera¢io Hu-
mano-Computador. HCL

Correlations between user experience and emotional
design in human computer interaction

Abstract: This article aims to find and select academic works published in
journals that approach the areas of user experience (Ux) and emotional design
from the perspective of human-computer interaction. With a systematic liter-
ature review, using the Scopus and Web of Science databases, studies related
to the themes were selected to verify the relationships made between the areas.
As a result, paths and difficulties were found in the integration between the
two areas, concluding with directions in a fertile field for new research to be
carried out at the intersection between Ux and emotional design.

Keywords: User experience, Emotional design, Human-Computer Interac-
tion, HCL

Arcos Design. Rio de Janeiro, v. 14, n. 2, Agosto 2021, pp. 46-61 47



.« s
. v, & ra
ABCIber XIII Simpésio Nacional da ABCiber
S Virtualizag@o da vida: futuros imediatos, tecnopoliticas
e reconstrucdo do comum no cenario pés-pandemia.
16 a 19 de dezembro de 2020 — Escola de Comunicagdes
da Universidade Federal do Rio de Janeiro.

INTELIGENCIA ARTIFICIAL E CRIATIVIDADE:
REFLEXOES ACERCA DA SISTEMATIZAGAO CRIATIVA

E INTERACbES COM MACHINE LEARNING!
Jodo Gabriel Danesi Morisso 2

RESUMO

O desenvolvimento tecnoldgico atual possibilita uma gama de usos para inteligéncia
artificial incluindo os campos da criatividade. O trabalho investiga as interagdes entre os
campos da criatividade computacional e da sistematizagdo criativa para propor uma
discussdo aberta dos limites e possibilidades da interagdo criativa entre homem-maquina.
Ao trazer luz para os conceitos trabalhados, este artigo aborda processos criativos e
heuristicas que servem de base para um possivel engendramento tecnoldgico de
criatividade computacional. Com a unido dos campos da psicologia cognitiva, tecnologia
e inteligéncia artificial a discussdo destaca os beneficios da interagio entre criatividade e
tecnologia por meio da MI-CC (mixed iniciative co-creation) como forma de ampliagdo
das capacidades humanas.

PALAVRAS-CHAVE: Algoritmos; Inteligéncia artificial; Criatividade; MI-CC; Co-
criacdo computacional.

1. INTRODUCAO

Ao observarmos as constantes mudangas e avangos tecnoldgicos da atualidade
percebemos a ampliagao das possibilidades e novas interagdes entre inteligéncia artificial
e criatividade. De um lado a criatividade classica, que tem por base 0 comportamento
humano e a capacidade de criar, de outro lado, a criatividade computacional com base em

inteligéncia artificial. O questionamento per se da capacidade das maquinas em criar ou

! Artigo apresentado ao Eixo Tematico 27: Inteligéncia Artificial, Hibridizagdo Homem-dispositivos, Trans-humanismo,
Wearables; do XII Simposio Nacional da ABCiber.
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A experiéncia do usuario em meios de pagamentos digitais méveis:
uma revisao dos métodos de avaliacao

Marcelo Gitirana Gomes Ferreira, Joao Gabriel Danesi Morisso

Resumo

O aumento do acesso aos smartphones e o surgimento de meios de pagamento digital
complexifica o desenvolvimento destes sistemas/produtos e demanda uma compreensio e
avaliagdo da experiéncia dos seus usuarios. Desenvolver uma pesquisa para identificar e
classificar os principais métodos na avaliacdo da experiéncia do usuario de pagamentos mobile
nas publicacdes atuais é relevante para o campo. Por meio de uma revisao bibliografica
sistematica, utilizando as bases de dados ProQuest, Scopus e Web of Science, foram
selecionados e classificados estudos com a predominancia do tema central deste artigo para a
extragéo e discussédo dos métodos mais utilizados. Como resultado, é possivel observar a
frequéncia do uso de guestiondrios, tanto online quanto aplicados in loco. A revisdo dos métodos
mais utilizados nos estudos da area pretende facilitar que futuros pesquisadores ao desenvolver
pesquisas na area de avaliagdo de UX e uso de meios de pagamentos digital mobile fagam suas
escolhas.
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Title
Review of user experience assessment methods in digital mobile payment methods

Abstract

The increase in access of smartphones and the emergence of digital payment means more
complex development of these systems/products and requires an understanding and evaluation of
the experience of its users. Developing a research to identify and classify the main methods for
assessing the user experience of mobile payments in current publications is relevant to the field.
Through a systematic literature review using the databases ProQuest, Scopus and Web of Science,
studies were selected and classified with the predominance of the central theme of this article for
the extraction and discussion of the most used methods. As a result, it is possible to observe the
frequency of using questionnaires, both online and applied on the spot. The review of the methods
most used in studies in the area aims to facilitate future researchers when developing research in
the area of UX evaluation and the use of digital mobile payment methods to make their choices.
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