Science Arts & Métiers (SAM)
is an open access repository that collects the work of Arts et Métiers ParisTech
researchers and makes it freely available over the web where possible.

This is an author-deposited version published in: https://sam.ensam.eu
Handle ID: .http://hdl.handle.net/10985/12577

To cite this version :
Adrien LECOSSIER, Katy TCHA-TOKEY, Simon RICHIR - The user experience measurement : a
challenge of the twenty-first century - In: The International Scientific and Practical Conference
«175 years of the D.I. Mendeleyev Institute for Metrology (VNIIM) and National Measurement
System», Russie, 2017-06-14 - The user experience measurement : a challenge of the twentyfirst century - 2017

Any correspondence concerning this service should be sent to the repository
Administrator : archiveouverte@ensam.eu

THE USER EXPERIENCE MEASUREMENT: A CHALLENGE OF THE TWENTYFIRST CENTURY
Adrien. Lecossier1, Katy. Tcha-Tokey2, Simon. Richir2
1

LAMPA laboratory , Arts et Métiers Paris Tech Angers, SOURIAU ESTERLINE,
adrien.lecossier@ensam.eu
2
LAMPA laboratory , Arts et Métiers Paris Tech Angers
katy.tcha-tokey@ensam.eu

Technologies are at the heart of the 21st century revolution. They are more and more
changing the way we work, learn and the way we define human. Recently, researchers have
been trying to understand and master technologies through the concept of User eXperience
(UX). ISO DIS 9241-210 tentatively defines UX as "all aspects of the user’s experience when
interacting with the product, service, environment or facility. This is why, UX has been in the
last years an approach used in numerous disciplines (e.g., HCI, ergonomics, information
architecture, branding, ...) to improve user-centric products or services. No doubt is made
that UX is still an important dimension in product quality. A specific product that highlights the
importance of considering UX is virtual reality (VR), a technology greatly in vogue that
provides applications to the general public. Studies show that UX consideration can alleviate
the cybersickness (e.g., nausea, vertigo, disorientation, ...) affecting users in VR [1]. Today’s
technologies are more complex, they are fashionable, they stimulate the user's senses, they
are immaterial. Therefore, early UX research strategy, rather than focusing on instrumental
measures, focuses on more holistic subjective perceptions such as hedonic qualities, affects
or emotions.
The report is clear: most UX evaluation methods are subjective, self-developed or not
statistically validated [2]. There is an urge for clear measurement standards for UX
evaluation. The current situation is alarming since a product’s intrinsic quality does not have
to be subjective but has to be objectively measured in order to be easily compared and
controlled. According to the International Vocabulary of Metrology (i.e., VIM 3), a
measurement process should generate ‘‘one or more quantity values that can reasonably be
attributed to a quantity”. Moreover, “the results of the process, by which quantity values have
been obtained, are characterized by the metrological compatibility, metrological comparability
and, if necessary, metrological traceability” [3]. It is currently not the case for UX.
Consequently, the main challenge UX is facing in this 21st century context, is to ensure that
new products and services provide good UX to users. To do so, UX research needs to define
actual “objective measurement” metrics whether the UX criterion is hedonic (e.g., pleasure,
motivation, satisfaction, ...) or instrumental (e.g., performances, ...). This requires UX to be
defined and determined as a measurement result.
In this paper, we cover the importance of designing UX measurement methods in
order to turn UX as a mesurande. We review several studies in which objective UX methods
are proposed for UX assessment. We focus on the few measurement techniques existing
today such as electroencephalographic and electromyographic responses that, in some
cases, are used to assess objective UX (i.e., user mental state, facial expressions). Finally,
we point out the difficult technical challenge UX measurement represent today, as,
technologies to properly evaluate the user’s perceptions do not exist or are still immature.

References
[1] Lin, J. J., Abi-Rached, H., & Lahav, M. (2004, April). Virtual guiding avatar: An effective
procedure to reduce simulator sickness in virtual environments. In Proceedings of the
SIGCHI conference on Human factors in computing systems (pp. 719-726). ACM.

[2] Bargas-Avila, J. a., & Hornbæk, K. (2011). Old wine in new bottles or novel challenges: A
critical analysis of empirical studies of user experience. SIGCHI Conference on Human
Factors in Computing Systems (CHI’11), 2689–2698.
[3] Sapozhnikova, K., Chunovkina, A., & Taymanov, R. (2014). “Measurement” and related
concepts. Their interpretation in the VIM. Measurement: Journal of the International
Measurement Confederation, 50(1).

