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Abstract 

Emotional wellbeing and mental health are topics of much social significance, which are also reflected in the growing 

HCI work aimed to support them. Research in this area covers a broad space from affective computing to affective 

interaction approach, and the ethical design of wellbeing and mental health technologies has become much needed. 

This talk will provide design exemplars of technologies for wellbeing and mental health, with an emphasis on the 

importance of supporting emotional awareness and regulation. The talk will also highlight the value of existing 

research for articulating novel design implications for ethical wellbeing and mental health technologies.  

 

CCS CONCEPTS 
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Fig 1. Novel tools to design for user long term acceptance of heath technologies (top), and prototypes for 
emotional awareness and regulation based on smart-materials, 3D printed food & large displays (bottom). 
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Introduction 

 

The last decade has shown an increased HCI interest in wellbeing and affective health, reflected in the rich and 

diverse range of technologies as well as design approaches supporting them [11]. Within the third wave HCI, such 

interest has extended from how emotions impact user experience to how they can be better leveraged and 

supported for users’ wellbeing, and how we can better design for such experiences.  

 

In this space, the efforts to prioritize emotions as resource for design can be grouped in those supporting emotional 

awareness [10][13][16] and emotion regulation [7][12][15] with applications to a range of domains from digital 

wellbeing [1] or affective health [2][3][8][9] to aging [7] or dementia [12].  

 

The different technologies explored by HCI researchers interested in affective health range from traditional mobile 

or wearable interfaces providing mostly mood tracking functionalities [2][3][10] to less employed ones such as large 

displays [12] or novel materials such as thermochromic paints [13][16] (Figure 1). Grounded in the long-

acknowledged relationship between food and emotions, and the growing interest in human-food-interaction [4], 

novel food-based expressions of emotions based on 3D food printing technologies [5][6][7] have also started to be 

explored.  

 

Ethics is particularly important in the design of technologies in general, and even more so for those aimed to support 

affective health [11]. A growing body of work has looked at ethical challenges related to digital wellbeing and 

affective health technologies such as mobile apps [1][2][3]. Design approaches better leveraging the body [5][6] 

[14] and to support long term user acceptance of health technologies [25] have also started to be explored. 

 

The outstanding challenges include the need for more robust theoretical framing  and operationalization of emotion 

regulation theories for interaction design, multisensory interaction for capturing and representing emotions, and 

increased sensitivity towards the ethics of working with emotions as a resource for design. 

 

While theoretical framing of emotions in HCI has focused mostly on discrete and circumplex models, 

the integration of physiological, subjective, cognitive and behavioral aspects of emotions have been limited, with 

most research prototypes prioritizing merely one of these aspects. Related to such limited integration of various 

aspects of emotions, we have also seen restricted capture and representation of emotion, targeting mostly visual 

or textual modality and less so richer multisensory interactions. Not at least, the ethics of emotion research is 

complex, especially when dealing with negative emotions of vulnerable users living with wellbeing or affective health 

challenges. With the increasing adoption of AI in HCI and its specific ethical challenges, we expect that more work 

will focus on developing ethical frameworks for affective health technologies, and on novel design tools to support 

the articulation in the form of design guidelines of often abstract ethical principles. 
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