Methodology for Designing Inter—device Connectivity by Classifying User
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Abstract ~ We are now in the era of digital convergence with CE products and PC at the
center, but product diversification occurs in the same breath, Each device may perform
its own functions itself independently, but proportion of the inter—device usage is
increasing gradually by concept of a home network and ubiquitous widely prevailed, The
consumer's need of inter—device connection will take the dominative position of the
market, Therefore, we can easily forecast that diversification of the products may
inevitably lead connectivity patterns complicated considering recent market situation
and trends, In this paper, we propose the methodology for designing inter—device
connectivity which covers issues such like segmenting numerous number of connectivity
pattern, and establishing their structure of control, Our methodology also supports the
inter—device connection with extensive latitudes and a multi—device simultaneous
control, In order to present inter—device connectivity guideline, we define four stages of
a user experience — Connection, Configuration, Use, Disconnection, Based on the 4 user

experience stages, we suggest a specific connectivity designing guideline for each step,
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