Beckwithperceptionofprivacy

Beckwith 03 Design for Ubiquity: The Perception of Privacy. 

Beckwith, R. Designing for Ubiquity: The Perception of Privacy. Pervasive Computing, 2003 --- Can users offer informed consent when they don’t understand a

technology or forget that it exists? These were among the issues that

emerged in a real-world study of ubicomp users.

belldomesticspaces
Bell 03 Designing technology for domestic spaces: A Kitchen Manifesto.

Bell, G. Designing technology for domestic spaces: A Kitchen Manifesto. MIT, 2003 ---

In this paper, we want to excavate the futurist home, making clear the connections between this

vision of the domestic, and discourses of modernity, as well as tracing its connections to

the “smart house.”2 Throughout this paper, we attempt to draw a critical distinction

between "house" and "home". People inhabit homes; technology powers houses. Coward

provocatively suggests a similar distinction in her essay Ideal Homes, a critical essay in

which she discussed representations of home improvement in magazines such as the

British Ideal Homes Magazine.

bellmuseums

Bell 02 Making Sense of Museums

Bell, G. Making Sense of Museums.  Intel, 2003 --- In this paper, we want to excavate the futurist home, making clear the connections between this

vision of the domestic, and discourses of modernity, as well as tracing its connections to

the “smart house.”2 Throughout this paper, we attempt to draw a critical distinction

between "house" and "home". People inhabit homes; technology powers houses. Coward

provocatively suggests a similar distinction in her essay Ideal Homes, a critical essay in

which she discussed representations of home improvement in magazines such as the

British Ideal Homes Magazine:

Bellsituatedtechnologies

Bell 03 Designing Culturally Situated technologies for the home. 

Bell, G., Blythe, M., Gavers, B., Sengers, P., Wright, P., Designing Culturally situated technologies for the home. CHI ’03 Conference on Human Factors in Computing Systems.  CHI, 2003.  --- As digital technologies proliferate in the home, the Human Computer Interaction (HCI) community has turned its attention from the workplace and productivity tools towards domestic design environments and non-utilitarian activities. In the workplace, applications tend to focus on productivity and efficiency and involve relatively well-understood requirements and methodologies, but in domestic design environments we are faced with the need to support new classes of activities. While usability is still central to the field, HCI is beginning to address considerations such as pleasure, fun, emotional effect, aesthetics, the experience of use, and the social and cultural impacts of new technologies. These considerations are particularly relevant to the home, where technologies are situated or embedded within an ecology that is rich with meaning and nuance.The aim of this workshop is to explore ways of designing domestic technology by incorporating an awareness of cultural context, accrued social meanings, and user experience.

bellladdersofdevelopment

Bell 99 The ladders of Development

Bell, D. The ladders of Development: Excerpt from the 1999 preface to “The Coming of the Post-Industrial Society:  A venture in Social Forecasting.  “New York: Basic Books (1973) --- The sociological transformation of modern society has come with the rise of the middle class. From 1950

(according to estimates by Nathan Keyfitz) the middle class in the United States and Western Europe expanded

200 million to 500 million persons. By middle class, roughly, I mean those with a standard of living that

old backbreaking drudgeries and begins to emphasize domestic conveniences-washing machines, refrigerators,

telephone, radio and television, even an automobile. These are the goods of a mass-production society

foundation of an economy of consumption that transformed the post-war societies of those countries.

blevisdesignismattersdesignsare

Blevis 02 What Design is matters less than what Designs are: Explanations for HCI and Design. 

Blevis, E. What Design is matters less than what Designs are: Explanations for HCI and Design. School of Informatics, Indiana University at Bloomington --- From the literature on design, one learns that there are a number of competing notions of what design is. To some it is an art, to others it is a science, and to others it is a reflective practice. To some it is an inter-discipline and to others it is its own discipline. An alternative to this philosophically charged debate is to focus on what designs are as objects instead of what design is as an activity. I argue that a design is not a physical object. Rather, a design is a plan or explanation—an explanation about why things—forms, interactions, relations, ecologies—are a certain way or why they should best be another way. An explanation can be formalized to serve as an object of knowledge in design as a science. An explanation can accompany the creation or interpretation of design as an art. An explanation can serve as an account of meaning in a discipline of reflective practice. Explanations can form the core of study in a progressive research program that combines design and HCI. 

benfordclassroomstorytelling

Benford 01 Classroom collaboration in the design of tangible Interfaces for storytelling.   

Benford, S., Stanton, D,. Bayon, V., Neale, H., Ghali, A., Cobb, S., Ingram, R., O’Malley, C., Wilson, J., Pridmore, T. Classroom collaboration in the design of tangible Interfaces for storytelling.  March-April, CHI 2001. --- We describe the design of tangible interfaces to the KidPad

collaborative drawing tool. Our aims are to support the reenactment

of stories to audiences, and integration within real

classroom environments. A six-month iterative design

process, working with children and teachers in school, has

produced the “magic carpet”, an interface that uses pressure

mats and video-tracked and barcoded physical props to

navigate a story in KidPad. Reflecting on this process, we

propose four guidelines for the design of tangible interfaces

for the classroom. (1) Use physical size and physical props to

encourage collaboration. (2) Be aware of how different

interfaces emphasize different actions. (3) Be aware that

superficial changes to the design can produce very different

physical interactions. (4) Focus on open low-tech

technologies rather than (over) polished products.

Benfordcampingdigital

Benford 02 Camping in the digital wilderness: tents and flashlights as interfaces to virtual worlds

Benford, S., Green, J., Schnadelbach, H., Koleva, B., Pridmore, T., Medina, K., Harris, E., Smith, H., Camping in the digital wilderness: tents and flashlights as interfaces to virtual worlds. CHI 2002.  --- A projection screen in the shape of a tent provides

children with a shared immersive experience of a virtual

world based on the metaphor of camping. RFID aerials at

its entrances sense tagged children and objects as they

enter and leave. Video tracking allows multiple flashlights

to be used as pointing devices. The tent is an example of

a traversable interface, designed for deployment in public

spaces such as museums, galleries and classrooms.

Benfordaugurscope

Benford 02 The Augurscope: A Mixed Reality Interface for Outdoors. 


Benford, S., Schnadelbach, H., Koleva, B., Flintham, M., Fraser, M., Izadi, S., Chandler, P., Foster, M., Greenhalgh, C., Rodden, T. The Augurscope: A Mixed Reality Interface for Outdoors.  CHI 2002 vol No. 4, Issue No. 1.  --- The augurscope is a portable mixed reality interface for

outdoors. A tripod-mounted display is wheeled to different

locations and rotated and tilted to view a virtual

environment that is aligned with the physical background.

Video from an onboard camera is embedded into this

virtual environment. Our design encompasses physical

form, interaction and the combination of a GPS receiver,

electronic compass, accelerometer and rotary encoder for

tracking. An initial application involves the public

exploring a medieval castle from the site of its modern

replacement. Analysis of use reveals problems with

lighting, movement and relating virtual and physical

viewpoints, and shows how environmental factors and

physical form affect interaction. We suggest that problems

might be accommodated by carefully constructing virtual

and physical content.

Benfordambiguityasresource

Benford 03 Ambiguity as a Resource for Design

Benford, S., Gavers, W., Beaver, J., Ambiguity as a Resource for Design, CHI Letters, 2003. Vol. 5, No. 1,  233 – 240. --- Ambiguity is usually considered anathema in Human

Computer Interaction. We argue, in contrast, that it is a

resource for design that can be used to encourage close

personal engagement with systems. We illustrate this with

examples from contemporary arts and design practice, and

distinguish three broad classes of ambiguity according to

where uncertainty is located in the interpretative

relationship linking person and artefact. Ambiguity of

information finds its source in the artefact itself, ambiguity

of context in the sociocultural discourses that are used to

interpret it, and ambiguity of relationship in the

interpretative and evaluative stance of the individual. For

each of these categories, we describe tactics for emphasising

ambiguity that may help designers and other practitioners

understand and craft its use.

Benfordmixedrealitygames

Benford 03 Where On-line Meets On-the-Streets: Experiences With Mobile Mixed Reality Games. 

Benford, S., Flintham, M., Anastasi, R., Hemmings, T., Crabtree, A., Greenhlagh, C., Rodden, R., Where On-line Meets On-the-Streets: Experiences With Mobile Mixed Reality Games, Chi Letters 2003, Vol. 5, No. 1.  --- We describe two games in which online participants  collaborated with mobile participants on the city streets. In  the first, the players were online and professional  performers were on the streets. The second reversed this  relationship. Analysis of these experiences yields new  insights into the nature of context. We show how context is  more socially than technically constructed. We show how  players exploited (and resolved conflicts between) multiple  indications of context including GPS, GPS error, audio  talk, ambient audio, timing, local knowledge and trust. We  recommend not overly relying on GPS, extensively using  audio, and extending interfaces to represent GPS error. 

Benfordevolutionofbuildings

Benford 03 The evolution of buildings and implications for the design of ubiquitous domestic environments. 

Benford, S., Rodden, T., The evolution of buildings and implications for the design of ubiquitous domestic environments.  CHI Letters, 2003, Vol. 5, No. 1. --- This paper considers how we may realize future ubiquitous

domestic environments. Building upon previous work on

how buildings evolve by Stewart Brand, we suggest the

need to broaden existing considerations of interactive

design for domestic environments. We identify a number of

classes of research activity and the issues associated with

these. We then consider the ways in which current

buildings undergo continual change. In doing so we outline

the stakeholders involved, the representations used and the

way change is managed. We contrast our understanding of

how buildings change with research activities before

identifying new challenges that will need to be addressed

by those involved in designing ubiquitous technologies for

domestic environments.

Bernersleethesemanticweb

Berners-Lee 01 The Semantic Web

Berners-Lee, T., Hendler, J., Lassila, O., The Semantic web Scientific American; May2001, Vol. 284 Issue 5, p34, 10p, 2 diagrams, 2c  --- Discusses the eventual use of the Semantic Web instead of the World Wide Web. Description of the Semantic Web, in which content on the Internet will be structured so that computer software agents can carry out sophisticated tasks for users; Eventual

creation of programs that collect Web content from diverse sources, process the

information and exchange the results with other programs. INSETS: What Is the Killer

App?; Glossary; Overview/Semantic Web.

Bertoladesignknowledgeagent

Bertola 02 Design as a knowledge agent How design as a knowledge process is embedded into organizations to foster innovation. 

Bertola, P., Teixeria, J.C., Design as a knowledge agent How design as a knowledge process is embedded into organizations to foster innovation. Design Studies Vol 24 No. 2 March 2003 --- This study presents how design, as a ‘knowledge agent’ can contribute

to innovation processes. It was developed through the analysis of 30

cases in which design was applied as a strategic competence for the

development of product and business innovation. In order to examine

and compare extremes, the cases were selected from two distinctive

contexts with different characteristics in corporate strategies,

organizational structure, and ‘contextual infrastructure’. From the

analysis of the cases, it was possible to identify how design activities

adapt to different contexts in accessing different knowledge domains. In

fact, this research presents two distinctive ways in which design acts as

a knowledge agent: as a ‘knowledge integrator’ in ‘global

corporations’; and as a ‘knowledge broker’ in ‘local companies’. The

two identified strategies emphasize the opportunity of envisioning design

as a multi-functional activity, capable of flexibly adapting to specific

contextual factors and contributing to the development of product and

business innovation in any given situation.

Betesfordlocationprivacy

Betesford 03 Location Privacy in Pervasive Computing

Betesford, A. Location Privacy in Pervasive Computing. Pervasive Computing, Jan – March, 2003. --- As location-aware applications begin to track our movements in the

name of convenience, how can we protect our privacy? This article

introduces the mix zone—a new construction inspired by anonymous

communication techniques—together with metrics for assessing user

anonymity.

Bilezikjiancollaborativeinteraction

Bilezikjian ?? Geney: Exploring a Collaborative Interaction Paradigm for Small Screen Displays. 

Bilezikjian, M., Mandryk, R., Klemmer, S., Inkpen, K. Geney: Exploring a Collaborative Interaction Paradigm for Small Screen Displays  --- 

This work investigates a new interaction paradigm for handheld computing: the use of

multiple interconnected handheld devices to form a virtual shared workspace. Given the

importance of rich, social interactions of children, we wanted to explore ways to

effectively support children’s collaboration on handheld computers.

Binderpdc2002

Binder 02 PDC 2002 Proceedings of the Participatory Design Conference

Binder, T., Gregory, J., Wagner, I. PDC 2002 Proceedings of the Participatory Design Conference -- Since 1990, the Participatory Design Conferences have brought together researchers and practitioners from

a variety of disciplines and work traditions, probing the social scope and practices of design of technology.

A core concern has been to understand how collaborative design processes can be based on participation of

the people affected by the technology designed.

Blomquistpersonasinaction

Blomquist 02 Personas in Action: Ethnography in an Interaction Design Team. 

Blomguist, A., Arvola, M., Personas In Action: Ethnography in an Interaction design Team.  NordiCHI, October 19-23, 2002 --- Alan Cooper’s view on interaction design is both appealing and provoking since it avoids problems of involving users by  simply  excluding  them.  The  users  are  instead represented by an archetype of a user, called persona. This paper reports a twelve-week participant observation in  an interaction design team with the purpose of learning what really goes  on  in  a  design  team  when  they  implement personas in their process. On the surface it seemed like they used  personas,  but  our  analysis  show  how  they  had difficulties in using them and encountered problems when trying  to  imagine the user. We furthermore describe and discuss how the design team tried to involve users in order to compensate for their problems. It is concluded that it is not enough for the design team, and particularly not for the interaction designers, to have the know-how of using  the method.  They  also  have  to  integrate  it  with  existing knowledge and practices in  order to  feel at home with  it and use it efficiently. 

Blythenotesethnography

Blythe 02 Notes towards an ethnography of domestic technology

Blythe, M., Monk, A. Notes towards an ethnography of domestic technology Symposium on Designing Interactive Systems: Proceedings of the conference on Designing interactive systems: processes, practices, methods, and techniques London, England SESSION: Section 05: home and neighborhood pp. 277 – 281, 2002. --- 

This paper reports the key findings of an ethnographic study of domestic technology in the home. The issues addressed include: the gendered division of domestic labour and gendered product design; the privatisation of domestic space through entertainment technologies; and the necessity of making mundane housework more enjoyable. The paper briefly describes the technology biography procedure that was used to gather data, outlines key design implications, and presents illustrative product suggestions, which are intended to inspire or provoke designers. 

Bodkerstagingprofessional

Bodker 02 Staging a Professional Participatory Design Practice-Moving PD beyond the Initial Fascination of User Involvement

Bodker, S., Iversen, O. S. Staging a Professional Participatory Design Practice-Moving PD beyond the Initial Fascination of User Involvement. NordiCHI, October 19-23, 2002. --- Use and users have an important and acknowledged role to

most designers of interactive systems. Nevertheless any

touch of user hands does not in itself secure development

of meaningful artifacts. In this article we stress the need for

a professional PD practice in order to yield the full potentiality

of user involvement. We suggest two constituting

elements of such a professional PD practice. The existence

of a shared where-to and why artifact and an ongoing

reflection and off-loop reflection among practitioners in the

PD process.

Ehncomputersupport

Ehn 88 Computer Support for Cooperative Design 

Bodker, S., Lindskov, J., Kyng, K., Madsen, K.H. Computer Support for Cooperative Design. ACM Press, pp. 269-270. 1988  ---  Computer support for design as cooperative

work is the subject of our discussion in the

context of our research program on Computer

Support in Cooperative Design and Communication.

We outline our theoretical perspective

on design as cooperative work, and we exemplify

our approach with reflections from a project

on computer support for envisionment in

design - the APLEX and its use. We see envisionment

facilities as support for both experiments

with and communication about the future

use situation. As a background we sketch the

historical roots of our program - the Scandinavian

collective resource approach to design and

use of computer artifacts, and make some critical

reflections on the rationality of computer

support for cooperative work.

Bondcontrastingtheapplication

Bond 99 Contrasting the application of Soft systems methodology and reflective practice to the development of organizational knowledge and learning -  a review of two cases in the UK National Health Service. 

Bond, C., Kirkham, S. Contrasting the application of Soft systems methodology and reflective practice to the development of organizational knowledge and learning -  a review of two cases in the UK National Health Service. SIGCPR ‘99 New Orleans LA USA, 1999. --- The following paper seeks to review work undertaken by the  two authors in developing and enhancing the contribution  made  to  organizational  knowledge  and  learning  by  Information  Management  and  Technology  (IM&T)  Specialists in  the United Kingdom (UK)  National Health  Service (NHS).  This  paper reviews  two  national  consultancy  projects  and  presents  some  reflective  observations on  the  epistemological foundations of  the  approaches used within the context of the cases’. Data from  this work has therefore been analyzed retrospectively and  from a qualitative and largely interpretative domain.  Indeed  neither of the authors approached this consultancy work from  a traditional research approach, our main participation in  these initiatives came from our involvement as process and  technical consultants. (Schein, 1987) 

Bucciarellidesigningandlearning

Bucciarelli 03 Designing and Learning: A disjunction in contexts.

Bucciarelli, L.L. Designing and Learning: A disjunction in contexts. Design Studies 24 (2003) 295–311

--- Two ideologies about engineering, one claimed the habit of engineering

design practitioners, the other that of engineering educators, are

advanced. The two are incompatible. The disjunction is elaborated in

terms of two distinct postulates and their consequences. A remedy for

educators is recommended and the experiences of the author in

attempting to change the context of learning to better accord with

engineering practice are described.

Buchanandesignresearch

Buchanan 01 Design Research and the New Learning

Buchanan, R. Design Research and the New Learning. Design Issues: Volume 17, Number 4 Autumn 2001  ---  The theme of this conference is how we shape and sustain design

research programs in our institutions. It is an important theme, and

the conference is timely. Despite a growing body of research and

published results, there is uncertainty about the value of design

research, the nature of design research, the institutional framework

within which such research should be supported and evaluated,

and who should conduct it. In short, there is uncertainty about

whether there is such a thing as design knowledge that merits serious

attention. My goal is to address these questions from a personal

perspective, recognizing that my individual views may be less

important for the goals of the conference than how my views reflect,

in subtle or obvious ways, the North American social, cultural, and

intellectual environment within which they have formed. The

conference is about design research in the United Kingdom, and my

role is to provide a contrasting perspective at the outset that may

help us understand some of the issues and options that are taking

shape in the United Kingdom. My willingness to play this role

comes from a belief that we are in the middle of a revolution in

design thinking and that events in the United Kingdom, while

strongly influenced by issues of national policy, reflect changes in

the field of design in many other parts of the world.

Buchanangooddesign

Buchanan 01 Good Design in the Digital Age

Buchanan, R. Good Design in the Digital Age. Gain: AIGA Journal of Design for the Network Economy | Volume 1, number1

--- Two big issues always hover around the concept of “design.” The

first is, What is design? The second is, What is good design?

Gain asked Richard Buchanan of Carnegie Mellon University to

reflect on both issues as they relate to design in and for electronic,

interactive media. At the same time, we polled several leaders in

the design field and hit the annals of design history in search of

personal, working definitions of good design. Buchanan’s article

touched so many of these bases that we decided to intersperse

his article with the ideas of many others.

Buchananeducationandprofessional

Buchanan 98 Education and Professional Practice in Design

Buchanan, R.  Education and Professional Practice in Design. Design Issues: Volume 14, Number 2, Summer 1998.  ---  The organizers of our meeting have invited me to present some general observation on the relationship between education and professional practice in design today.  This is an important issue for the future of Icograda, so I am grateful for the opportunity to share my reflections.

Burmesterdesignmultidisciplinary

Burmester ?? Design as an integrated multidisciplinary activity

Burmest, M., Kaiser, K. Design as an integrated multidisciplinary activity. --- On the basis of two case stories and one case study, this

position paper aims to show that design should be considered

as an integrated approach of HCI and design disciplines.

Bushaswemaythink

Bush 45 As We May Think

Bush, V. As We May Think. The Atlantic Monthly, July 1945. --- Of what lasting benefit has been man's use of science and of the new instruments which

his research brought into existence? First, they have increased his control of his material environment. They have improved his food, his clothing, his shelter; they have increased his security and released him partly from the bondage of bare existence. They have given him increased knowledge of his own biological processes so that he has had a progressive freedom from disease and an increased span of life. They are illuminating the interactions of his physiological and psychological functions, giving the promise of an improved mental health.

Buttontheethnographictradition

Button 00 The Ethnographic Tradition and Design 

Button, G. The Ethnographic Tradition and Design. Design Studies 21 (2000) 319–332 

This paper reflects upon the emerging uses of ethnography in

engineering and systems design. Although ethnography is often equated

simply with fieldwork, a driving force in the early development of

classical ethnography was to provide accounts for what is observed in

terms of a priori anthropological and sociological theories. Recent

studies of collaborative work systems informed by ethnomethodology

have exposed the shortcomings of classical ethnography, and have

shifted the emphasis of fieldwork towards describing the accountable

practices through which those in work constitute and organise their joint

activity. However, a second wave of fieldwork-based studies of work

systems and design is now gaining force that threatens to dilute this

analytic emphasis. Using examples drawn from the production printing

industry, I argue that recent examples of scenic fieldwork—fieldwork

that merely describes and codifies what relevant persons do in the

workplace—may well be missing out on the constitutive practices of how

they do what they do, the ‘interactional what’ of their activities. Rather

than ethnography, or even fieldwork itself, it is the explication of

members’ knowledge—what people have to know to do work, and how

that knowledge is deployed in the ordering and organisation of work—

that provides the key to understanding the contribution of sociology to

engineering and design. 

Buxtoniteractioninhci

Buxton 80 Iteration in the Design of the Human Computer Interface

Buxton, W. & Sniderman, R. (1980). Iteration in the Design of the Human-Computer Interface. Proceedings of the 13th Annual Meeting, Human Factors Association of Canada, 72-81. --- Issues pertaining to designing effective human-computer interfaces are discussed. This

presentation focuses on the special case of providing congenial computer-based tools to end users

who are expert in their own area, but who may be technologically naive. In so doing, we draw

examples from a particular study of designing computer systems for professional musicians. This

experience brings to light many issues which have relevance beyond the specific application of

music. These include the importance of effective prototyping tools, the use of test subjects during

the design process, the importance of developing methods of performance evaluation, and more

generally, the value of taking an iterative approach to design

caldeorcascase 

Calde 02 SHS Orcas: The First integrated information systems for Long-term healthcare facility management. 

Calde, S., Goodwin, K., Reimann, R. SHS Orcas: The First integrated information systems for Long-term healthcare facility management. (2002 ) AIGA Experience Design Case Study Archive. ---

SHS.com (Shared Healthcare Systems) provides

software solutions and services for the senior

healthcare market. In 1998, SHS engaged Cooper to

help design a next-generation healthcare information

system that would for the first time provide true

integration of clinical, financial, and case management

information, allowing comprehensive management of

long-term healthcare facilities.

Cooper had an opportunity to design a product that not

only improved the efficiency of healthcare facilities, but

also helped improve the quality of care given to their

residents. The system needed to help facility staff make

sense of data as well as capture it.

caloinitimeandgesturebasedinterfaces

Caloini ?? Time and Gesture based Interfaces a Test Case: Shinjuku Guide

Calonin, A., Tosolini, P. Time and Gesture based Interfaces a Test Case: Shinjuku Guide --- The main point of this paper is to show how a

gesture-based interface may become key interaction

factor in human computer interface design when

interaction depends on time. We show our point using

a prototype tourist guide we developed as a case

study. We also take this chance to present other

sophisticated interaction techniques such as pie

menus and direct object manipulation, and show how

they can be realised with ToolBook.

Governmentachievingexcellence

Canada 01 Achieving Excellence: Investing in people, knowledge and opportunity

Canadian Government. Achieving Excellence: Investing in people, knowledge and opportunity.  Special report.  2001  ---

Through innovation, knowledge is

applied to the development of new

products and services or to new ways of

designing, producing or marketing an

existing product or service for public and

private markets. The term “innovation”

refers to both the creative process of

applying knowledge and the outcome of

that process. Innovations can be “world

first,” new to Canada or simply new to

the organization that applies them.

Innovation has always been a driving

force in economic growth and social

development. But in today’s knowledgebased

economy, the importance of innovation

has increased dramatically.
Governmentknowledgematterrs

Canada 01 Knowledge Matters: Skills and Learning for Canadians

Canadian Government. Knowledge Matters: Skills and Learning for Canadians.  Special report.  2001  ---

Through innovation, knowledge is

applied to the development of new

products and services or to new ways of

designing, producing or marketing an

existing product or service for public and

private markets. The term “innovation”

refers to both the creative process of

applying knowledge and the outcome of

that process. Innovations can be “world

first,” new to Canada or simply new to

the organization that applies them.

Innovation has always been a driving

force in economic growth and social

development. But in today’s knowledgebased

economy, the importance of innovation

has increased dramatically.
Careyenhancinginteraction

Carey 99 Enhancing Interaction Scenarios with a Domain-oriented Pattern language. 

Carey, T., Harrigan, K., Holland, S. (1999) Enhancing Interaction Scenarios with a Domain-oriented Pattern language.  In Sasse, A., Johnson. C., (Eds), Proceedings of Interact 1999, Edinburgh, UK. --- We have developed a visual representation for enhancing interaction scenarios in the design domain of computer-mediated learning.  We have applied the visualization within the Cognitive Apprenticeship model of learning.  Each diagram is a visual abstraction for a learning activity design, complementing traditional storyboards and textual scenarios which are used by Instructional Designers.  This has been valuable in focusing attention on high level design properties and as a communication aid for collaborative design review.  We describe how a series of abstraction levels in the diagrams leads towards a pattern language for important features of the design. 

Chiudesignmoves

Chiu 03 Design moves in situated design with case-based reasoning

Chiu, M. Design moves in situated design with case-based reasoning. Design Studies Vol 24 No. 1 January 2003. --- Understanding how designers think is a great challenge for

researchers in the design field1. Throughout the design literature,

analogy has been ascribed a key role in architectural design2–4.

Examples can be found in a number of well-known projects, such as Rietveld’s

Schroder House in Utrecht that was influenced by Mondriaan’s

painting. To our knowledge, however, the use of analogy has rarely been

considered in the study of the design process. This suggests that design

operations require careful study while related studies are limited.

Christiaanscognitionindesigneducation

Christiaans 01 Design Knowing and learning: Cognition in Design Education 

Christiaans, H. Design Knowing and learning: Cognition in Design Education 

Book Review in, Design Studies Vol 23 No. 4 July 2002.---

To start a development of a ‘science of learning’

seems an almost impossible mission. Nevertheless,

by presenting this book the editors showed the

courage to undertake this difficult expedition. They

brought people together from different design

fields who are seriously involved in design education.

In my review I want to focus on the question

of whether this courage has been rewarded by

the joint contributions of the authors involved.

Ciolfiinteractivemuseumexhibits

Ciolfi 02 Designing Interactive Museum Exhibits: Enhancing visitor curiosity through augmented artifacts 

Ciolfi, Luigina., Bannon, L. Designing Interactive Museum Exhibits: Enhancing visitor curiosity through augmented artifacts Eleventh European Conference on Cognitive Ergonomics. Catania (Italy), September 2002. Conference proceedings. --- In this paper, we describe the current work being conducted at the Interaction Design Centre on the

design and development of a novel interactive museum

exhibition. The particular context and cultural setting of

the museum calls for a careful approach to the

introduction of technology in such a context. We

present some of the findings from our early field

studies, and discuss how we are attempting to take these

findings into account in our ongoing design processes.

Colbergreadingmindsthebook

Colberg ?? Reading Minds: The Book as a Communicational Space. 

Colberg, S. Reading Minds: The Book as a Communicational Space. --- There is a book design adage that if a book is a success, it’s because of

the writing and if it’s a failure, it’s the cover design (Smith, 2002). This

puts a considerable amount of pressure on the book designer charged

with creating the conditions necessary for the potential reader to “make

contact” with the content of a book. Practical limitations, agendas of the

various stakeholders in the functional, aesthetic, commercial and critical

success of the book, “sensitivities” and expectations of the readership

all help delineate the parameters of the visual codes, selected by

the designer, which frame the communicational space with which the

public interacts.

Consolvoexperiencesamplingmethod

Consolvo 03 Using the Experience Sampling Method to Evaluate Ubicomp Applications

Consolvo, S., Walker, M. Using the Experience Sampling Method to Evaluate Ubicomp Applications, Pervasive Computing, April – June 2003 ---  Ubiquitous computing’s overarching goal is for technology to disappear

into the background yet remain useful to users. A technique from the field

of psychology—the Experience Sampling Method—could help

researchers improve ubiquitous computing’s evaluation process.

Costlowintelligentfabrics

Costlow 02 Listen Up: Intelligent Fabrics March Forward. 

Costlow, T. Listen Up: Intelligent Fabrics March Forward. Pervasive Computing --- Sleeping soldiers dreaming of the day when they don’t have to worry about enemies

slipping past dozing sentries might not have long to wait. Researchers are working on

fabrics that the military could use to create smart tents that would listen for approaching

noises, waking soldiers when suspicious sounds were detected.

Researchers involved in a joint project at Virginia Tech and the University of Southern

California have devised a fabric that holds a cluster of microphones and processors.

While many other programs look at intelligent clothing, this one looks at other places where fabric is used.

Coynelearningfromcomputergames

Coyne 03 Mindless repetition: Learning from computer games. 

Coyne, R. Mindless repetition: Learning from computer games. Design Studies 24 (2003) 199–212.  --- This paper examines what an understanding of some of the key

characteristics of computer games can contribute to design. Drawing on

insights from Freud, hermeneutical theorists, and games themselves, we

focus on repetition, its variation, and the matter of the ethical in

computer games. The essay is concerned less with resolving the ethical

questions posed than showing that the ethical also succumbs to the rule

of play. Play is at work in design, the computer game and the realm of

the ethical.

Crabtreepatternbaseddomesticdesign

Crabtree 02 Pattern-based Support for Interactive Design in Domestic Settings

Crabtree, A., Hemmings, T., Rodden, T. Pattern-based Support for Interactive Design in Domestic Settings. ACM Press.  DIS2002, pp 265-276. --- Designing for future domestic environments offers a challenge for everyone involved in the design of new technologies.

The move from the office, and working environments

in general, has highlighted the need for new techniques for

understanding the home and conveying findings to technology

developers. This paper presents a pattern-based

approach informing the design of technology for future

domestic settings. The approach is based on the original

work of Alexander and seeks to support the on-going

process of design, rather than the structuring of a corpus of

previous work. The paper presents an adapted pattern

language framework for structuring and presenting ethnographic

fieldwork and considers the broad implications of

patterns for the development of new technologies for

domestic settings. 

Crabtreeprobingtheprobes

Crabtree 02 Probing the Probes

Crabtree, A., Hemmings, T., Rodden, T., Clarke, K., Rouncefield, M. Probing the Probes. --- Ethnographic studies of technology have focused on trying to understand the socially organised, naturally occurring uses of technological artifacts in socio-technical systems. This paper describes the design work of two separate research groups utilising ‘cultural probes’ as a mode of participatory design for domestic settings. The first group created specially designed probes to analyse the motivations that shape home life, to inspire future

designs. The second group used a cultural probe derivative as an adjunct to an ethnographic study of a sensitive ‘home’ setting – a sheltered housing complex – and used them for‘information’ rather than ‘inspiration’. The

authors will contribute an innovative evaluation of the use of these probes for a participatory approach to design and explore the ways in which cultural probes and probes hybrids might present alternative strategies for exploring ’sensitive’ settings.

Crabtreeculturalprobessensitivesettings

Crabtree ?? Designing with Care: Adapting Cultural Probes to inform Design in Sensitive Settings. 

Crabtree, A., Hemmings, T., Rodden, T., Cheverst, K., Clarke, K., Dewsbury, G., Hughes, J., Rouncefield, M. Designing with Care: Adapting Cultural Probes to inform Design in Sensitive Settings. --- We report on the methodological process of developing

computer support for former psychiatric patients living

in residential care settings, for older members of the

community, and disabled people living at home.

Methods for identifying user needs in such sensitive

settings are underdeveloped and the situation presents a

very complex set of design challenges. In particular, the

highly personal character of such settings presents

conventional observational techniques, such as

ethnography, with obdurate problems that make direct

observation intrusive, disruptive and inappropriate on

occasion. Direct observation requires supplementation

in sensitive settings. Accordingly, we report on our

experiences of adapting Cultural Probes to explore care

settings, to develop a design dialogue with participants,

and to gather information about their unique needs.

Crossmachinedesign

Cross 01 Can A Machine Design?

Cross, N. Can A Machine Design. Design Issues: Volume 17, Number 4 Autumn 2001 --- Asking “Can a machine design?” is similar to asking “Can a machine

think?” The answer to the latter question seems to be, “It all

depends on what you mean by ‘think.’” Alan Turing1 attempted to

resolve the question by his “Turing Test” for artificial intelligence —

if you could not distinguish, in a blind test, between answers to

your questions provided by either a human being or a machine,

then the machine could be said to be exhibiting intelligent behavior,

i.e., “thinking.”

Crowleycontextdrivenobservation

Crowley 03 Context Driven Observation of Human Activity. 

Crowley, J. Context Driven Observation of Human Activity. --- Human activity is extremely complex. Current technology allows us to handcraft real-time perception systems for a specific perceptual task. However, such an approach is inadequate for building systems that accommodate the variety that is typical of human environments. In this paper we define a framework for context aware observation of human activity. A context in this framework is defined as a network of situations. A situation network is interpreted as a specification for a federation of

processes to observe humans and their actions. We present a process-based software architecture for building systems for observing activity. We discuss methods for building systems using this framework. The framework and methods are illustrated with examples from observation of human activity in an "Augmented Meeting Environment".

Dahlemuseumswithamission

Dahle ?? Museums with a Mission 

Dahle, C. Museums with a Mission. Fast Company, #34, p 220 --- Not long ago, museums were temples for the dead, mausoleums

where you’d walk past walls of paintings, or stroll on a

sea of linoleum to peer into glass cases filled with artifacts from

ancient times and distant places, or endure a slight odor of

formaldehyde to look at wall-size displays of scientific factoids

and dead plants and animals.

Daviesprototypesubicomp

Davies 02 Beyond Protoypes: Challenges in Deploying Ubiquitous Systems 

Davies, N. Beyond Protoypes: Challenges in Deploying Ubiquitous Systems. Pervasive Computing, Jan – Mar 2002. --- The authors discuss the problems in creating the next generation of widely deployed ubiquitous computing systems and articulate current

technical and sociological challenges to inspire researchers in the field.

Bellthebodyelectric

Bell 97 The Body Electric

Bell, G. February 1997/Vol. 40, No. 2 COMMUNICATIONS OF THE ACM. --- By 2047, one can imagine a body-networked, on-board

assistant—a guardian angel that can capture and retrieve everything we hear, read, and see. It could have as much memory and processing power as its master, that is 1,000 million-million operations per second, (one petaflops) and a memory of 10 terabytes

Davisacurriculumstatement

Davis 00 A Curriculum Statement: Designing Experiences, Not Objects. 

Davis, M. A Curriculum Statement: Designing Experiences, Not Objects. LOOP: AIGA Journal of Interaction Design Education, November 2000 Number 1--- What are the essential features of an education in “experience design?” How

does that education serve the growing need for leadership and insight in this

emerging area of design practice? This paper calls into question certain

educational traditions that have been taken for granted as design programs

have moved to incorporate interaction design into established curricula.

Davisdesignbasedlearning

Davis 98 Making a case for design-based Learning. 

Davis, M. Making a case for design-based Learning. Arts Education Policy Review,

10632913, Nov/Dec98, Vol. 100, Issue 2  --- In the last five years I have served on several national committees concerned with

the contribution arts education makes to achieving the goals of education reform in

K-12 classrooms. As a university graphic educator and the only designer

on those committees, I frequently must represent the issues and concerns of

many educators and professionals, including architects, industrial

designers, planners, landscape architects, and interior designers. I am continually

struck by the perceptions that leaders in art education hold about and by

the missed opportunities to promote design as a bridge between fine arts and

other areas of the curriculum, such as science, mathematics, social studies, and

language arts. As someone who holds two degrees in art education, as well as one

in , I am equally concerned by the lack of instruction in the

preparation of K-12 art teachers. It is especially curious given the pervasive

assumption that is a subdiscipline of art, the frequency with which art

education and programs reside in the same academic unit in U.S. colleges,

and the exploding number of applications by high school seniors to college

programs.

Davisknowledgebroadeningcontent

Davis 99 Design Knowledge: Broadening the Content Domain of Art Education

Davis, M. Design Knowledge: Broadening the Content Domain of Art Education. Arts Education Policy review,  Vol 101, No. 2 Nov/Dec 1999 ---  In this article I address the ease with which teachers in subjects other then art incorporate design into their curriculum, the nature of design knowledge, and the implications for this broadening of responsibility for creative problems solving within education. 

Davisonbrandexperience

Davison 02 Climb Meru: Integrated brand Experience. 

Davison, A. Climb Meru: Integrated brand Experience. AIGA Experience Design case Study archive, 2002. --- Small innovative design firm tackles the challenge of

creating complex cross-channel brand experiences

through the application of Experience Design

methodology.

Dennettheterophenomenology

Dennett 03 Who’s On first? Heterophenomenology Explained.

Dennett, D. Who’s On first? Heterophenomenology Explained. Journal of Consciousness Studies, 10, No. ??, 2003, pp. ??–??. --- There is a pattern of miscommunication bedeviling the people working on consciousness

that is reminiscent of the classic Abbott and Costello ‘Who’s on

First?’ routine. With the best of intentions, people are talking past each other,

seeing major disagreements when there are only terminological or tactical preferences—

or even just matters of emphasis—that divide the sides. Since some

substantive differences also lurk in this confusion, it is well worth trying to sort

out. Much of the problem seems to have been caused by some misdirection in my

apologia for heterophenomenology (Dennett, 1982; 1991), advertised as an

explicitly third-person approach to human consciousness, so I will try to make

amends by first removing those misleading signposts and sending us back to the

real issues.

Douglaspleasuresimmersionengagement

Douglas 01 The Pleasure of immersion and engagement: schemas, scripts and the fifth business 

Douglas, J. The Pleasure of immersion and engagement: schemas, scripts and the fifth business. Digital Creativity, Vol. 12, No. 3, 2001. --- Presently, designers of interactive narratives and video games have only a slender understanding of the aesthetic experiences their audiences and users seek. Using schema theory, this study articulates the two varieties of aesthetic pleasures that users of interactive works enjoy: immersion and engagement. It uses schema theory to define the characteristics of immersion and engagement in both conventional and new media. After examining how readers’ experiences of these two different

aesthetics may be enhanced or diminished by interface design, options for navigation, and other

features, the essay concludes by looking beyond immersion and engagement to ‘flow’, a state in which readers are both immersed and engaged.

dourichseekingcontextawarecomputing

Dourish ?? Seeking a Foundation for context-aware computing. 

Dourish, Paul. Seeking a Foundation for context-aware computing. --- Context-aware computing is generally associated with elements of the Ubiquitous Computing program, and the opportunity to distribute computation and interaction through the environment rather than concentrating it at the desktop computer. However, issues of context have also been important in other areas of HCI research. I argue that the scope of context-based computing should be extended to include not only Ubiquitous Computing, but also recent trends in tangible interfaces as well as work on sociological investigations of the organization of interactive behavior. By taking a view of context aware computing that integrates these different perspectives, we can begin to understand the foundational relationships that tie them all together, and that provide a framework for understanding the basic principles behind these various forms of embodied interaction. In particular, I point to phenomenology as a basis for the development of a new framework for design and evaluation of context-aware technologies.

Dysondesignconstruction

Dyson 02 Design & Construction: What are they? 

Dyson, M. Design & Construction: What are they? Distributing Knowledge in Building Conference, June 2002. Conference Proceedings. --- How can we communicate design knowledge in construction? Models convey information and are sourced from a greater process of design. Seeing a latent potential for knowledge-implementation in modelling as design process reengineering, a basis is first required for representing the design to construction process as modelling. What is design and construction in this context? How can we‘read’ the modelling process in practice before improving it? This paper discusses

some research related issues for constructing a description of what we do in

practice to answer some of these questions. This approach is the core of a PhD

project within CID working with the idea of concept-framed object transformations

based on the formalisation of practice-related CAD-methods.

Eakinconnecttheysay

Eakin 03 Connect, They Say, Only Connect

Eakin, E. Connect, They Say, Only Connect. New York Times, January 25, 2003. --- 

Never mind that Mr. Watts's new book on the subject, "Six Degrees: The Science of a Connected Age," which will

be published by W. W. Norton next month, is littered with the arcana of theoretical physics as well as charts and

graphs that appear to require an advanced degree in math in order to decipher. Network theory is hot. Two other

recent books on networks, "Linked: The New Science of Networks" (Perseus, 2002) by Albert-Laszlo Barabasi and

"Nexus: Small Worlds and the Groundbreaking Science of Networks" (W. W. Norton) by Mark Buchanan, have

already sold tens of thousands of copies.

Eamesindiareport

Eames 58 The India Report

Eames, C., Eames, R. The India Report. Special Report: Indian National Institute of Design, April 1958. --- The Government of India asked for recommendations

on a programme of training in design that would

serve as an aid to the small industries; and that

would resist the present rapid deterioration in design

and quality of consumer goods.

Charles Eames, American industrial designer and his

wife and colleague Ray Eames, visited India for

three months at the invitation of the Government,

with the sponsorship of the Ford Foundation, to

explore the problems of design and to make

recommendations for a training programme.

The Eameses toured throughout India, making

a careful study of the many centres of design,

handicrafts and general manufacture. They talked

with many persons, official and non-official, in the

field of small and large industry, in design and

architecture, and in education. As a result of their

study and discussions, the following report emerged.

iii
eickmandesigninglearning

Eickman ?? Designing Learning

Eickman, P., Kolb, A., Kolb, D. Design Learning.  --- In this passage from his last book, Art as experience, John Dewey uses his concept of the

experiential learning process to describe differences between artistic and scientific

learning styles. In this essay we will explore the differences between artistic and

scientific education and compare the learning styles of management students at the

Weatherhead School of Management as reported by Boyatzis and Mainemelis (2000) and

BFA graduates from the Cleveland Institute of Art. We will examine the process of

learning to design a learning space and its potential as an educational process that

integrates artistic and scientific learning.

Englefieldevaluateusability

Englefield 00 A pragmatic Framework for selecting empirical or inspection methods to evaluate usability 

Englefield, P. A pragmatic Framework for selecting empirical or inspection methods to evaluate usability --- Within the literature of human-computer interaction there is a vigorous debate on the relative merits of two classes of evaluation methods; those that carry out an empirical study of users’ task performance and

those that employ experts to inspect a design. The central themes in this debate are effectiveness and cost-efficiency. While these concerns are important in commercial usability work, an analysis of project goals and constraints may be more useful in selecting and justifying methods. This paper proposes a

model for selecting methods based on the above criteria. It also suggests that, as inspection methods are more grounded in the concerns of practice than those of science, their selection should also be influenced by factors arising from practice.

Ericksonlinguafrancas

Erickson 00 Lingua Francas for Design

Erickson, T. Lingua Francas for Design: Sacred Places and Pattern Languages. DIS 2000 --- A central challenge in interaction design has to do with its diversity. Designers, engineers, managers, marketers, researchers and users all have important contributions to make to the design process. But at the same time they lack shared concepts, experiences and perspectives. How is the process of design-which requires communication, negotiation and compromise-to effectively proceed in the absence of a common ground? I argue that an important role for the interaction designer is to help stakeholders in the design process to construct a lingua franca. To explore this issue, which has received remarkably little attention in HCI, I turn to work in urban design and architecture. I begin by discussing a case study in community design, reported by Hester [10], that demonstrates the power of a lingua franca for a particular design project. I then describe the concept of pattern languages and discuss how they might be adapted to the needs of interaction design in general, and used, in particular, as meta-languages for generating lingua francas for particular design projects.

Ericksonsupportinginterdisciplinarydesign

Erickson ?? Supporting Interdisciplinary Design: Towards Pattern Languages for Workplaces. 

Erickson, T. Supporting Interdisciplinary Design: Towards Pattern Languages for Workplaces. --- I am concerned with design, particularly with the issue of how to design systems that mesh gracefully with the practices and activities of particular workplaces. This concern gives rise to a number of questions: How do designers come to understand a new workplace? How do they get a sense of the sorts of activities that occur within it, and with which their design must coexist? How do designers avoid or minimize disruptions caused by the inevitable changes a new system will introduce? How do they figure out how to design things that are

useful, and not just usable?

Estrinconnectingphysicalworld

Estrin 02 Connecting the Physical World with Pervasive Networks

Estrin, D., Culler, D., Pister, K., Sukhatme, G. Connecting the Physical World with Pervasive Networks. Pervasive Computing, January-March 2002 --- This article addresses the challenges and opportunities of instrumenting the physical world with pervasive networks of sensor-rich, embedded computation. The authors present a taxonomy of emerging systems and outline the enabling technological developments. 
Everndenpatternarchive

Evernden 02 Pattern Archive: A cross section of pattern forms

Evernden, D. Pattern Archive: A cross section of pattern forms. --- This document contains a summary of articles and papers found during a lit review on pattern languages. 

Everndenpatternscommonelementsandforms

Evernden 02 Patterns—Common Elements and Forms

Evernden, D. Patterns—Common Elements and Forms. An explanation of the most common structural elements found in patterns. 

Failslightwidgetseverydayspaces

Fails 02 Light Widgets: Interacting in Every-day Spaces

Fails, J., Olsen, D. Light Widgets: Interacting in Every-day Spaces. IUI’02, January 13-16, 2002,

ACM publications --- This paper describes a system for ubiquitous interaction that does not require users to carry any physical devices. In this system, the environment is instrumented with camera/ processor combinations that watch users while protecting their privacy. Any visible surface can be turned into an interactive widget triggered by skin-colored objects. Light widgets are tied to the XWeb cross-modal interaction platform to empower them with interactive feedback.

Fallmandesign-orientedhuman

Fallman 03 Design-oriented Human—Computer Interaction. 

Fallman, D. Design-oriented Human—Computer Interaction. CHI letters. Vol. 5, No. 1 pp 225 – 232. --- We argue that HCI has emerged as a design-oriented field of research, directed at large towards innovation, design, and construction of new kinds of information and interaction technology. But the understanding of such an attitude to research in terms of philosophical, theoretical, and methodological underpinnings seems however relatively poor within the field. This paper intends to specifically address what design ‘is’ and how it is related to HCI. First, three candidate accounts from design theory of what design ‘is’ are introduced; the conservative, the romantic, and the pragmatic. By examining the role of sketching in design, it is found that the designer becomes involved in a necessary dialogue, from which the design problem and its solution are worked out simultaneously as a closely coupled pair. In conclusion, it is proposed that we need to acknowledge, first, the role of design in HCI conduct, and second, the difference between the knowledge-generating Design-oriented Research and the artifact-generating conduct of Research-oriented Design.

Ferschacontextaware

Ferscha 02 Context Aware: Bridging Physical and Virtual Worlds

Ferscha, A. Contextaware: Bridging Physical and Virtual Worlds. --- In this paper we explore the software engineering issues, challenges and enabling technologies associated with the provision of context aware services able to:

(i) describe, gather, transform, interpret and disseminate context information

within ad-hoc, highly dynamic and frequently changing computing

environments,

(ii) dynamically discover, inspect, compose and aggregate software

components in order to identify, control and extend context, as well as

overcome context barriers (like time, position, user preference, etc.),

(iii) allow for dynamic interactions among software components in a scalable

fashion and satisfying special requirements such as fidelity, QoS, faulttolerance,

reliability, safety and security,

(iv) integrate heterogeneous computing environments and devices with different

functionality, ability, form factor, size and limited resources wrt. processing

power, memory size, communication, I/O capabilities, etc.

(v) support the adaptation of novel forms of sensitive, situative, non-distracting

user interfaces not limited to particular modes and styles of interaction,

input- output devices or service scenarios.
Fischermetadesigndesignfordesigners. 

Fischer 00 Meta-Design: Design for Designers. 

Fischer, G. Scharff, E. Meta-Design: Design for Designers. DIS 2000. Brooklyn, New York. ACM publications. ---  In this paper we discuss problems addressed by our research on meta-design, provide a conceptual framework for meta-design, and illustrate our developments in the context of a particular system, the Envisionment and Discovery Collaboratory.
Fischermetadesignsocialcreativity

Fischer 99 Symmetry of Ignorance, Social Creativity and Meta-Design

Fischer, G. Symmetry of Ignorance, Social Creativity and Meta-Design. ACM publications 1999.  --- Complex design problems require more knowledge than

any one single person can possess, and the knowledge

relevant to a problem is often distributed and controversial.

Rather than being a limiting factor, “symmetry of

ignorance” can provide the foundation for social creativity.

Bringing different points of view together and trying to

create a shared understanding among all stakeholders can

lead to new insights, new ideas, and new artifacts. Social

creativity can be supported by new media that allow owners

of problems to contribute to the framing and the solving of

these problems. These new media need to be designed from

a meta-design perspective creating environments in which

stakeholders can act as designers and merely be consumers.
Fischerdesignsciencesofartificial

Fischer 99 Design = The Sciences of the Artificial 

A summary of the key ideas and concepts from the following important texts:  The Sciences of the Artificial: Herbert Simon; Design Deals with Wicked or Ill-defined Problems: Horst Rittel.

Fishkinwirelessuserinterfacecomponents.

Fishkin 02 Wireless User Interface components for Personal Area Networks.  Pervasive Computing.

Fishkin, K., Partridge, K., Chatterjee, S. Wireless User Interface components for Personal Area Networks.  Pervasive Computing, Oct – Dec 2002.  --- Wireless wearable systems allow new user interface components. We highlight two—TiltType, a wrist-mounted device for text I/O, and phicons, objects whose physical appearances are metaphors for their

electronic capabilities. Artifacts like these can create smaller, simpler, easier wearable systems.
Fishmantherevolution

Fishman ?? The Revolution Will be Televised (on CNBC). 

Fishman, C. The Revolution Will be Televised (on CNBC).  Fast Company, No. 35, p. 184 --- Don’t touch your dial! CNBC has become the live feed of the new economy. Here is a behind-the-scenes look at

CNBC, a network that has reinvented the way TV works.

Fletchermakingjoiningeasy

Fletcher 02 Making Joining Easy: Case of an entertainment club website
Fletcher, D., Brookman, A. Making Joining Easy: Case of an entertainment club website.  AIGA Experience Design Case study archive, 2002. 
The goal of this project was to design a site that would make the online process of joining the Columbia House Music or DVD club faster and easier. Faced with low conversion rates from online advertising, our challenge was to quickly solve the main problems with the existing join process, which were identified through user testing and site data logs. In response we designed a separate mini-site that reduced the entire process to 3 steps (and as many pages). The Club-based ecommerce experience is unique: the number of products a user selects is fixed, allowing us to implement a unique and transparent interaction model for the shopping cart design. The project was extremely successful. Conversion rates increased 180%. The design work for this project then

set direction for subsequent visual and interface design projects for Columbiahouse.com.

Foggpersuasivecomputers

Fogg 98 Persuasive Computers: perspectives and Research Directions.

Fogg, B. Persuasive Computers: perspectives and Research Directions. CHI 98, 18 – 23 April 1998 --- The study of computers as persuasive technologies (called “captology”) was introduced at CHI 97 as a new area of inquiry. This paper proposes definitions, perspectives, and research directions for further investigation of this field A persuasive computer is an interactive technology that attempts to change attitudes or behaviors in some way. Perspective 1 describes how computers can inherit three types of intentionality: endogenous, exogenous, and autogenous. Perspective 2 presents the ‘Functional Triad,” which illustrates that computers can function as persuasive tools,

media, and social actors. Perspective 3 presents a ‘levels of analysis” approach for captology, which include varying levels from individual to societal- Perspective 4 suggests a simple method for exploring the design space for persuasive computers. Perspective 5 highlights some ethical issues inherent in persuasive computing. The paper concludes by proposing seven directions for further research and design.
FoxintelligentKineticsystems

Fox ?? Intelligent Kinetic Systems 
Fox, M., Yeh, B. Intelligent Kinetic Systems --- This research develops a concept for the design and application of intelligent kinetic systems in architecture.  Our motivation lies in creating spaces and objects that can physically re-configure themselves to meet changing needs.  Itelligent kinetic systems arise from the isomorphic convergence of three key elements: structural engineering, sensor technology and adaptable architecture. 
Freidmanproblemsparadoxinfoundations

Freidman ?? Problems and Paradox in Foundations of Design

Freidman, K. Problems and Paradox in Foundations of Design. --- This paper will outline a case for inquiry into the foundations of design. This paper states that design practice, design research, and design theory all have foundations. It will contest the idea that design is a groundless field. The paper will demonstrate the relevant foundations, and it will demonstrate the kinds of ground in which the field of design is anchored.
Freidmantheoryofdesign 

Freidman 99 A Theory of Design

Freidman, K. A Theory of Design --- Terry Love's recent post to the Design Research Society discussion list encourages design researchers to bring "other sides of design research back into the design debate." In essence, Terry is calling for a general theory of design, an area of inquiry that has languished in recent years. Lubomir Popov questions the possibility of such a theory. I do not. I believe it interesting, possible, and necessary. Many necessary and interesting possibilities are difficult. This is such a case.

