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Metaphors we live by

1980 - George Lakoff and Mark Johnson

GEORGE LAKOFEF
AND MARK JOHNSON

WITH A NEW AFTERWORD
Coprgited Matsrial


https://press.uchicago.edu/ucp/books/book/chicago/M/bo3637992.html
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Three Waves of HCI

First Wave of HCI

Second Wave of HCI

Third Wave of HCI




Paradigm 1: Paradigm 2: Paradigm 3:
Human Factors Classical Cognitivism/ Phenomenologically Situated
Information Processing

Metaphor of in- | Interaction as Interaction as information | Interaction as phenomenologically situated
teraction | man-machine communication
coupling

Central goal for | Optimizing fit Optimizing accuracy and | Support for situated action in the world

interaction | between man and | efficiency of information
machine transfer

Typical ques- | How can we fix What mismatches come What existing situated activities in the
tions of interest | specific problems | up in communication world should we support?
that arise in inter- | between computers and How do users appropriate technologies,
action? people? and how can we support those appropria-
How can we accurately tions?
model what people do? How can we support interaction without
How can we improve the | constraining it too strongly by what a com-
efficiency of computer puter can do or understand?
use? What are the politics and values at the site
of mteraction, and how can we support
those 1n design?

Table 1: Paradigms compared

Harrison, S., Tatar, D., & Sengers, P. (2007). The three paradigms of HCI.




The Three Paradigms of HCI

Steve Harrison Debaorah Tatar Phoehe Sengers

Department of Computer Science Department of Computer Science and Intormation Science and

and (by courtesy) Art and Art (by courtesy) Psychology Science & Technology Studies
History Virginia Tech Cornell University

Virginia Tech 123 VTKW II 301 College Ave.

121 VIKW II 2202 Kraft Dr — MC 0106 [thaca, NY 14580 USA

2202 Kraft Dr  MC 0106 Blacksburg, VA 24060 USA sengers(@cs.cormell.edu
Blacksburg, VA 24060 USA dlatar@cs.vl.edu

sth{@cs.vt.edu

ABSTRACT

There are three paradigms of HCI: Human-Factors, Classical Cognitivism/Information Processing Based
and the Third/Phenomenologically-Situated Paradigm. Each of these paradigms represents a world-view
and encompasses a set of practices and expectations for the value and contribution of research. Each
contributes to HCI, but in different ways. The first two are not particularly controversial in terms of their
contributions to larger enterprises of HCI. Human-Factors focuses on optimizing man-machine fit. Clas-
sical Cognitivism/Information Processing emphasizes (ideally predictive) models and theories and the
relationship between what is in the computer and in the human mind. The third paradigm, with its base in
Phenomenology, is less reified, but no less real. It focuses on the experiential quality of interaction, pri-
marily the situated nature of meaning and meaning creation. All three paradigms drive design, but in dif-
ferent ways. All three have their own forms of knowledge creation and criteria for what constitutes
knowledge. Identifying these approaches as paradigms allows us to value work more clearly.

Harrison, S., Tatar, D., & Sengers, P. (2007). The three paradigms of HCI.







Criticism as an Approach to Interface Aesthetics

Olay W. Bertelsen
Decpt. of Computer Science, University of Aarhus
Aabogade 34, DK-8200 Arhus N, Denmark
olavb@daimi.au.dk

ABSTRACT

In this paper we discuss the re-orientation of human-
computer interaction as an aesthetic field. We argue that
mainstream approaches lack of general openness and ability
Lo assess experience aspeets ol interacuon, but that this can
indeed be remedied. We mtroduce the concepl ol interface
criticism as a way to turn the conceptual re-orientation into
handles for practical design, and we present and discuss an
interface eriticism guide.

Author Keywords
Interface aesthetics, interface criticism, [lormative
assessment.

ACM Classification Keywords
H.5.2: User Interfaces Evaluation/methodology, User-
centered design; H.1.2: User/Machine Systems, Human
factors; D.2.2: User interfaces.

INTRCDUCTION

The aim of this paper is to discuss how human-computer
inleraction can be understood as an aesthetic discipline, and
further to demonstrate that such a new perspective is a
possible basis for operational mterface evaluation methods.
To support the argument we introduce the concept of
mlerface criticism, and we propose an mterface crilicism
guide. The tenet behind the argument is that today's
dominating perspecltives on interactive arlefacts focus
almost only on technical and cognitive aspects, and
consequently the field needs Lo take a cullural and aesthelic
level of analysis into account in order ta be able to address
issues like design for unanticipated use or design of cultural
inlerlaces.

With the popularity of the PC and the web the interactive
artefacts have spread from being efficient, functional tools
at the workplace, to become a medium for cultural activity.
Todav, interactive artefacts are important media for
producing, consuming and interacting with cultural data,

Permission to make digital or hard copies of all or part of this work for
personal or classroom use is granted withous fee provided that copies
arc not made or dismibured far profit or commereial advantage and that
copics hear this notice and the full citation on the first page. ‘I'n eopy
otherwise, to republish, to post on servers or to redistribute 1o lists,
requires prior specific permission and/or a fea.

NordiC'HI '(M, October 23-27, 2004 Tampere, Finland
Copynight 2004 ACM [-58113-857-1,04/10... $5.00

Seren Pold
Dept. of Comp. Literature, University of Aarhus
Helsingforsgade 14, DK-8200 Arhus N, Denmark
pold@multimedia.au.dk

e.g. on the web, or in computer games. Furthermore, it is
also a cultural medium in its own terms, in the sense that
interacting with interactive artefacts 18 an ncreasigly
important cultural activity, e.g. In open source culture,
when people spend hours setting up and personalizing
operating systems, software packages, plug-ins, or when
interacting with digital art forms such as net-art and
software art. Interactive artefacts entered the cultural sphere
long ago — this trend 1s accenlualed by the current
developments towards pervasive and ubiquitous computing.
In fact, still larger parts of IT business and development are
guided Lowards the cullural domain; in order w understand
this, HCI needs an aesthetic dimension,

Historically, cognitive psychology was the important
conceplual basis for HCI [e.g. 12]. Tradilionally, empirical
studies in HCT have been modeled over the controlled
psychological laboratory experiment, aiming to identify
general features of human action with a general computer-
based artefact. Gradually. faster and more practically
accessible methods evolved mto loday's methods that are
most often considered an integral part of the design life
cycle, 1.e. formative evaluation [29].

The cognitive walkthrough [32] is a well-known example of
a conlemporary inlerface inspection methad that is simple
and cost effective to use and to learn. Despite these
qualities, 1L 1s an ncreasing problem that the method
assumes that the user 1s engaged in a rational process of
exploratory learning when trying to use the considered
arlefact, thereby ignoring that the user is more oflen
engaged in a hermeneutic process of interpretation. Thus, in
many less obvious cases, the cognitive walkthrough does
not provide effective means for the inspector to answer the
questions about visihility etc. Thus, the inspectors will
either be guessing based on their own experience and
preference, or they will need to engage in a complicated
process of more or less systematic alignment with the users'
possible interpretation. With the penetration of interactive
technology into all aspects of life this interpretation
hecomes even more mmportant.

In the history of HCI the cognitive approaches have heen
questioned by participatory design [25, 42] and similar
approaches that have introduced a greater realism by
emphasizing that analysis, design and evaluation should be
performed together with real users in a real setting, as an
iterative explorative process. These approaches emphasize
tool-like medation in a given practice, and Lypically, the

Criticism as an Approach
to Interface Aesthetics

Olav WV. Bertelen, Soren Pold, 2014
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Selection Sort - 35 comparisons, 67 array accesses, 0.50 ms delay http://panthema.net/2013/sound-of-sorting



https://panthema.net/2013/sound-of-sorting/
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https://es.wikipedia.org/wiki/Conocimiento_situado



http://www.faculty.umb.edu/gary_zabel/Courses/Art%20and%20Philosophy%20in%20SL%20and%20Other%20Virtual%20Worlds/Texts/cyborg_manifesto.pdf




Margaret Mitchell

Timnit Gebru


https://www.youtube.com/watch?v=KsUvLGghYqE
https://www.washingtonpost.com/technology/2020/12/23/google-timnit-gebru-ai-ethics/






https://en.wikipedia.org/wiki/Frances_Haugen
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https://www.thesocialdilemma.com/es/
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https://www.youtube.com/watch?v=xjOMPka5WFo
https://www.youtube.com/watch?v=xjOMPka5WFo




Get Signal  Support Developers Careers Donate YW & EN

Blog

Speak
Freely

Say "hello" to a different messaging
experience. An unexpected focus on
privacy, combined with all of the
features you expect.

Get Signal


https://signalfoundation.org/

herry lurkl



https://www.teamhuman.fm/episodes/223-sherry-turkle



https://www.teamhuman.fm/




Login Help! Members forum
G Mk e

.E(jF FREE SOF TWARE

about campaigns licensing membership resources community donate shop Q

The Free Software Foundation (FSF) is a nonprofit with a worldwide mission to promote computer user freedom.

FEATURED
#FreeSoftw

FEATURED BLOG | NEWS | EVENTS

The need for free software
education now

Making the choice to use free
software in the classroom helps
us create learning environments
that foreground questions of
value. This can be illustrated by
a passage in Confuciuss

The need for free software education now Escape to Freedom now also available in FSD meeting recap 2022-
Mandarin and Spanish 09-09

Check out the great waork our

_ volunteers accomplished at

Free software means that the users have the freedom to run, edit, contribute to, and share the software. Thus, today's Free Software Directory
free software is a matter of liberty, not price. We have been defending the rights of all software users for the (FSD) IRC meeting.

past 35 years. Help sustain us for many more; become an associate member today.

Free Software Directory
meeting on IRC: Friday,

Subscribe to our monthly newsletter, the Free Software Supporter: : FOLLOW US ON SOCIAL MEDIA September 30, starting at
: 12:00 EDT (16:00 UTC)

: G @ O >, | |
w ; P’ Join the FSF and friends on
: Friday, September 30, from
12:00 to 1500 EDT (16:00 to
19:00 UTC) to help improve the
Free Software Directory.

OUR INITIATIVES
Free Software Directory

V a - : FRIN meeatina on IRC: Fridav


https://www.fsf.org/

"5 Seleccioneu lidioma ¥

WORLD WlDE WEB |
@ NOMD Wiot Donate

Home The Web Our Work About Us News Publications Contact Us

Fighting for the web we
want

the policies and products we need for the web we want.

Find Qut More

News

Fighting for Digital Towards Trusted Design Gender and ICT Policy

Equality | Video —takeaways from Playbook
Prototyping the Future


https://webfoundation.org/about/









https://www.taschen.com/es/books/architecture-design/04698/julia-watson-lo-tek-design-by-radical-indigenism

Fem una manifest a la Plana sobre
cultura i tecnologia?

Recolzem fundacions!?

Fem us + conscient de la tecnologia?




