
specula(ve	
  design	
  

ambiguity	
  
dr.	
  carman	
  neustaedter	
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designer	
  creates	
  meaning	
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affordances	
  

source:	
  Norman	
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Bu=ons	
  are	
  for	
  pushing	
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Push	
  or	
  pull?	
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how	
  can	
  we	
  design	
  to	
  let	
  people	
  
create	
  meaning?	
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what	
  does	
  this	
  design	
  do?	
  
what	
  is	
  the	
  design	
  for?	
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source:	
  Gaver	
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source:	
  Gaver	
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Everyday	
  Design	
  Group:	
  Audrey	
  Desjardins,	
  Leah	
  Maestri,	
  Nathan	
  Waddington,	
  Xiao	
  Zhang,	
  Ron	
  Wakkary	
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Everyday	
  Design	
  Group:	
  Audrey	
  Desjardins,	
  Leah	
  Maestri,	
  Nathan	
  Waddington,	
  Xiao	
  Zhang,	
  Ron	
  Wakkary	
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flexible	
  design	
  

design	
  for	
  mul(ple	
  meanings	
  
design	
  for	
  user	
  interpreta(on	
  
design	
  for	
  appropria(on	
  
don’t	
  constrain	
  what	
  the	
  design	
  can	
  do	
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ambiguity	
  

“…by	
  shi)ing	
  the	
  responsibility	
  for	
  
interpreta4on	
  from	
  the	
  system	
  to	
  the	
  user,	
  we	
  
can	
  build	
  systems	
  that	
  interact	
  with	
  people	
  at	
  
humanly	
  meaningful	
  levels…”	
  
	
  

	
   	
   	
  -­‐	
  Gaver	
  et	
  al	
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ambiguous	
  design	
  

remove	
  easy	
  interpreta(on	
  
people	
  create	
  meaning	
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types	
  of	
  ambiguity	
  

informa(on	
  
context	
  
rela(onship	
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ambiguous	
  informa(on	
  

use	
  imprecise	
  representa(ons	
  
over-­‐interpret	
  data	
  
cast	
  doubt	
  on	
  sources	
  
	
  
in	
  normal	
  person	
  terms:	
  
you	
  are	
  purposely	
  presented	
  with	
  imprecise	
  
informa4on;	
  this	
  causes	
  you	
  to	
  interpret	
  it	
  
	
  

17	
  



can	
  you	
  see	
  me	
  now?	
  (bystander)	
  

	
  
	
  
	
  
	
  
	
  
	
  
	
  
h=p://vimeo.com/5489402	
  
	
  
use	
  imprecise	
  representa(ons	
  
over-­‐interpret	
  data	
  
cast	
  doubt	
  on	
  sources	
  

	
  
source:	
  Crabtree	
  et	
  al	
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ambiguous	
  context	
  

block	
  expected	
  func(onality	
  
create	
  incompa(ble	
  contexts	
  
	
  
in	
  normal	
  person	
  terms:	
  
the	
  design	
  can’t	
  do	
  what	
  you	
  think	
  it	
  should	
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block	
  expected	
  func(onality	
  
create	
  incompa(ble	
  contexts	
  
	
  
	
  
	
  

source:	
  Gaver	
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ambiguous	
  rela(onship	
  

offer	
  unaccustomed	
  roles	
  
point	
  out	
  things	
  without	
  explaining	
  why	
  
	
  
in	
  normal	
  person	
  terms:	
  
you	
  don’t	
  normally	
  associate	
  the	
  object	
  with	
  
that	
  func4on	
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offer	
  unaccustomed	
  roles	
  
point	
  out	
  things	
  without	
  explaining	
  why	
  
	
  

source:	
  Gaver	
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you	
  don’t	
  think	
  of	
  these	
  as	
  
being	
  game	
  containers	
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uncle	
  roy	
  all	
  around	
  you	
  

source:	
  Benford	
  et	
  al	
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  h=p://vimeo.com/7182676	
  
	
  



slow	
  technology	
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slow	
  technology	
  

technology	
  that	
  takes	
  (me	
  to:	
  
i)  learn	
  how	
  it	
  works	
  
ii)  understand	
  why	
  it	
  works	
  in	
  that	
  way	
  
iii)  apply	
  it	
  
iv)  see	
  what	
  it	
  is	
  
v)  find	
  out	
  the	
  consequences	
  of	
  using	
  it	
  

source:	
  Hallnäs	
  and	
  Redström	
  26	
  



what	
  is	
  slow	
  technology?	
  

highly	
  subjec(ve	
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source:	
  Hallnäs	
  and	
  Redström	
  
Flashbacks	
  –	
  a	
  type	
  of	
  ‘sound	
  mirror’	
  

28	
  



source:	
  Hallnäs	
  and	
  Redström	
  
Cha=erBox	
  –	
  a	
  mirror	
  of	
  office	
  ac(vity	
  in	
  emails	
  and	
  documents	
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