Gerhard Fischer and Hal Eden: “Design, Learning, and Collaboration” — Spring Semester 2006

Assignment 7: Human Computer Interaction, Human Problem Domain Interaction, and High-Functionality Applications 

paper: Buxton, W. (2001) "Less is More (More or Less)." In P. J. Denning (Ed.), The Invisible Future — the seamless integration of technology in everyday life, McGraw-Hill, New York, pp. 145-179. available at: http://billbuxton.com/LessIsMore.html
Important:

with this assignment we split the members of the class into:

1. producers (students giving answers)

2. analyzers and summarizers (students evaluating and summarizing the answers from the other students)

we will rotate these roles ( for  assignment 7, I suggest that

1. Min-Chieh Hung
2. Nathan Campbell
are the “analyzers and summarizers”! The “analyzers and summarizers” can do their work individually or jointly
due: 
Wed, Feb 15
1. producers: please submit by 10am to the class website ( please be on time, so the “analyzers and summarizers” can do their work!

2. analyzers/summarizers: please submit by 2:00pm to the class website 
Keisuke Nishimoto

Briefly discuss the following issues:

1. what did you find  (articulate the answers in your own words)

1.1. interesting about the article?
Interestingly, this article advocates two of the ideas on HCI that I have had for years.  One is the notion that the computer user interface has not make much progress since the invention of Desktop GUI, and the other is that next generation of the user interface should incorporate and utilise the emerging network capability.  Once I used to be ambitions enough to write in an application letter to graduate schools that I would like to bring about the paradigm shift in the area of HCI (now I’m less ambitious and would be content with it if I could work for the area of user interface design).  This article argues the necessity of such a paradigm shift and points out one of the directions for that.  
1.2. not interesting about the article?
I feel that the author used a few fallacious argumentations, loosing the persuasiveness of the article.  One example is Figure 7 in the article, where the author put Buxton’s Law and God’s Law on the same graph.  I would argue that it does not make sense to combine them on the same Y-axis scale, since the number of functionality and the capability of human should not be directly comparable.  Another example is the argument on Swiss Army Knife.  The author deliberately ignores the purpose and benefit of Swiss Army Knife.  It is not meant for replacing tools at home but rather for reducing the number of tools to carry around during trip or camping, and taking it up as a counter-example without such a benefit is not fair.  

2. what do you consider the main message of the article?
The development of HCI has been in stagnation for nearly two decades since the creation of the first GUI-enabled workstation, regardless of the huge advancement of underlying technologies during that period.  This is mainly due to putting too much focus on desktop PC per se and taking the paradigm too granted.  Now it is time to change the custom by putting more effort on creating diverging digital media, each of which is specialised to a certain situation and task.  Collaboration of engineers and social scientists, artists etc. is necessary for this change.

3. Please comment on the following claim: “Despite the increasing reliance on technology in our society, in my view, the key to designing a different future is to focus less on technology and engineering, and far more on the humanities and the design arts.”
3.1. agree / disagree?
I disagree on this claim.  I acknowledge the importance of considering humanities and design arts in the engineering design, but I believe that technology has been the key driving factor of paradigm shifts, and it will continue to be so.  For example, the concept of desktop GUI was first invented somewhere around 1970 (as far as I remember), but it is the advancement of processing power and memory capacity of the computer that enabled the concept to become widespread and thus to change our daily life.  Without such advancement of technology, we would end up with having bunch of unrealistic concepts confined in a lab.

3.2. which are the personal consequences which you draw from this statement?
What we need is not the duality of engineering and humanity, but incorporating humanity and arts into engineering and encouraging more collaboration between them.  Ergonomics and HCI are typical examples of such an engineering discipline.

3.3. are the educational programs you are involved addressing this claim?
I do not think many of engineering classes are discussing this issue.

4. Please comment on the following claim: “Given the much discussed constraints on human ability, how can we expect an individual to maintain the requisite specialist knowledge in their technological discipline, while at the same time have the needed competence in industrial design, sociology, anthropology, psychology, etc., which this essay implies are required to do one’s job?”
4.1. agree / disagree?
I agree that it is impossible to be a specialist in every area of study.  

4.2. which are the personal consequences which you draw from this statement?
Perhaps what we (either engineer or not) need would be the basic understanding of each field so that at least we know there exists a certain field of study, and on-demand quick learning skills that enables us to communicate with people in different fields when needed.
4.3. are the educational programs you are involved addressing this claim?
I do not think so.  Most of classes which I have taken focused on cramming into knowledge of a very specific field and there was not a room for acquiring knowledge from other fields.

5. Do you feel that the “Design, Learning, and Collaboration” course addresses these two claims?
For the first claim, we have not had much discussion about the relationship between engineering and other fields of study from social perspective.  As to the second claim, this course addresses it by discussing importance of on-demand learning and how to make a better collaboration.  
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