
Pre-writing for Interaction Culture 
Looking at providing critique on photography on Deviant Art 

 
The Collection 
Formalism and Structuralism  
Clive Bell, Wolfman, Hebdish, Polhemus 
 
Technology as Experience 
John McCarthy, Peter Wright 
 
Gadamer’s Aesthetics 
Gadamer 
 
Flow 
Csikszentmihalyi 
 
Understanding Affective Interaction 
Bardzell, Bardzell, Pace 
 
An Experience 
Dewey 
 
Embodied Subjectivity 
Russon 
 
Design for Multiple Interpretations 
Sengers, Gaber 
 
Activity Theory 
Nardi 
 
Creativity 
Bardzell 
 
Do Clothes Speak? What Makes them Fashion? 
Davis, F. 



The Cliff Notes 
Formalism and Structuralism  
Formal elements are intrinsic to the artifact 
Formal and stylistic characteristics may be conceived as structures 
Formal qualities can account for most visual culture 
Formalism neglects contexts such as class, gender, and ethnicity 
Significant form 
Style is the consistency in the treatment of formal qualities 
Structures of formal qualities equal pairs of oppositions 
Structuralism can help account for social context, mainly through the notion of 
style and relation 
 
Formal elements: elements of an artifact that are intrinsic to that artifact 
Style: a collection of formal elements used to intentionally communicate a 
message 
 
 
Technology as Experience 
Formal tools influence pragmatics while social context shapes use 
Going from rationalism to practice 
Culture must engage with felt life 
Experience as a totality of acting, thinking, feeling, and sense making 
 
Intone: how individual’s make acts their own 
Aesthetic Experience: simultaneously sensual, emotional, and intellectual 
 
Aesthetic experience consists of: cumulation, conservation, tension, and 
anticipation 
 
Dialogics? 
Dialectics? 
Dialogue between self and other: I can only imagine your pain, I can never 
experience it.  
 
Four Threads of Experience 
1. Sensual – concerned with the senses 
2. Emotional – qualities of particular experiences, value judgments 
3. Compositional – relationships between parts and the whole 
4. Spatio-Temporal – relating to the space and time of an experience 
 
Gadamer’s Aesthetics 
Truth as a hermeneutical experience 
Art is a form of truth 
Art is not a representation of truth 



Art uncovers truths about ourselves 
Art gives us access to truth 
Art raises our sensitivity 
Truth is not how A represents B, but is rather in how humans perceive A as B, 
an experience 
 
Flow 
Flow: “a state of concentration so focused that it amounts to absolute 
absorption in an activity” 
8 components of enjoyment 
 1. We confront tasks we have a chance of completing;  

2. We must be able to concentrate on what we are doing;  
3. The task has clear goals;  
4. The task provides immediate feedback;  
5. One acts with deep, but effortless involvement, that removes from 
awareness the worries and frustrations of everyday life;  
6. One exercises a sense of control over their actions;  
7. Concern for the self disappears, yet, paradoxically the sense of self 
emerges stronger after the flow experience is over; and  
8. The sense of duration of time is altered. 

 
Understanding Affective Interaction 
Provides a methodology to understand affective interaction 
Triangulate data sources to see and understand how each “tell the same story” 
 Physiological 
 Emotional self report 
 Open ended prose 
 Behavioral 
 
An Experience 
Purposeful progression 
Contient synthesis 
 
Embodied Subjectivity 
Experience is interpretative 
Synthesis of temporal passing 
 
Experiences: synthetic process of imaginative interpretation 
 
Phenomenon express in calls to action 
Memory and expectations shape meaning 
 
Design for Multiple Interpretations 
Multiple interpretations can be good 
Comes from 



 Expansion of computing (work->home) 
 HCI’s interest in the arts and humanities 
 Sociology of HCI 
Alternatives to a single interpretation 
NOT an “anything goes” interpretation 
6 design strategies 
 specify usability 
 support space of interpretation 
 block expected interpretations 
 unfold new opportunities 
 downplay system authority 
 thwart consistent interpretation 
 
Activity Theory 
“Activity theory proposes that consciousness is shaped by practice, that people 
and artifacts mediate our relationship with reality. Consciousness is produced in 
the enactment of activity with other people and things, rather than being 
something confined inside a human head. Activity theory began in Russia with 
the work of Lev Vygotsky in the 1920's, continuing through his student Aleksey 
Leontiev, and then through students of Leontiev. This work has been influential 
in education, organizational design, and interaction design. Activity theory works 
well with design because activity theorists have always tested their theories in 
practical ways and believe that application is an outcome of theory, not a 
separate activity. In some of my writings I have discussed how, as a 
psychological theory, activity theory can be scaled to collaborative settings 
without losing sight of individual participants in an activity.” (Bonnie Nardi, 
http://darrouzet-nardi.net/bonnie/, 11/6/2010) 
 
Creativity 
Three views on creativity 
 HCI, Rationalist, instrumentalist 
 Post-Structuralist (death of the author) 
 Technological Determinist 
All see creativity as a discourse contributing to knowledge 
The useable is the message 
Found art drives meaning 
Creativity as primitive art management 
 
Do Clothes Speak? What Makes them Fashion? 
Formal qualities evoke style 
Style equals fashion 
Fashion helps create social identities 
Clothing has a code, which equals a style 
 



The Brainstorm 

 

 

 

 
The Brain Climate Control 
 
 



The Basic Argument 
Deviant Art provides for a better critique than other photography or critique 
sites. 
 
It does this through: 
 Formal Qualities 
 Use Qualities 
 
 Which create a particular style 
  Which is affected and made sense of by social structures 

 Hermeneutics plays a role in sense making 
  This style can be emergent 
  And is affected by Embodied Subjectivity 
 
 This leads to a better critique experience 
  Leads to better connectedness and community? 
 
Still has weaknesses 
 Lacking flow 
  Interface gets in the way 
 Social structures might work against DA’s own style 
 Interface provides a technological determinism for critique 
 

 
Authors to Use 
Lowgren 
Hebdish 
Polhemus 
Bell 
Bardzell 
Gadamer 
Suchman 
Dewey 
Nardi 
Russon 
Ckikszentmihalyi 
Davis 
 

Definitions and Theories 
Intonement (Dewey) 
Ambiguity (Lowgren) 
Identify (Lowgren) 
Personal Connectedness (Lowgren) 
Social Actability (Lowgren) 
Flow (Ckikszentmihalyi) 
Embodied Subjectivity (Russon) 
Activity Theory (Nardi) 
Hermeneutics (Gadamer, Hebdish, 
Barnard) 
Style (Hebdish, Gadamer, Davis) 
Formalism (Bell) 
Structuralism (Hebdish, Polhemus) 
Experience (Dewey) 


