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Emerging paradigms for user interaction
Agenda

· Collaborative systems: groupware

· Ubiquitous computing

· Intelligent user interfaces

· Simulation and virtual reality
Concept

· Awareness
· Common ground
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Tradeoff 9.1 [Rosson, 2002] p. 309

Awareness of collaborators' plan and actions facilitates task coordination, 

BUT extensive or perceptually salient awareness information may be distracting.

Concept
Awarenes

Tradeoff 9.2 [Rosson, 2002] p. 311

Reduced interpersonal communication cues aid discussion of awkward or risky concerns, 

BUT may encourage inappropriate or abusive ideas and activities. 

Tradeoff 8.3 [Rosson, 2002] p. 312

Archiving shared work helps to manage group decision and rationales,

BUT archiving costs must often be borne by people who will not receive direct benefits.

Tradeoff 9.4 [Rosson, 2002] p. 314

Small mobile interaction devices increase portability and flexibility,

BUT these devises do not support the rich interaction bandwidth needed for complex tasks.

Tradeoff 8.5 [Rosson, 2002] p. 317

Distributing interaction technology throughout the environment ties computing power to task-specific resources,

BUT people may not expect or appreciate such services.

Tradeoff 9.6 [Rosson, 2002] p. 319

Natural language interaction simplifies planning and interpretation,

BUT it may be less precise and take more time than artificial language interaction. 

Tradeoff 9.7 [Rosson, 2002] p. 321

Personal and “friendly” language can make an interaction more engaging or fun, 

BUT human-like qualities mislead novices and irritate sophisticated users.

Tradeoff 9.8 [Rosson, 2002] p. 324

Building user models that can automate or assist tasks can simplify use,

BUT may reduce feelings of control, or raise concerns about storage of personal data.

Tradeoff 9.9 [Rosson, 2002] p. 328

Interaction techniques that simulate the real world may aid learning and naturalness,

BUT “magic” realities may be more engaging and effective for some tasks.
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