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video playback on a computer screen
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For more information about the demos --

sit back and watch
encourages passive viewing
entertainment / emotional experience
leaves emotional memories
peek through pinhole
can't see the whole
hard to
skim
browse
get a gist at a glance
look back at that one thing
see the shape of the whole
remember an image of the whole
no spatial anchoring
everything is in the same place
goes at its own pace
one damn thing after another
no interactive exploration
no try it yourself
no play with this
no solve this challenge
no go deeper on this topic
no ask question / question assumptions
tiny rectangle
bad toolbox
hard to come back later to look something up
demands attention
not passively present in background environment
can be a group activity
editing means absolute control over what a viewer sees
good show and tell
depicts real events with less interpretation
more "primary" source
extremely linear

o INTERWEBS!

point-and-click interactive webpage on a computer screen
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Introduction

This talk is about a particular kind of media, which is *media
for thinking in." And it's about a particular kind of thinking,
which is understanding systems.

*Science® is understanding a system in the world
in the world, where the

*Engineering” is building a syste:

Media for Thinking Media are our thinking tools. Our representations of a system
the Unthinkable i are how we understand it.

To understand or build new com
i powerful new representations, 2
Bret Victor i

Demo 1 — Seeing behavior

ST === This first example shows a scientific paper. The example is
- about showing the behavior of a system. [/ 2

scroll through pinhole
some "“imaginary"” spatial anchoring
easy to skim and browse, look up later
if you are already familiary with the work
(triggers spatial memory)
structure/shape of whole is represented
but only a pinhole is visible at once
=== can jump back to things seen previously
e interactive exploration is possible
e but little room for context
personal = anti-social (like a book)
SR—— still mostly linear in practice
"top" to "bottom"

Introduction

There could be unthinkable thoughts.

Demo 6 — Creating representations

(@I v for working with many dynamic representations
must provide a good way to create all these representations.
ually.

o BIG-ASS DISPLAYS!

interactive poster

see structure of whole at once
entire structure is always visible
all details appear in context — peripheral vision
strong spatial anchoring — walk through it
can be passively present in background environment
requires standing —- tiring
doesn't encourage "hands on"
interaction requires raising arms -- tiring
still flat, still a rectangle, still "virtual" (pictures under glass)
can go at reader's pace
more contemplative
easy to skip around
easy to compare to other works present in the room
glance over at, move between the two, see two at once
each work takes up physical space
take a step back
see from across the room
study and discuss with other people
brings works into the human-scale world
more non-linear, better for browsing

interactive objects

o DIORAMA DISPLAYS

I remember my first look at the
great treatise of Maxwell’s when I
was a young man. Up to that time there
was not a single comprehensive theory just a Jew
scraps; 1 was struggling to understand electricity in
the midst of a great obscurity.

When I saw on the table in the libra
: g 7y the work that
had just been pul?lu/zed (1873), I browsed through it
a;zd { was astonished! I read the breface and the last
lcv:fter, and several bits here and there; 1 saw that it
great, greater and g o7,
possibilities in its power. sy L st ge

I was determined to master
1 was very ignoran
mathematical anqlys;

algebra and

6 DYNAMIC REALITY

downloaded interactive exhibit in a dynamic room

extreme spatial anchoring
full use of visual field
360-degree, far away and up close, peripheral vision and scanning
full use of senses
visual, tactile, spatial
hands!
everything in context?
(museums are generally bad about context — everything is disassociated
but that's fault of content design rather than the medium?)
immerision
physical objects which can be manipulated with the hands
social
walk with other people
multiple people interacting with objects
cockpit-like usage -- parallel-but-together
hutchins-like bystander transfer — learn by being around others
human-scale
can be any amount of linear/non-linear depending on design of the space



