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Sociologists and psychologists assert that in-person interactions Case Study Review Observation Interview/Questionnaire Latent data gathering Scale of interface Responsive technology
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This study explores ways of designing encounters through on device.
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people by prompting interactions that facilitate conversations
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that offer opportunity for building empathy among older adults?
Balance Table by David Rose uses slow, ambient feedback mechanisms
incorporated into surface of a conference room meeting table to guide
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Wikipedia Audiovisualizer by halvves is a real-time data visualization that
uses simple sounds and shapes to visualize current activity occuring on KNOWLEDGE: SIMPLY KNOWING INFORMATION MAY NOT MOTIVATE ACTION
Wikipedia. Additions, subtractions, and modifcations on Wikipedia are
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@ @ @ &4 @ identified by username. Figure 8. Wikipedia Audiovisualizer
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design visualizes a designed intervention which is evaluated against design frameworks to inform conclusions.
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Activity Theory examines how humans interact with The Designing for Subtlety Scale ranks the interaction teractions Parking Cafe Inside Building Reception Guest Locker Room Workout Plan Cardio and Balance and Water
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