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Keynote: lrrational Behavior
— Robert Fabricant
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Keynote: How to change the world
complicated stuft — Marc Rettig

® Fit associates: Make the transition feasible and viable.
® A shift from ‘I’ to “we”

® A shift from “more stuff” to “quality of life”
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not research - dust
not design - ownership
A change
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Designing Natural Interfaces: Notes from the
Multi—-Touch, Multi—User Frontlines
— Nathan Moody
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® The three zone of Engagement:

Attract |10 feet
Inform 5 feet
Interact 2 feet

® Today Natural # Familiar

Make it learnable
Trust Curiosity
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Workshop: Well, we did all this research ... now
what”? — Steve Portigal
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Workshop: Drawing ldeas
— Mark Baskinger & William Bardel
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® Computer output is always precisely rough, while hand sketches are roughly
rough.
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Comments on Interaction 09
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Resources

Official sites:
interaction09.ixda.org
interaction09.ixda.org—index.php

Video(—HF D &):

library.ixda.org

Slide(—&BD #):

Kim Goodwin http://www.slideshare.net/cooper_journal/each-one-teach-one-kim-goodwin-cooper

Dan Saffer http://www.slideshare.net/dansaffer/carpe-diem-attention-awareness-and-interaction-design-2009
Robert Fabricant http://www.slideshare.net/frogdesign/interaction-design-is-not-about-computing-technology
John Kolko http://www.wickedproblems.com/kolko_ixda_designSynthesis.pdf
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http://johnnyholland.org/magazine/2009/02/live-at-interaction09-day- 1/
http://changeorder.typepad.com/80_works_for_designers/2009/02/precisely-rough-sketching.html
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