INTRODUCTION//INTRODUCTION:

The purpose of the analysis section is to allow the viewer to take a step back and have a closer look about what technology means, how the technology utilizes the interface in which it is conducted, and to hypothesize about the implications about what they have just seen. The narrative scenarios have been created with the intention of conceptualizing the issues of interface and interactivity. In addition, analysis can be a useful tool because it allows the user to deconstruct the scenarios and reconstruct them from a different critical point of view. 

The “Identity and Information” section allows for a discussion about how “self” and information interplay in a time when information is powerful and we still want our own privacy. 

The “Interaction and Interface” section allows for the user to contemplate the design of the technology just viewed, and how these forces were developed with or without the user in mind.

The “Implications” section is useful because it allows the creators of scenarios to forecast the next step in the technology they have created and to discuss the social and cultural implications contained therein.

The analysis sections are not provided to answer all the questions and may not even answer your own. However, hopefully these sections will allow you to rethink what you have just viewed from a different perspective. Perhaps they will also inspire you to ask questions about the world you live in, the interactions in which you take part, and the implications of what is to come.

INTRODUCTION: IDENTITY AND INFO

In addressing identity and information issues, the following are issues of concern:

How the character relates to the events taking place within the room.

· Knowing what spheres of the user's private information are vulnerable as a result of the interactions taking place in the room. Discovering what information the character must expose about him/herself to participate in the interactions taking place.

· It is also important to evaluate if the character is experiencing an alternative reality through the interactions of your room, and describe how the role of "self" is mediated in your room.

In order to assess information control issues, we must first know who has power as a result of that control of the information that the user has exposed and what happens to the information once the user has allowed him/herself to partake in the interactions.

Each sphere of personal information contains different information about ourself.

In the innermost core, examples of the information that is most private include:

In the middle region, examples of the information we may disclose or are not so protective of include:

In the outermost region, the information about a person that is most public include:

INTRODUCTION: INTERFACE/INTERACTIVITY:

In addressing interface and interactivity issues, the following are issues of concern:

· Making a list the interactions that are taking place in your room.

· Describing how each interaction is helping or hindering the character.

· Determining what the constraints are that have been placed on the user as a result of the design of the interface, or constraints that have been placed on the design of the interface by government, industry, or the technology chosen.

· It is also important to evaluate the advantages and disadvantages of the technology and interactions that are taking place in the room.

· Describing what access the user has to data and information as a result of the interface design.

The interaction itself exists in a realm with its own advantages, disadvantages, and constraints brought upon by the design of the interface itself. In this manner, the user, the designer of the interface, and the interplay of the user with data and information are all involved in a complex manner. 

INTRODUCTION: IMPLICATIONS

In addressing the implications of the technology presented in the room, the following are issues of concern:

· Determining the social and cultural implications of the technology that is in the room?

· Discussing the possible consequences related to the user, the designers of the interface, and others involved in the interactions both in a positive and negative light.

· Forecasting the future to the next step. 

The technologies presented have significant implications in the future of our society and culture. Often the consequences of such developments of such technology are not thought out before the technology is created. This is often too late. However, the advantages gained by the user may often outweigh any disadvantages. A forecast of the future stands on the shoulders of what has been presented to see out and over the horizon and to shed light on the future of technology of interactivity.

GROCERY ROOM: IDENTITY AND INFORMATION-

- Certainly grocery stores will be able to benefit from the information each shopper provides through the interface, such as preferred foods and allergies.  Corporations with large databases will also try to gain access to this information in order to sell customers to other stores.  Preferably, this information will be accessible only to the user when he or she enters a personal ID card (like a credit card) which will have all of their personal information stored on it.  That way, when they remove their cards, their information goes with it and not to the stores or corporations.

GROCERY ROOM: INTERFACE AND INTERACTIVITY:

The character interacts with the grocery agent to see what the specials of the day are.  He also goes to the register to pay for his groceries.  There he interacts with the robot grocery clerk.

The interaction with the grocery agent is helping the character by showing him what items are on sale so that he can take advantage of the savings.  The interaction with the robot is helpful because it allows the character to quickly pay for his groceries and be on his way.

The design of the store, including only robotic employees, may be somewhat awkward for anyone who might prefer human interaction.  Constraints put on the grocery agent are that the customer could put items into his cart without actually scanning them in an attempt to shoplift these items.

The technology and interaction are advantageous to the customer because they allow him to navigate throughout the store without confusion and quickly pay for his products.  The disadvantages are that customers must be closely monitored because they can place unscanned items in their cart in attempts to shoplift.

By using the interface, the character is able to access valuable information about the store and its products.  For example, the character can have the agent monitor for certain ingredients that he may dislike or be allergic to.  Also, he can  use the agent to find out about daily specials on groceries.  The agent also keeps track of the total amount spend so the character can better manage his budget.
GROCERY ROOM: IMPLICATIONS
As far as social and cultural implications go, this device and the entire premise of future grocery stores will not have a great effect on life in the future other than to make grocery shopping a more enjoyable and entertaining experience.

The consequences are, hopefully, to make shopping more pleasant and hassle-free.  One negative aspect which will need to be ironed out is the fact that people will be able to put items into their carts without actually scanning them into the grocery agent and, consequently, shoplift these items.  Perhaps the best way to prevent this will be to have a magnetic strip placed on each item that will be scanned for when the user proceeds to the check-out.

The next step for this device would be to allow it to scan users' thumbprints in order to gain personal information about them (i.e.- their allergies, preferences, dislikes, etc.) as well as being able to simply deduct the final cost from their bank accounts by this form of identification.

RELAXING ROOM: IDENTITY AND INFORMATION

The computer dominates the character’s life. The character eats what the computer makes him, dresses as it tells him, and reads what it gives him. He has no personal freedoms because the computer monitors his condition and reacts to limit his choices in order to enhance the quality of his life.

The computer records and stores every piece of information about the user into its database. From what the user mumbles in his sleep, to when he mutters under his breath when talking to a friend, the computer remembers. 

The user allows his “self” to be defined by the computer. It tells him that he likes orange juice, so he drinks orange juice. It selects the kind of clothes that his type of person wears, and he wears them. It leaves him just enough choice to make him feel like he is in control of the interaction.

 In this scenario, the character has little control of his personal information and thus, little power. Save never entering the room, the user cannot avoid giving away personal information to the computer and whoever has access to its data files. The computer, with its information collection procedure, is tied to corporations. Both share an awesome amount of information control and thus, power. After the interactions take place with the user, data is shared with sponsoring corporations, files are stored for future reference by the computer, and the computer develops new routines in response to the information.

The designer of the interface has initial control and power. The interface designers setup the structure through which the computer gathers information, but once the program becomes operational, it no longer needs them. If each designer made a few functions, and the computer interface is a compilation of several million functions, it is probable to conclude that designer does not really have control over the information once he or she has concluded the design process.

RELAXING ROOM: INTERFACE AND INTERACTIVITY

There are many interactions taking place in this room. There is a blanket that adjusts its temperature, a computer that assists in clothing selection, a food preparation device, interaction with media and entertainment pre-filtered by the computer, and the user being allowed to change the environment of the room.

The blanket helps to keep the user at a constant temperature and is a very useful tool. The closet and the selection device could represent a loss of control because the user does not have the final choice in clothing, but rather the computer decides what is in style. The user is also restricted because he cannot cook his own food, but rather has it prepared by the system. While the entertainment system allows the user to focus on his interests, the user may never be exposed to new ideas and ways of thinking. 

It is difficult for the user to breakout of his preference pattern. Once he likes something, it is repeatedly offered to him, and if he dislikes something, he only has to say so once and he never sees it again. This room exists in an economy where the government neglected to protect personal privacy from private industry and an environment where the user losses his true “self,” his own self-reliance, and even his privacy. To afford all of his great technology that exists in the see-what-you-want environment, with the possibility of a long and healthy life, the character had to sell his personal information to the highest bidders.

RELAXING ROOM: IMPLICATIONS

In a social realm, there will be less meaningful interaction between people. The computer will become more important than friends and family. On a broad cultural level, fragmented audiences and cultures will become the norm. Culture will no longer be geographically bound. Culture will be bound only by personal beliefs and preferences.

Designers will continue to have steady work tweaking databases and developing information gathering techniques. Possible elimination of personal choice may be a consequence. Corporations will continue to purchase data concerning habits, living preferences, and personal beliefs to be used to specifically market products to the individual. A probable information overload is in the works. A new method of organizing information will have to come into play.

In the future, corporations may buy the right to advertise to a person without competition. “Bill’s birth has been brought to you by Reebok.” “Phoebe’s life has been sponsored by Proctor and Gamble.” 

HOLOROOM IDENTITY AND INFORMATION 

The character in this scene controls and chooses her environment and the means in which she is interacted with by interface.  Based on her mood, whim, want, or need she can have information and material fashioned for her.

No private information is vulnerable except what the user wishes to divulge and have known about her. The user controls the flow of information in the room.  The designer has become transparent and is the user.  The audience is the actor and the stage is the room. Based on the functions of the room, information can be remembered based on user specifications.  For example, if the user would like to create a scenario in which she can experience a story or interaction in an imaginary world, she can do so.  This is shown in a primitive aspect with her job, which is basically creating scenarios for the Millenium dome project.

However, it must be noted that when she goes out of her environment, in a holographic form or otherwise, she is in the public sphere and therefore any type of information can be picked up on her.  People can go so far as to create holographic models of her and consider how she would react to certain phenomena. 

The user can experience an alternative reality, in a scenario.  Just consider the example of the Star trek Holodeck and get the idea of the power of this contraption. A user can interact fully in such an environment. 

The information that is created in the room, and not in the public sphere (e.g. when at the dome or at the concert), is the users own world and own construct.  It only flows outward at the user’s choice. It is purposed that concerns about the issue of control of data, and data as currency, are only constructs of today’s society and will be a lower level concern in the future.

HOLOROOM: INTERFACE AND INTERACTIVITY

For our room, the interactions are mediated primarily (due to time) through the anime panel, which enables the user to click through various choices, that the L 1 stsm allows.  These choices lead to different environments, actions taken by the user at various times.

The interaction primarily helps the user.  For example she is allowed to holographically travel to a place in the world, e.g. the dome or the concert, wherein she can look around but not physically interact with her surroundings, which may or may be hostile.  The hindrance is this very fact, that when transported, it is not physical.  This issue comes up when she speaks to her hubby guy.  As some point she gives him a kiss.  At this time the interaction is a slight pressure between holographs made possible by the L 1 stsm.

The constraints are largely nil. There is no constraint in terms of matter creation; it is left up to the user what she will do.  As implied earlier in the interaction section, the issue of physicality of distance is not possible. There are no constraints placed on the computer by the government or other agents/creators of the machine. 

The primary conundrum is that this device is not virtual reality, it generates reality, environments and scenarios, which can be interacted with, walked around in.  In that fact lies the danger of not walking out the door the next day.  And what if you could create a life inside the machine; i.e. have a lover, friends.  Suddenly, why does one need to walk out the door?  This brings up the name L 1 stsm, which stands for the Level 1 semi-transpermeable signifier machine. A transition from reality to L 1stsm irreality is necessary such that a human can realize that the interaction is not real, for otherwise they may not.

Regarding user access to data and info, this is based on how much money, the metaphor we employ for value, or how much value the user has in the society in which she works. Rachel is programming the Millennium Dome with scenarios that others can experience life through.  This work is valuable to others; thus she makes money, and thus has access to procure data at high levels. 

HOLOROOM: IMPLICATIONS
Social and cultural consequences of this room, the L 1stsm, are large and far ranging and could take a paper.  In short, people will be able to interact as holographics with anyone, anywhere with the same room, which should be everyone given time, based on Moore's Law, which will continue inexorably.  People also will be given the power to create their own realities.  Therefore, it's like the same issues we have about the web, it will take people away from day to day interaction, but it will give you quite a bit out there when you find out someone on planet X is doing just what you want to be involved in and you can work with them via the L 1 stsm.  I think this machine also takes religion from where it is today and basically puts the human as God and center of the universe.  This is why it is necessary to have indications that a machine is making everything possible.  People will have a sense of humor about themselves, because they will realize that they have finally achieved a level which they had wanted to approach and been writing and pining about with such abandon for so long.   The irony must be apparent that it took an enormous extension of the human and not the human being itself to achieve this level.  But having achieved it, so to does it no longer exist, because it becomes what is next.

The next step will be to be able to "farcast" (teleport)  to other places physically.  The idea of having a ship or something to take oneself somewhere is extraordinarily besides the point of what is simply necessary, material from a to b.  With the ability to clone human beings, the ability to reproduce matter, I do not expect this should be considered impossible or more than a century off.  Surely, people will scoff, I think it's just a matter of where we focus our value and attention.  Oh also one should be able to work inside applications which are themselves environments.  Consider what once was Adobe PhotoShop but in an art studio, working in 3-d, 4-d, animating, etc.  We are probably beyond paint at this point, not that you needed to read this.

