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Why formalize the role of the user?

Today I want to identify different ways of thinking about 
the role of the user as lenses that you can use to 
understand your design.

Seeing your visualizations from multiple perspectives can 
help your pieces be more successful.



Today

> Audiences: interrogating our lenses.

Group activity: examine an interactive data visualization.

Waves of HCI: affordances and ergonomics, dialogue, 
context.

Something else: games and media for thought.
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Review a data visualization

https://www.theguardian.com/us-news/2022/mar
/13/how-covid-shook-the-us-charts-graphs

● Dominant reading

● Oppositional reading

● Negotiated reading

https://www.theguardian.com/us-news/2022/mar/13/how-covid-shook-the-us-charts-graphs
https://www.theguardian.com/us-news/2022/mar/13/how-covid-shook-the-us-charts-graphs
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Media for thought



Media for thought



Media for thought

https://docs.google.com/file/d/1u-kP_0mEKt85CpPaNnfY3e5_-cwyOrBC/preview


Games

Games as a co-created experience between 
the player and piece of technology / 
designer.



Games

http://www.youtube.com/watch?v=e3NA-aKpgFk&t=30


Recap

What is the user within data visualization?

● A robot which interprets through a mechanical system.

● A conversation with a series of questions for which a series 
of learnings complete a task.

● An entity with thought interpreting the work through a 
series of personal and cultural lenses within a social system.

● A co-creator of meaning, using the work as a way to think 
new thoughts and create sometimes uniquely individual 
experiences.



Recap

What does this mean?

● Make it clear how a data visualization should be used and 
fine tune the mechanisms through which a person 
“mechanically” interacts.

● Think about the flow of a user (user loops) and how we 
support a series of questions or tasks. 

● Critically interrogate the context of this visualization and 
how it may interact with the graphic.

● Create spaces that can be activated by the user to see, feel, 
do, and think new things.
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