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Abstract:

With new technologies such as body sensors, tangible interaction, haptics, interactive cloth, or small
computing devices such as mobiles, we can move interaction from the desktop out into the world and
onto our bodies. Likewise, with the boom of computer games, domestic digital technology use, and
social communication tools, we have to consider designing for noninstrumental goals, beyond task
completion. This has been picked up by human-computer interaction researchers in the so-called
third wave of HCI, a movement that aims to design for experiences involving users emotionally, bodily,
and providing for aesthetic experiences. We suggest that learning technologies could pick up on some
of the results from the third wave of HCI, placing body and emotion more centrally into the
communication and construction of knowledge. Designing for bodily interaction, emotional
communication, or aesthetics is not trivial. In design work, a designer can only set the stage for
certain experiences to happen, but in the end, it is the user who coconstructs the experience with or
through the interaction. Based on our experiences of designing for bodily and emotional
communication with others and with yourself, we will posit three postulates that might be helpful in
designing for involving interaction: leaving ’surfaces’ open for users to appropriate, building for users
to recognize themselves socially, emotional or bodily through the interface, and avoiding
reductionism. We also briefly discuss how bodily experiences may be of relevance to learning

technologies.
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Abstract:

Technological advancements in recent years have been accompanied by a notable increase in
research related to conversational child-machine interfaces. The technology has many applications
from entertainment to education. In order to integrate this technology successfully we, however,
need to understand the key differences (if any exist) in how children interact with machines versus
how they interact with humans. Such knowledge could inform the design of more childappropriate
interfaces as well as highlight any distinct characteristics of child-computer interactions that may be
crucial for specific applications. In this paper, we analyze a subset of the Little CHIMP corpus, in which
preschool aged children have a series of conversations with a human moderator and a Wizard-of-Oz
controlled computer character. We first manually transcribed and annotated the data using an
objective audio-visual behavior coding scheme. We next extracted features exemplifying language
and social communication from these transcriptions and annotations and performed statistical
hypothesis tests comparing the child-human and child-computer interactions. Finally, we discuss the

differences between these two dyadic conversations.
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