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Schedule for today’s class

• Share from A4 (Write a dystopia) (10 min)


• Discussion of reading and lecture on always being on (20 min)


• Group work time to prep for user studies on Thursday! (~50 min)



Black Mirror writers’ room

[Casey Fiesler 2021, tinyurl.com/blackmirrorwritersroom]

Share with the class:
Quickly tell us what your story was about. 
- Is this something you could imagine happening today (or soon)? 
- What’s the underlying social anxiety or ethical issue your story is 
drawing out? 
- How was the experience of writing a dystopia and reflecting on it?

http://tinyurl.com/blackmirrorwritersroom


Tools we used in the past three years to collaborate 
remotely…

What design patterns make them successful? 



How do we design tools for effective remote 
collaboration?



Common ground
Effective communication take place when 
users have some level of common ground.


Common ground refers to the knowledge 
that the users have in common (visibility),  
and the fact that they are aware of what they 
have it in common (awareness).


Recall we discussed self representation 
earlier. “We are different people when we are 
in different spaces.”


[Olson and Olson, 2000]



Common ground
We construct common ground from cues (what we previously know about 
the person, or whatever we know at the moment). The fewer cues we have, 
the harder the work in constructing it, and the more likely misinterpretation 
will occur.


Some examples of cues:  
- gesture 
- facial expression 
- tone of voice 
- situational context (observing who is doing what, what remains to be done)


Can you think of examples of different cues that are supported by 
different tools? How does it affect common ground among users?



Common ground
By sharing cues and establishing common ground,  
we are no longer “socially blind” [Erickson and Kellogg, 2000] in the 
online realm, where we cannot see people face-to-face.

Solid doors that are closed Solid doors that are open



When we don’t want to share all the cues…

Certain cues are more appropriate in some context, but not the 
others…


- Whether you want everyone to see your edit history 


- Whether you want to share all screens with all meeting 
participants


- Whether you want to others in the Slack workspace to see that 
you are chatting with someone privately




Socially translucent systems instead of socially 
transparent systems 

We want to build tools that create windowed doors between users so 
that social rules and cues come into play smoothly.


Example: 
Opaque systems: individual word document 
Translucent systems: Amy is editing  
Transparent systems: Amy is switching between tabs 
                                        and she is messaging others at the same time


Can you think of other examples of socially translucent systems?



“Beyond Being There”
Highly influential paper from CHI ’92


They argue that instead of trying to recreate 
face-to-face all the time, we should instead 
realize the unique properties of digital 
communication and design for them.


What are some benefits of this medium?


social translucence & anonymity


asynchronous communication


multi-channeling/multi-tasking



Summary
Collaboration and communication requires some level of 
common ground.


Common ground can be established by sharing social cues. 


We want to design socially translucent systems, but not socially 
transparent systems.


We should design for the unique properties of digital mediums, 
not try to recreate face-to-face for everything.




Discussion
Are Slack and Zoom socially translucent systems? Do they 
support appropriate levels of transparency?


How might our common ground change in hybrid collaborations? 
What might be some new challenges in hybrid collaborations? 


Is the blurred boundary of work a culture problem or a technology 
problem? Or both?


…



