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Outline of session

• Brief introduction to HCI as a design and research field
• Hear from you all about what papers you found
• Introduction to value sensitive design



What is a design paper?



What makes a design paper?

What makes a HCI paper?



HCI as a “design” field

“Human–computer interaction is a discipline concerned with the 

design, evaluation and implementation of interactive computing 

systems for human use and with the study of major phenomena 

surrounding them.”

Hewett, et al. 1992. ACM SIGCHI curricula for human-computer 

interaction.



HCI as a “design” field

HCI as a term sometimes gets used to describe the phenomena of humans interacting with computers – 

it’s a thing that people do

But it’s also an interdisciplinary field, that involves “design” in a broadest possible sense….

• HCI researchers study groups of people to understand how technology might support them better, 

drawing out implications or directions for technology design

• HCI researchers study groups of people to understand how technology is currently used by them, 

how they struggle with it, what works well and what doesn’t – drawing out implications for 

(re)designing technology, and developing good or bad practices

• HCI researchers experiment with designing new ways of interacting with or using technologies – 

building novel prototypes with new interaction modes, and giving these to people to test them out

• HCI researchers come up with methods and techniques that enable “non-designers” to input into 

design processes - something we call co-design, or participatory design..



HCI as a field of research

Started off as the intermingling of 

computer science and cognitive science and 

cognitive psychology ….

… then started to draw more on social 

psychology, social science and sociology …

… and now connects many different 

disciplines together

Credit for diagram: Ruth Stalker-Firth, 

2018.



Interdisciplinarity in HCI

John M. Carroll. 2026. Interdisciplinarity 

in HCI: What Happened in Our Big Tent? 

interactions 33, 2 (March - April 2026), 

32–37. 

https://doi.org/10.1145/3796981 

https://doi.org/10.1145/3796981


The “Waves” and “Paradigms” of HCI

First Wave
1970s – 1990s

Expert users in workplaces 

Focused on one-to-one interactions 
between a “user” and a “machine”

Heavily influenced by cognitive 
science and cognitive ergonomics

Lab-based studies

Modelling human behaviour

Bødker, S. 2006. When second wave HCI meets third wave challenges.
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The “Waves” and “Paradigms” of HCI

First Wave
1970s – 1990s

Second Wave 
1990s – 2000s

Third Wave
2000s -

Expert users in workplaces 

Focused on one-to-one interactions 
between a “user” and a “machine”

Heavily influenced by cognitive 
science and cognitive ergonomics

Lab-based studies

Modelling human behaviour

Many users in workplaces 

Focused on groups of people 
working with a range of applications 

to get jobs done

Still a lot of cognitive science, but 
also influence of social psychology 

and ethnography

Human studies in contextual 
settings and understood as 

practices

Technology in homes, in culture, in 
leisure, in everyday settings

Technology no longer just desktop 
computers – different modes of 

interaction, moving between contexts

Focus on understanding experience 
and emotion rather than just usability 

and tasks

More influence of ethnography, 
cultural theories, design research

Bødker, S. 2006. When second wave HCI meets third wave challenges.



Where to find HCI research - SIGCHI

https://sigchi.org/



Where to find HCI research – SIGCHI Conferences



Where to find HCI research – SIGCHI on ACM DL

https://dl.acm.org/sig/sigchi



Where to find HCI research beyond SIGCHI!

https://scholar.google.co.uk/citations?view_op=top_venues&hl=en&vq=eng_humancomputerinteraction



Over to you all …. 2 mins each!

Tell us…

• How did you find exploring the CHI 2026 proceedings?

• Was it challenging, or easy, or … ? …. Finding a paper for you 

and your team mate?

• Tell us about the papers you found for you and your team mate – 

why did you choose them?



Joshua!

For me…

For Coco…



Coco!

For me…

For Joshua…



Jenny!

For me…

For Meryem…



Meryem!

For me…

For Jenny…



Cliodnah!

For me…

For Adam…



Adam!

For me…

For Tianrui…



Tianrui!

For me…

For Evelyn…



Evelyn!

For me…

For Cliodnah…



Jamie!

For me…

For Termeh…



Termeh!

For me…

For Anna…



Anna!

For me…

For Jamie…



Types of research contributions in HCI

7 types of contributions:

Empirical

Artefacts

Methodological

Theoretical

Datasets

Survey

Opinion



What are the contributions of your papers?

Joshua:  Framing Responsible Design of AI for Mental Well-Being   Empirical

Coco:  The AI Memory Gap      Empirical

Jenny:  Filtering the Invisible      Empirical

Meryem:  Does my Chatbot have an agenda?     Empirical / Artefact

Cliodnah: “I Don’t Think RAI Applies to My Model”    Empirical

Adam:  Cocoa        Empirical / Artefact

Tianrui:  PaperTok        Empirical / Artefact

Evelyn:  A shared look       Empirical

Jamie:  The Privacy Paradox of LLMs      Empirical

Termeh:  Seeing, Hearing, and Knowing Together     Empirical

Anna:  The Voice of Endo       Empirical



Break time – 5 mins



Can “things” have values?



Value Sensitive Design (VSD)

“Value Sensitive Design is a theoretically grounded approach to 

the design of technology that accounts for human values in a 

principled and comprehensive manner throughout the design 

process.”



What are values?

“the word “value” refers simply to the economic worth of an object 

[…] we use a broader meaning of the term wherein a value refers 

to what a person or group of people consider important in life.” 
Friedman et al., 2013. Value Sensitive Design and Information Systems

What examples of values can we think of?



What are values?

“the word “value” refers simply to the economic worth of an object 

[…] we use a broader meaning of the term wherein a value refers 

to what a person or group of people consider important in life.” 
Friedman et al., 2013. Value Sensitive Design and Information Systems

Human welfare

Ownership and property

Privacy

Freedom from bias

Universal Usability

Trust

Autonomy

Informed consent

Accountability

Courtesy

Identity

Calmness

Environmental sustainability



What values are “in” a technology?

What are the values of ELM?: https://elm.edina.ac.uk/ 

Privacy

Trust

Accountability

Sharing Resources

Environmental 

Sustainability

https://elm.edina.ac.uk/


Whose values?

Customers

Financial

Regulations

Shareholders
Technology

Standards

Institutional

Responsibilities

Customers

Friends & Family

Designers

Revenue Models

Technologists

NatWest’s Cora Chatbot Agent



Whose values?: tensions and contradictions!

Customers

Financial

Regulations

Shareholders
Technology

Standards

Institutional

Responsibilities

Customers

Friends & Family

Designers

Revenue Models

Technologists

NatWest’s Cora Chatbot Agent



How values get examined in VSD

Conceptual investigations

Empirical investigations

Technical investigations

Who are the direct and indirect stakeholders affected by the design at hand? How 

are different stakeholders affected? What values are implicated? How should we 

engage in trade-offs among competing values in the design, implementation, and 

use of information systems? Should moral have greater weight than, or even trump, 

non-moral values? Desk research, synthesis of prior studies, synthesis of ethical / 
moral frameworks.

How do stakeholders understand individual values in the design context? How do 

they prioritize competing values? How do they prioritize individual values and 

instrumental considerations? Are there differences between espoused practice (what 

people say) compared with actual practice (what people do)? Surveys, 
observations, interviews, workshops. Studies can inform design work, or evaluate 
already existing designs.

How does a given technology support certain values? How do they hinder certain 

values? How can the interactive and underlying architecture of a system be 

(re)designed to support these? Technical experiments, iterative testing, “research 
through design”.



VSD Envisioning Cards

https://vsdesign.org/toolkits/envisioningcards/ 

https://vsdesign.org/toolkits/envisioningcards/


What values matter to you…?

Move into your AIP groups – discuss the following:

What five values should drive your work in AIP?

Are any of these values in tension with one another?



https://designjustice.org/principles-overview



If you have any questions about this week, contact me at : john.vines@ed.ac.uk 

Any questions?

mailto:john.vines@ed.ac.uk


Extra Reading ….



Empirical Research

Studies that give insights about the design and use of 

technologies based on observation and data 

gathering.

“In HCI, empirical contributions arise from a variety of 

sources, including experiments, user tests, field 

observations, interviews, surveys,

focus groups, diaries, ethnographies, sensors, log files, 

and many others.” (p.40)

Contributions are evaluated based on the level of 

insights they provide over prior work (e.g., deepened 

understanding of a user group, studying a novel 

context), and on the soundness of methods of data 

gathering and analysis.
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Artefacts

“Artifacts, often prototypes, include new systems, 

architectures, tools, toolkits, techniques, sketches, 

mockups, and envisionments that reveal new possibilities, 

enable new explorations, facilitate new insights, or 

compel us to consider new possible futures. New 

knowledge is embedded in and manifested by artifacts 

and the supporting materials that describe them.” (p40)

Artefact contributions might be evaluated as part of 

empirical research. But they do not always need to be 

– well documented, justified and described artefacts 

can be a contribution in themselves (see e.g., Gaver 

and Hook for a discussion!)
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Methodological

“Methodological research contributions create new 

knowledge that informs how we carry out our work. 

Such contributions may improve research or practice.” 

(p40)

Contributions that are methodological might help us 

study users of design better systems by, e.g., helping 

us make use of new forms of data, analyse data with 

new tools, help us generate better or more diverse 

ideas, etc.

Usually methodological contributions are evaluated 

based on its usefulness and novelty to other methods, 

and how reproducible or how straightforward to 

adopt it is for others.
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“Methodological research contributions create new 

knowledge that informs how we carry out our work. 

Such contributions may improve research or practice.” 

(p40)

Contributions that are methodological might help us 

study users of design better systems by, e.g., helping 
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Theoretical

“Theoretical research contributions consist of new or 

improved concepts, definitions, models, principles, or 

frameworks. They are vehicles for

thought. Whereas methodological contributions inform 

how we do things, theoretical contributions inform what 

we do, why we do it, and what we expect from it.” 

(p41)

Theories can be descriptive in nature (i.e., they could 

describe how certain groups of users behave with 

certain systems) or predictive (i.e., if you introduce a 

certain design feature this is how people will behave). 

Good theoretical contributions tell us why things 

happen, not just what happens.
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Datasets

“A dataset contribution provides a new

and useful corpus, often accompanied

by an analysis of  its characteristics, for

the benefit of the research community.” (p41)

It’s common to see a dataset be contributed alongside 

a new tool or method of analysis.

Datasets have been historically rare – however, we 

are increasingly seeing research funders pushing 

researchers to publish datasets from their research 

under open access policies, which is increasing their 

presence.

It’s still very rare for a dataset to be a contribution on 

its own though.
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Survey

“Survey research contributions and other meta-analyses 

review and synthesize work done on a research topic 

with the goal of exposing trends and gaps. Survey 

contributions are appropriate after a topic has reached 

a certain level of  maturity.” (p42)

Notably, surveys were very rare in HCI conferences 

and journals until relatively recently – perhaps as they 

field is so diverse, and relatively new.

Surveys are evaluated on how well they analyse and 

organise existing work, and how well their analysis of 

literature reveals insights for new research and design 

work.
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Opinion

Opinion contributions might also be referred to as 

essays or arguments – their purpose tends to be to 

persuade the reader about the arguments the paper 

presents.

These types of contributions tend to tackle emergent 

or complex problems in the field, often drawing on 

ideas and concepts from outside of HCI and bring 

them into contact with challenges in the field of HCI. 

They are very hard papers to write – and just as hard 

to evaluate and review.

Opinion papers get evaluated on the strength of their 

argument – strong arguments typically are those that 

make use of credible evidence, and consider different 

perspectives on the topic.
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What are the contributions of your papers?

Working on your own, choose one of your papers:

Read the introduction, and skim the sections of the rest of the paper:

• How does it motivate the research – what is it responding to? Does it 

refer to a “lack” or “gap” in knowledge?

• How does it convey its “novelty”? 

• How is it structured – what types of sections does it have?

• How does it convey its “contribution”?

• Is there anything unusual about its content based on papers in other 

fields you may have read?
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