What are autographic visualizations?
The term refers to things that create a record or trace of something that’s
happened to them—how they are used by people, or how something in the
surrounding environment affects them (they are forms of indexical visualization,
if Peircean semiotics is your thing). Sometimes the trace is accidental or
incidental, or solely a side-effect of a property of the materials. But it can be
designed intentionally, and perhaps can reveal patterns which would otherwise
be invisible.
Our Design for Environments students have taken this prompt as a starting
point and created a wide range of interactive projects which build on and
expand the idea, addressing everything from physicalizing a person’s heartbeat
through ferrofluid, to a VR physicalization of race and privilege. We have
sonification of sunsets, new kinds of educational building blocks, ways to
experience laughter, 3D printing as a real-time visualization of a humanmachine conversation, synchronized breathing, a physicalization of the thread
of a conversation, and design fiction extrapolating from your digital traces.
Lean, M. (2019). Designing the Affective Material Palette. Using materials to explore the
experience of systems and technologies designed to aid behaviour change, The Design
Journal, 22:sup1, 2177-2178.
Lockton, D., Ricketts, D., Aditya Chowdhury, S., Lee, C.H. (2017). ‘Exploring Qualitative
Displays and Interfaces’. CHI EA ’17: ACM CHI Conference on Human Factors in
Computing Systems, Denver, Colorado, 6-11 May 2017. Extended Abstracts, 1844-1852.
Offenhuber, D. (2020). Data by Proxy — Material Traces as Autographic Visualizations.
IEEE Transactions on Visualization and Computer Graphics, vol. 26, no. 1, pp. 98-108.

Students: Davis Dunaway, Vicky Zhou, Nick Marotta. Amber Lee, Danny Cho,
Connor McGaffin, Matt Nam, Jason Zhu, Sabrina Zhai. Miranda Luong, Meijie
Hu (all Design), and Gautham Sajith (HCII)
Instructor: Dan Lockton, danlockton@cmu.edu
environments.imaginari.es

Autographic
Visualizations

Exhibition: March 5, 2020

Sabrina Zhai, Miranda Luong, and Meijie Hu
Synchronized Breathing
Breathing is generally an innate bodily motion; our bodies may breathe, but
our minds rarely place thought into the action. Drawing inspiration from
the experiences felt by a person when lying their head on another person’s
chest, we magnify the motion of breathing by bringing this normally isolated
experience into a collaborative space. Through this breathing exercise, we hope
to bring about moments of synchronized breathing between partners and incite
people’s exploration into their breathing motions.
Jason Zhu
Heartbeats
I’m addressing how we might physicalize a person’s heartbeat by exploring the
properties of ferrofluid and electromagnetism. The aim is to create an experience
that enables people to better understand a previously invisible phenomenon.
Gautham Sajith
The Color Line
Scenes from the first half of the semester, including our
workshop with Marion Lean (RCA) on data materialization
Thanks to everyone who’s helped with the projects and the
exhibition in different ways, including Dina El-Zanfaly, Temple
Rea, Josiah Stadelmeier, Tammar Zea-Wolfson, and the FrankRatchye STUDIO for Creative Inquiry.

I’m addressing the topics of race and privilege, an often-invisible phenomenon
(especially for those in positions of privilege) which is physicalized through the
Color Line activity. Through exploring the properties of a shared digital answer
database, and a virtual reality visualization, the aim is to arrive at an experience
which physicalizes the Color Line activity and allows people to embody the
emotional and moving effects of the activity even in cases when they may not
be able to be in a shared room with that many people.

Danny Cho
Arachne
I’m addressing the topic of conversation dynamics. Through exploring the
properties of thread and voice recognition via an Arduino, the aim is to arrive
at an experience that encourages the audience to reflect on their behaviors in a
conversation, and savor it even after the actual conversation, in physical form.
Connor McGaffin
Contractions of the Diaphragm
I’m addressing the topic of laughter through exploring the properties of an
isolated moment of lighthearted surprise. The aim is to arrive at an experience
where people contextualize their own laughter among a collection of other
people’s to see the beauty of laughter more objectively.
Matt Nam
Digital Traces
I’m addressing the topic of how digital traces become the source of generating
algorithms to match users to advertisers on social media platforms. This process
creates a representation of the computational inferences regarding my values
and societal forces that nudge my decision making. Taking a list of advertisers
on Facebook, I began to create fad artifacts based on the different products and
services of companies in order to visualize my values into a novel form that
speaks a new design language. These fad products are generated representations
of me because social practices such as engaging in the use of products are
reflections of social norms, helping us to gain insight into a person’s profiles.

Davis Dunaway and Vicky Zhou
Human Vase
We are addressing human and computer conversation, through exploring
the properties of physical artifacts representative of “human-ness” within
conversations. Specifically, we want to explore this by having two humans
watch a 3-D live print, which will reflect the level of “right” and wrong. The aim
is to arrive at an experience that sparks conversation, and makes us wonder
where the future of human conversation lies, and where do automated bots play
into this, if at all?
Amber Lee
Sound of the Sky
I’m addressing audibly supported visuals by deriving sounds from images
through software and human interpretation. With the aid of image-reading
software, sounds can be generated by scanning images (linearly) to detect
patterns in lightness and darkness. However, software lacks the human ability
to interpret colors (and their transitive emotions). To address this gap, the
software-generated sounds are matched with harmonies from a color-coded key
derived from human interpretation. The sounds and crowdsourced images will
be paired for viewers to experience as if hearing the images themselves.
Nick Marotta
A Window Into Child’s Play
I’m addressing participation and collaboration in children’s play through
exploring the properties of play blocks. The aim is to arrive at an environment
that glanceably communicates the dynamics between children, giving adults and
playworkers access into the complex social dynamics at play and the ability to
address them more tangibly.

