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1 Introduction

Ubiquitous computing.. little computersevery-
where.. theideacomesfrom Art. Societyhasbheen
benefitingfrom UbiquitousArt for yearsnow. Some-
thing in almostevery ervironmentyou entertodayhas
beendesigned,improved or influencedby an artist.
Look at your clothing—someof it musthave beende-
signedby a fashionartist. Look aroundthe room—
the chairyou sit in, the deskyou sit at, the telephone
you talk on, the pictureframethat surroundsa family
photo,the utensilswe eatand cook with, the jacket of
thebookwe read,automobilespostagestampsthead-
vertisemenbn the backpageof a magazinegventhe
very typefaceof the paperyou’re readingnow. Art en-
hancesandimprovesour aesthetiernvironmentat ev-
ery opportunity—untilwe sit down at a personatom-
putet

Blah!* Somethings notquiteright with theaesthet-
ics of today’s graphicaluseroperatingervironments
andsoftwareapplications As aformally trainedvisual
artist, | wantto learnwhatrole Art andthe artist play
in thecreationof GUI softwarein thepast,presentand
future. My threemainquestionsre:

¢ How have visual artists contributed to existing
usergraphicalinterfaces?

INot always,of coursebut we're goingfor thedramaticbeginning

e What do peoplethink of aesthetican existing
GUI's?

e How canvisualartistsandthedisciplineof visual
arthelpimprovegraphicaluserinterfacesnow and
in thefuture?

I've preparedor this discussiorin thefollowing way:

¢ By readingbooksandarticlesthataddresartistic
aspectof userinterfacedesign. At every oppor
tunity, investigatingiconsasa graphicalelement
of focus.

¢ By speakingwith practicingcommercialartists
who rely on computersoftwareto performtheir
job.

e By completing two related assignmentdfor a
coursein Human-Computeinteractionthis quar
ter, and...

¢ By brainstormingsomepotentialapplicationsof
Art to interface designfor our ‘future contribu-
tions’ section.

2 What role have artists
played?

As astudentindworkerwhoseprimaryresearchwork,
andrecreationatool is accessethroughtheglasspane
of one14” video monitor, | am sensitve to the graph-
ical presentatiorof the software that | interactwith
all day (& all night) long. Someinterfacesappealto
me becausehey feel consistentand are satisfyingto
use. Othersimpressme asuttercrap. In a windowed
GraphicalUser Interface (GUI), there might be sev-
eral functionally equivalenttext—editing programson
the screenat once—eaclhdisplayedwithin a window.
Onewindow mightcontainaneditorwith atacky, awk-
warduserinterface.Anothereditor, visible atthesame
time, might featurea gracefully designed,avesome
userinterface.Fourdifferenteditorsarearrayedoelow:
Assumingheirunderlyingcapabilitiesareequal,l will

Figurel:5 Interfacego the VI Editor
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3 Thefirsticons...

naturallybedrawn to theinterfacethathasgreateraes-
thetic appeal. The GUI operatingervironment fur-
therinfluenceghemy experienceby literally ‘framing’
eachrunningapplicationsinterfaceinto awindow, the
functionsandlimitations of which will vary with each
operatingernvironment—windaevsin X—Windowshave
featureghataredifferentfrom windowsonacomputer
runningMacintoshSysteni/; windowsin OS/2aredis-
playedandmanipulatedifferently from thoseoffered
by Microsoft Windows NT.

How much have these aestheticdifferenceshave
beendeterminedbr influencedby visualartists?If my
decisionto useor purchasea software packagemight
ultimately comedown to ‘how goodit looks; why are
somary feature—richgraphicalapplicationsan artist's
view of chaos?Accordingto Theodomelsonthe‘Art’
we've seenin userinterfacesto datehasbeenart cre-
atedby programmergfor programmers.. andit is not
basedon the sameprinciplesthat seemintuitive and
aestheticallypleasingo endusers. .

On Artistry: Historical accidenthas kept
programmersn control of a field in which
mostof themhave noaptitude:theartisticin-
tegrationof themechanismshey work with.
It is nicethatengineersindprogrammerand
software executives have found a new form
of creatvity in which to find a senseof per
sonalfulfillment. It is just unfortunatethat
they have to inflict theresultson users!!

Whenthe Xerox PARC grouppublishedtheir work on
the Staruserinterface they describedheir attitudeto-
wardstheprocessof userinterfacedevelopments“an
art” It wasgoodto readthatfrom thevery beginning,
andin themostcontrolledresearchervironmentscer
tain issueshave been'scientifically determinedto be
atoss—upwheretheartisticjudgmentof the designers
shouldtake precedenceverresearcldata.

Userinterfacedesignis still anart, nota sci-
ence. Marny times during the Star Design
we were amazedat the depthand subtlety
of userinterfaceissues,even such suppos-
edly straightforvard issuesas consisteng
andsimplicity. Oftenthereis no one“right”
answer Much of thetime thereis no scien-
tific evidenceto supportonealternatve over
anotherjustintuition.'*

Viewing screercapturegrom the Starsystemis notas
easyon the eye as working with someof the graph-
ical interfaceswe have today Given the limitations
of their displayhardware, its pretty goodlooking? A
particularlyinterestingtheorythroughouthe develop-
mentof the ‘desktop’ metaphothasbeentheideathat
the desktopsenesas an extensionof the users short
term memory—ausermight refer to the information
onscreerthesameway they wouldroll their eyesback
into their headand‘glance’ for a bit of informationin
partof their brain.

A well-designeccomputersystemcan actuallyim-
prove the quality of your thinking. In addition,visual
communicatioris oftenmoreefficientthanlinearcom-
munication:“a pictureis worth a thousandwords? 4
The Xerox engineersbbsenationthatvisualinforma-
tion is communicatedjuickly comesasno surpriseto
visual artists. I've readseveral anecdoteselatingthe
first thing programmerslid whenthey connecteatom-
putersto videomonitors—thg merelyrecreatedtele-
type printer on screenwith all of its quirks and lim-
itations! In promotingthe useof a visible interface,
the Stargrouprepeateda pictureis worth athousand
words, which wasprobablyanappropriatauseof the
cliché. | would addto this thatthose'words’will vary
accordingto how well the interfaceis designed. A
goodyvisible interfacewill be worth athousandvords
of poetry or well written prose. The thousandvords
worth expressedy a crummyinterfacemightbemore
like graffiti on a bathroomwall or cursingsomeone
out—definitelythekind of ‘noise’ anenduserwill take
painsto avoid.

3 The first Icons. ..

They chosetheir pictureswell... well, scientifically
The iconsthat were eventuallyincludedwith the Star
Office Workstationwerecarefullyengineeredb berec-
ognizedquickly by the greateswariety of users.. In
fact, “the [overall] designeffort took more than six
years.. The actual implementationinvolved from
20 to eventually 45 programmers..” 1 The ‘icon de-
signers’mentionno aestheticconsiderationsvhatso-
ever in their drawing, testing,or selectingof iconsto
beincludedin the Star System. Still, thesewere the
bestgraphicaluserinterfaceicons ever developed—

2For abunchof engineersrying to draw. .. snicler ")
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4 Whatdo artiststhink of aestheticén existing interfaces?

they were the only ones. Today hundredsof addi-
tional icons have beentried in graphicalapplications
to representhe sameobjectsand functions. Many
of the preferrediconsin usetodaybearsomeresem-
blanceto their ancestraStarbitmaps. Therole of the

Figure2: Original Xerox Starlcons

visual artistin modernuserinterfacedesignis always
increasing.Teamsworking onbig GUI projectsareex-

pectedto includeanartiston the designteamfrom the
very beginning. Too mary timesin the past,the vi-

sualartisthasnot hiredto help designa userinterface
until a conflictariseswithin a designteam.Whensoft-
wareis designedoy a committee,andan internaldis-
agreemenarisesover how somegraphicalelementof

anapplicationshouldbeimplementedgraphicalrtists
are“. ..often treatedas ‘firefighters'—calleduponin

anemegeng to repairdisastersiot of their own mak-
ing, underseveretime constraint$.1® Obviously, thisis
not giving endusershe benefitof aninterfacethathas
beenvisually concevedfrom dayone.Expertssuchas
Bruce Tognazziniof Apple Computerhighly recom-
mendthatat leastonevisual artist participatein every
userinterfacedesignprojectfrom the outset:

Graphic designersshould be broughtin at
the beginning of a project, not the end; un-
til the restof the teamseesthe designerin
action, they will not think visually. Those
of uswho lack the talentto draw have long
sincelearnedto avoid comingup with ideas
thatrequiredrawing! Oncehaving beenex-
posedpeoplewill startthinking visuallyand
will getthehabitof doingquick place-holder
graphics,to be worked up andworked over
by thegraphicdesignetateron.'®

At the sametime thatthereis an effort on the part of
otherteammemberdo participateactively in thevisual
design,graphicartistsshouldbrushup on the cogni-
tive psychologyresearchthathasbeendoneon vision,
iconsandrecognition,symbols.andsemiotics.

4 What do artists think of
aesthetics in existing
interfaces?

Most artistsdon't think aboutuserinterfaces,unless
they areinvolvedin designingone. At leastthat’s the
impressionl got from speakingwith a teamof com-
mercialartistsat Creatve MarketingDirections,anad-
vertising ageny in San Diego, California® When |
asled themwhat they would improve aboutthe user
interfacesthey interactwith all day long, their first
andunanimouseply was‘bigger, non-glaremonitors.
Many of the items at the top of their wish-list were
hardware-related. Other top-priority items included
ergonomic keyboardsand increasedcolor depth for
somemachines. Theserequestscome from experi-
encedartistswho log long hoursof imageeditingand
performgraphicdocumentayouton state—of-the—att
Macintoshequipment. Amit Shamis,aninternin ac-
counting,wantedthe firm’'s one IBM-DOS systemto
displaya menuof availablesoftwareat boot—up.

Whenour corversatiorfocusedon the actualgraph-
ical userinterfaces,threepoints camethroughas ar
easof concernwith theseartists: AndreaFranlkeiwicz,
a Creatve ServicesManagerfor the ageny, wants
betterdocumentationywhich goesbeyond the cursory
‘getting started’ sectionto provide tips on advanced
useof an GUI applicationssuchas Quark Expressor
Photoshopand covershow to make relatedprograms
work together For example,creatingone adwertising
brochuremightlink elementgreatedn FreehandPho-
toshop,Microsoft Word, and Quark. Additional soft-
waremustbeusedto compressheresultingbinaryfile
andoutputit ataservicebureau.

PaulBillimoria wantsall of hisrelatedfilesfrom dif-
ferentapplicationsautomaticallycreatedn andsaved
to a ‘projectfolder’ Thiswould save him thetime and
hassleof locatingthesedocumentsnanually Thisidea
drew ravesfrom his coworkers. Finally, we discussed
error messageswhich we all agreedare hopelessly
cryptic in DOS and are still not informative enough
on Macintosh.| gotthe feelingthatthesesmartusers
couldtake somestepsto preventtheir computersrom
locking up or crashingjf only theinterfacewould give
them somekind of feedbackaboutwhy it was stop-

Sstateof theart is thetermthat causedhe mostfalsedropsduring
my earlyonlineresearchor thistopic: art anduserinterface.
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6 TheArtist-Programmebichotomy

ping. Ann Lewin, alsoin Creatie Servicessuggested 6 The Artist—Pr ogrammer

that the computersbe outfitted with the equivalentof
anautomobiles dashboardvarninglights—something
thatcantell auserabouta problembeforeit arrivesby
surprise

My visit to Creative Marketing Directionstaughtme
thatthereis someminimumlevel of hardwareandsite
quality that are more importantto the userthan the
softwareinterface. If one hasto squintall afternoon
becausesunis streaminginto the office and onto the
monitor, thatuseris literally in no positionto discuss
thefiner aesthetiampactof their software’s interface.
Physicalcomfort and compatibility mustbe achieved
before an interface can be evaluated. | expecteda
groupof working artiststo have anumberof ‘aesthetic
peevres’ abouttheir mission—criticaluserinterfaces. .
| waswrong. Instead heardtalesof frustrationalmost
identicalto thosel hearamongusersn theGSLISLab.
Maybeinterfaceaestheticgrenot on anybody’s mind
in sucha consciousvay.

5 What do HCI experts think
of aesthetics in existing
interfaces?

If the artistsarent thinking aboutit yet,* Whois? In
the literatureof graphicaluserinterfacedesign,Opin-
ions on good—lookingGUI’s rangedfrom enthusiasm
to resignedacceptance.Bruce Tognazzini,living up
to his job title of ‘User Interface Evangelist, tackles
the aesthetidesignof interfaceswith the attitudethat
“We, asdesignersarenot simply assemblinglialogu-
ing systemsywe arebuilding worlds, carefully crafted
virtual realities, in which userswill live and work.”
16 A userwould probablyenjoy working all day ‘in’
an interface designedwith sucha senseof responsi-
bility andenthusiasm—especiallbomparedo work-
ing in an ernvironmentconstructedrom the following
point—of—viawv, in which the authorsoundslike he is
stubbornlygiving in to the conceptof anaesthetically
pleasingnterface:“Now thetechnologie®f computer
display systemshave improved, andthe userpopula-
tion hasexpandedo suchan extentthatit is now ad-
visableto include‘attractvenessasatool for improv-
ing usageof informationsystems.!8 Perhapshis point
of view stemdrom theancientfeudbetweerprogram-
mersandartists.

Dichotomy

The explanationwas simple: computerscientistsand
graphicdesignershave differentpriorities. Computer
scientistssaluethe programandhow it works; graphic
designersaluethe pictureandhow it looks 2

Individuals involved in interface designrecognize
a dichotomy betweenprogrammersand graphic de-
signers. As membersof a designteam, the two dis-
ciplinesoften have seeminglyoppositepriorities—the
programmemvantsto getthe darnedthing to compile,
anddoesnt giveahootabouthow it looksyet. Thepro-
grammeris willing to stay extra hoursuntil the code
is working well. The graphicartist will stay up late
trying to achieve a harmoniouslayout of graphicel-
ements,but it doesnt matterwhich featuresare and
arent compiling—noneof it will be any goodif the
usercant interactwith it on the screen(or tablet, or
kiosk, or wherever).® Whatthe two teammembersof-
tenforgetis thatthey areunitedin thecommoncauseof
deliveringanefficient, speed—optimizedasyto learn—
and—-usesoftware packageo a groupof users.Those
endusersprobablydon’t carewhetheror not the pro-
gramworks becausehe codeis sowell written or be-
causehe graphicalelementsare sowell thoughout—
aslong asit workswell.

The artistandthe programmearetheyin andyang
of interfacecreation. They constantlyspinagainstone
anotheybut theresultis a happy balancebetweerform
and function. Artists of GUI (if thereare ary, yet)
needthe work of geniusprogrammerso supportand
give meaningto their art. Geniusprogrammersieed
communicatre graphicartistswho caninterpret tech-
nically brilliant ideasand translatetheminto recog-
nizableiconsand other GUI elementsso that a non—
technicauserbasecanappreciat¢andpurchasejhem.
Programmerandinterfaceartistshave a symbioticre-
lationship:they needoneanother

7 Contemporar y Icons?

To getanideaof whataestheticonsiderationgo into
the designingof a present-dayicon, | consultedthe
SoftwareDevelopmenKit (SDK) documentatioffior a
numberof operatingervironments. Surprisingly two
of the newest SDK’s offered little or no advice for

art-and-the-useimterfacetex
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8 Futuredirectionsfor Art andinterface.. .

creatingicons. Thesewerethe MicrosoftWn32 Soft-
ware DevelopmenKit Final Releasg\ersion 3.1, and
the IBM 0OS/22.1 ProfessionalDevelopers Kit from

March, 1993. The two kits, for writing Windows NT

andIBM OS/2programspfferedtechnicalchapterson

codingicons, but no discussionof how or why they

shouldbe used. The style Guide for the OpenLook
GUI ervironmentfor UNIX adviseghatfinal versions
of all iconsshouldbe dravn by a professionahrtist.

TheOpenLook StyleGuidelinesaskdeveloperdo per

form a sortof ‘ico—analysis. Whentheiconscreated
for anapplicationn theOpenLook GUI meet(or don't

meet) certain criteria, the developershould consider
optionssuchascombiningor separatinggrogramsge-
signingan entire‘family’ of visually relatedicons, or

incorporatinganimationinto their icon design?® In

their own versionof a SDK for Microsoft Windows,

Borland hasthe good senseto devote aboutone—half
of a pageto icon designissues.They askthe software
designer/programméo answerthreequestiondefore
designinganicon for ary Microsoft Windows applica-
tion:

¢ Whatshouldtheiconrepresento theuser?

¢ Is your designsimple enoughto fit into a 32x32
or 32x16pixel area?

e Will the icon look good no matter what back-
groundthe userchooseso displayit on?®

Fromthe SDK documentatiomhatl couldgetahold of

for this paper* verylittle guidancefor aestheticlesign
was offered. Borlanddevoted a half-pageto the aes-
theticconsiderationsf icon creation.Theprinteddoc-
umentatiorfor the Borland SDK weighsaboutfifteen
pounds!“lconsin EverydayLife,” a paperby William

andSusanNood,notesthatevenwhenspecificgraphic
role-modelareprovided,todaysdeveloperdisregard
the carefully consideredguidelinesin favor of their
own. The Macintoshinterfaceguidelinesoffer artists
somesimple‘meta-icons, on which to basetheir own
designs. Although somedesignershave adheredto
the framavork, mary more have strayed. Hereis the
table presentedy the Woods?° Other aestheticcon-
siderationsfor eachoperatingervironmentwere also
omittedfrom theirrespectire documentation—antthis

4NeXTStep(drool!), MacintoshSystem7, otherswerent available
tome.

Figure3: Macintoshlicon Style Guide

madesomethingclear Whendesigningthe visualin-
terfacefor a softwareapplicationin an operatingsys-
tem or ervironment,the designeris restrictedby the
standardgraphicelementf that system. While cus-
tom codecould probablybe written to supportalmost
ary visualfeature,it is muchquickerto simply ‘settle
for’ thegraphicelementsr ‘widgets’ alreadyprovided
by the SDK author

The lack of aesthetioguidancefor software devel-
opmentwas evident during a fun exercisein which
our HCI classvisited a Macintoshcomputerlab and
playedwith sharevare software. In the courseof an
hour, we sampleddozensof home madeand semi—
professionasoftwarecreationsWhile those'constant’
graphicalelementsof the operatingsystemwere usu-
ally visible in eachdesign—scrolbars,menubars,ti-
tle bars, etc.; other interface elementswere all over
themap. Someiconswereway out of proportionwith
the others—aghoughthey hadbeenstolenfrom their
X—-Windows siblings. Otherapplicationshadelements
onthescreerthatweredravn in shaded3-D perspec-
tive with the imaginedlight sourcecoming from the
upperleft, while othersput the imaginedlight source
elsavhere(like from the bottomright!). To really see
thingspop on your eyes, try runningtwo applications
likethatsideby sideandstaringatthemfor afew min-
utes. Otheramusingaesthetiaddesignsincludedself—
defeatingforegroundtext—backgrounaolor combina-
tionsthatwereunreadableand‘illustrated’ adventure
gamewith animatedllustrationsthatrangedrom ‘in-
teresting’'to downrightugly. Visualartistseverywhere
shouldperform somecommunityserviceby hooking
up with alocal sharevareauthorandhelpingthemre-
think their GUI's.

8 Future directions for Art and
Interface. ..

Visual artistsandthe field of Visual Art have alot to
offer to the designof graphicaluserinterfaces. Here
arefive contritutionsthatvisual artistscanmake now
andin thenearfuture...

art-and-the-useimterfacetex
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8 Futuredirectionsfor Art andinterface.. .

8.1 Document and Standardize
Visual Interface Elements Across
Platforms. ..

At present,various software developmentguidelines
offer little or no instructionfor creatingan artistically
integrateduserervironment. Instead they rely onthe
built-in elementsf the interfaceandadviseprogram-
mers: ‘hire a professionahrtistto designyour graph-
ical features. Researclton the way peopleprocessvi-
sualinformationis conductedn multiplefields,includ-
ing Art, Medicine, and Psychology Someoneneeds
to compilethis knowledgeinto guidelinesthatcanbe
used by working artists and programmersdesigning
GUI software for every platform. Imaginethe trou-
ble developersmustfacetoday whenthey attemptto
port a programfrom oneoperatingsystemto another
Becauseeachoperatingsystemis basedon entirely
different graphicalstandardsthereis little common
groundanddesignersareforcedto eithercompromise
their original programor spendlong hoursrecreating
the featuresof one operatingsystemin another Con-
siderthebenefitfor usersandprogrammerslike if we
couldhave standardizeitonsacrossGUI’s...

Figure4: Variationson the international'l’ for Infor-
mationlcon

Standardized Icons Many computer operating
systemgperformsimilar functionson similar objects—
auserof command-liné/ax,UNIX, DOS;or graphical
X-Windows, Open—-VMS MS—-Windows, andMacin-
toshwill still ‘copy’ files, ‘delete’ files, create'direc-
tories’ or ‘folders; andconnectto othermachineson
a network using invisible protocols. Why not settle
on somewell-designed standadizediconsto repre-
senttheseobjectsandactionsin all graphicalenviron-
ments?

A majorforcethatopposesry effort to stan-
dardizemary computericons is the desire
of mary developersto be unique. Every de-
signerwantshis applicationto standout,and
quite frankly, it is morefun to designa spe-
cial setof iconswithouttrying to imitate oth-
ers. Often a compaly wantsto reflectits

corporatelogo in its icons. Therehasalso
beenan effort by somecreatve designerso
copyright striking andinnovative glyphs. It
is theuserwho suffersmostfrom thelack of
conformity on individual computersaandbe-
tweencomputersystems?’

Standardizatiorworks in airports, train stations,and
on traffic signsall over the United StatesandEurope.
Maybedesignerslon't understanthebenefitthatsuch
standardizatiorcould have for users-especiallythose
who mustwork with morethanoneapplicationor op-

eratingsystem.If the manufctureravon’t agree per

hapsthe artistscan.

8.2 New Perspectives On GUI

Onerole of theartistis to shav theaudiencesomething
familiarin anew light... MarcelDuchampdid this by
puttingthingslike snav shovels, bottleracks,anduri-
nalson pedestaln artgalleries.JohnCagedid this by
composingieceof musicwhichrequiredanaudience
listento the soundsof silence(anditself) in an audi-
torium for four minutes. While few consumergoday
hangurinalson their walls or buy CD’s with no music
onthem,the Art thatthey do purchaseen—masses in-
fluencedby thework of cuttingedgeartists—whacon-
stantly reinvent and reinterprettheir world. As more
andmoreof uswork in aworld wherepeoplecommu-
nicatethroughcomputeinterfaceswewill needsome-
oneto helprecreatghatwork—ervironmentfrom time
to time, lestit becomeso predictablethat our quality
of work (productivity, in buzz—termspeginsto wane.
Thevisualartistwill beanidealcontributorto thison-
goingre—creatiorandre—thinkingof existingvisualin-
terfaces.

For anideaof whatl meanaboutre-thinkingthein-
terface,considerBrendalaurel’s book entitled Com-
puters as Theate, which startsby discardingmost
of our assumptionsbouthuman-computeinteraction
andreplacingthemwith conceptsandideasborroved
from the theatre!® Will HCI professionalsuy this?
| haven't seenaryone adoptit outright, but with the
increasingdevelopmentin multimediaand virtual re-
ality, Laurel’s viewpoint presentedherecould be a big
influenceon the developers.They might evenadopta
new. ..

art-and-the-useimterfacetex 7
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8 Futuredirectionsfor Art andinterface.. .

8.3 Design Process

From taking an HCI course,readingarticles, books,
andSDK documentatiomnuserinterfacedesign| see
that‘good’ userinterfacedesignsbegin with research
into userstheir tasks,andthe featuresto be included
in the software; they endwith an attemptto integrate
scientifically—chosenserinterfaceelementswithin an
artfully crafted,commerciallyappealingpackage.An
artist createsin the oppositedirection—fromthe in-
side out. An artist createsa work, basedon some-
thing inside—anintuition, a feeling, belief, purpose,
an inside senseaboutthe world aroundthem. After
theartisthas'finished’ awork, viewersandcritics will
evaluateit. Dependingon thetypeof Art it is, it may
or may not be revised andimproved. A motion pic-
ture crew canshoota sceneyiew andevaluateit, and
redothewholethingif neededOtherworksof artcan
not be repeated—adoni Mitchell the folk singertells
memberf heraudiencevho requessheplay certain
songs: “l wonderlf anyone ever asked Van Gogh—
‘Hey, paint Starry Night again,man!” By analyzing
‘successfulworksof art, patternor elementghatpre-
dict repeatablesuccessanbe derived and appliedto
future work, without violating the artistic integrity of
existing work.

The integration of software can not be
achieved by committee whereeveryonehas
to put in their own addition... It mustbe
controlledby dictatorialartistswith full say
onthefinal cut.*!

The connectiorbetweenthe artist’s inside—outdesign
processandthe committee$ outside—inprocesscould
bemadeby anindividualassignedhetaskof ‘aesthetic
integration’ for a project. It neednot be a ‘dictatorial
artist, butideally a persorwho cameup with the orig-
inal inspirationfor the projector someoneavho shares
wholeheartedlyin this motivation. Inside—outdesign
may be usedto augmenexisting softwaredesignprac-
tices. Contestsaregreattoolsto getartistsworking on
something.Imaginethe fun andideasa software de-
signteamcould generateéby sponsoringa designcon-
testfor thevisible elementof theirinterface.

8.4 Healthy Competition

The Museumof Modern Art shouldoffer awardsfor
excellenceof userinterface.DonaldNorman,authorof

TheDesignof EverydayThings sayshedreadsheday
theseawardsarehandedbut,'? but | think it would be
astepin theright direction.It would validateinterface
aestheticgo designersgive theman addedincentive
to consultwith an artistbeforecreatingan application
for avisible interface. Ben Shneidermanencourages
his studentgo designandtry out competitionsamong
userinterfaces®® If authorsand manufcturersknow
that the aestheticvalue of their productwill be eval-
uatedby a panelof expertsandreportedto potential
usersthey will beforcedto make improvements.We
will alsoseethatimprovementvhentoday'scomputer
orientedpublicationsthat write reviews and compar
isons of hardware and software add an ‘artistry’ or
‘aestheticintegration’ factorto their testingand eval-
uationarticles.

8.5 Creating the lllusion of
Consistenc y in GUI Software. ..

JonatharGrudinhasobsenedthatsometimeshe most
‘intuitive’ or seeminglyconsistenbehaior for anin-
terfaceactuallyviolatesthe patternof continuityestab-
lished by the programs designers.“. .. the ‘incon-
sistent’interfacechoicesdescribeckarlierareso natu-
rally moldedto theusers'tasksthatuseranaynoteven
notice the inconsisteny.” ® Designteamsneedsome-
oneto be an adwcatefor the user someonevho will
continuallydiscourag@rogrammerfom representing
programfeaturegto the userin technicalterms. A vi-
sualartistis theideal candidatdor this position.

Artistic manipulationcanbe madein aninterfaceto
createtheillusion of consisteng- Art on papercancre-
atetheillusion of depthwhenthereis none.Art in an-
imationcreategheillusion of movementwhenthereis
none.VisualArt in generatreatesheillusion of visual
harmory (or discord)within anarrav time frame—-and
doesit well. If userinterfacedesignersand canper
suadeartiststo apply theseelusive talentsto the user
interface, programmersvould be ableto incorporate
unigueandpowerful featuresnto theirapplicationand
userswvouldstill gainthespeedandeaseof learningas-
sociatedwith consistentinterfaces—becausa visual
artistwould beinvolvedin the projectto helpassurea
consistentook andfeel.
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Theway I’ ve beenhypingvisualartiststhroughouthis
paper you might think that all you needto createa
top—notchgraphicaluserinterfaceis atop notchvisual
artist. To tell you the truth... | don't think it works
thatway. Visual Art hasbeenan obvious elementfor
considerationn userinterfacedesignsincethe intro-
ductionof thefirst GUI, yet artistsarestill viewed as
an ‘outside consultant'to a teamof (moreimportant)
programmers. What we really needis betterunder
standingacceptancegndcooperatioramongthe vari-
ousdisciplineghatcontributeto GUI designjncluding
Visual Art. ScottKim ervisionsa sort of ‘Interdisci-
plinary Ambassado® who canbring togetherexperts
from diversedisciplinesand help them pool their re-
sourcedo createresultsgreaterthanary othercombi-
nationor individual couldachieve:

Inter disciplinar y Conclusion

Togethera graphicdesigneranda program-
mer can create somethingmuch stronger
thaneitheronecouldcreatealone?®

Visual Art hasbeena field of study for hundredsof

years.Human—Computdnteractionis ababyby com-

parison. Why reinvent the wheel? Developersof to-

day’sandtomorronv’s GraphicalUserlnterfacesshould
standatopthe mountainof knowledgeandexperience
offeredby thefield of VisualArt, andcontinueto climb

from there.
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i’d rathergeta badgradefor an honestJate
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