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This workshop is about computer mediation in human communication and action. The
proponents all look at mediation from different angles, but share the view that meaning is what mediation is about. We aim to dig beneath the surface and touch on the
conception, construction, negotiation and evolution of meaning in and of technology,
for producers and consumers, before and after technology is deployed. Mediation and
meaning will thus allow us to discuss how different segments and perspectives in HCI
research can be brought together to give us new insights about how people interact
with technology.	
  	
  
The workshop will start with three discussion scenarios that the proponents will
provide. Meaning conception, for example, will be initially discussed against the
backdrop of participatory design [4, 5], which accounts for what producers (including
owners) and consumers mean when they talk about some specific technology that is
being created. Meaning construction, in turn, is the focus of semiotic engineering [3],
which accounts for how meaning and intent are communicated through technologies
and their interfaces. It involves, once again, producers (namely, designers and
developers) and consumers (namely end-users and/or application developers and tailors). Finally, meaning evolution gives rise to discussions of technology appropriation
and mediation in social activities [1, 2] as well as user-driven technology adaptation
and extension [6]. The interest of the proposed approach to the workshop is that not
only do the three scenarios highlight the dependency between meaning conception,
creation and evolution, but they will also highlight the shapes that meaning negotiation can take. In meaning negotiation, specifically, mediation artifacts and processes
play a fundamental role, both between different groups of people and between people
and technology.	
  	
  
We invite and expect contributions coming from theories, approaches, methods
and empirical studies that focus on computing technology as mediators of human action and activity, that is, that can view HCI as interaction between human beings
through computers. Some other related areas, in addition to the ones already mentioned, include, but are not limited to, computer semiotics, activity theory, metadesign, (micro and macro) cultural adaptation, IT adoption and appropriation.
We propose a one-day workshop based on accepted contributions. We will call for
position paper submissions that address mediated meaning in use and design of com-

puter technology, focusing on HCI theory (or theoretical approaches), methods or
practical aspects (like empirical cases and examples in design or evaluation). They are
reviewed by the organizers and serve as foundation of the workshop. Workshop position papers are published in the official adjunct proceedings. Workshop position papers should have a length of 4 to 6 pages. The workshop website can be found at
http://pit.au.dk/news-events/events/upcoming-events/interact-2015-ws-mediationand-meaning-in-hci/.
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