Anthropomorphic Design
· Creating anthropomorphic forms, which are non-living objects that reflect human-like qualities

· Includes physical characteristics (like of shape and size), but also qualities of behavior and interaction.
· People attribute human qualities to toys, products, and machines, and they design toys, products, and machines to enhance this process. Our anthropomorphic perceptions and ideas influence how we interact with animals, robots, and products-- how much we like them, how much we trust them, and how much we rely on them.
Why do we anthropomorphize? 

1) Familiarity thesis. The familiarity thesis states that we anthropomorphize because it allows us to explain things we do not understand in terms that we do understand, and what we understand best is ourselves.

2) Comfort Thesis. We anthropomorphize because we are uncomfortable with things that are not like us and “making” things be like us reduces that discomfort. 
3) Best-Bet Thesis. The best-bet thesis is a cognitive and game-theoretic approach to anthropomorphism. The best-bet thesis states “in the face of chronic uncertainty about the nature of the world, guessing that some thing or event is humanlike or has a human cause constitutes a good bet… if we are right we gain much … if we are wrong, we usually lose little” 
4) Social Thesis. Anthropomorphism is not neutral but is in fact value laden and defines our interaction with the environment, it reflects values and possesses the potential for social consequence.

5) Object subject interchangeability.  People attribute meaning to other people and objects in the construction, adaptation, and maintenance of the self. Anthropomorphism may be used to attribute a human-like quality to an object that has particular salience in defining who we are individually or culturally. 
6) Phenomenological intersubjectivity. Anthropomorphism is a reflection of how we experience and order the world. This concept argues we experience objects that seem to be animated by human consciousness and will, causing the distinction between self and other to be blurred, and that anthropomorphism is a response to such objects in order to make sense of them. 
7) Command and Control. People anthropomorphize objects so that they can organize them, “the collector reigns as an absolute sovereign…” Anthropomorphism is used to explain relationships with and exert authority over objects.

What kinds of attributes do we need to anthropomorphize?
1) Having a human face. Infants are born with a tendency to attend to symmetric, top down shapes. Over time, faces acquire emotional and social significance. 
2) Physical appearance and social behavior. Other humanlike features, such as having a head, arms, or legs, increases anthropomorphism, especially when accompanied by "social" movements such as turning the head toward a person. 

3) Social context cues. Like names- Max, Wendy, and Larry are more likely to be anthropomorphized than Patches and Flip. (see video on social movement of shapes- http://anthropomorphism.org/img/heider%20quicktime%20www.mov)
4) Social interaction. Because it involves a mental model in which the nonhuman is thought to have human attributes, we may blame the animal or object for a mistake, thinking it intended to act as it did. Instead of thinking intellectually about what, for example, a biological or computer program, we focus on what the animal or object is doing and make attributions as we do with people.

5) Relationships and possession. A personal relationship with something or someone involves an emotional bond and a feeling there is less difference between them and us. This response, sometimes called "identification," can make us prone to anthropomorphistic explanations. We might expect that our own cherished friend, pet, or product will be excused from any foibles and given credit for success.

6) Personality. People perceive animals to have personality traits, and we often attach traits to animals and objects when their behavior matches our stereotypes of these traits in people. This helps us predict behavior and form expectations

7) Familiarity. Just like as we get to know people we estimate their knowledge, people estimate the knowledge of robots, using information gleaned from their appearance or from information we have about them.
Four primary uses of anthropomorphic form

1) Keeping things the same. Some products have utilized an anthropomorphic form for so long that they are defined by it and an anthropomorphic form becomes a convention for a class of products. Changing it might cause substantial confusion about the identity, function, or purpose of the product.
2) Explaining the unknown. Anthropomorphism provides a designer with a way to describe the purpose and functioning of products with new functions or technologies. 
3) Reflecting product attributes. Some products use anthropomorphic form to structure our relationship and interaction with the product based upon how a product operates. This provides the designer with a way to direct the experience with the product.
4) Projecting human values. Some products use anthropomorphic form as a manner of expressing (personal, social, or cultural) values related to the product or the activities the product supports. 

Examples:
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Anthropomorphic Inca Vase
[image: image5.png]


 

[image: image2.png]



Anthropomorphic Mac start-up icons

[image: image6.png]


[image: image3.png]



Anthropomorphic Koziol Scrubber

Resources

1) Website: http://anthropomorphism.org/
2) Website: http://robotic.media.mit.edu/
3) Website: http://www.wjh.harvard.edu/~morewedg/
4) Paper: From Seduction to Fulfillment: The Use of Anthropomorphic Form in Design (Carl DiSalvo and Francine Gemperle)

5) Paper: Imitating the Human Form: Four Kinds of Anthropomorphic Form (Carl DiSalvo, Francine Gemperle, Jodi Forlizzi)

6) Website: http://robonaut.jsc.nasa.gov/
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Anthropomorphic perfume bottle and vases
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Volkswagen Beetle and Dodge Ram Truck








�


Anthropomorphic Asimo Robot 


built by the Honda Corporation











