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AHTpOHOHOFH‘IeCKI/Ie ACIIEKTbI I/IH(l)OpMa]_[I/IOHHbIX TEeXHOJIOTHii

1. Texnonorusi. KorautusHblie apredakTbl

TexHONOTHsI KaK pacuIMpeHre CIOCOOHOCTEN YeTIOBeKa i TEOPETUIECKOE OCMBICICHHE ITOTO (hakTa
(JIe Boirorckuii, Yunbsam JIxeiimc, Dnapa Xoiw).

[TuchbMEHOCTh U CUeT KaK KOTHUTHUBHBIE apTedakThl. Kak cCYMTaIOT B pa3HBIX KyJIbTypax. Bus
nuchMa. [Icuxomornveckue u CorraibHbIE CISICTBUS MMCbMEHHOCTH U TpaMOTHOCTH. O0
opraHu3alvu NMaMATH B IUCbMCHHBIX U 6€CHI/ICBMCHHI>IX KYJIbTypax.

Pfaffenberger B. Social Anthropology of Technology. Annual Review of Anthropology, 1992:
21:491-516
Yates, F. The Art of Memory. Chicago: The University of Chicago Press, 1984 (1966). Ch. 1-2

Frank MC, Everett DL, Fedorenko E, Gibson E. (2008) Number as a cognitive technology:
Evidence from Piraha language and cognition. Cognition 108:819-824

2. HaBuranus

Pacnipenenenne mo3HaBaTeIbHBIX MPOIECCOB.
Kapra kax KOTHUTHBHBIN apTedaKT.
On XaryruH3 0 MPUHIMIIAX HaBUTallMd B MUKPOHE3WU U B €BPONIEHCKON TPAIUALIMH.

Hutchins E. Cognition in the Wild. MIT Press, 1995 Ch.1-2

Rogers, Y. and Ellis, J. (1994). Distributed Cognition: an alternative framework for analysing and
explaining collaborative working. Journal of Information Technology, 9(2), 119-128.

3. UnTepdeiic

AptedakTtsl U «yMHbIe» apTedakTsl. Crienrduka nHPOPMAITMOHHBIX TEXHOJIOTHH.
WNudopmanimoHHas TEXHOJIOTHUS U IBOJIOIUS HHTep(derica — OT MAIIMHHBIX KOJIOB K rpa)uuecKoMy
uHTepdeiicy. «BusyanbHash U «KOMITBIOTEPHAs» «TPAMOTHOCTHY» COBPEMEHHOTO YEIIOBEKA.

Dourish P. Where the Action Is: the foundations of embodied interaction. MIT Press, 2004 Ch.1

4. Human-Computer Interaction

B3aumoneiicTBre uenoBeka 1 KOMIIbIOTepa Kak 00JacTh ucciaenoBanus. FO3abumuru.
OTHOrpaduvecKre METOIBI B User experience research.

Suchman L.A. Human-Machine Reconfiguration: Plans and situated actions. Cambridge Univ
Press, 2007. Ch.4

Preece, J. Interaction design: beyond human-computer interaction. Wiley, 2002 (Ch. 1 «What is
interaction design?»)



Cooper A., Reimann R., Cronin D. About Face 3: The Essentials of Interaction Design. Wiley, 2007

5. [Ipo6.siembl Au3aiina

Jlon HopmaH 0 KOTHUTHBHBIX acniekTax ausaitHa. [Ipobnema npoekunu (mapping); BO3MOKHOCTH
(affordances) u orpann4eHus; KOHIENITyallbHAs MOJENb U OIIMOKHU MOIb30BaTENs; HHPOpMAIIHS,
BOIUIOIICHHAS B opMe apTedakTa; BU3yann3anns HHPOpMAIK Kak podiaemMa au3aifHa.
EcTtecTBeHHas 3BOMIONMS U COIMANIbHBIE (PAKTOPHI AU3aiiHA.

Norman D. The Design of Everyday Things. Basic Books, 2002. Ch.2-4
Packun /. UaTepdeiic. HoBble HanpaBieHus! B MPOSKTUPOBAHIH KOMIIBIOTEpHBIX cucteM. CI16-
M, CumBomn, 2007 (I'n.1-3)

Tufte, E.R. The Cognitive Style of PowerPoint. Graphics Press, 2003
Norman D. Things that Make Us Smart. Perseus, 1993. Ch.3-4

6. BzaumoneiicrBue

JL.Butrenmreiin u npobiema moHUMaHUs HHCTPYKITHH.
DTHOMETOONIOTHS U Tu3aitH B3aumozeicTBus (Jlrocu Caumsh).
CuTyaTuBHBIN CMBICII U MOAEINPOBAHNE B3aUMOICHCTBUS.
DKCIEpUMEHTHI ¢ 3aJJaHAsIMHU Ha cooTBeTCTBUE (matching task)

Suchman L.A. Human-Machine Reconfiguration: Plans and situated actions. Cambridge Univ
Press, 2007. Ch.5-6

Burrenmreiin JI. ®unocodcekue uccnenosanus. B xu.: JI.Burrenmreitn. @unocodckue paboThL.
(Yacts 1). M, I'nosuc, 1994

7. CencopHo-0orarbie HHTepQernchbl

[Tocne rpaduueckoro unTepdeiica: ocszaemblie u ceHcopHo-6oratsie uHTepdericel (MIT Tangible
Media Group; /x.Annexkoddrep). BupryanbHas peanbHOCT VS CEHCOPHO- U HH(OpMAIIHOHHO-
oOorarmeHHas peaibHOCTh (augmented reality).

HeBuanMelii KOMIBIOTEp KaK CTAAMS Pa3BUTHA TEXHOJIOTHU: PACTBOPEHHUE TEXHOIOTHUHU B
okpyxatomeM mupe. Ubiquitous computing (Mapk Yaiizep), «ymHbIe» (HaJCICHHBIC HHTEIUICKTOM )

Cpelbl.

Norman D. The Invisible Computer. MIT Press, 1999. CH.3-5.
Hiroshi Ishii. Tangible User Interfaces (Computer-Human Interaction, 2006 Workshop)

Greenfield A. Everyware: The Dawning Age of Ubiquitous Computing. New Riders, 2006

8. UHTessIeKT U cpea

Yro Takoe MHTEJUIEKT: MOIXO/bI K OMPEICIICHUIO.

HckyccTBEeHHBIN MHTEIUIEKT: OT 00pa0OTKH CUMBOJILHON HH(OPMAIIMK K BOIUIOIICHHOMY
onepupoBaHuto B cpee. OHMaiftHOBBIN U 0 (hIaitHOBBIM UHTEIIICKT.

Hogas po6otuka (Pomuu bpykc). DMonnoHabHbIE PaKTOPBI BO B3aUMOJCHCTBUY ¢ TeXHUKOU (loH
Hopwman, Mapsua MuHCKui). 3a4eM MalInHe SMOITUN?

Clark A. Being There: Putting brain, body, and world together again. MIT Press, 1997 Ch.1-2.
Norman D. Emotional Design. Basic Books, 2005. Ch. 6-7

Minsky, M. The Emotion Machine. Commonsense Thinking, Artificial Intelligence, and the Future
of the Human Mind. Simon & Shuster, 2006. Ch.1-4



9. MoOMJIBLHOCTH

MoOunbHOCTh U MOOMIIbHBIE yCTpoicTBa. UTo uenoBek HocUT nipu cede? (k. Uunmyeits).
Maypwurnmo ®eppapuc 06 OHTOIOTHH MOOHIBHOTO TenedoHa.

Jan Chipchase. Interview: The cellphone anthropologist (by Jason Palmer) New Scientist, 11 June
2008

®eppapuc M. Tel rae? OnTonorus moounsHoro teaedona. M, HJIO, 2010 (wacts 1, pazaensr 1.0-
1.4)

10. MeauiiHoe NpoCTPaHCTBO ropoaa

Menua u TopozicKoe MpOCTpaHCcTBO. [1yOmuaHOE MPOCTPaHCTBO U €T0 (PYHKITHH; TPOUCXOKICHHIE
COBPEMEHHOTO TOPOJICKOTO MyOIMYHOTO NPOCTPAHCTBA. DIIEKTPUUECKUH CBET KaK Meua.
WNudopmanmoHHbIe TEXHOIOTHH U PE0Opa30BaHNE MMyOIMYHOTO MPOCTPAHCTBA B COBPEMEHHOM
ropojie. DkpaHsbl. ['eotapreTunr u MmoouinsHbIe ycTpoiicTsa B ropoae. LBS u LBA (location-based
services)

Scott McQuire. The Media City: Media, Architecture and Urban Space. Sage, 2008. Ch.5-6, 8
Marzloff B. Le 5e ecran. Les medias urbains dans la ville 2.0. FYP Editions, 2009

11. TeaecHocTnh

Teno 1 MamIMHBL: TUTONBI CUMOMO03a YEIIOBEKA U TEXHOJIOTHH.
CoBpeMeHHbI yenoBek kak kudopr (Ouau Knapk).
[Tepeonpenenenue rpaHul] TeJIa U MHUpa.

JIMCTaHIIMOHHOE MTPHUCYTCTBHE.

Mosr-KkoMIbIoTepHBINA HHTEpdeiic (nemoncTpanus MindSet).

Clark, A. Natural-born Cyborgs: Minds, technologies, and the future of human intelligence. Oxford
Univ Press, 2003. Ch 1, 4-5.

Dourish P. Where the Action Is: the foundations of embodied interaction. MIT Press, 2004 Ch.3

12. UnTepHeT

WuTepHer kak Meaua. JIOKyMeHTBI U IaHHBIC; IPUHITUIBI pa0OThI MOMCKOBOM MamuHbL. McTopus
Google. Be6 2.0: reHepaTUBHOCTB KaK CBOMCTBO Cpebl U MPOOIEMBI, CBI3aHHBIE C OTKPBITOCTHIO.
[Tepconanu3anus nadopmaluu u cBs3aHHbIe ¢ Hel pobiemsr (D.1Tapuzep).

CoumanbHble ceTH B HHTepHETe. Bupryansnbie coobmecTtBa. Second Life.

Cetb 1 5xoHOMHKA Aapa. ConnanbHOe KHOSPIIPOCTPAHCTBO U COIMATBHOE JICHCTBHE.
Konnaboparusnas ¢punsrpanus. Ypoku Bukunenuu ([x.3utpeiin).

bynymee narepHeTa: ceManTuueckuii Be6. OHTOJIOTHN U TPOTPAMMHBIC ar€HTHI.

Zittrain, J. The Future of the Internet. Penguin, 2009. Ch.4, 6
Levy, S. In the Plex: How Google Thinks, Works, and Shapes Our Lives. Simon & Shuster, 2011
Ch.1-2Pariser, E. The Filter Bubble: What the Internet is Hiding from You. Penguin, 2011. Chl1-2.

John G. Breslin, Alexandre Passant, Stefan Decker. The Social Semantic Web. Springer, 2009

Benkler, Yochai. The wealth of networks: how social production transforms markets and freedom.
Yale Univ Press, 2006

13. IlpuBaTtHOCTH. UHTUMHOCTH

KommyHmKanuys v mpuBaTHOCTE. JIF0OOBh OHJIaitH: BOOOpaKeHNUE M HHTUMHOCTD.
HoBple acniekThl ceKCyallbHbIX OTHOILIEHUH M UX couuanbHble cienctsus (ben 3uB). HernopH;



BeOKaM.
Zittrain, J. The Future of the Internet. Penguin, 2009. Ch.9
Ben-Ze'ev, A. Love Online: Emotions on the Internet. Cambridge Univ Press, 2004. Ch. 1-2, 5, 10.



