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How, then, do you define an application’s interaction model? It can take months, but in the end, when stakeholders look at the model, they typically say, ‘Of course! I get it! It’s simple!” How, then, do you define an application’s interaction model? It can take months, but in the end, when stakeholders look at the model, they typically say, “Of course! I get it!
It’s simple!” In this way, an interaction model is not unlike complex mathematics. You work hard to understand it—maybe for hours or even days or weeks—but then, once you finally understand how to solve a type of problem, it seems so simple that you wonder why it took so long to understand it in the first place. At HP, defining our interaction model took
us several months of very intensive work. We conducted user observations to understand how users conceptualized their goals, how they thought about objects supporting those goals, and the actions they performed on or using those objects in order to achieve their goals. On this particular project, we’'re designing consumer user interfaces for mobile, tablet,
and the Web, as well airline agent user interfaces for the Web and tablet. Now, I'll tell you a little about how we crafted the interaction model for the airline agent side of the product. When focusing on agent interactions, we recognized that each type of agent had a different primary object for which they needed to solve problems. For example, reservation
agents taking calls—say to book a new flight or change an existing flight—are focused on a customer who is on the phone—or a caller who has permission to act on behalf of a customer. They need to solve problems for customers—such as booking a flight or changing a profile. On the other hand, gate agents at an airport have a different goal, which they call
closing a flight, and, thus, a different primary object on which they focus. Their supervisors measure their performance based on their ability to close flights, or get their flights away from the gate on time. Gate agents have several activities going on at the same time—all with a focus on getting a flight away from the gate on time. They need to make sure the
passengers all have seats, award some upgrades, accommodate those on a waiting list either on the current or a later flight, and so on, but all of these activities are in service of closing a flight. Most of the gate agents I have observed care deeply about serving their customers—even if we don’t recognize it—but their continued employment depends on their
getting flights away from the gate on time. So, the primary object for a reservation agent is a customer, but the primary object for a gate agent is a flight. The primary object for a baggage handler or lost-baggage agent is a piece of luggage. The interaction models we crafted for these different users put the object of their primary focus front and center for
them. We also give agents a summary of key information about each object, permitting agents to perform actions against their primary objects. Once we understood the object-action relationships for these users, we spent a couple of months brainstorming various ways in which we could structure the overall product to permit these object-action relationships
to take place in the most efficient, delightful way. During the brainstorming process, the team explored options, produced a set of screens for each user scenario, and looked at how well the model held together across scenarios. We did not just create simple screens. Rather, we crafted some of the most complex scenarios, with some of the most complex
screens, to ensure that the interaction model supported big challenges. Sometimes, we recognized early that a model didn’t work. At other times, a model looked pretty good at first, but then we found that it wasn’t scalable. To achieve true differentiation and transform the marketplace, we needed lead time to get it right. Doing this kind of design
exploration is as critical a process in getting a product right as the development itself. Although a good interaction model makes us say, “Of course—that makes sense,” coming up with a model for a complex product often takes several iterations and vigorous design debate about the pros and cons of each model. Of course, we also had a deadline by which
we had to produce our designs. In the end, it was my job as leader of the organization to buy the team the time we needed to define this model, craft wireframes, and confirm through usability testing that our model in fact met the goals we set forth for the product. The key point I made to both senior leaders and my peers was that redefining the future of
travel, designing a product that differentiates itself in the marketplace based on its user experience, is no small result. To achieve true differentiation and transform the marketplace, we needed lead time to get it right. I positioned this as a black-and-white, or binary, decision: Either we had the time to get it right, or all of the effort of hundreds of engineers,
product managers, and people in other disciplines would be for naught. Make no mistake though—saying this presented a risk, calculated though it was. If I and my team could not produce something inspiring, the entire team might be at risk. In the end, I weighed the risk against the projected rewards and made the decision to go big. I also needed to
ensure that some members of the team were producing short-term deliverables to keep our road map moving forward—because business always needs to move forward. We had to find a balance and received support from our adjacent disciplines, including Product Management, Engineering, and Program Management. Pushing back on schedules meant that
the end result had to be the creation of truly inspiring, marketable artifacts. However, pushing back on schedules meant that the end result had to be the creation of truly inspiring, marketable artifacts. It is my belief that the job of a UX team is to produce great work. If we produce average work, there’s really no reason to have a UX team on board. The end
result had to make reluctant supporters nod their heads in support—and it did. Thus, my peers gained some significant trust from other organizations through this effort. If we can show how an interaction model can result in breakthrough solutions, we can build the right level of support for having User Experience at the center of the strategic dialogue. This
is especially the case when you’re working on consumer products—given the great examples of design in the marketplace today. But enterprise users in the IT world are also users of consumer products such as tablets and cool applications on their smartphones and on the Web. The consumerization of IT is a genuine trend that businesses need to embrace to
remain competitive. Almost all of us are consumers of cool products today. People’s expectations have changed. (Just do a Web search on the “consumerization of IT.”) Figure 3 shows just one of the 110 pages that our Interaction Model document comprised. (It’s not important that you be able to read the callouts; the illustration is conceptual in nature.)
Figure 3—Part of an Interaction Model document I'd like to show you more, including how we’ve tangibly instantiated this model into a set of screens, but because our product is still in development, I cannot for now. Suffice it to say that the Interaction Model document itself must market your organization’s capabilities. Defining an Interaction Model to
Meet UX Goals Knowing whether an interaction model works requires not only usability testing, but also a very seasoned designer—one who can recognize when a model will not scale and predict what challenges users would encounter with the model. Knowing whether an interaction model works requires not only usability testing, but also a very seasoned
designer—one who can recognize when a model will not scale and predict what challenges users would encounter with the model. In the end, for the travel product at HP, I and my most senior design lead made the final decisions about the interaction model. Only later did our less experienced designers internalize it. But once they did, it provided a
framework for their ongoing design efforts. You cannot create an interaction model without first understanding the user experience goals for a product—allowing a team to measure the success of the model and the individual design decisions you've made within the model. In the case of the travel product that my team and I are designing, we established
metrics around the following goals: discoverability—Can users quickly find the model’s primary object and understand how to perform the actions they care about? Can they use the system successfully the first time? learnability—How long does it take for users to internalize how to use the system competently? Even consumer products often have a slight
learning curve today. For example, my company just gave me a new smartphone, and it took me a bit of exploration to understand how to use all of its cool features—not to mention how to avoid draining the battery in three hours. user efficiency and productivity—Once users are competent using the system, how easy is it for them to perform common or
repetitive tasks? Can they perform bulk actions all at once, or do they have to perform dozens or even hundreds of separate actions? system response time—Once users take an action, how long does the system take to respond? In a production environment, user efficiency and system response time combine to define the total task time. Designers have a
responsibility to understand the expectations and constraints on system response time and design a product that meets or exceeds those expectations. delight—How cool does the product feel to users? Do users like using it? How much do they like it—especially in comparison to other products? I set up a Customer Listening organization, and we’ll be
systemically gathering this type of data—along with Net Promoter Score data—to drive the top five to seven product improvements each quarter. Each organization needs to set specific targets against their metrics, but these have given us the insights we need regarding how we’re doing from the standpoint of product design. If we were measuring
engagement, we would use different metrics. Once a design team has defined an interaction model, they can—and, in my opinion, should—craft a framework that supports specific designs. A framework defines reusable design patterns and instantiates them into reusable design and development components that subsequently enable designers and
developers to rapidly produce additional parts of the design. In my case, we have a team of a few designers and a few front-end developers working together to produce framework releases in a regular cadence. The framework includes all of the design patterns that multiple teams need, including title bars, accordion widgets, table formats, date pickers, and
hundreds of other user interface elements. Conclusion By first defining interaction models for our products, we crafted a product vision that ... stakeholders and users could understand and rally around. Defining an interaction model is a foundational requirement for a digital system. By first defining interaction models for our products, we crafted a product
vision that our peers, senior leaders, designers, stakeholders, and users could understand and rally around. When I showed our interaction model and application simulations to customers back in November, they wanted to move directly to talking about product schedules. Their question? When can I have this product? If you have any questions about
creating interaction models, give me a shout! The interactional model of communication is a fundamental concept in the field of communication studies. It is a theoretical framework that explains how people interact with each other in various contexts, including personal, social, and professional settings. The model emphasizes the importance of
understanding the complex dynamics of communication, including the roles of both the sender and the receiver, the context in which the communication takes place, and the various factors that influence the communication process. In today’s world, where communication is a vital aspect of our daily lives, the interactional model of communication is more
relevant than ever. It helps us understand how to communicate effectively, build strong relationships, and navigate complex social situations. In this blog post, we will delve into the details of the interactional model of communication, its key components, and its applications in various fields. History and Development of the Interactional Model of
Communication The interactional model of communication has its roots in the early 20th century, when communication scholars began to study the dynamics of human interaction. One of the earliest proponents of the model was the American communication scholar, Gregory Bateson, who proposed the concept of “interactional communication” in the 1950s.
Bateson’s work laid the foundation for the development of the interactional model, which was later refined and expanded by other scholars. In the 1970s and 1980s, the model gained popularity, and it became a widely accepted framework for understanding human communication. Today, the interactional model of communication is a cornerstone of
communication studies, and it continues to evolve and influence various fields, including psychology, sociology, anthropology, and education. Key Components of the Interactional Model of Communication The interactional model of communication consists of several key components, which are: Sender: The person who initiates the communication process.
Receiver: The person who receives the message. Message: The information or idea that is being communicated. Channel: The medium through which the message is transmitted. Feedback: The response or reaction of the receiver to the message. Context: The social, cultural, and environmental factors that influence the communication process. These
components interact with each other in a complex way, and the interactional model of communication helps us understand how they work together to produce effective communication. Types of Interactional Models of Communication There are several types of interactional models of communication, including: Linear Model: This model assumes that
communication is a one-way process, where the sender transmits a message to the receiver. Interactive Model: This model assumes that communication is a two-way process, where the sender and receiver interact with each other. Transactional Model: This model assumes that communication is a reciprocal process, where the sender and receiver exchange
messages and feedback. Each of these models has its strengths and limitations, and the interactional model of communication helps us understand how they work together to produce effective communication. Applications of the Interactional Model of Communication The interactional model of communication has numerous applications in various fields,
including: (See Also: What Is Smcr Model of Communication? A Comprehensive Guide) Education The interactional model of communication is widely used in education to improve teaching and learning. It helps teachers understand how to communicate effectively with students, and how to create a supportive learning environment. By using the interactional
model, teachers can: Encourage student participation: By creating a safe and supportive learning environment, teachers can encourage students to participate in class discussions and activities. Improve communication skills: By using the interactional model, teachers can help students develop effective communication skills, including listening, speaking,
and writing. Enhance student engagement: By using the interactional model, teachers can create engaging and interactive lessons that promote student participation and motivation. Business and Organizational Communication The interactional model of communication is widely used in business and organizational communication to improve communication
between employees, managers, and customers. It helps organizations understand how to communicate effectively, and how to create a positive work environment. By using the interactional model, organizations can: Improve employee communication: By using the interactional model, organizations can improve communication between employees, managers,
and customers, and create a positive work environment. Enhance customer service: By using the interactional model, organizations can improve customer service by creating a supportive and responsive communication environment. Reduce conflicts: By using the interactional model, organizations can reduce conflicts by improving communication and
creating a positive work environment. Healthcare Communication The interactional model of communication is widely used in healthcare communication to improve communication between healthcare providers, patients, and families. It helps healthcare providers understand how to communicate effectively, and how to create a supportive and responsive
communication environment. By using the interactional model, healthcare providers can: Improve patient communication: By using the interactional model, healthcare providers can improve communication with patients and families, and create a supportive and responsive communication environment. Enhance patient engagement: By using the interactional
model, healthcare providers can create engaging and interactive communication with patients, and promote patient participation in their care. Reduce medical errors: By using the interactional model, healthcare providers can reduce medical errors by improving communication and creating a positive work environment. Challenges and Limitations of the
Interactional Model of Communication While the interactional model of communication is a widely accepted framework for understanding human communication, it is not without its challenges and limitations. Some of the challenges and limitations of the model include: Cultural and Social Factors The interactional model of communication assumes that
communication is a universal process, but cultural and social factors can influence the communication process. Different cultures and societies have different communication norms, values, and expectations, which can affect the communication process. For example, in some cultures, direct communication is valued, while in others, indirect communication is
preferred. Power Dynamics The interactional model of communication assumes that communication is a two-way process, but power dynamics can influence the communication process. In some situations, one person may have more power than the other, which can affect the communication process. For example, in a workplace, a manager may have more
power than an employee, which can affect the communication process. (See Also: What Is Interprofessional Communication in Healthcare? The Key To Better Patient Outcomes) Technology The interactional model of communication assumes that communication is a face-to-face process, but technology has changed the way we communicate. With the rise of
digital communication, people can communicate with each other from anywhere in the world, but this can also create new challenges and limitations. For example, digital communication can lack nonverbal cues, such as body language and facial expressions, which can affect the communication process. Conclusion The interactional model of communication
is a widely accepted framework for understanding human communication. It helps us understand how people interact with each other in various contexts, including personal, social, and professional settings. The model emphasizes the importance of understanding the complex dynamics of communication, including the roles of both the sender and the
receiver, the context in which the communication takes place, and the various factors that influence the communication process. While the model has its challenges and limitations, it remains a vital tool for improving communication and creating a positive work environment. Recap of Key Points The interactional model of communication is a fundamental
concept in the field of communication studies. The key points of the model include: Sender and receiver: The interactional model emphasizes the importance of understanding the roles of both the sender and the receiver in the communication process. Message and channel: The interactional model emphasizes the importance of understanding the message
and channel in the communication process. Feedback and context: The interactional model emphasizes the importance of understanding feedback and context in the communication process. Types of interactional models: The interactional model includes several types, including linear, interactive, and transactional models. Applications of the interactional
model: The interactional model has numerous applications in various fields, including education, business, and healthcare. Frequently Asked Questions (FAQs) FAQs about the Interactional Model of Communication Q: What is the interactional model of communication? The interactional model of communication is a theoretical framework that explains how
people interact with each other in various contexts, including personal, social, and professional settings. Q: What are the key components of the interactional model of communication? The key components of the interactional model of communication include sender, receiver, message, channel, feedback, and context. (See Also: How the Communication
Process Works? Effective Strategies) Q: What are the types of interactional models of communication? The interactional model includes several types, including linear, interactive, and transactional models. Q: What are the applications of the interactional model of communication? The interactional model has numerous applications in various fields, including
education, business, and healthcare. Q: What are the challenges and limitations of the interactional model of communication? The interactional model of communication assumes that communication is a universal process, but cultural and social factors can influence the communication process. Power dynamics and technology can also affect the
communication process. , the free encyclopedia that anyone can edit. 107,590 active editors 7,027,183 articles in English Lobby of the Daily News Building, c. 1941 The Daily News Building is a skyscraper in Manhattan, New York City. The original tower, completed on July 23, 1930, was designed by Raymond Hood and John Mead Howells in the Art Deco
style; a similarly-styled expansion, designed by Harrison & Abramovitz, was completed in 1960. The 36-story tower, rising 476 feet (145 m), consists of a 14-story printing plant and an 18-story annex. There is a large carved-granite entrance leading to a rotunda lobby with a rotating painted globe (pictured). The Daily News' parent company, Tribune Media,
sold the building in 1982, and the newspaper moved out entirely in 1995. SL Green Realty bought the building in 2003 and sold a partial ownership stake to Meritz Alternative Investment Management in 2021. When it opened, the building received mixed reviews and was described as having a utilitarian design. It is a National Historic Landmark and its
exterior and lobby are designated city landmarks. (Full article...) Recently featured: Hippocampus Red (Taylor Swift album) Sir William Gordon-Cumming, 4th Baronet Archive By email More featured articles About Lucy Beall Lott ... that Lucy Beall Lott (pictured) was expected to die in infancy, but later earned master's degrees from Cambridge and London
while modeling for Cosmopolitan and Vogue? ... that the May 1995 Pale air strikes during the Bosnian War were the first offensive operations carried out by the Spanish Air Force since 1957? ... that Audrey Hawthorn volunteered as curator while spending more than 20 years establishing a museum of anthropology? ... that the origin myth of the Mori polity
involved a man appearing from a bamboo shoot? ... that the role of Julia Santos was created for Sydney Penny after she was nominated for an Emmy Award for her work in Santa Barbara? ... that lyme & cybelle's "Follow Me" was the first of only three songs by Warren Zevon to chart on the Billboard Hot 1007 ... that cycling's governing body ended Chelsea
Wolfe's career through a rule change? ... that the Canons Regular of St. John Cantius have trained some 2,000 priests in the Extraordinary Form of the Roman Rite of the Catholic Mass? ... that the ancient Greek orator Lysias wrote a "Funeral Oration", but may have been forbidden from delivering it? Archive Start a new article Nominate an article Ozzy
Osbourne Ozzy Osbourne (pictured), the lead singer of Black Sabbath, dies at the age of 76. A fighter jet crashes into a college in Dhaka, Bangladesh, killing more than 30 people. In golf, Scottie Scheffler wins the Open Championship. A tourist boat capsizes during a thunderstorm in Ha Long Bay, Vietnam, leaving at least 36 people dead. Ongoing: Gaza war
Russian invasion of Ukraine timeline Sudanese civil war timeline Recent deaths: Phoebe Asiyo Gary Karr Claus Peymann Wayne Thomas Andrea Gibson Raymond Guiot Nominate an article July 23: Birthday of Haile Selassie (Rastafari) Megawati Sukarnoputri reciting the oath of office 1921 - The first National Congress of the Chinese Communist Party
opened in a house in Shanghai. 1940 - Sumner Welles, U.S. Under Secretary of State, issued a declaration that the U.S. government would not recognize the Soviet Union's annexation of the Baltic states. 1982 - A helicopter crashed during the filming of Twilight Zone: The Movie in Valencia, California, killing actor Vic Morrow and two child actors. 2001 -
Megawati Sukarnoputri was sworn in (pictured) as the first female president of Indonesia following her predecessor's impeachment. 2010 - The English-Irish boy band One Direction were formed while auditioning for the 2010 series of the British singing competition The X Factor. John Babcock (b. 1900)Sergio Mattarella (b. 1941)0Olivia Manning

(d. 1980)Amy Winehouse (d. 2011) More anniversaries: July 22 July 23 July 24 Archive By email List of days of the year About Amalia Rodrigues (23 July 1920 - 6 October 1999) was a Portuguese fado singer (fadista). Dubbed Rainha do Fado (‘Queen of Fado'), she was instrumental in popularising the genre worldwide and travelled internationally throughout
her career. She remains the best-selling Portuguese artist in history. This photograph shows Rodrigues performing at the Grand Gala du Disque Populaire, an annual Dutch gala for popular music, held in 1969 in Amsterdam. Photograph credit: Anefo Recently featured: Atari video game burial Southern scrub robin C/2022 E3 (ZTF) Archive More featured
pictures Community portal - The central hub for editors, with resources, links, tasks, and announcements. Village pump - Forum for discussions about Wikipedia itself, including policies and technical issues. Site news - Sources of news about Wikipedia and the broader Wikimedia movement. Teahouse - Ask basic questions about using or editing Wikipedia.
Help desk - Ask questions about using or editing Wikipedia. Reference desk - Ask research questions about encyclopedic topics. Content portals - A unique way to navigate the encyclopedia. Wikipedia is written by volunteer editors and hosted by the Wikimedia Foundation, a non-profit organization that also hosts a range of other volunteer projects:
CommonsFree media repository MediaWikiWiki software development Meta-WikiWikimedia project coordination WikibooksFree textbooks and manuals WikidataFree knowledge base WikinewsFree-content news WikiquoteCollection of quotations WikisourceFree-content library WikispeciesDirectory of species WikiversityFree learning tools WikivoyageFree
travel guide WiktionaryDictionary and thesaurus This Wikipedia is written in English. Many other Wikipedias are available; some of the largest are listed below. 1,000,000+ articles & =)l Deutsch Espafiol w6 Francgais Italiano Nederlands H# & Polski Portugués Pycckuii Svenska Ykpaiucbka Tiéng Viét ;X 250,000+ articles Bahasa Indonesia Bahasa
Melayu Ban-lam-gu Buarapcku Catala Cestina Dansk Eesti EAAnuikd& Esperanto Euskara nnay 2uyipiit Magyar Norsk bokmal Roménéa Simple English Slovenc¢ina Srpski Srpskohrvatski Suomi Tiirkce O‘zbekcha 50,000+ articles Asturianu Azerbaycanca [JJJ Bosanski s.,sS Frysk Gaeilge Galego Hrvatski Jo®orgemo Kurdi Latvie$u Lietuviu J0J000 MakenoHck
0000000000 Norsk nynorsk 00000 Shaip Slovensc¢ina OO0 000000 s-,! Retrieved from " 2Founding conference in 1921 Not to be confused with 1st National People's Congress. You can help expand this article with text translated from the corresponding article in Chinese. (July 2021) Click [show] for important translation instructions. View a machine-translated
version of the Chinese article. Machine translation, like DeepL or Google Translate, is a useful starting point for translations, but translators must revise errors as necessary and confirm that the translation is accurate, rather than simply copy-pasting machine-translated text into the English Wikipedia. Do not translate text that appears unreliable or low-
quality. If possible, verify the text with references provided in the foreign-language article. You must provide copyright attribution in the edit summary accompanying your translation by providing an interlanguage link to the source of your translation. A model attribution edit summary is Content in this edit is translated from the existing Chinese Wikipedia
article at [[:zh: PEHZ=HEFE—X2ELEKL]]; see its history for attribution. You may also add the template {{Translated|zh| FEHZ=HZE—XLERERASL]}]} to the talk page. For more guidance, see Wikipedia:Translation. 1st National Congress of the Chinese Communist PartyRE# =55 — X £E{{ T AL Site of the 1st Congress in

ShanghaiBeginsJuly 23, 1921 (1921-07-23)EndsAugust 2, 1921 (1921-08-02)Location(s)Shanghai and JiaxingNext event2nd National Congress of the Chinese Communist Party (1922)Participants13 representativesActivityFormal establishment of the Chinese Communist Party 1st National Congress of the Chinese Communist PartyTraditional Chinese B+t ZE
EF - R2BNRTAEZSimplified ChineseFEH~RE —RXLE T ASTranscriptionsStandard MandarinHanyu PinyinZhonggué Gongchandang Diyici Quéangud Daibiao DahuiGwoyeu RomatzyhJonggwo Gongchaandaang Dihitsyh .Chiuangwo Daybeau DahhueyWade-GilesChungkuo Kungchantang Tiyich‘i Ch“tiankuo Taipiao TahuiAbbreviationChinese—X
TranscriptionsStandard MandarinHanyu PinyinY1 Da Of the 13 delegates who attended the congress in 1921, Mao Zedong and Dong Biwu were the only two to also be present at the proclamation ceremony of the PRC in 1949, as pictured here. The 1st National Congress of the Chinese Communist Party was held in Shanghai and Jiaxing between July 23 and
August 2, 1921.[1]:252 The Congress established the Chinese Communist Party (CCP). The congress began in a shikumen building of the French Concession area of Shanghai (near present-day Xintiandi in Huangpu District). In early June 1921, Dutch national Henk Sneevliet, also known as Ma Lin, a representative of Comintern, arrived in Shanghai, and
urged various Communist cells in the country to get together for a national-level meeting. Russian Comintern representative Nikolski [ru; de] also attended the meeting. At the time, there were 57 members of the CCP.[2] Notably, the two founders of the party did not attend the congress: Chen Duxiu and Li Dazhao. The meeting was put to an end due to
harassment from the French Concession police on July 30. The delegates then agreed to move the meeting to a rented tourist boat on South Lake in Jiaxing. The Congress elected Chen Duxiu as Secretary (in absentia), Zhang Guotao as Director of Organization, and Li Da as Director of Propaganda.[2] The General Assembly adopted The First Program of the
Communist Party of China, stating that "the Party is to be named the Communist Party of China" and specifying its objectives: "to overthrow the power of the capitalist class[,]" to "eradicate capitalism and private ownership of property[,]" and to "join the Comintern."[3] The Program was not a formal constitution, but described the basics of the Party's
program, organization, and discipline.[1]: 116 Of the 13 representatives who attended the congress in 1921, only two would be present at the proclamation ceremony of the People's Republic of China 28 years later: Mao Zedong and Dong Biwu. Others either became casualties of war in the decades that followed or left the party in one way or another (e.g. by
expulsion or defection). The site of the conference in Shanghai was converted into a museum in 1961. The South Lake Revolutionary Museum in Jiaxing, located on a central island of the lake, was constructed in 1959. A complex hosting more exhibits was constructed north of South Lake in 2011, also to commemorate the 1st Congress. The Congress was
followed by the 2nd National Congress of the Chinese Communist Party, held in July 1922.[1]:112 Li Da (Shanghai) Li Hanjun (Shanghai) Zhang Guotao (Beijing) Liu Renjing [ca; de; ru; zh] (Beijing) Mao Zedong (Changsha) He Shuheng (Changsha) Dong Biwu (Wuhan) Chen Tangiu (Wuhan) Wang Jinmei (Jinan) Deng Enming (Jinan) Chen Gongbo
(Guangzhou) Zhou Fohai (representing Chinese students in Japan) Bao Huiseng [ca; zh] (representing the absent Chen Duxiu) ~ a b ¢ Li, Ying (2024). Red Ink: A History of Printing and Politics in China. Royal Collins Press. ISBN 9781487812737. ~ a b "H#E#=RE—RXRLERRASEN". Communist Party of China. ~ Huang, Yibing (2020). An ideological
history of the Communist Party of China. Vol. 1. Qian Zheng, Guoyou Wu, Xuemei Ding, Li Sun, Shelly Bryant. Montreal, Quebec: Royal Collins Publishing Group. p. 20. ISBN 978-1-4878-0425-1. OCLC 1165409653. Retrieved from " 3 The following pages link to 1st National Congress of the Chinese Communist Party External tools (link count transclusion
count sorted list) - See help page for transcluding these entries Showing 50 items. View (previous 50 | next 50) (20 | 50 | 100 | 250 | 500)Chinese Communist Party (links | edit) July 23 (links | edit) Mao Zedong (links | edit) 1921 (links | edit) Politburo of the Chinese Communist Party (links | edit) Chinese Civil War (links | edit) Hu Yaobang (links | edit) May
Fourth Movement (links | edit) Chen Duxiu (links | edit) Jiang Zemin (links | edit) Hua Guofeng (links | edit) Politburo Standing Committee of the Chinese Communist Party (links | edit) Zhao Ziyang (links | edit) Hu Jintao (links | edit) State Council Information Office (links | edit) Central Military Commission (China) (links | edit) General Secretary of the
Chinese Communist Party (links | edit) Hammer and sickle (links | edit) Eight Elders (links | edit) Princelings (links | edit) Chinese Soviet Republic (links | edit) Secretariat of the Chinese Communist Party (links | edit) Shanghai clique (links | edit) National Congress of the Chinese Communist Party (links | edit) Central Committee of the Chinese Communist
Party (links | edit) Central Foreign Affairs Commission (links | edit) New Culture Movement (links | edit) 16th National Congress of the Chinese Communist Party (links | edit) Constitution of the Chinese Communist Party (links | edit) 1st Congress (links | edit) Henk Sneevliet (links | edit) United Front Work Department (links | edit) Chairman of the Chinese
Communist Party (links | edit) Zhang Guotao (links | edit) Li Lisan (links | edit) Mount Lu (links | edit) Dong Biwu (links | edit) Zunyi Conference (links | edit) Central Commission for Discipline Inspection (links | edit) Taiwan Affairs Office (links | edit) Propaganda in China (links | edit) 610 Office (links | edit) Xi Jinping (links | edit) Bo Gu (links | edit) Zhang
Wentian (links | edit) South Lake (Jiaxing) (links | edit) Xiang Zhongfa (links | edit) Publicity Department of the Chinese Communist Party (links | edit) Tsinghua clique (links | edit) Lushan Conference (links | edit) View (previous 50 | next 50) (20 | 50 | 100 | 250 | 500) Retrieved from " WhatLinksHere/1st National Congress of the Chinese Communist Party"
IntroductionUnderstanding Interaction ModelsDesign Principles for Interaction ModelsTools and TechniquesDeveloping Interaction Models for Various PlatformsCase Studies and Real-World ExamplesChallenges and Solutions in Interaction DesignFuture Trends and InnovationsConclusionIn a world where technology is an integral part of our lives, the
interactions between humans and machines take on paramount importance. Whether it’s smartphones, web applications, virtual reality interfaces, or smart homes, the user experience (UX) hinges on the system’s ability to communicate effectively and understand the user’s intent. This is where the concept of designing interaction models comes into
play.Interaction model design refers to the process of creating efficient, intuitive, and satisfying interfaces that allow users to achieve their goals in a smooth and seamless manner. It’s a field that’s continuously evolving, presenting ever-new possibilities and challenges.In this article, we’ll introduce what interaction models are and why they’re so crucial in
today’s dynamic tech landscape. We’ll discuss how interaction design has become a pivotal element in creating productive and engaging user experiences and how it can make or break the success of a product or service.Interaction models form the foundation upon which every user interface rests, bridging human behaviors, expectations, and emotions with
technological capabilities. They aim to translate complex processes and technologies into a language that’s understandable and accessible to every user.We’ll also look at how these models have evolved with technological advancements and how the modern approach to interaction design combines both design principles and an understanding of human
psychology.Understanding how to design interactions across diverse environments, from desktops to mobile devices and wearables, is key to creating products that meet the needs and expectations of contemporary users.As you read on, you’ll learn more about how an approach to interaction design can help understand and fulfill user needs, the tools and
techniques employed in the design process, real-world use cases, and the future of this exciting field.Interaction models are at the heart of user experience design, defining how users interact with a system, whether it’s a website, application, or any other technological product. Understanding interaction models is crucial for designing intuitive and effective
interfaces that meet users’ needs and expectations. In this section, we will delve into what interaction models are, their significance, different types, and the essential components that constitute them.Interaction models describe the relationship between a user and the system, outlining the flow and sequence of actions and responses. They focus on providing
a framework that ensures clear communication, smooth navigation, and a satisfying experience for the user. By mapping out how interactions occur, designers can create interfaces that feel natural, logical, and engaging.Human-to-Computer Interaction (HCI): This model emphasizes how users engage with computers and similar devices. It often focuses on
graphical user interfaces (GUIs), where visual elements guide the interaction.Human-to-Human Interaction (HHI) through Technology: Here, the model focuses on how technology mediates human interaction, such as through social media platforms or collaboration tools.Multi-Modal Interaction: This model involves multiple methods of interaction, such as
voice, touch, gesture, and more, often found in modern smartphones or virtual reality environments.Conversational Interaction: Seen in chatbots and voice assistants, this model focuses on interactions through natural language, providing a more human-like experience.Understanding interaction models requires familiarity with certain fundamental
components:User Inputs: How users communicate or control the system. This could be through touch, voice, clicking, etc.System Outputs: How the system responds to user actions, providing feedback through visuals, sounds, vibrations, etc.Flow: The sequence and relationship between inputs and outputs, shaping the overall interaction process.Context:
Understanding the environment, purpose, and user needs that shape the interaction.Constraints: Limitations that guide or restrict user behavior, simplifying choices, and helping guide user actions.A well-designed interaction model enhances usability, making it easy for users to understand how to use the system, find information, and achieve their goals. It
considers user psychology, habits, and expectations, ensuring that the system’s behavior aligns with how users think and act.Designing effective interaction models is not without challenges. Balancing complexity and simplicity, ensuring consistency across platforms, adapting to diverse user needs, and keeping up with evolving technologies all present
potential obstacles.Understanding interaction models is foundational to the field of UX and interaction design. They act as a roadmap, guiding both designers and users, and play a crucial role in defining the overall user experience. As technology continues to advance and user needs change, the importance of robust and adaptable interaction models only
grows. By grasively considering the users’ perspective, needs, and context, designers can create interfaces that are not only functional but genuinely engaging and satisfying.Designing interaction models that resonate with users and meet their needs is not a simple task. It requires a keen understanding of both human psychology and the fundamentals of
design. In this section, we’ll explore the essential principles that guide the creation of effective, intuitive, and engaging interaction models.1. VisibilityVisibility is about ensuring that the essential elements users need are easily discernible. It’s about prioritizing and making accessible the key functions or information, avoiding unnecessary clutter, and guiding
users’ attention to where it’s needed.2. FeedbackFeedback is crucial in interaction design as it confirms users’ actions. Whether through visual cues, sound, or tactile responses, feedback informs users about the result of their interaction, ensuring they understand what has happened and what to expect next.3. ConstraintsBy limiting options or guiding user
actions, constraints simplify the interaction process. They help users by directing them towards the desired outcome, reducing confusion, and aiding decision-making.4. MappingMapping refers to the relationship between controls and their effects. Proper mapping ensures that users can predict the results of their actions, making the interaction feel natural
and intuitive.5. ConsistencyConsistency in design helps users transfer knowledge from one part of an application to another or even between different platforms. Consistent use of colors, icons, terminology, and overall design aids in user comprehension and comfort.6. AffordanceAffordance is about providing hints or clues that guide the user. A well-
designed affordance gives the user information about how an element is to be used. For example, a button designed to look pushable indicates to the user that it can be clicked.7. User-Centered DesignFocusing on the user’s needs, preferences, and context ensures that the interaction model is aligned with the audience it serves. User-centered design
involves continuous testing and feedback to tailor the experience to the users.8. Flexibility and AdaptabilityModern interaction models must be able to cater to a wide range of users with varying levels of expertise. Designing for flexibility means creating interfaces that are accessible to both novice and expert users, adapting as needed.9. Error Prevention
and RecoveryEffective interaction design helps prevent user errors and offers clear pathways to correct them if they occur. This involves thoughtful design and clear guidance, allowing users to navigate without fear of making irreversible mistakes.10. Consideration of Cultural and Accessibility FactorsUnderstanding and accommodating diverse user
backgrounds and abilities is vital. This includes considering cultural norms and expectations, as well as designing for accessibility to ensure inclusiveness.The principles for designing interaction models serve as guiding lights for creating meaningful and effective user experiences. These principles are not rigid rules but rather flexible guidelines that adapt to
various contexts and user needs. By grounding the design process in these principles, designers can create interaction models that are intuitive, satisfying, and inclusive. They form the basis for interfaces that not only perform their function but also provide joy and ease in their interaction, laying the foundation for positive user relationships with
technology.Whether applied to everyday objects or sophisticated digital platforms, these principles reflect a human-centered approach that recognizes the user as the core of the design process. Their thoughtful application promises interfaces that are more than just usable; they’re delightful, engaging, and attuned to the human experience.In the creation of
effective interaction models, designers rely on a myriad of tools and techniques that enable them to conceptualize, prototype, and test their designs. These tools and techniques form a bridge between the abstract ideas and the concrete realization of interaction design. Below, we’ll delve into some of the most prominent and widely-used tools and
methodologies.1. Sketching and WireframingSketching: Often, the design process begins with simple pencil-and-paper sketches. Sketching allows for quick ideation and exploration of different concepts.Wireframing: This represents a more refined stage where digital tools like Sketch, Adobe XD, or Figma might be used to create a structured layout of the
interface without visual design details.2. PrototypingLow-Fidelity Prototyping: Utilizing paper or basic digital mock-ups to visualize the flow and basic functionality.High-Fidelity Prototyping: Tools like InVision and Axure allow designers to create more detailed and interactive prototypes that resemble the final product.3. User TestingUsability Testing: This
involves real users interacting with the prototype to identify issues and insights.A/B Testing: By creating different versions of a page or element, designers can test which performs better.4. Design Collaboration and Handoff ToolsCollaboration Tools: Platforms like Figma and Miro enable real-time collaboration between team members.Handoff Tools: Tools
like Zeplin facilitate a smooth transition between design and development, providing necessary specifications.5. 3D Interaction Design Tools3D Modelling and Animation: Tools like Blender and Maya enable designers to create more immersive and dynamic interfaces, especially in VR and AR contexts.6. Accessibility ToolsScreen Readers: Testing with tools
like JAWS helps ensure accessibility for visually impaired users.Color Contrast Analyzers: Tools like WebAIM’s Contrast Checker help in maintaining proper color contrast ratios for readability.7. Design Systems and Component LibrariesDesign Systems: They provide a consistent set of guidelines and components across the project, maintaining visual and
functional consistency.Component Libraries: Tools like Storybook allow designers to create reusable components, speeding up the design process.8. Analytics and Feedback Gathering ToolsAnalytics Tools: Google Analytics and similar platforms provide insights into how users are interacting with the product.Feedback Gathering Tools: Tools like UserVoice
and Hotjar allow for collecting user feedback for continuous improvement.9. Virtual and Augmented Reality Design ToolsVR and AR Design Tools: Tools like Unity are utilized for creating virtual and augmented reality interfaces, providing immersive experiences.10. Motion Design ToolsAnimation Tools: Tools like Adobe After Effects enable designers to add
animations and transitions to create more engaging interactions.The realm of tools and techniques in interaction design is vast and continues to evolve. The choice of specific tools and methods depends on the requirements, context, and goals of the project.Understanding and effectively employing these tools and techniques is crucial in crafting interaction
models that are not only functional but also delightful and engaging. By leveraging these resources, designers can iterate, refine, and validate their ideas, creating interfaces that resonate with users and meet the demands of an ever-changing technological landscape.Whether you are a beginner or a seasoned professional, being adept in these tools and
techniques can significantly enhance your ability to create compelling, user-centric interaction models. It’s an ever-expanding toolkit that opens up endless possibilities for innovation and excellence in the field of interaction design.The process of developing interaction models varies greatly depending on the platform for which they are designed. In today’s
diverse technological landscape, interaction designers must consider multiple devices, platforms, and environments. This includes traditional web interfaces, mobile apps, wearables, VR and AR interfaces, voice-controlled systems, and more. Here’s an exploration of developing interaction models across these various platforms:1. Web InterfacesResponsive
Design: Designing for various screen sizes and devices is critical. Using fluid grids and flexible images ensures the design adapts to different browsers and screens.Accessibility: Web interfaces must comply with accessibility standards, making them usable by as many people as possible.Technology Stack: Leveraging HTML, CSS, JavaScript, and other web
technologies.2. Mobile AppsPlatform-Specific Design: Android and iOS have different design guidelines. Following these ensures consistency with other apps on the platform.Touch Interaction: Considering touch gestures, tap targets, and swipe actions are fundamental in mobile design.Performance Optimization: Mobile devices have varying processing
capabilities; hence, optimization is essential.3. WearablesLimited Screen Real Estate: Designing for wearables means considering small screens and developing concise, at-a-glance interactions.Sensor Integration: Utilizing sensors like heart rate monitors or gyroscopes to create more personalized interactions.4. Virtual Reality (VR) and Augmented Reality
(AR)3D Interaction: Involves creating immersive 3D environments that respond to user movement and gaze.Spatial Design Considerations: Providing intuitive navigation within a 3D space.Hardware Considerations: Designing for specific headsets and controllers.5. Voice-Controlled SystemsVoice User Interface (VUI) Design: Developing interaction models
that understand and respond to voice commands.Natural Language Processing (NLP): Utilizing NLP techniques to interpret and respond to user speech.Accessibility: Considering non-visual interactions, particularly for visually impaired users.6. Internet of Things (IoT) DevicesCross-Device Interaction: Creating seamless experiences across multiple
connected devices.Security: Implementing robust security measures due to the sensitive nature of data transmitted between devices.7. Multi-Modal InterfacesCombining Interaction Modes: Integrating touch, voice, gesture, etc., to create a more holistic user experience.Consistency: Maintaining a consistent feel across various modes of
interaction.Developing interaction models for various platforms is a multifaceted task that requires understanding the unique constraints, opportunities, and best practices of each platform. This complexity requires a methodical approach, deep empathy for users, a strong grasp of technology, and a willingness to adapt and learn.Designers must embrace the
nuances of each platform, whether it’s the tactile intimacy of mobile devices, the immersive potential of VR and AR, the immediacy of voice interactions, or the interconnected world of IoT.The ability to navigate these diverse landscapes is what sets apart proficient interaction designers. It allows them to create experiences that feel native, intuitive, and
delightful across the entire spectrum of human-computer interaction. By recognizing and harnessing the distinct characteristics of various platforms, designers can build interaction models that truly resonate with users, wherever they may engage.Real-world examples and case studies offer invaluable insights into the application of theory in practice. By
examining specific projects and their outcomes, one can glean lessons learned, strategies that worked, and areas for improvement. Here are some insightful case studies and real-world examples across various domains of interaction design:1. Airbnb’s User Experience DesignSituation: Airbnb needed to redesign its platform to enhance usability and appeal to
a broader audience.Solution: Extensive user research, A/B testing, and a focus on storytelling within the interface. Implementation of a flexible design system adaptable to different cultures and languages.Outcome: An increase in user engagement, positive user feedback, and growth in global markets.2. Apple’s Siri Voice Interaction ModelSituation: Creating
an intuitive and human-like voice assistant.Solution: A combination of advanced Natural Language Processing (NLP), Machine Learning algorithms, and a deep understanding of human conversational patterns.Outcome: Siri has become one of the leading voice assistants, demonstrating the power and potential of voice interaction models.3. The Design of
Virtual Reality in Therapeutic SettingsSituation: Exploring the use of VR to treat PTSD and anxiety disorders.Solution: Designing immersive therapeutic environments guided by medical professionals and psychologists, tailored to individual patient needs.Outcome: Promising results in clinical trials, highlighting the potential of VR in mental health
treatment.4. Amazon’s Multi-Platform ApproachSituation: Creating a cohesive shopping experience across web, mobile, voice (Alexa), and physical stores (Amazon Go).Solution: A unified design language and interaction model that ensures a consistent experience across platforms.Outcome: Enhanced customer loyalty and an increase in cross-platform
shopping behavior.5. The Implementation of Wearables in HealthcareSituation: Leveraging wearable technology to monitor and improve patient health.Solution: Developing user-centered wearable devices that collect real-time health data and provide actionable insights.Outcome: Improved patient outcomes, more efficient healthcare delivery, and
empowerment of patients in managing their health.6. Spotify’s Algorithm-Driven PersonalizationSituation: Enhancing user engagement through personalized music recommendations.Solution: Implementing Machine Learning models to understand user behavior and preferences, creating personalized playlists and suggestions.Outcome: Increased user
satisfaction, engagement, and retention rates.These case studies demonstrate the breadth and depth of interaction design across various platforms and industries. They highlight the importance of a user-centric approach, the integration of emerging technologies, the value of iterative testing, and the need for cross-disciplinary collaboration.Each case
provides unique insights and lessons, contributing to a broader understanding of how interaction models can be thoughtfully applied to meet user needs and business goals. Whether it’s the innovative use of voice technology, the therapeutic application of VR, or the strategic design of multi-platform experiences, these real-world examples showcase the
exciting and ever-evolving field of interaction design.The field of interaction design is complex and multifaceted. As technology evolves and user expectations change, new challenges emerge, requiring innovative solutions. Here are some of the most significant challenges faced by interaction designers today, along with the strategies and solutions to
overcome them:1. Maintaining User-Centered FocusChallenge: Balancing business objectives with the needs and wants of users.Solution: Conducting regular user research, usability testing, and empathizing with user personas to ensure that designs are tailored to the target audience.2. Designing for Multiple Platforms and DevicesChallenge: Ensuring a
consistent and seamless experience across various devices and platforms.Solution: Utilizing responsive design principles, creating a unified design language, and considering the context of use for different platforms.3. Keeping Up with Emerging TechnologiesChallenge: The rapid pace of technological advancements requires constant adaptation and
learning.Solution: Continuous education, attending conferences, staying abreast of industry trends, and prototyping with new tools and technologies.4. Accessibility and InclusionChallenge: Creating designs that are accessible to all users, including those with disabilities.Solution: Following accessibility guidelines (e.g., WCAG), involving users with diverse
abilities in testing, and considering inclusive design principles from the outset.5. Ethical ConsiderationsChallenge: Ensuring that designs do not unintentionally harm or exclude users, considering privacy and data security.Solution: Embedding ethical considerations into the design process, including clear privacy policies, and considering the broader societal
impact of design decisions.6. Navigating Stakeholder ExpectationsChallenge: Balancing the various expectations and constraints from different stakeholders within a project.Solution: Clear communication, establishing shared goals, and iterative design processes that involve stakeholders at various stages.7. Cross-Disciplinary CollaborationChallenge:
Effective collaboration between designers, developers, product managers, and other team members.Solution: Fostering a collaborative culture, utilizing collaborative tools, and maintaining open lines of communication across disciplines.8. Scalability and PerformanceChallenge: Designing systems that can efficiently handle increased loads and
users.Solution: Considering performance and scalability from the beginning, optimizing assets, and collaborating closely with development teams to ensure efficient implementation.Interaction design is a dynamic and evolving field that presents both exciting opportunities and significant challenges. By recognizing and addressing these challenges head-on,
designers can create more effective, inclusive, and user-centric solutions.The solutions presented here offer practical guidance, but they should be tailored to the specific context and needs of each project. Continuous learning, adaptability, empathy, and collaboration remain key attributes for success in the ever-changing landscape of interaction design.
Whether a seasoned professional or a newcomer to the field, understanding these challenges and solutions is essential for creating meaningful and engaging interactive experiences.The field of interaction design is in a constant state of flux, shaped by technological advancements and shifting user expectations. As we look forward to the future of interaction
design, several emerging trends and innovations are poised to redefine the way we interact with digital products and services.The Rise of Voice and Conversational InterfacesVoice technology and conversational interfaces are gaining momentum, allowing users to engage with devices through natural language. This trend humanizes technology and opens
new opportunities for accessibility and user convenience. Designers must consider the nuances of speech, tone, and context to create fluid and intuitive conversational experiences.Virtual Reality (VR) and Augmented Reality (AR)VR and AR are no longer futuristic concepts but are becoming integral parts of modern interaction design. They offer immersive
experiences that blend physical and virtual worlds, extending the design space into new dimensions. Designing for VR and AR requires a deep understanding of spatial awareness, user orientation, and the physicality of interactions within a 3D space.Personalized and Adaptive InterfacesThe growing capabilities of Al and machine learning enable more
personalized and adaptive user experiences. Systems can learn from user behavior and preferences to provide customized content, recommendations, and navigation paths. This trend pushes the boundaries of traditional design thinking and requires designers to consider how systems evolve and adapt over time.Emphasis on Ethical Design and PrivacyAs
technology becomes more pervasive and data-driven, there’s a growing emphasis on ethical design practices and user privacy. Designers must navigate complex legal landscapes and societal expectations to create experiences that respect user autonomy, consent, and data security. This trend underscores the importance of transparency, accountability, and
human-centered ethics in design decisions.Sustainability in DesignSustainability is becoming a vital consideration in design practices. Designers are challenged to think about the long-term environmental impact of their work, from energy consumption to material choices. The trend towards sustainable design aligns with a broader societal shift towards
responsible consumption and environmental stewardship.Integrating Emotion and Human ConnectionEmotion-driven design focuses on creating meaningful connections and resonating with users on a personal level. This involves understanding emotional triggers, building trust, and designing interactions that evoke specific feelings or responses. The future
of interaction design may see more emphasis on emotional intelligence and empathetic design practices.Cross-platform Consistency and FluidityWith the proliferation of devices and platforms, ensuring a consistent and fluid user experience across different environments is paramount. This involves creating cohesive design languages, seamless transitions,
and adaptable layouts that provide a unified experience regardless of the device or platform used.The Intersection of Physical and Digital ExperiencesThe line between physical and digital experiences is blurring, with innovations in IoT (Internet of Things), wearable technology, and connected environments. This convergence requires designers to think
holistically about how digital interactions extend into the physical world, considering tangible interactions, environmental context, and sensor-driven responsiveness.The future of interaction design is filled with possibilities and challenges that extend the boundaries of current practices. These trends and innovations are shaping a new frontier for designers,
demanding a blend of creativity, technical prowess, empathy, and foresight. Embracing these emerging directions will be key to staying relevant and leading the way in creating engaging, innovative, and meaningful interactive experiences.The field of interaction design is multifaceted and constantly evolving. This exploration has traversed various aspects,
from understanding interaction models, design principles, tools, and techniques, to real-world applications, challenges, solutions, and future prospects. The case studies and examples have illuminated how interaction design principles are applied in various contexts, revealing the intricate balance between user needs, technology capabilities, creativity, and
ethical considerations.As the digital landscape continues to expand, the demand for intuitive, engaging, and responsible interaction design will grow. Future innovations are likely to further blur the lines between physical and digital experiences, requiring designers to adapt and continually refine their approaches.The journey of interaction design is far from
over; it is a dynamic and exciting field that offers endless opportunities for exploration, innovation, and impact. Designers, developers, researchers, and stakeholders must collaborate, learn, and innovate together to shape the future of interactive experiences that resonate with users and contribute positively to the human experience. The interactive model
of communication is a two-way process of exchanging ideas, messages, and information. It involves an active exchange between two or more parties, where each party takes turns as the sender and receiver of the message. This communication style is commonplace in both the workplace and our daily lives, allowing for expedient information exchange
through email, text messages, and even social media posts. The sender encodes the message and sends it through a channel to its destination, whereupon the receiver decodes it. Once interpreted, they can then provide feedback—either verbally or non-verbally, like a smile or head nod—to let the initial communicator know their point was understood. For
example, when two friends meet in person, they take turns talking and listening. It is an example of the interactive model of communication. The interactive model of communication promotes a two-way exchange between different people. It is capable of swiftly and efficiently transferring data while all participants are involved in the dialogue and can
provide feedback to ensure everybody comprehends each other’s message. The interactive model of communication is a back-and-forth communication process that involves the exchange of ideas, messages, and information between two or more sources. It is characterized by a continuous cycle of sending and receiving messages, with each source taking
turns as both sender and receiver. As stated by Bilgin and colleagues (2021), “...an interactive communication model implies that participants alternate their positions as sender and receiver and generate meaning by sending messages and receiving feedback within physical and psychological contexts” (p. 222). This model emphasizes the importance of
feedback in communication, as it allows for a more interactive dialogue between sources. Kumar (2020) believes that the interactive model: “...deals with the exchange of ideas and messages taking place both ways from sender to receiver and vice-versa” (p. 122). In simple terms, it is a two-way process of exchanging information that allows for sources to
engage actively with one another. Conversations between two or more people: This is the most common type of interactive communication, where individuals exchange thoughts and ideas through verbal dialogue. The back-and-forth of conversation allows for a more natural flow of communication and for each person to actively engage in the exchange.
Emails: Sending messages through email is a great way to have an interactive experience with someone else. Email can be used to ask questions, provide feedback, and provide additional information that may not have been provided during the initial conversation. Text Messages: Texting is another form of interactive communication, as both parties can take
turns in sending and receiving messages. This form of communication makes it easier to engage in a more detailed exchange since it does not rely on verbal dialogue alone. Video Conferencing: Using video conferencing allows for an even more interactive experience due to seeing the other person’s facial expressions and body language, which helps create a
better understanding between both participants. Social Media Posts: These can serve as an effective tool for interactive communication by allowing people worldwide to communicate with one another in real time. People can easily comment, share their opinions, and ask questions about topics posted on social media sites such as Facebook and Twitter.
Online Forums: Participating in online message boards allows users to discuss topics, ask questions, find answers, provide feedback, or just connect with like-minded individuals who are also interested in the same subject matter. This type of interaction fosters further engagement amongst users that would otherwise remain anonymous online if they didn’t
participate in these forums or message boards. Teleconferences: Long-distance meetings utilizing telecommunication technologies allow participants from all over the world to communicate without having to actually be present at the same physical location (e.g., conference calls). Teleconferences allow multiple individuals located at widely separated
locations to come together virtually and interact simultaneously using audio technology over any device, such as a telephone or computer microphone/headset. Group Work Projects: Working collaboratively projects encourages students or colleagues alike to work together constructively by exchanging ideas, offering feedback, and coming up with solutions
collectively rather than individually. Blogs: Blogging enables authors/creators/writers to have meaningful conversations with readers/viewers through comments under their posts, where readers can give opinionated responses about authors’ points. Chat Rooms: Instant messaging chat rooms available on social media platforms let users connect instantly



with strangers from around the globe who are interested in discussing similar topics. While the transactional model of communication focuses on a back-and-forth exchange of information between two people, the linear model emphasizes a one-way flow of information, and the interactive model is a combination of the two (Hamilton et al., 2019). With the
two-way transactional communication model, the sender and receiver are equally involved in exchanging messages that shape each other. This approach emphasizes the ever-changing nature of communication as well as how context directs message interpretation (Hamilton et al., 2019). In the linear communication model, a sender encodes and sends out a
message via an appropriate channel to be received by a receiver, who then deciphers it. It perceives communication as being communicated in one direction only, from originator to recipient (Hamilton et al., 2019). Finally, the interactive model of communication views communication as a two-way process that involves feedback between the sender and
receiver. In this model, the sender encodes a message and transmits it to the receiver, who decodes the message and provides feedback to the sender (Bilgin et al., 2021). So, the main difference between the transactional, linear, and interactive models of communication is their view of how messages are exchanged between two or more people. Even though
interactive communication models can be used in various settings, some core types prevail. The most common ones are Osgood-Schramm and Westley and Maclean models. One Sentence Overview: The Osgood-Schramm model looks at reciprocal communication, showing how we have to encode, decode, and interpret information in real-time during a
conversation. The Osgood-Schramm communication model emphasizes the paramount importance of feedback throughout a cyclic exchange between three components: the sender, their message, and its recipient (Mcquail & Windahl, 2015). With this model, the sender translates their message into a form suitable for transmission via a communication
channel to the receiver. After it is decoded, feedback from the recipient enables them to modify or refine it as necessary. The Osgood-Schramm communication model recognizes that the context of a conversation has an impact on how it is interpreted, which can modify its purpose and clarity. One Sentence Overview: The Westley and Maclean model shows
that our communication is influenced by environmental, cultural and personal factors. The Westley and Maclean model of communication is a sophisticated model that considers the influence of interpersonal relationships and social issues in communication (Narula, 2006). It indicates that communication is an ever-evolving process made up of three
components: interpersonal, media, and societal. Interpersonally, communication is exchanged between two individuals. Through media channels, these messages are relayed to the masses. On a societal level, broader social influences like cultural norms and values affect how people communicate. In this model, communication is seen as a continuous and
cyclical process that involves feedback and adaptation. Simply, the Westley and Maclean Model considers the influence of mass media in communication by deliberating its larger social context. In contrast, Osgood-Schramm Model emphasizes sender, message, and receiver relationships within a given context. In contrast to other models of communication,
the interactive one has several pros, such as increased flexibility, more effective communication, improved problem-solving, and a higher level of trust. Here are a few advantages of the interactive communication model: Increased flexibility: This model allows for a more flexible approach to communication as each party has an opportunity to involve
themselves in the conversation and adjust their responses based on what they hear from other participants. More effective communication: Feedback is key to an effective dialogue, allowing all parties to express their thoughts while engaging in meaningful conversations with one another. It leads to an improved understanding between sources, ultimately
resulting in better outcomes. Improved problem solving: Through collaborative dialogue, sources can come up with better solutions by pooling their ideas together instead of relying solely on individual efforts. It also encourages active engagement between participants and encourages idea sharing, leading to more innovative solutions that could not have
been achieved alone. Higher levels of trust: With feedback being part of the dialogue, individuals will be more likely to trust one another due to actively engaging in meaningful conversations where both sides are respected and listened too. This type of interactive communication creates stronger relationships and fosters stronger bonds between sources over
time. Despite some advantages, the interactive communication model requires more effort, is quite time-consuming, can lead to emotional risks, and has some difficulties in measuring success. Requires more effort: As this model requires sources to take turns engaging with one another, it usually involves more effort than other models like the linear or
transactional model. It adds an additional level of complexity to communication and could lead to fatigue if not managed properly. Time-consuming: The feedback loop involved in this model can also lead to conversations taking longer than usual as sources may need more time to think through their responses before communicating them or offering their
opinion on a certain topic. Sensitivity and emotional risks: Because each party can express their emotions and feelings in this model, there is a risk that misunderstandings, disagreements, or emotional outbursts could occur as sources work together to reach agreements or solutions. Difficulties in measuring success: As the interactive model relies heavily on
personal feedback, measuring success beyond self-reported opinions from individual sources can be difficult since there is no clear metric for quantifying successful outcomes in these types of conversations. Difficult for Mass Communication: Because the transactional model requires two-way communication, mass broadcast media like radio cannot be used
to achieve the aims of this model. In an interactive communication model, two or more sources actively exchange information with one another in a turn-based fashion. Both parties act as senders and receivers to ensure the message is successfully conveyed. This model is based on nonstop feedback and discourse, utilized in various situations, from talks to
emails, text messages, social media platforms, and group tasks. The interactive communication model stands out among the rest due to its numerous advantages, such as more flexibility and enhanced problem-solving skills. Additionally, it strengthens relationships through effective dialogue while building trust within a group setting. However, this model
also has some disadvantages, such as requiring more effort and being time-consuming. Besides, it can lead to misunderstandings, disagreements, and emotional risks. Bilgin, M. H., Danis, H., Demir, E., & Vale, S. (2021). Eurasian business perspectives: Proceedings of the 29th Eurasia business and economics society conference. Amsterdam. Springer
International Publishing, Los Angeles: Imprint Springer. Hamilton, C., Cree, B., & Kroll, T. (2019). Communicating for success (2nd ed.). London: Routledge. Kumar, D. M. (2020). Advanced educational technology. New York: Sankalp Publication. Mcquail, D., & Windahl, S. (2015). Communication models for the study of mass communications. New York:
Longman. Narula, U. (2006). Communication models. Georgia: Atlantic. Have you ever struggled with an updated app? Or referred to the documentation for a new operating system? You may want to dive into the app straight away. That’s why good design is intuitive to the point where it’s hardly noticeable, allowing you to dive into the app without having to
read through pages of documentation. It banks on your past experiences and expectations by modeling everything for your fulfillment. In the best platforms, those interactions are in perfect sync with your thought process and work in tandem with the system. You, as a user, are in a flow state and not all concerned about how the system works. An interaction
model provides the underlying structure or blueprint for how a product or system behaves based on known user behavior. It provides a model for the structure, consistency, direction and feedback for the product, with the goal of helping users reach a state of flow. That invisibility is the hallmark of a good interaction model. Why Interaction Models
Matter In general, interaction models have a wide variety of use cases across disciplines, each with its own set of beliefs. In the context of interaction design, we can frame it as the underlying structure or framework that governs the behavior of a product or system in concert with the user’s behavior. It provides structure, consistency, direction and feedback
with the system. To summarize, it’s the blueprint of actions between users and the system. Today’s customers are exposed to more and more digital interactions in their day-to-day life. This has brought the tolerance level for poorly designed products to almost zero. To survive in this experience economy, products have to meet — if not exceed — the
expectations of users. With user-centered design, businesses can now focus on users, their context, channels and landscapes to deliver the best possible experience. An interaction model is the starting point for laying the foundation for a great user experience. Factors considered in defining an interaction model. | Image: Dhanesh Thekoot Kumar Interaction
models try to inform the way the product behaves with users. It’s a conceptual model that visualizes the interactions based on the mental model of the users. Governed by the principles of interaction design, a good model must display the following traits: Invisibility: An easy learning curve, familiarity with past experiences, prompt feedback and anticipating
user actions make a product invisible. Invisibility is achieved when users are in a state of flow using the product. It’s a hallmark of good interaction models. Consistency: Consistency creates a feeling of stability and honesty, increasing user satisfaction, ease of use and trust. Surprises and shocks can weaken trust. Familiarity principle: The model must have
real-world metaphors, affordances and past interactions for it to quickly resonate with users. The more familiar users are with an interaction, the quicker the adoption will be. User progression: A good model must adapt with user maturity. The progression from novice to mastery for users requires the system to provide adequate interactions. There must be
provisions for basic and expert users. Unobtrusive: The model must display adequate maturity when giving alerts and feedback. Rather than intimidating users with constant notifications, the system must be passive, calling less attention to itself. Minimalism: Focus on what’s important to users and set aside all other features that don’t help users focus on
the task. Design around what is critical and leave the rest. Too many features, ads and attention cravings will backfire. More on UXEngage Your Users on a New Level With These 3 Emotional UX Techniques A tutorial on the basics of interaction models in UX. | Video: Interaction Design Foundation Defining Interaction Models Building interaction models
require comprehensive insights into users and their contexts, channels and landscapes. These will serve as the guiding stars to help you define an interaction model. It is a collaborative process that starts with whiteboard sessions and workshops before progressing toward more concrete models. An diagrammatic representation of an interaction model. |
Image: Dhanesh Thekoot Kumar By bringing stakeholders, small and mid-size enterprises and users into the process, we can ensure diversity on all viewpoints and quicker ideations. The interaction model can draw insights from designers’ initial research. Let’s take a closer look. Scenario Ideations From personas, key scenarios and context can be captured
and prioritized from personas. They can be based on usage ratio, significance or user context. These scenarios can be further visualized through rough sketches with users in their context. Conceptual Models From scenarios, you can easily figure out the connections, hierarchies and interactions to visualize a low fidelity model. They are abstract,
diagrammatic representations of entities, structures and relationships that enable us to digest the big picture. Information Architecture By giving structure to the elements in conceptual models, information architecture organizes, labels and gives hierarchy to the data. The information is a bit more concrete and provides more details like site maps,
hierarchies, categorizations, navigation and metadata. Screen Layouts From the information architecture, you get to know the key primary functions, verbs and nouns of your product. Based on this, the foundational structure can be visualized as a starting point. Form factors like mobile, tablet and desktop must also be considered at this stage. Common
layout patterns like full width, two column, three column, etc. | Image: Dhanesh Thekoot Kumar Components This provides hierarchy and structure to the layouts by organizing contents into meaningful blocks. Components are based on functionality and can have multiple patterns to represent them — headers, footers, headings, content modules, data tables
and more. Component layout or modules like content modules, data tables, search engine results pages, etc. | Image: Dhanesh Thekoot Kumar Patterns These are the building blocks of the interface. They bring harmony and consistency to the user interface (UI). A typical pattern will have multiple elements that display how data or information is organized.
They can be reused across different components to achieve a function. Typical user interface patterns like search, list, tables, graphs, images list, etc. | Image: Dhanesh Thekoot Kumar More on UX DesignWhat Does a UX Designer Do? Advantages of an Interaction Model The most exciting part of any design is the implementation phase. For a practitioner,
the joy of seeing the insights transition to concepts is satisfying. It’s nice to see your hard work finally pay off with the evolution of these frameworks. Interaction models serve as a foray into this process, giving us the foundational structure from which we can start building. Being invisible doesn’t make them inferior, and their immortality is evident across
design systems, style guides and interaction libraries. And for a user, it’s better that they remain unnoticed. As they say, “The most beautiful things are always hidden.” An interaction model guides how a product behaves in tandem with users’ behavior, acting as the guiding blueprint for a product’s operations. The goal of interaction models is to allow users
to enter an ideal state of flow. Interaction models are intended to make user-product interactions as seamless as possible. They serve as the underlying structure behind a product’s behavior, reducing any friction between the user and the product as much as possible. A high-quality interaction model makes a product feel invisible to the user, delivers a
consistent user experience, only prioritizes features the users care about and adapts to users’ increasing mastery of the product. In this article, we’ve compiled everything you need to know to prepare the right interaction model that will contribute to an exceptional UX design that users will appreciate. Read on if you want to maximize the usability of your
UX projects. Let’s begin with the basics. An interactive system responds to every user input with an action or feedback. An interaction model describes how users interact with individual components of an application to trigger this action or feedback. The model binds the entire application together to support users in achieving their real-life goals.
Interaction models entail the following: The communication between the user and the different application components How all the different elements of an application interrelate in ways that mirror real-life user interactions How different application components interact with each other and the user A good interaction model is based on conceptual human
models that can be found in the user group. The goal of an interaction model is to create a system to communicate with humans in a way that is fluent and natural to create a system that is as interactive and usable as possible. A good interaction model will support how a user understands the tool and uses it to achieve their objectives. As such, an interaction
model is more than just a navigation model (although it does take navigation into account) - it’s a usage pattern built in recognition and reflection of people’s approach to real-life activities. If a user makes a mistake when using the app, it's usually because the interaction model and the user's interpretation of how it should work do not match. Here’s what an
interaction model may describe: How users navigate a page or application How to launch or close a piece of functionality How to navigate between components of a functionality How to transition between functionalities How to select an object How to act on that object And more Defining an interaction model must begin with understanding the product’s UX
goals. This will help you in measuring the success of the interaction model design (i.e., finding out to what extent the design supports achieving those goals). There are five metrics you can look at with regard to the goals and questions to ask to properly assess your proposed interaction model: How much time do users need to discover the primary objective
of a specific user flow and perform actions they care about? Can they use the tool successfully on their first try? The less time they need to perform tasks, the better the interaction design. How quickly can the users gain confidence with the tool and use it competently? Every consumer product has a slight learning curve - so do digital tools. As with the
discoverability principle, the less time users need to become well versed with the tool, the better the interaction model. When a user becomes familiar with the software and starts using it, how easily can they perform repetitive tasks? Can they perform bulk actions in one go, or do they have to complete dozens of separate steps or actions? An efficient and
productive interaction design will allow users to achieve a particular task with minimal effort. When a user interacts with the digital product, how quickly does the system respond? Interaction designers must be aware of the requirements with regard to this timing and design in a way that meets or exceeds these requirements. It’s crucial that they
collaborate with the developers on this point, as in this particular case, the designs will have to be supported with relevant tech choices. Is the product appealing to users? Do they find it cool and like to use it (especially in comparison to competitor’s products)? It’s good to gather user feedback on a regular basis so that you can constantly work on improving
the tool, adjusting it to the needs of your niche, and simply making it more pleasant to use. A good interaction design supports users in fulfilling their desired actions and boosts user satisfaction, but it must also be comprehensible for the developers so that they can implement the flow as it’s intended. Interaction flows can be helpful in this handoff. To create
an interaction flow, designers must first understand these five types of what we’ll call microinteractions. Triggers: a component that starts the interaction (can be system-generated or user-generated), e.g., a “download’ button.” Rules: capabilities and constraints that are applicable to a microinteraction, e.g., a date picker in a train line booking system
allows you to only buy tickets for future dates. Feedback: cues that inform the user what is happening, e.g., a character count that changes its value while the user types. Loops: actions that happen repeatedly or in a lifecycle, e.g., a notification you get when a new system update is available, Modes: the different versions or states of a component, e.g., edit
mode vs. read-only mode. To make sure developers can easily implement an interaction flow in the intended way, designers should include the above microinteractions in wireframes, using lines, arrows, and containers to create meaningful relationships and sequences. Here is what an interaction flow could look like: Source: Don Norman, one of the leading
thinkers on human-centered design, listed six principles that should be applied to designing good objects of everyday use, such as doors or stoves. He’s written about the principles in his bookThe Design of Everyday Things . These principles are relevant to designing digital products as well. Designers should pay attention to the following aspects of their
projects: The more visible an element is, the more likely users will notice them and use them - that’s the basic principle. It works in the opposite way as well: when a design element is unnoticeable, it likely won’t be used. This is a very simple principle that isn’t easy to implement at all. Many designers still struggle with adopting it - making everything visible
isn’t the answer because you will end up cluttering the screen. To decide what should be visible, you need to prioritize those interface elements that matter to users the most. These elements should then be made visible and accessible easily, but also in a way that supports cognitive processes and provides the best user experience. The idea of feedback in
interaction design is about offering clarity as to what the user has accomplished while using the specific piece of software. If a user clicks on an item, it’s important to offer a clue that they have just done exactly that - the user should never be kept guessing whether they managed or didn’t manage to take a specific action, and what action it was. The clues
can take a variety of forms: visual, audio, tactile, and others. There is a wide variety of design patterns that offer feedback. Ever since motion interfaces emerged, these patterns have been in constant evolution. To understand what’s possible when it comes to offering feedback through design, take a look at this video from Google about material design.
Constraining the interaction design focuses on simplifying the interface by limiting the range of possible actions. Think about the opposite scenario: if you give users limitless possibilities, they will likely get confused and won’t know how to behave. A limited number of options will more effectively guide them to the next appropriate step. Over the past few
years, we’ve observed hype for conversational interfaces (Siri, Alexa, and others) that give users the opportunity to interact with technology through natural language. However, these interfaces struggle with the lack of constraints. On the one hand, users have limitless opportunities when it comes to questions they can ask, but with that, it’s hard for them to
understand what queries these interfaces support. This may be frustrating when the technology cannot answer a given question. The relationship between specific controls and the effect they have on the tool should be made as clear as possible. With a good mapping of controls, the tool will be intuitive and natural to use. A good example that involves an
everyday object is the kitchen stove. Digitally, sliders can serve as a good example. It’s clear to the user that sliding it to the right will turn the control on, while sliding it to the left will switch it off. By following the principle of consistency, you will create an easy-to-use experience - it’s as simple as that. By introducing similar elements for achieving
analogous tasks and similar ways of operating these elements, designers can maximize consistency of design. It’s important to maintain this consistency across every interface users will interact with on different devices. Luckily, designers have a lot of resources with plenty of tips on how to achieve a consistent interaction design. Take a look at
Google’sMaterial Design Guidelines and the iOS Human Interaction Guidelines when designing mobile apps. Building design systems will also help to craft a consistent user experience while scaling your app. To afford means to suggest or to give a clue. Strong affordance of an interface element gives clues on how it should be used or how to interact with it.
A clearly marked button gives a user a hint that it can (and should!) be clicked. The strongest affordance that hints something is clickable on a page is the blue underline link, although modern interfaces often resign from incorporating it into their interaction designs. In such cases, it’s crucial to find alternatives (e.g., underline when hovering over the
clickable element), as removing them completely will make the interface much harder to use. Designing interaction models is a process that can be divided into six distinct phases. It follows the same logic as the UX design process. Remember that it should be a collaborative process during which you gather feedback and insights from all stakeholders. When
designing an interaction model for a digital tool, you have to first understand it inside out. What are its goals? What problems or issues is it supposed to resolve? Has anyone already offered a solution to these problems, and if so, how does it work? What are the current market trends in this specific area? Conduct in-depth online research, but don’t forget to
seek insights about the experience from actual users if possible. If you're trying to improve the UX of a mobile application, find people who use it frequently and find out what they think could be improved. By having conversations with an actual user group, you will make a lot of surprising discoveries (a.k.a. the “aha” moments), but make sure you ask them
open-ended questions. Analyze the data you gathered during research by extracting meaningful insights onto sticky notes - the more the better! Look for meaningful relations between them and start grouping them into dedicated sections. You may find that people enjoy using a particular tool every day because they like the look and feel, it allows them to
achieve a specific goal quickly, and more. With your findings, you can create a section related to the solution’s look and feel. For every insight section you find, try to answer the question: how can we improve (solve the problem) so that users will use the tool more often? Take a look at your analysis and verify it against your target group and its specific
needs. The goal is to ensure that you ask questions oriented at improving the experience with the users in mind. In fact, this is something you should be doing at every step of the process. When you’re, e.g., interviewing someone, try to empathize with the interviewee as much as you can to ensure that the solution you want to arrive at does respond to their
needs as much as possible. By now, you have likely analyzed a lot of details and made decisions to introduce new components or enhance the user’s path in the existing interaction. Now, it’s time to take a look at how they fit into the overall design and goals of the tool. If you've introduced changes, take a step back and look at the entire structure of the
interaction flow to assess if it is a good fit or whether further modifications are necessary to maximize the user experience and make interaction easy. Study how the overall user experience has changed when you introduce a new action. It’s good to start prototyping as early as possible. Why? Because your initial idea will not be an exact match for the users’
needs anyway. That’s why it’s key to start putting together something tangible as early as possible, even if it’s just with pen and paper. There are hundreds of tools available online if you don’t like to get your hands dirty: Sketch, InVision, Figma, Adobe XD, proto.io, and many others. Prototyping should be an iterative process. Confront your initial idea as
early as possible with the target group and use their feedback to improve the prototype. Repeat this process until you arrive at an MVP version of your product. It’s rather obvious you need to test your product with an audience, but designers often move on to testing when it’s already too late. Beginning user testing when your product is already in a clickable
prototype may cost you a lot of additional time and money if the feedback shows you need to introduce some modifications. No matter what you create throughout the design process (initial sketch, flow, wireframe) - show it to potential users (or other designers, engineers, stakeholders) and ask for their feedback. You will learn a lot from them in a way that
will allow you to create a truly useful design. Interaction design is at the core of UX design. Well-designed interactions are the foundation of a great user experience. Here are some of the benefits of incorporating an interaction model into the UX design process: Interaction models help to keep the user oriented as they navigate a tool and understand how to
move from one place to another to perform an action or find information. The model also overlays information architecture and allows designers, developers, and stakeholders to design how a user will use the application to reach specific goals. Interaction designers enhance the user experience by staging the interaction between the product and the user. As
a result, the user experience is more intuitive, which increases the user’s satisfaction. An interaction designer should have substantial knowledge of UX design practices to be able to better understand the needs of the audience and build useful designs in respect of those needs. UX/UI designers must keep the fundamental interaction design principles as they
will always play the key role in designing usable interfaces and systems. The rules aren’t set in stone, but contribute to creating useful and engaging products and services. They certainly help increase their adoption. When creating interactions, designers should keep in mind the six fundamental principles that will help them create appealing and usable
tools (Visibility, Feedback, Constraints, Mapping, Consistency, Affordance). By doing so, they can ensure the product will meet users’ expectations. Then (by observing the data and collecting user feedback), they can improve your product by further iterating on interactions you have created. As new devices, interfaces, and environments continue to advance,
they open up new interaction possibilities. Game controllers are in constant evolution, offering an increasingly diverse array of input controls. Gestural interactions are bound to evolve from simple touchscreens to using hand gestures in 3D virtual reality spaces and 10T devices that accompany us in our day-to-day lives. Interaction designers, thus, have to
constantly strike the right balance between innovative approaches and in-grained human conceptual models. Chapter 1 - Introduction to Communication and Communication Theory in Nursing The Interaction Model of communication (see Figure 1.4) describes communication as a process in which participants alternate positions as sender and receiver and
generate meaning by sending messages and receiving feedback within physical and psychological contexts (Schramm, 1997). Rather than illustrating communication as a linear, one-way process, this model incorporates feedback, which makes communication a more interactive, two-way process. Feedback includes messages sent in response to other
messages. For example, a patient may ask you a question in response to health information you provide them. The inclusion of a feedback loop allows a more complex understanding of the roles of participants in a communication encounter. Rather than having one sender, one message, and one receiver, this model has two sender-receivers who exchange
messages. Each participant alternates roles as sender and receiver in order to keep a communication encounter going. You alternate between the roles of sender and receiver very quickly and often without conscious thought. The Interaction Model of communication is more interaction-focused. In this model, communication isn’t judged as effective or
ineffective based on whether or not a single message was successfully transmitted and received. In fact, this model acknowledges that because so many messages may be sent at one time, many of them may not even be received. Some messages are also unintentionally sent. Thus, the model acknowledges that communication is nuanced and complex. Figure
1.4: The Interaction Model of Communication The Interaction Model takes physical and psychological context into account. Physical context includes the environmental factors in a communication encounter. The size, layout, temperature, and lighting of a space influence your communication. Imagine the different physical contexts in which the nurse-client
encounter takes place and how this can affect communication. You may be attempting to have an emotionally laden discussion with a client in a room where the beds are only separated by curtains. You may be assessing a client in the community where the lighting is dim. Whether it’s the size of the room, the temperature, or other environmental factors, it’s
important to consider the role that physical context plays in communication. Psychological context includes the mental and emotional factors in a communication encounter. Stress, anxiety, and emotions are just some examples of psychological influences that can affect communication. For example, you may be communicating with a client who is in pain and
afraid in the emergency room. You may be introducing yourself to one client, but worried about another client who is grieving. Alternatively, you may be communicating with groups of clients and families who are experiencing myriad of emotions. Nursing Example A nurse has worked 11 hours and is attending to a client recently admitted to the hospital. The
68-year-old client is waiting for a bed and is stationed on a stretcher in the emergency room hallway. The client sought emergency care after experiencing severe abdominal pain and passing substantial blood when having a bowel movement. The client was informed that it is likely they have end-stage bowel cancer but is still awaiting a formal diagnosis and
referral to oncology (cancer specialist). The nurse asks the client if the nurse can take a set of vital signs. The client responds “yes.” The nurse also tries to make the client comfortable by adjusting the head of the stretcher and asks the client if they need anything. The client has many questions and concerns and has not had anything to eat or drink in several
hours but responds “no.” The nurse says “OK, well let me know if you need anything.” Analysis: The physical context that played an important role in this example is the lack of privacy and overstimulation in a waiting area located in an emergency room hallway. The physical space likely played a role in the client’s response, which resulted in the client’s
needs being unmet. The psychological context relates to the burden of a looming terminal diagnosis juxtaposed with the undignified environment. The nurse may have sensed that probing further about the client’s needs and current state of mind was needed but may have been physically tired and emotionally drained after working 11 hours. All these factors
contributed to the interaction between the nurse and the client. Pros: This model allows the user to reflect on the environment (both physical and psychological) and how this contributes to good communication. In this case, communication was deemed inadequate because the interaction was limited by the environmental context. Cons: Although this model
attends to the broader context in which communication takes place, it is also inattentive to social, political, and economic realities that shape communication. In other words, it does not consider how the nurse’s and the client’s identity inform their communication with each other. Attribution Statement Remixed with original content and adapted, with
editorial changes, from: Communication in the Real World: An Introduction to Communication Studies by University of Minnesota. Licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License, except where otherwise noted. Share — copy and redistribute the material in any medium or format for any purpose, even
commercially. Adapt — remix, transform, and build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution — You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but not in
any way that suggests the licensor endorses you or your use. ShareAlike — If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions — You may not apply legal terms or technological measures that legally restrict others from doing anything the license permits.
You do not have to comply with the license for elements of the material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how
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