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How am I to design a playful interaction here?
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Computers and language
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>>>>>>>>     HTML5 Web Speech API  +  Google Translate

























Will anybody even 
talk to a computer?



How does the human 
experience unfold?



Where and why does the 
Eliza-effect break down?



What can we do to 
stretch belief?



And how do I design 
the interface?



How to make it 
modular?





Barging In



Interruptions



Switching Subjects



Dada
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