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Psychology 597.04:   Technology, Efficiency, and Happiness

Winter, 2009
Class:  Mondays and Wednesdays, 1:00 - 3:48 p.m.


Call no. xxxx
Instructor:  Dr. Richard Jagacinski


       208 Lazenby (Office hours by appointment.)


       292-1870 

       jagacinski.1@osu.edu

GEC Function:
This course is designed to fulfill the requirements for the




Issues in the Contemporary World element of the GEC.

Overview of the GEC Issues in the Contemporary World Capstone
By drawing upon multiple disciplines, Issues of the Contemporary World coursework provides a capstone experience that enriches students’ experiences of the increasingly global nature of the contemporary world.  

Expected Learning Outcomes of this GEC Category:

1. Students synthesize and apply knowledge from diverse disciplines to contemporary issues.

2. Students demonstrate an understanding of the relationship between information derived from different disciplines by interacting with students from different majors.

3. Students write about or conduct research on the contemporary world.

Overview of the Course
This course will examine various ways of evaluating new technologies (e.g., cell phones, sport utility vehicles, computer software).  Many new devices seem like they might improve our lives through increased efficiency in performing specific tasks.  However, technology often has hidden costs such as unexpected effects on social behavior and cultural values, unexpected health consequences, increases in behavioral complexity, surprising patterns of errors in task performance, greater financial expense, and negative environmental impact.  It is therefore difficult to predict whether new technology will make us happy, increase creativity, or generally improve our quality of life.   This course will consider how one can measure and/or predict the consequences of new technology so that both designers and consumers can make better choices.

Student responsibilities:

1.   Participate actively in class discussions of the required readings and student presentations of their papers later in the course.


2.  Write a 2-page commentary on the primary issues involved in the evaluation of one particular technology in the class syllabus (cell phones, ATM's, Power Point, sport utility vehicles, Internet, or sports equipment).  These commentaries may rely on the course readings and/or additional sources.  The commentaries are due at the class period in which these technologies are discussed.

3.  There will be a midterm exam on the course readings and discussions on Wednesday of Week 7.  The format of the exam will be multiple choice and short answer.

4.  Instead of a final exam, students will write a 10-page double-spaced paper on a topic relevant to this course.  Students will work together in two-or-three person cross-disciplinary teams to develop sets of related paper topics. Some class time will be allowed for team interaction during the second half of class on Wednesdays of Weeks 2-6.  The papers should be written individually, but the talk to the class should be given as a team project that integrates material from the individual papers.   A one paragraph description of your paper topic is due by Wednesday of Week 4.  The full paper is due by Friday of Week 7.  Teams will then make brief oral presentations of their papers and respond to comments and questions from the class during Weeks 8, 9, and 10.    The paper should review several articles not included in the required readings and critically evaluate their strengths and weaknesses in assessing some technology.   Possible topics include evaluation of electronic, mechanical, and/or biological technologies, new measures or methods for evaluating or predicting the impact of technologies, or historical trends in the evolution of particular technologies and their impacts.  Visual media to enhance your class presentation is encouraged.
Grading
Grades will be determined by class participation (10%), the 2-page paper (15%), the midterm (30%), the10-page paper (30%), and the team presentation to the class (15%).


Required Readings:

Xeroxed copies of the readings for this course are available at the UniPrint Center at 2055 Millikin Road (near the OSU Bookstore).

1.  Human factors and ergonomics issues:  Efficiency, complexity, and multi-tasking

Usability and complexity

Norman, D. A. (1988).  The psychology of everyday things (pp. 30-31; 142-145).  New York:  Basic Books.

Case study - Cell phones

Strayer, D. L., Drews, F. A., & Johnston, W. A.  (2003).  Cell phone-induced failures of visual attention during simulated driving.  Journal of Experimental Psychology:  Applied, 9, 23-32.  

Olson, E.  (July 15, 2003).  Sound, fury and cellphone users and abusers.  New York Times, Section C,  6.

2.  Happiness and pleasure


Behavioral correlates


Myers, D. G. (2000).  The funds, friends, and faith of happy people.  
American Psychologist, 55, 56-67.


Kesebir, P. & Diener, E. (2008).  In pursuit of happiness:  Empirical 
answers to philosophical questions.  Perspectives on Psychological 
Science, 3, 117-125.

Measurement issues


Kahneman, D.  (1999).  Objective happiness.  In D. Kahneman, E. Diener, 
& N. Schwarz (Eds.), Well-being:  The foundations of hedonic 
psychology (pp. 3-25).  New York:  Russell Sage Foundation.
Adaptation and design implications


Brickman, P., Coates, D., & Janoff-Bulman, R.  (1978).  Lottery winners 
and accident victims.  Is happiness relative?  Journal of Personality and 
Social Psychology, 36, 917-927.


Norman, D. A.  (2004).  Emotional design:  Why we love (or hate) 
everyday things (pp. 99-123).  New York:  Basic Books.

Case study - ATM's

de Angeli, A., Lynch, P., & Johnson, G. I.  (2002).  Pleasure versus efficiency in user interfaces:  Towards an involvement framework.  In W. S. Green & P. W. Jordan (Eds.),  Pleasure with products:  Beyond usability  (pp. 97-111).  New York:  Taylor Francis. 

3.  Creativity

Nickerson, R. S. (1999).  Enhancing creativity.  In  R. J. Sternberg (Ed.), Handbook of creativity  (pp. 392-407).  Cambridge, UK:  Cambridge University Press.

Schneiderman, B. (2003).  Leonardo's laptop:  Human needs and the new computing technologies (Mega-creativity, pp. 209-231, 249).  Cambridge, Massachusetts:  MIT Press.
Case study - Power Point

Shaw, G., Brown, R., & Bromiley, P.  (1998).  Strategic stories:  How 3M is rewriting business planning.  Harvard Business Review, 41 - 50.

Tufte, E.  (2003).  The cognitive style of Power Point.  Cheshire, Connecticut:   Graphics Press.

Zielinski, D. (November, 2003).  Power has always been the point.  Business and Management Practices, 155(11),  S2.

4.  Environmental impact

Gardner, G. T.  & Stern, P. C. (1996).  Environmental problems and human behavior (Choosing the behaviors to change and the points of intervention,  pp. 253-265).  Needham Heights, Massachusetts:  Allyn & Bacon.

Van der Ryn, S. & Cowan, S. (1996).  Ecological design (pp. 25-31, 58-63, 90-96).  Washington, D. C.:  Island Press.

Case study -  Sport utility vehicles and the car culture

Coehlo, D. A., & Dahlman, S. (2002).  Comfort and pleasure.  In W. S. Green, W. S. & P. W.  Jordan (Eds.),  Pleasure with products:  Beyond usability  (pp. 321 - 331).  New York:  Taylor Francis.  

Friedman, D., Nash, C. E., & Ditlow, C.  (2003).  Building a better SUV:  A blueprint for saving lives, money, and gasoline.  Cambridge, MA:  Union of Concerned Scientists.

Kay,  J. H. (1997).  Asphalt nation:  How the automobile took over America and how we can take it back  (The cost of the car culture, pp. 115-137).  Berkeley, CA:  University of California Press.

5.  Social Impact

Luddites and cultural disruption

Fox, N. (2002).  Against the machine (The frame breakers, pp. 24-40).  Washington, D.C.:  Island Press.

Meade, M. (Ed.) (1953).  Cultural patterns and technical change (pp. 209-210; 257-259; 296-299;309-312).  New York:  UNESCO.  (Reprinted by IJsel Press, Holland.)

Voluntary simplicity

Maniates, M.  (2002).  In search of consumptive resistance:  The voluntary simplicity movement.  In T. Princen, M.  Maniates,. & K. Conca (Eds.),  Confronting consumption  (pp. 199-213).  Cambridge, Massachusetts:  MIT  Press.
Aging and behavioral selectivity

Carstensen, L. L., Isaacowitz, D. M., & Charles. S. T.  (1999).  Taking 


time seriously:  A theory of socioemotional selectivity.  American 



Psychologist, 54, 165-181.

Case study - Internet

Blank, G.  (2000).  The progress of the internet.  In G. D. Garison (Ed.), Social dimensions of information technology:  Issues for the new millennium (pp. 37-45).  Hershey, Pennsylvania:  Idea Group Publishing.

Fox, N. (2002).  Against the machine (p. 20).  Washington, D.C.:  Island Press.    

Sproull, L, & Faraj, S. (1997).  Atheism, sex, and databases:  The net as a social technology.  In S. Kiesler (Ed.), Culture of the internet  (pp. 35-50).   Mahwah, New Jersey:  Erlbaum.

Ehrenfeld, D. (2002).  Swimming lessons:  Keeping afloat in the age of technology (pp. 44-50).  New York:  Oxford University Press.

Clark, A.  (2003).  Natural-born cyborgs:  Minds, technologies, and the future of human intelligence. (Global swarming, pp. 143-153).  New York:  Oxford University Press. 

Case study - Sports equipment

Gelberg, J. N. (1998).  Tradition, talent and technology:  The ambiguous relationship between sports and innovation.  In A. Busch (Ed.), Design for sports:  The cult of performance (pp. 89-94; 105-108).  New York:  Princeton Architectural Press.

Tenner, E.  (1996).  Why things bite back (Golf and the advantages of rationing progress,  pp. 245- 253).  New York:  Alfred A. Knopf.

