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Abstract

Digital transformation fosters the acceleration of the flow of information in relation to the
instantaneous nature and speed of digital tools and poses a reflection on the construction
of personal memory through the use of the content on digital media. They do not allow
us to consolidate the memory and are neither designed around man'’s intrinsic need for
forgetting. The lack of permanence of objects and the increasing process of emptying
one's personal space generated by the inevitable digitization of contents shows how
this detachment from material reality negatively affects our relationship with our memo-
ries. This research aims to understand how interaction design and cognition are tightly
connected in memory-related interaction projects: on the one hand, by considering how
poorly designed interfaces conspire against memory, and on the other hand, how mem-
ory processes themselves are adapting to the transformation imposed by new digital
information tools.



The transformation of information processes is changing in
relation to the fact that the cycle of transformation of the media
from analog to digital hypothesized by Nicholas Negropon-

te in the last century (1995) and extensively analyzed by Paul
Virilio in his book La bombe informatique (Virilio, 1998), is
taking place. In this transformation, strong accelerations in

the information flow occur in relation to the instantaneousness
and rapidity of digital tools that abolish the distances (Bauman,
2000). This change poses a reflection on how personal mem-
ories are built, recalled, and elaborated through the fruition

of contents on digital media. Tomdas Maldonado has already
extensively dealt with the topic of the relationship between
memory and knowledge (2005), highlighting the critical issues
concerning the use of digital tools and their influence on hu-
man long-term memory in a context in which the pervasiveness
of social and online tools was still at an emerging stage.

The research topic of how humans construct their memory
processes is a very broad scientific field and the subject of
multiple disciplines. This analysis aims to highlight how the
radical change brought about by the new digital tools is re-
ducing the time it takes to access content and, consequently,
man’s ability to store and organize his knowledge, which
emerges from the flow of information we consume daily
through the media. For example, the use of Instagram as a
“memory tool” has been recently investigated in relation to
the instantaneity of photo sharing (Caliandro & Graham,
2020), meaning the considered selection of images to be
shared and its remembrative role in our lives.



The results show the trend to select the “best possible” pho-
tographs, but conversely, there is a notable reluctance to post
intimate (especially family) images to the platform.

The increasing complexity of information systems that have
evolved into many types of media has evidently diversified
the range of tools, which from simple content providers have
become on-demand tools and means of personal interaction.
If we once owned books, movies, records, paintings, or other
forms of communication, today, we are accustomed to using,
renting, or downloading information and content from the web
(Rifkin, 2000). Our mind uses different forms to access the
information stored in our memory and helps itself by uninten-
tionally building retrieval cues and concept maps to connect
the information. Building personal maps also induce ourselves
to build representations of individual experiences. As recently
investigated in social science (Shannon, 2022), Facebook and
Instagram posted family leisure images and narratives are
intended to communicate non-normative definitions of family
and clarify the family’s ‘real’ identity. These representations
help individuals resist the typical idealization of family life and
offer authentic representations of family leisure.

The bookshelves in our homes and space themselves are
access systems to our own information (Maldonado, 2005;
Casati, 2013) and are physical maps that help visualize and
find information: the books in it are extensions of the mind
itself (Casati, 2013). This concept called ‘extended mind’ is
recognized in the literature as a natural form of extending our
ability to reorganize our memory (Clark & Chalmers, 1998).



Conversely, the practice of photo sharing on social media,
i.e., Instagram, is changing the way people think about visual
remembering. Digital photography, together with maintaining
memories of the past, diffuses the sharing of visual narratives
practice with the creation of “networked archives” of both
personal and collective memories (Serafinelli, 2020).

As the artifacts change, the retrieval cues change as well. Far
from being those tangible elements and visual traces we leave
on which we anchor memory processes, the digital systems we
use today becomes complex and unable to structure memory.
In this contribution, we want to investigate how models of in-
teraction with digital tools can be investigated, rethought, and
designed according to strategies of content fruition that can
support the stratification of personal memory, evoke memories
(Hassenzhal, 2005), and increase our ability to remember.
Short-term memory built on the storage of a few elements in
the case of digital media is confronted with a considerable
flow of information, and the process by which this becomes
long-term memory is critically evolving because the possibil-
ity of reviewing and reflecting on the content is challenged
(Bagnara & Pozzi, 2012).

The memorization process is based on the fact that an ele-
ment is repeated and, above all, acquires value in being re-
vised. The taste for reviewing (Morpurgo, 1985), consolidated
by the domination of the photographic image for almost a
century, comes into crisis with the proliferation of public and
personal digital visual information, and the fragmentation
of attention brought by mobile devices also increases these
issues (Oulasvirta, 2005).



The time people have devoted to this process of learning and
appreciating their experience is gradually becoming more
and more limited and bounded by the features of the arti-
facts. With respect to these considerations by Maldonado and
Flusser, it is also important to emphasize how the difference
between ‘network time’ and ‘real time’ (Virilio, 1998; Thack-
ara, 2005) and the awareness that the digital dimension may
bear no relation to the real flow of events (Rushkoff, 2012)
opens up a necessary reflection on how the gradual loss of
moments of personal reflection (Bagnara & Pozzi, 2012) does
not help to build one’s own relationship with memory:.

In this article, the relationship between memory, reflection,
and interaction design has been investigated with Norman and
Nielsen’s principles for the design of digital artifacts in mind
(Nielsen, 1994; Norman, 1988). In particular, the visibility,
mapping, control, consistency, recall, and time heuristics have
guided the authors in approaching good and bad design exam-
ples and verifying the quality of the memory experience.
Memories are remembered thanks to the memory spaces al-
lowing to store traces of significant moments. Quality memo-
ry experiences also contribute to raise awareness about visual
pollution’s importance (Evecen & Gudekli, 2019). As the num-
ber of shared images increases, people need to start to be
concerned about leaving a digital visual trace.

This research aims to understand how interaction design

and cognition are tightly connected in interaction design for
memory: on the one hand, by considering how bad interfaces
conspire against memory and, on the other hand, how mem-



ory processes themselves are adapting to the transformation
imposed by new digital information tools.

In most cases, social networks provide a model of interaction
with content that takes the form of a long timeline that ideal-
ly begins with the date of the user’s first registration. Such a
continuous scrolling model of information affects memory or-
ganization, clustering, and management (Zannoni, 2018). The
social network flow of information has many similarities with
a continuous television broadcast, with the exception that its
fruition starts from the last content posted and goes backward
in time until the user is willing to explore the content.

The impossibility of organizing content and being able to fix it
with bookmarks that can be more or less organized into lists is
the contemporary limitation of most of the modern tools we use
on a daily basis. The linearity proposed by a blog or a timeline
of posts on a social network does not correspond to a tradition-
al reading model for a few simple principles, such as for exam-
ple: their sequence is predominantly backward because they
always foster reading from the most recent content. In that way,
readers are never aware of where the flow of content begins
because they always see a limited part of it, the most recent one.
In fact, our mind cannot linearly map information and memo-
ries as the timelines interface models are proposing. They do
not allow for the consolidation of memory and, above all, in
agreement with Liam Bannon (2006) and Victor Mayer-Schon-
berger (2009), they are not designed on the basis of the intrin-
sic human needs for remembering and forgetting.

However, the concept of linear visualization of information
does not represent the problem in itself because we have al-



ways lived with the sequential structure of our libraries (Casa-
ti, 2013; Ferrari, 2014), but it is the interactive, instantaneous
nature of digital technologies that impacts and undermines
the strategies humans enact toward reality (Virilio, 1998).
Differently from the book, which represents knowledge in
itself and constitutes a physical retrieval cue for its contents,
the hypertext has completely innovated the structure of ac-
cess to information, making it necessary for users to con-
struct non-linear concept maps involving logical choices in
which the tree of information is far from reaching complete-
ness and does not help to construct a unitary vision.

2.1. Bad Interfaces

What is the explanation of this possible crisis that, in addition
to transform the way we use content, not necessarily for the
worse, is bringing transformations to the processes of person-
al and collective memory (Zannoni & Formia, 2018)?

If we take inspiration from Clark and Chalmers’ concept of the
extended mind and try to extend it to digital artifacts. In that
case, we are faced with the need to allow people to construct con-
cept maps of their memories thanks to these new intangible ob-
jects that need a device to be enjoyed due to their digital nature.
Today, our images are taken and stored in a huge continu-
ous camera roll that we can organize into albums, but people
hardly do so. The two prevailing operating systems for smart-
phone devices have gained the upper hand in the management
of this content and dictate the rules in management logic.
Third-party competitors are nowhere near able to meet this
challenge and disappear little by little, such as Flickr and oth-
er forerunners of online cataloging systems.



From 2017 onwards, Apple and Android online systems be-
gan to build algorithms based on the metadata contained in
images to create a logical organization for this flow of infor-
mation. Periodically this artificial intelligence re-proposes
images chosen over time, but the logics behind are not typi-
cally clear to users: this process, called “cued recall”, acts by
constructing engagements to resurface past episodes (Fawns,
2022), e.g., they create fictitious albums that correspond to
places and temporal moments indicated by tags and metadata
but fail to interpret the content from a semantic point of view,
and remains sterile and cold if compared to the life emotions
they could represent.

Photos content interpretation mechanisms have drastically
improved, see Google Lens for example, and the same for
online archives search systems able to analyse the content of
images (Ben-Yair, 2021), but we are still far from imagining a
scenario in which this intelligent interpretation might results
truly valuable for constructing a structured personal memory.
Another recent study on the impact of interface type on long-
term memory showed that browsing sequential images within
galleries does not facilitate the reminiscence of memories
(Broekhuijsen et al., 2017; Axtell et al., 2022).

Considering the general audience of such intelligent services,
these people are unlikely to bridge these digital contents to
physical artifacts such as prints or photo albums. Although
there are many solutions on the market, printed copies of pho-
to memories are no longer as widespread as they once were.

In the past, there were very interesting tools that developed
shared memory processes, one of which was the del.icio.us



platform, which made it possible with a very simple action to
create bookmarks of web pages by organizing and dissem-
inating them in one’s own community. Del.icio.us counted
about 5.3 million users before being sold to Yahoo, and 180
million bookmarks get lost after many changes in company
ownership: a full heritage of collective memory and the rep-
resentation of the interests of individuals who shared contents
and forms of memory of facts and events in the network.

The loss of this content was not a form of oblivion of web
information but an example of the bad design of a system.
Indeed, every individual should have the right to preserve
their data and to be able to store, export, and reorganize them
in different memories. But the policy of open and user-owned
data does not always match with the web companies’ policies.
If one day Meta will decide to close down Facebook, what

has been our online social life for over twenty years would
vanish. The relevance of Facebook Photo Memories as mem-
ory artifacts has been discussed in relation to novel memory
scenarios (Schwarz, 2014).

If social networks can be considered primitive interfaces for
viewing content and building an organization of one’s inter-
ests so that they constitute memory for people, what could the
most suitable tools for supporting individual and collective
memory be?

At present, personal data management systems are proprie-
tary, and personal archives do not migrate between one plat-
form and another in case of acquisition. There are open plat-
forms based on textual tags markup systems which are often
hostile to ordinary users.



We are probably at the beginning of a change in the manage-
ment of personal data, and this, in the long run, will be a pos-
sible problem in which large archives of knowledge will exist
on the net. However, due to the obsolescence of systems, many
personal memories will also vanish several times in an individ-
ual’s lifetime. However, this information, even if in some home
or networked storage that is properly preserved, will, in any
case, be submerged under an exponential amount of data.

2.2. Digital Artefacts and Memory

As already described by Sebastiano Bagnara (2006) at the be-
ginning of the popularization of digital technologies, the gap
between the availability and supply of information and the
human capacity to process it has exponentially widened.

One of the key mechanisms in memory is filtering, which
allows some memories to be deliberately retained and others
to be deleted. The ability to filter information is inherent to a
mature mind; children and adolescents have not yet had suf-
ficient time to build an intelligent, personal cognitive filter.
The Net Generation, i.e., those born at the turn of the year
2000, who have lived almost their entire childhood and ad-
olescence with the availability of the Net, exhibit memory
navigation styles that are driven by the relative intensity of
the information they are exposed to rather than by their own
personal interest or choice.

As analysed by Maldonado, the increasing process of emp-
tying one’s personal space generated by the inevitable dig-
itization of content led to the lack of permanence of things
and enforced detachment from our memory (2005). It is also
plausible to argue that the act of delegating human memory



to machines exponentially expands the amount of accessible
data but at the expense of man’s ability to construct a real
memory (Flusser, 1990).

We are surrounded by ambivalent technologies that if, on the
one hand, relieve us of the burden of remembering because
they allow us to retrieve memories, especially visual ones.
On the other hand, force us to remember and lead us to dis-
trust external memory aids. In fact, in recent research on the
role of human factors in cybersecurity (Pollini et al., 2022),
the authors noted how memories of a visual nature are com-
monly shared in professional activities through taking and
exchanging clippings, screenshots, photographs, videos sent
in conversations and groups via messaging and online collab-
oration apps, e.g., Whatsapp and Slack.

The immediacy of visual memory in these forms has overtak-
en the importance of textual exchange in personal and pro-
fessional communications. In this scenario, the visual recog-
nition of content, e.g., photos of shifts between colleagues,
or images of project boards, plays a dominant role. The main
hook for memory retrieval becomes the conversation and peo-
ple taking part in the dialogue. There are working tools, such
as the search function, searching for content in the conver-
sation, or the filters for the types of media exchanged in the
conversation, which are also connected to the conversation.

In contrast to the growing confidence we have in exchanging
visual memories, we are now witnessing situations where a
new capacity for remembering is required. For instance, the
mnemonic keys to access systems: current authentication
mechanisms in computer systems, especially those related to



valuable data in the professional sphere, such as two-factor
authentication, the use of customizable queries for informa-
tion retrieval, PIN codes in payment systems, eight to sixteen
character passwords... all of which are asking for a mnemonic
demand also combined with not leaving any digital traces.

New memory aids are wide spreading in the cybersecurity
sector; they are automated software, such as Google’s Au-
thenticator, which generates random codes to be used for the
2FA verification method in approximately 30 seconds time
intervals. These are random codes that are automatically gen-
erated by the app without the need to use the data connection
that is coupled with personal accounts. There the main issue
for users is to understand the model of the system and com-
pletely rely on it.

Both memory-enhancing systems, through multi-media so-
cial sharing, and memory loading technologies, like those for
data protection and cybersecurity, are not explicitly designed
for memory, nor with a human-centred design mindset focus-
ing on extending and reinforcing cognition and memory.

2.3. Digital Artefacts and Oblivion

In dealing with technologies that require us to commit to
memory, such as the security systems described above, mem-
ory can represent a real burden, an unnecessary weight due

to the accumulation of access keys, credentials, and contact
numbers that, although in disuse, linger in our memory. As
Bagnara (20006, p. 195) states, “one has a distinct feeling that it
would be better to ‘clean out’ our memory”.

But our memory is also made up of and fed by the memories



that digital systems and social networks offer us here. Unlimit-
ed retention of personal information on the web might not only
affect individual forgetting needs. However, it may harm indi-
viduals by keeping shared and collective memories alive, such
as youthful indiscretions on employees or low credit scores
that may haunt individuals for a lifetime. Currently, Europe re-
vives the “right to erasure” as the first step towards a forgetting
web: a “right to be forgotten” (Mayer-Schonberger, 2009).
Ideally, online services should “intelligently” support users
with the oblivion of disclosed personal information.

As Liam J. Bannon states, “forgetting is not some unfortu-
nate limitation of the human, but is rather a necessary mental
activity that helps us later the incoming sensory flood and
thus allows us to act in the world” (2006, p. 7). In particular,
the cognitive processes responsible for forgetting are decay
(i.e., forgetting implies not using knowledge for a long time)
and interference (i.e., newly required knowledge interferes or
inhibits already possessed knowledge).

Interference is what we continuously experience with the
real-time overflow of contents and data and what we retain in
memory is mainly represented by our reflective activity (Ba-
gnara & Pozzi, 2012): what we think more deeply about and
elaborate into personal concepts is what we remember and
recover well. And cases where remembering everything had
detrimental effects on a person’s cognition are also well doc-
umented, both in the pianistic work of Alexander Luria (1968)
on memory and in the more recent Viktor Mayer-Schonberger
Delete (2009). The positive impact of forgetting has been rec-
ognized in organizations as well, be it intentional or uninten-
tional (Bagnara et al., 2004).



We might state with Sebastiano Bagnara and Simone Pozzi
(2012, p. 1109) that

We are facing the paradoxical situation where we need to voluntar-
ily “erase” skills and competencies in which we invested time and
effort. We need to forget in order to achieve the optimal flow with
the new technologies, in order to be able to quickly learn new skills.
Our memory lives in a fast-moving present, where technologies do
not give us any indication to consciously choose what to remem-
ber and what to forget.

The paradox is true that we might lose memories of contents
we invested more attention and effort into. We might involun-
tarily keep other memories because they have been better de-
scribed with web metadata, and search engines might efficacy
retrieve them. Personal choice and control over memory and
learning depend not only on our will but also on the opportu-
nities for action and reflection we find in life and work con-
texts: if the artifacts we use are designed to support memory
or oblivion.

Design for oblivion has been investigated in relation to in-
telligent oblivion mechanisms, able to discern different de-
grees of information importance, embed decision support for
meaningful data deletion, and possibly commence forgetting
automatically (Novotny & Spiekermann, 2014), and in rela-
tion to socio-technical systems, where work is conceived as
an activity taking place within a system where knowledge is
distributed (Hutchins, 1995) among four main components:
the worker, the cognitive artifacts, the community of practice,
and the end-users (Bagnara et al., 2004).



From the above considerations, we want to propose formulat-
ing design guidelines that take into account the following crit-
ical issues: firstly, many people suffer from digital tools and
let the systems manage their digital content, and secondly, the
proper features of the devices that do not allow the personal
elaboration of information.

In fact, algorithms of the systems that facilitate the process

of remembering an event act as surrogates for our memory
but are not yet sufficiently refined and qualitatively relevant
to be truly integrated with our memory evocation processes.
The second critical issue is that digital devices such as smart-
phones have a very small interface that does not allow much
information to be displayed simultaneously. The physical
limits smartphones have, prevent the human eye from being
able to get an overview of the whole information “at a glance”.
In the example of the library of books, we can visually perceive
a multitude of information at the same time, recall many mem-
ories and integrate them within our cultural background in a
few moments. These ‘visual cues’ and ‘physical cues’ are the
elements of a visual mapping system that people construct for
themselves in their personal spaces. They represent retrieval
cues from the physical environment but are widely studied in
the social environment (community of practice and customers)
and, more interestingly for us, in cognitive artifacts. In inter-
face design, visual cues might be removed to erect barriers to
block no more useful knowledge (Bowker, 2000) or might be
emphasized to provide the users with opportunities to organize
the information personally. These actions, together with sim-
ilar modifications in the physical environment, would need to



be configured, either to cancel or enforce the cues to recall, but
always on purpose, in order to design for decay or active or-
ganization of memories (Bagnara et al., 2004).

These information structures can be elaborated into concep-
tual maps that help people to recall personal knowledge and
experiences in long-term memory. Any of the interactive tools
on our devices have been designed with an immersive, inter-
active, engaging, and constructive approach in mind, apart
from the operating system desktop that was conceived in the
1970s at the Xerox Palo Alto Research Center (PARC) and still
remains an effective and efficient metaphor which proposes a
set of unifying concepts used by graphical user interfaces to
help users interact more easily with the computer.

In summary, we can consider that in order to be able to devel-
op memory processes, the human being must be able to per-
form the following actions: to manipulate content in a natural
way, to export, i.e., to be able to share, to plan and manage
the information about one’s own time, to organize and find
hierarchies between the individual elements, and finally to
materialize and trace larger information systems back to indi-
vidual visualizations.

With this in mind, in proposing some principles for outlining
guidelines for action, we referred to Jakob Nielsen’s heuris-
tics and Donald Norman’s principles for the design of digital
artifacts.

To summarize, in designing systems to suit the human action
of constructing and evoking memory regarding our analysis,
we would like to propose these six heuristics:



1. Visibility — The information must always be within peo-
ple’s reach and be enjoyed through overviews and not in
linear form.

2. Enhance the mapping — Facilitate the association of visual
cues to personal content.

3. Natural and free control — Make it as direct and immedi-
ate as possible to organize the elements between them, al-
lowing them to be freely differentiated visually, and giving
great relevance to the images.

4. Consistency and hierarchies — Give people the possibility
to build hierarchies and coherent organizations of their
information.

5. No dependence on algorithms — Develop memory recall
aid systems that can facilitate choices but do not imply a
passive use of the automatic process by users.

6. Time — Give people back the ability to spend time organiz-
ing their content through tools that facilitate this process.

These principles would represent a guidance framework for
interaction design processes involving personal memories
and allowing people to become the main actors in this process
again.

Through the analysis of the current context of use, the aim of
this contribution was to consider critical issues and opportu-
nities in several interface designs to access one’s own digital
content. In order to tackle the challenges that memories bring
to interaction design, it is necessary to open a real debate
about the limits of the tools we are used to adopting, the



faster and faster processes in the fruition of information, and
how they are incompatible with personal reflection.

In order to shape and validate quality memory interface de-
sign guidelines, experimental research is required with the
possibility to investigate and document this area of design,
leading to the application of the heuristics proposed in this
contribution. A short-term goal could be to define a set of
rules and checklists for designers to assess digital tools and
services massively used to construct their memories through
intentional and unintentional content management practices.



Axtell, B., Saryazdi, R., & Munteanu, C. (2022). Design is Worth a Thou-
sand Words: The Effect of Digital Interaction Design on Picture-Prompted
Reminiscence. In S. Barbosa, C. Lampe et al. (Eds.), CHI "22: Proceedings
of the 2022 CHI Conference on Human Factors in Computing Systems (pp.
1-12). ACM. https://doi.org/10.1145/3491102.3517692

Bagnara, S. (2006). La perdita del passato. In A. Abruzzese, E. Manca, &
V. Susca (Eds.), Immaginari postdemocratici: Nuovi media, cybercultura e
forme di potere (pp. 194-200). Franco Angeli.

Bagnara, S., Parlangeli, O., Papeschi, F., & Rizzo, F. (2004). Design for
oblivion. In H. M. Khalid, M. G. Helander, & A. W. Yeo (Eds.), Work with
computing systems. Bridging diversity at work: proceedings of the 7th Inter-
national Conference on WWCS. Damai Sciences.

Bagnara, S., & Pozzi, S. (2012). Design for reflection. Work, 41(1), 1108-
1113. https://doi.org/10.3233/WOR-2012-0289-1108

Bannon, L. J. (2006). Forgetting as a feature, not a bug: The duality of
memory and implications for ubiquitous computing. CoDesign, 2(1), 3-15.
https://doi.org/10.1080/15710880600608230

Bauman, Z. (2000). Liquid modernity. Polity Press.

Ben-Yair, S. (2021, May 18). Your photos, your memories, your way. Google.
https://blog.google/products/photos/new-memories-features-look-back/

Broekhuijsen, M., van den Hoven, E., & Markopoulos, P. (2017). Design
Directions for Media-Supported Collocated Remembering Practices.

In M. Inakage, H. Ishii, E. Yi-Luen Do, J. Steimle, O. Shaer, K. Kunze,
& R. Peiris, TEI ‘17: Proceedings of the Eleventh International Conference
on Tangible, Embedded, and Embodied Interaction (pp. 21-30). ACM.
https://doi.org/10.1145/3024969.3024996

Caliandro, A., & Graham, J. (2020). Studying Instagram beyond selfies. So-
cial media+society, 6(2). https://doi.org/10.1177/2056305120924779

Casati, R. (2013). Contro il colonialismo digitale: Istruzioni per continuare a
leggere. Laterza.

Clark, A., & Chalmers, D. (1998). The Extended Mind. Analysis, 58(1), 7-19.
https://www.jstor.org/stable/3328150



https://doi.org/10.1145/3491102.3517692
https://doi.org/10.3233/WOR-2012-0289-1108
https://doi.org/10.1080/15710880600608230
https://blog.google/products/photos/new-memories-features-look-back/
https://doi.org/10.1145/3024969.3024996
https://doi.org/10.1177/2056305120924779
https://www.jstor.org/stable/3328150

Evecen, G., & Giidekli, 1. A. (2019). Digital Culture Groups and Memory: A
Case of Instagram. In A. Ayhan (Ed.), New Approaches in Media and Com-
munication (p. 209-225). Peter Lang.

Fawns, T. (2022). Cued recall: Using photo-elicitation to examine the
distributed processes of remembering with photographs. Memory Studies,
0(0). https://doi.org/10.1177/17506980211073093

Ferrari, G. A. (2014). Libro. Bollati Boringhieri.

Garner, A. O. (2020). I came, I saw, I selfied: Travelling in the age of Insta-
gram. In M. Mansson, A. Buchmann, C. Cassinger, & L. Eskilsson (Eds.), The
Routledge Companion to Media and Tourism (pp. 316-325). Routledge.

Hunt, R. (2017, April 20). Long Term Memory: Touchscreen Interaction. UX Mag-
azine. https://uxmag.com/articles/long-term-memory-touchscreen-interaction

Hutchins, E. (1995) Cognition in the wild. MIT Press.

Luriia, A. R., Solotaroff, L., & Bruner, J. S. (1968). The mind of a mne-
monist: A little book about a vast memory. Basic Books.

Maldonado, T. (2005). Memoria e conoscenza: Sulle sorti del sapere nella
prospettiva digitale. Feltrinelli.

Mayer-Schonberger, V. (2009). Delete: The Virtue of Forgetting in the Digi-
tal Age. Princeton University Press. http://www.jstor.org/stable/j.ctt7t09g

Morpurgo, G. (1985). Il gusto di rivedere. Immagini: scritture, trascrizioni e
progetto. Franco Angeli.

Negroponte, N. (1995). Being digital. Alfred A. Knopf.

Nielsen, J. (1994). Heuristic evaluation. In J. Nielsen, & R. L. Mack (Eds.),
Usability Inspection Methods (pp. 25-64). John Wiley & Sons.

Norman, D. A. (1988). The psychology of everyday things. Basic Books.

Novotny, A., & Spiekermann, S. (2014). Oblivion on the Web: An Inquiry of User
Needs and Technologies. In M. Avital, J. M. Leimeister, & U. Schultze (Eds.),
Proceedings of the European Conference on Information Systems (ECIS) 2014 (pp.
1-15). AIS Electronic Library. https:/doi.org/10.2139/ssrn.3604183

Oulasvirta, A. (2005). The fragmentation of attention in mobile interac-
tion, and what to do with it. Interactions, 12(6), 16-18.
https://doi.org/10.1145/1096554.1096555



https://doi.org/10.1177/17506980211073093
https://uxmag.com/articles/long-term-memory-touchscreen-interaction
http://www.jstor.org/stable/j.ctt7t09g
https://doi.org/10.2139/ssrn.3604183
https://doi.org/10.1145/1096554.1096555

Pollini, A., Callari, T.C., Tedeschi, A., Ruscio, D., Save, L., Chiarugi, F.,

Guerri, D. (2022). Leveraging human factors in cybersecurity: an integrat-
ed methodological approach. Cognition, Technology and Work, 24.(2), 371-
390. https://doi.org/10.1007/510111-021-00683-y

Rifkin, J. (2000). The Age of Access: The new culture of hypercapitalism,
where all of life is a paid-for experience. J.P. Tarcher/Putnam.

Rushkoff, D. (2012). Programma o sarai programmato. Dieci istruzioni per
sopravvivere all’era digitale. postmediabooks.

Schwarz, O. (2014). The past next door: Neighbourly relations with digital
memory-artefacts. Memory Studies, 7(1), 7-21.
https://doi.org/10.1177/1750698013490591

Serafinelli, E. (2020). Networked remembrance in the time of insta-memo-
ries. Social Media+ Society, 6(3). https://doi.org/10.1177/2056305120940799

Shannon, C. S. (2022). #Family: Exploring the display of family and fam-
ily leisure on Facebook and Instagram. Leisure Sciences, 44(4), 459-475.
https://doi.org/10.1080/01490400.2019.1597792

Thackara, J. (2005). In the bubble: Designing in a complex world. MIT Press.

Virilio, P. (1998). La bombe informatique. Galilée.

Zannoni, M. (2018). Progetto e interazione. Il design degli ecosistemi interat-
tivi. Quodlibet.

Zannoni, M., & Formia, E. M. (2018). “Geo-media” e Data Digital Humani-
ties. Il ruolo della memoria collettiva nel progetto del territorio. MD Journal,

5(2), 116-129. https://materialdesign.it/media/formato2/allegati_6361.pdf


https://doi.org/10.1007/s10111-021-00683-y
https://doi.org/10.1177/1750698013490591
https://doi.org/10.1177/2056305120940799
https://doi.org/10.1080/01490400.2019.1597792
https://materialdesign.it/media/formato2/allegati_6361.pdf

BIOGRAPHIES



Andre Andrade

He is a Swiss interaction designer. He was a research associate at EPFL+ECAL Lab from 2019 to 2021 and previously
worked for INT Studio, a design studio that works at the intersection of art direction, interactive scenography, and creative
programming.

info@andreandrade.ch

Alessandra Bosco

Architect and PhD, she is a Researcher at the IUAV University of Venice (Italy). She is the author of numerous contributions
and publications and carries out research in the fields of Design for the enhancement of Cultural Heritage and Exhibition
Design with a specific focus on collaborative approaches.

amlbosco@iuav.it

Marcos Chilet Bustamante

Professor of Future Scenarios and Speculative Design at the School of Design, Pontificia Universidad Catélica de Chile.
Designer from the Pontificia Universidad Catolica de Chile, and MA in Critical Theory, Goldsmith College, University of
London. Recently, he won the most outstanding overall contribution medal as co-curator of the Chilean pavilion at the
London Design Biennale 2021.

mfchilet@uc.cl

Daria Casciani

PhD in Design, Assistant Professor at Politecnico di Milano, Department of Design, and member of the Fashion in Process
research laboratory. Her research interests concern the influence of technological innovation of advanced manufacturing
and smart integration that allow to imagine scenarios, systems, and innovative solutions.

daria.casciani@polimi.it

Lara Défayes
Interaction designer and art director, currently working at EPFL+ECAL Lab.
lara.defayes@epfl.ch

Agnieszka Dutkowska-Zuk

She is a Material Social Futures PhD student in the Department of Languages and Cultures and the Lancaster Institute for
the Contemporary Arts at Lancaster University. Her interdisciplinary work is supervised by Dr Emily Spiers and Prof. Paul
Coulton. Her PhD explores the future of infinite data storage and scenarios in which we will be able to store everything.
She is interested in how human memory metaphors shape computer memory’s design and vice versa.

Her research can be generally described as Speculative Design, through which she strives to understand how people and
technology (will) interact with each other.

a.dutkowska-zuk@lancaster.ac.uk

Andrea Facchetti

Upon completing a BA in Philosophy, Andrea Facchetti holds a MA in Visual and Multimedia Communication (luav Uni-
versity of Venice). In 2017 he completed a PhD at the luav School of Doctorate Studies in the program “Design Sciences”,
where he developed a research regarding speculative practices and knowledge production in visual design.

Since 2018 he is a Research Fellow at the Free University of Bozen-Bolzano, Faculty of Design and Art.

He is co-founder and co-director of Krisis Publishing, an independent publishing and curatorial platform focusing on
media culture, politics of representation and social research.

andrea.facchetti@unibz.it

Clorinda Sissi Galasso
She holds a PhD in Communication Design and is currently pursuing an Executive Master in Management of Territorial
Tourism Development in collaboration with Touring Club Italiano. Research fellow at the Politecnico di Milano, her studies


mailto:info@andreandrade.ch
mailto:amlbosco@iuav.it
mailto:mfchilet@uc.cl
mailto:daria.casciani@polimi.it
mailto:lara.defayes@epfl.ch
mailto:a.dutkowska-zuk@lancaster.ac.uk
mailto:andrea.facchetti@unibz.it

are oriented toward memory representation systems and the valorization of documents preserved in historical archives.
She is involved in researching a novel definition for the relationship between memory and places from a communication
design perspective, focusing on the concept of the mnemotope. In particular, she is concerned with investigating new
map-based communication apparatuses for visualizing complex mnemotopic networks. She is Adjunct Professor within
the Design of Communication for the Territory (DCxT) research group of the Department of Design at Politecnico di Milano.
clorindasissi.galasso@polimi.it

Silvia Gasparotto

PhD, she is a Researcher at the University of the Republic of San Marino and Deputy Executive Director of the master’s
degree in Interaction & Experience Design. Her research interests are focused on Design for the enhancement of Cultural
Heritage, interaction design, design theory, participatory and collaborative practices.

silvia.gasparotto@unirsm.sm

Emily Groves

She is a design researcher and educator. With a background in anthropology, experience design, and inclusive design, her
interests lie at the intersection of technology and culture.

emily.groves@epfl.ch

Nicolas Henchoz

He is the founding director of the EPFL+ECAL Lab which explores the perspectives of emergent technologies through
design. Trained as a scientist, he previously worked in science journalism and at the direction of the Ecole Polytechnique
Fédérale de Lausanne.

nicolas.henchoz@epfl.ch

Margo Lengua

She is a Research Fellow at the University of the Republic of San Marino. She works on research projects focusing on
Design for the enhancement of Cultural Heritage, in particular with the application of game design techniques.
margo.lengua@unirsm.sm

Carola Ureta Marin

Chilean designer and visual communicator based in London, specialises in editorial, cultural development and historical
research projects. She was part of the curatorial team of the Chilean pavilion entitled Tectonic Resonances that won the
London Design Biennale 2021. Frequent speaker at international congresses on Design Studies and Design History.
She is part of the editorial team of the Design for more than human futures. Towards Post-Anthropocentric worlding to be
published by Routledge.

carola.umarin@gmail.com

Sabrina Melis

Sabrina Melis is an Italian artist and designer. She is currently a PhD student at the Department of Architecture, Urban
Planning and Design of Alghero. In her practice she intertwines artistic and scientific research focused on the exploration
of possible approaches to find a way to integrate complex information avoiding the problem of oversimplification.
smelisl.@uniss.it

Matteo Moretti

Award-winning designer, he co-founded Sheldon.studio the first studio that focuses on immersive information-expe-
rience-design. Matteo Moretti was vice-director of the Interaction & Experience Design Master at the University of the
Republic of San Marino, lecturer at the Faculty of Design of the Free University of Bolzano, at the University of Florence, at
the SPD Milan, and guest professor at the Data-Design Master of the Elisava in Barcelona.

His design research projects, presented in many academic conferences and events such as TEDx and Visualized.io
received the Data Journalism Award 2015, the European Design Award 2016 and 2017.


mailto:clorindasissi.galasso@polimi.it
mailto:silvia.gasparotto@unirsm.sm
mailto:emily.groves@epfl.ch
mailto:nicolas.henchoz@epfl.ch
mailto:margo.lengua@unirsm.sm
mailto:carola.umarin@gmail.com
mailto:smelis1.@uniss.it

Moretti has also been a jury member at the World Press Photo 2017-18 (Immersive journalism category) and one of the 100
ambassadors of Italian design in the world 2018, named by the Italian Ministry of Foreign Affairs.
matteo@sheldon.studio

Daniele Murgia

Daniele Murgia is a PhD student at the Department of Architecture, Urban Planning and Design in Alghero.Previously
worked as research assistant in SUPSI University of Applied Sciences and Arts of Southern Switzerland, Visual Culture
Laboratory. He teaches Physical Computing in Genova at Ligustica Academy of Fine Arts.

As a freelance he works in the Interaction Design, Interactive Design and Music field, focusing his personal research on
multi-sensory interface, user experience in digital environments and cross-platform devices.
d.murgial5@studenti.uniss.it

Alessandro Pollini

PhD and Interaction designer, He is Senior Researcher in Industrial Design at the International Telematic University
Uninettuno where he teaches Experience Design. His research is on interaction design and, in particular, on design
research for empowerment, human-centred automation and the evolution of human-machine interfaces.
alessandro.pollini@uninettunouniversity.net

Delphine Ribes

She is a senior research engineer with a background in computer science and medical image processing. She joined
EPFL+ECAL Lab in 2014 to lead the algorithmics, software engineering and digital health activities.

She previously worked as a research engineer and led the clinical research at CAScination GmbH. She also worked as a
research engineer for Advanced Clinical Imaging Technology, Siemens Medical Solutions, EPFL innovation park.
delphine.ribes@epfl.ch

llaria Ruggeri

Sheis a PhD in Architecture and Design Cultures at the University of Bologna. From July 2022 she is a research fellow at
the IUAV University of Venice and since 2016 she has been collaborating with the Design Courses of the University of the
Republic of San Marino in research activities, teaching, organization and communication of initiatives and events.

Her research topics and publications concern visual identity and communication design applied to public context such as
Museums, territories, and cultural heritage, with a particular attention on the public utility and impact.

She is co-founder of Studio Taller, a graphic and communication design studio based in Rimini. Since 2018 she has been
collaborating as a volunteer and professional consultant for “Il Palloncino Rosso”, a social promotion association with
which she works on projects for social innovation and cultural promotion, creating exhibitions of regional interest, publica-
tions and participatory projects related to the conscious reuse of abandoned buildings.

iruggeri@iuav.it

Mathieu Salzmann

He is a Senior Researcher at EPFL-CVLab with a courtesy appointment at the EPFL College of Humanities, and, since
May 2020, an Artificial Intelligence Engineer at ClearSpace (50%). Previously, he was a Senior Researcher and Research
Leader in NICTA’s computer vision research group.

Prior to this, from Sept. 2010 to Jan 2012, he was a Research Assistant Professor at TTI-Chicago, and, from Feb. 2009 to
Aug. 2010, a postdoctoral fellow at ICSI and EECS at UC Berkeley. He obtained his PhD in Jan. 2009 from EPFL.

Mathieu Salzmann'’s research lies at the intersection of machine learning and visual recognition. He has published over
100 articles at top-tier peer-reviewed machine learning and computer vision venues, including CVPR, ICCV, NeurIPS,
ICML, IEEE TPAMI, IEEE TNN-LS.

He regularly acts as an Area Chair for these venues and is an editorial board member for [EEE TPAMI and TMLR.
mathieu.salzmann@epfl.ch


mailto:hello@matteomoretti.com
mailto:d.murgia15@studenti.uniss.it
mailto:alessandro.pollini@uninettunouniversity.net
mailto:delphine.ribes@epfl.ch
mailto:iruggeri@iuav.it
mailto:mathieu.salzmann@epfl.ch
mailto:mathieu.salzmann@epfl.ch

Andrea Schneider

She is a user experience researcher with a background in cognitive psychology. She is interested in researching the
interaction between humans, technology and design.

andrea.schneider@epfl.ch

Elettra Scotucci

Visual Communication and Graphic designer, Elettra Scotucci is in the second year of her PhD in Design at Sapienza
University of Rome. Her main research topics are Typography and Graphic Design History, and the relationship between
Design and New Craft in the field of the contemporary production of display typefaces for letterpress printing.

Together with his Ph.D. colleague Andrea Vendetti, she runs a letterpress studio in Rome, Slab, which is also a key spot for
historical research, experimentation, and educational projects.

Currently she is Teaching Assistant in the Type Design course, both in the English and Italian curricula, at the DCVYM
master's degree, at Sapienza.

elettra.scotucci@uniromal.it

Gianni Sinni

He is an Associate professor of Communication Design at the [UAV University of Venice. He has been previously Associate
professor and director of the Master Degree Course in Design at the University of the Republic of San Marino.

His research topics and publications concern communication design applied to social innovation, complex information
and data visualization, with particular regard to the field of public utility.

He has been consultant of the Italian Minister for Technological Innovation and Digitization and of the Team for Digital
Transformation at the Presidency of the Council of Ministers for the “Digital Republic” project. He was a member of

the Steering Committee of the Agenzia per I'ltalia Digitale (Agid) for the definition of the “Design Guidelines for the PA
websites”.

gsinni@iuav.it

Angelica Vandi

MSc in Design for the Fashion System, PhD student in Design at Politecnico di Milano, Department of Design, and
member of the Fashion in Process research laboratory. Her research interests focus on rethinking the ways of modelling,
preserving, and transferring fashion cultural reservoir making use of new media technologies, understanding how the
digital sphere could be employed to augment the tangible and intangible value of fashion heritage.
angelica.vandi@polimi.it

Andrea Vendetti

After graduating from Sapienza University of Rome with a thesis on the clandestine presses of the Italian Resistance, and
after a study period at ENSAD in Paris, he graduated from ISIA in Urbino with a thesis on the historiography of graphic
design. He is in the final year of his PhD in Design at Sapienza University of Rome: his research consists of a survey on
primary sources for the study of the history of wooden typefaces in Italy.

He teaches Graphic design and History of printing and publishing at Rufa. He works as a graphic designer with archives
and associations and is the co-founder of Slab, a letterpress studio in Rome. Slab is a workshop where teaching and
research are carried out to safeguard Italian typographic culture, and where workshops, exhibitions and conferences are
held. Andrea Vendetti has been an AIAP national councillor since 2022.

andrea.vendetti@uniromal.it

Michele Zannoni

Associate Professor in Industrial Design at the Universita di Bologna (Italy). His published articles and books explore the
intersection of interaction processes and visual and product design. His scientific research is concerned with digital and
physical products and the evolution of the user interface.

michele.zannoni@unibo.it


mailto:andrea.schneider@epfl.ch
mailto:elettra.scotucci@uniroma1.it
mailto:gsinni@iuav.it
mailto:angelica.vandi@polimi.it
mailto:andrea.vendetti@uniroma1.it
mailto:michele.zannoni@unibo.it

Progetto Grafico

From 2003, the only Italian magazine totally

dedicated to graphic design

Z0 m oo
—-> mn ~=

FONDO / CLAUDIA FONDO / ANTONIO
FOLDER MORGAGNI FOLDER TUBARO
@ |AIAP CDPG @ |AIAP CDPG
CDPG Folders

Booklets dedicated to the AIAP’s Archives

Funds and personalities of Design History.

AWDA
The International AIAP Women
in Design Award

CAMPO GRAFICO 1933/1939
The Birth of Graphic Design

AIAP PUBLISHES BOOKS, MANUALS, POSTERS,

A MAGAZINE AND A JOURNAL.

GRAPHIC DESIGN, COMMUNICATION DESIGN,

DESIGN.

aiap.it/libreria/

"‘ AIAPEDIZIONI


https://aiap.it/prodotti/aiap-edizioni/pubblicazioni-aiap/
https://aiap.it/libreria/
https://aiap.it/prodotto/uncover/
https://aiap.it/prodotto/campo-grafico-1933-1939-nasce-il-visual-design/
https://aiap.it/prodotti/aiap-edizioni/progetto-grafico-magazine/
https://aiap.it/prodotti/aiap-edizioni/cdpg-folders/

AIAP CDPG

centro di documentazione
sul progetto grafico

AIAP

via A. Ponchielli, 3
Milano

aiap.it — @Aiap_ita

AIAP CDPG, the Graphic Design Documentation
Centre. Working to collect, catalogue, archive,
enhance and promote any documents related
to graphic design and visual communication.
These documents (originals as well as layouts
of projects, books, posters, prints, catalogues,
correspondence, photographs) help to rewrite
the history of graphic design in Italy and to
support research and educational activities, as
it is the CDGP's intention to make these
documents widely available.

A HEART
BEATS
WITHIN
AlIAP.





http://www.aiap.it

	COVER PAD#23
	COLOPHON
	INDEX
	0. EDITORIAL #22
	Digital Memories. What future for the past? What past for the future?

	I. MEMORIES IN TIME OF CRISIS
	Mnemonic Wars, Ephemeral 
Narratives and Contested Terrains
	Digital Design Interstices. A Space for Collective Counter-
Memories
	The City as Text
. A Kilometric Scroll through the 
Memory of the Uprising in Chile, 
2019
	Mapping Diversity. The Memory Street Names 
Celebrate
	Design Experiences in Pandemic Times

	II. DESIGN HERITAGE AND VISUAL MEMORIES
	The Importance of Printed Ephemera in New Type Making

	Poster World. Bespoke AI Meets Curator Expertise for Public Engagement
	The Italian Government Interface. From the Spoils System to the Guidelines

	III. DIGITIZED & DIGITAL-NATIVE MEMORIES
	Are Memories an Interaction 
Design Problem?
	Hyper-Sensing Creative Acts
	The Invented Mnemotopes Archive. Design Digital Practices for the 
Memory of Places
	Exploring Futures of Infinite Data Storage through Speculative Design

	IV. BIOGRAPHIES
	About the Authors

	AIAP EDIZIONI
	AIAP CDPG
	BACK COVER PAD#22



