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kunstig intelligens

kunstig intelligens / artificial intelligence (AI):

teknologi som observerer omgivelsene, tar avgjgrelser og justerer sin
egen aktivitet pa en mate som fremstar som intelligent

f.eks. ’
ved a lage regler for en beslutning : COMPUTER
l/e//eder for s % PO\X/[—_R
n . ¥ g, AND
8/1 'Nkep
o “Sbang, 1\ 3 HUMAN

REASON

> Hello, I am Eliza.
* I am afraid.
> How long have you been afraid?
* Since midterms.
> Tell me more...
* I am afraid that I will fail
my course.
> Do you enjoy being afraid that
you will fail your course?
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kunstig intelligens: masKkinlaering

maskinlaering / machine learning (ML):

teknologi som bruker algoritmer og statistiske modeller til a utfagre
oppgaver basert pa analyse av data, dvs. mgnstre og slutninger fra daya
og ikke pre-definerte instruksjoner

- analyserer mye
data (big data)

- bruker mange lag
med statistikk

-7_7—"*.*
> JAINEI
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Figur 2: Skjematisk illustrasjon av et nevralt nett? Teknologiradet
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kunstig intelligens: masKkinlaering

maskinleering / machine learning (ML):

teknologi som bruker algoritmer og statistiske modeller til a utfagre
oppgaver basert pa analyse av data, dvs. mgnstre og slutninger fra daya
og ikke pre-definerte instruksjoner

analyserer mye data (big data)

bruker mange lag med statistikk
Machine Learning

“laerer” av alle nye data & o \'ﬁl\j o . -

beslutning kan ikke spores — =

Deep Learning
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extraction + Classificatio Output
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kunstig intelligens: masKkinlaering
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Googdle Alin landmark victory over Go Twitter taught Microsoft's Al chatbot to be a
grandmaster racist asshole in less than a day
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Fan Hui, three-time champion of the east Asian board game, lost to ) )
DeepMind's program AlphaGo in five straight games via The Guardian | Source TayandYo

Samsung's G
dscounted fo

When Gary Kasparov lost to chess computer Deep Blue in 1997, IBM marked a
milestone in the history of artificial intelligence, On Wednesday, in a research
paper released in Nature, Google earned its own position in the history books,
with the announcement that its subsidiary DeepMind has built a system capable
of beating the best human players in the world at the east Asian board game Go,

CBS Al Acce
one-month trs
Star Trek: Pic

Go, a game that involves placing black or white tiles on a 19x19 board and trying
to remove your opponents’, is far more difficult for a computer to master than a
game such as chess.

DeepMind's software, AlphaGo, successfully beat the three-time European Go
champion Fan Hui 5-0 in a series of games at the company’s headquarters in

Somy's WH-1(
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kunstig intelligens: masKkinlaering Q

Google Home

0 Google Home

Several products released under the original
Google Home moniker: Google Home, Google
Home Hub, and Google Home Mini

Developer Google

Type Smart speaker

Release November 4, 2016, 3 years ago
date

Units sold 14 million (US)[1)

CPU Home: Marvell 88DE3006
Armada 1500 Mini Plus dual-core
ARM Cortex-A7 media
processorl2)

Input Voice commands, limited
physical touch surface

Connectivity Wi-Fi dual-band (2.4/5 GHz)
802.11bvgimvac, 3] giuetooth

ORf.

Amazon Alexa <

Amazon Alexa, known simply as Alexa, is a virtual
assistant Al technology developed by Amazon, first
used in the Amazon Echo sman speakers developed
by Amazon Lab126. Wikipedia

Operating system: Fire OS 5.0 or later, IOS 11.0 or
later; Android 4.4 or later

Developed by: Amazon.com

Initial release date: November 2014

Available in: English Language, French language,
MORE

Platforms: Amazon Echo, Fire OS, I0S, Android,
Cortana, Linux

People also search for View 15+ more

a O D Bixt V

Cortana Bixby HomeKit Spotify

The Seahawks battle the
Titans for Monday at 6:05:

@ sports

Seahawks Schedule

Seabawks @ Titans

Mon, 26 Sep 2017 605 am

Siri dictates the next game for the Seatte
Seahawks, upon the user's guest, on an IPhone
SE running 105 11

Developer(s) Apple

Initial release October 12, 2011; 8 years ago

Operating system 105 5 coward, macOS Serra
onmward, tvOS (all versions),
walchOS (all versions), IPadOS

Platform iPhone

Pagd

IPod Towch
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kunstig intelligens som designmateriale
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Intelligence
on Tap:

Artificial Intelligence
as a New Design Material

Lars Erik Holmquist, Northumbria University
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There has boen a revolution, bet it

sk wp o6 us 30 gradually that you'd
be Sorgiven o you mibued it. It called
artificial intelligence, and it will have

AT o0 Doss we design

s 2 in the scar feture.

s has boen something of an
usexpectod comeback. [n the very carly
duys of computing, many expected

that machines would socn be able to
complement of even surpass humans
in tasks roquiring istelligence. Bt
while well defined undertakings, sech
as playing chess, have peoven to be
soolvadle by using +
fuzzy probliersa, such as recognizing
& Catin & photo, have Turned out 1o be
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kunstig intelligens som designmateriale

- ma vite hva materialet kan gjgre og ikke: — LASSSEEIEC s L
muligheter og begrensninger Robot ansatt som
(slik som andre designere ma kunne butikkmedarbeider - fikk sparken
etter énuke

mye om tre, plast, metall, papir ...)

CEER  ee—
W‘kv bmy
. - (=] More images
CAPTCHA

A CAPTCHA is a type of challenge-response test
used in computing to determine whether or not the
user is human. The term was coined in 2003 by Luis et o Sy oot overs e v b . Goa
von Ahn, Manuel Blum, Nicholas J. Hopper, and D of McKinsey hevdet mydig at f

John Langford. The most commen type of ‘ ‘
CAPTCHA was first invented in 1997 by two groups intelligens
working in paraliel, Wikipedia Masayoshi Som

Dagens Naringshv
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kunstig intelligens som designmateriale

Holmquist om utfordringer fra AI/KI er a designe for

1)gjennomsiktighet (at brukeren md forstad at systemet tar egne beslutninger pd
bakgrunn av nye input data fra brukeren)

2)skjult rasjonale (det er ikke mulig d forklare systemets handlinger)
3)uforutsigbarhet (ML trekker egne konklusjoner (fx lzere GO))
4)kontinuerlig leering (all bruk er leering (fx capcha & stavekontroll))

5)kontinuerlig utvikling (forbedring kan innebzere forandring som systemet
initierer (fx morgenkaffe til nytt tidspunkt))

6)dele kontroll med bruker (md vise fordeling av kontroll & kunne gi bruker full
kontroll over beslutning & utvikling) They lachude

* Diesigreng for trassparency

+
* Denigring for opacity
a)etikk og ansvar (hvem er ansvarlig? (fx selvkjorende bil)) « Desigring foe snpeaditabiling
. ) » Diesigring lor kearneng
b)hvem eier data om deg (du, den som samler, lagrer, eier program ..) « Diesigring foe evodathon

* Desigreng foe shared control
The Arst challenge means that it

c)forsta design materialet (statistikk er vanskelig, “data is king”)

secemary to kot the uer undervtand
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roboter - fysiske, bevegelige, autonome

- har fysisk utstrekning
- situert (tilstede over tid)

- kan bevege seg

- hvordan forstar den verden?
(fx kamera forstdr ikke det det tar bilde av)

Turning Away from an Anthropocentric
View on Robotics

Rebekka SOMA®!, Jo HERSTAD?
2 Department of Informatics, University of Oslo, Norway

Abstract. The field of artificial intelligence and robotics has long adapted an an-
thropocentric view, putting the intelligence structures of humans as the guiding re-
quirements for developing artificial intelligence. This paper use observations of a
robotic lawnmower to demonstrate how we can apply Jakob von Uexkiill’s Umwelt
theory to describe robots and robot behavior to further our understanding of the be-
havior of different kinds robots.

Keywords. Human-robot interaction, robots, Umwelt theory, phenomenology, arti-
ficial intelligence

1. Introduction

From the start of artificial intelligence and through to today the milestones for judging
whether we have created something intelligent has been tied to human intelligence and
human activities, such as language and games. Nietzsche wrote that there once was a star
on which “clever animals invented knowledge”, but that only we, the owners of the hu-
man intellect “gives it such importance, as if the world pivoted around it” [1]. In light of
this observation, it is not all that strange for humans to set the criteria to human standards
of what we consider traits of higher intelligence, after all we project our own world views
into most things [2, 3]. At first glance, it would seem apparent that we should create Al
in our perceptual image; after all, many are created with the intent of assisting us.

In the 1980s Moravec [4] introduced the notion that robotics and artificial intelli-
gence could learn from nature and evolution. He points out how problem-solving AI’s
easily mimic competent adult humans, yet robotic systems rarely achieved the bodily
coordination of a four-year-old child. This, he argues, is because there is a qualitative
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omverden - oppfattet-rom & handlingsrom

Freiherr
Jakob von Uexkiill

- omverden (Umwelt)
- oppfattet-verden (Merkwelt)
- handlings-verden (-rom) (Wirkwelt)

Jakob Johann von Uexkill, 1903

Born 8 September [0.S. 27
August] 1864
Keblas Manor [et), Sankt
Michaelis, Wiek County,
Governorate of Estonia, Russian
Empire
(in present-day Mihki, Pamu
County, Estonia)

illustrasjon av bienes omverden 2% Capt kindom ot
Nationality Baltic German

Bl el SRl S habcacalhe af Paeaad
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omverden - oppfattet-rom & handlingsrom

- omverden (Umwelt)
- oppfattet-verden (Merkwelt)
- handlings-verden (-rom) (Wirkwelt)

Figure 1. A meadow in a human Umwelt (left) and the same meadow in a bee Umwelt (right) [7, p. 351). Rebekka .

illustrasjon av bienes omverden tigerens byttedyr ser i svart-hvitt
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omverden - oppfattet-rom & handlingsrom

- omverden (Umwelt)
- oppfattet-verden (Merkwelt)

- handlings-verden (-rom) (Wirkwelt) —
- omverden (Umwelt)

- oppfattet-verden (flatt-ting)
- lukter stoff hos pattedyr (blind)

Tick (Flatt) < - kjenner varm landingsplass
Animal — - kjenner varm vaeske (blod)

- handlings-verden
Scientific name: Ixodida - hoppe nar kjenner riktig lukt
Rank: Order

- bite ndr varm landingsplass

Higher classification: Parasitiformes

- legge egg ndr varm veeske

N~—
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roboter - fysiske, bevegelige, autonome

Turning Away from an Anthropocentric
View on Robotics

Rebekka SOMA®!, Jo HERSTAD?
2 Department of Informatics, University of Oslo, Norway

Abstract. The field of artificial intelligence and robotics has long adapted an an-
thropocentric view, putting the intelligence structures of humans as the guiding re-
quirements for developing artificial intelligence. This paper use observations of »
robotic lawnmower to demonstrate how we can apply Jakob von 77~

theory to describe robots and robot behavior t~ #-
havior of different kinds roh~*-

- hva er robotens omverden?

Keywords. Human
ficial intelligence
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neste gang (etter paske):
Tangible Interaction (TI) + om interaksjon

tangible interaction & tangible user interfaces (handgripelig, sansbare)

Getting a Grip on Tangible Interaction: A Framework on
Physical Space and Social Interaction

Eva Hornecker Jacob Buur
Interact Lab, University of Sussex MCI, University of Southern Denmark
Falmer, Brighton BN19PF, UK 6400 Senderborg, DK
eva@ehornecker.de buur@mci.sdu.dk
ABSTRACT [34], ‘tangible interacti

Our current understanding of human interaction with hybrid interactions and digitally—’t T - bl I -
or augmented environments is very limited. Here we focus a ngl e nte ra Chon

on ‘tangible interaction’, denoting systems that rely on While in traditional deskt

embodied interaction, tangible manipulation, physical ?a:gi?bdlzwi;:rofzf:swvtfic}; Tongblo Spatial Embodied Expressive

representation of data, and embeddedness in real space. . e k Mani ldﬁOI'l Interaction Fodlitalion Representation

This synthesis of prior ‘tangible’ definitions enables us to 1tse.1f. .D651gn1ng. .tanglb g P "

address a larger design space and to integrate approaches fies1gn1ng. the ,dlgltal b Haptic Direct Inhabited Space Embodied R?pr’”"m“om’l

from different disciplines. We introduce a framework that mterrelatlonsfv_wthm hybr i Manipulation Constraints Significance

focuses on the interweaving of the material/physical and the lrale\dN tyﬁ) est.o mt(ei:racntgnl Configurable

social, contributes to understanding the (social) user ody, hap 1'01, and spatia Materials

experience of tangible interaction, and provides concepts HCL. As building upon us " . - T

and perspectives for considering the social aspects of the real world lowers Lnghiwo!ght N.o.n-‘hjagmented Mt.xlhple Access J| Externalization

tangible interaction. This understanding lays the ground for embOdlmef’t of interactic §f Inferaction Visibility Points

evolving knowledge on collaboration-sensitive tangible bottlenec}q of t.he keyboa Il Bod

: : : : systems is easily observ: Full Body

interaction design. Lastly, we analyze three case studies, Y Y ¢ Interaction

using the framework, thereby illustrating the concepts and §upport O,f face-to-face st _

demonstrating their utility as analytical tools. n a cqns1derable number | Isomorph Effects || Performative Tailored Perceived
scenarios [1, 7, 26, 31, 32 Action Representations || Coupling

Y T 7 S, P



