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COGNITIVE BIAS CODEX

We store memories differently based
on how they were experienced
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To avoid mistakes,
we aim to preserve autonomy
and group status, and avoid
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We project our current mindset and
assumptions onto the past and future
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Shared Perception

https://www.whisperproject.eu/

ALGORITHMIC DESIGN BY JOHN MANOCOGIAN Il (JM3)

We notice things already primed in
memory or repeated often

Bizarre, funny, visually-striking, or
. anthropomorphic things stick cut more
than non-bizarre/unfunny things

Too Much
Information

We notice when
@ . rmething has changed

Humans do not perceive the
world as it is but rather
perception is heavily shaped by
perceptual and cognitive biases

We are drawn to details
@ that confirm our own
existing beliefs
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We tend to find stories and
@ patterns even when looking
at sparse data
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Head
movements
(e.g.
nodding)

Hand
Movements
(e.g. waving)

Ways of
Talking (e.g.
prosody)

Eye
Movements
(e.g.
winking)

messages
Communication

Gaze actions
Directon A

Sounds

(e.g.
laughing)

Communication

Body
Contact (e.g.
shaking
hands)

el @A \____Intentions
Expression Social bonding
(e.g. frown)

Posture (e.g.
slouching)

Appearance
Closeness

(e.g. enter
PPS)
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The state at each instant during
development depends of the previous
history: the

iCub The Robotcub Project

Open Software, Open Hardware, open mind
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Syllabus for HCI

* Shared Perception

* Cognitive Architecture
* Embodiment

* Development

* Transdisciplinarity

e.g.: humanrobotinteraction.org/2015/themes/index.html
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