GLOBAL VISUALIZATION METAPHORS

My research interests are linked with Computer Visualization and HCI. 
In this context, we consider the semiotics and Computer Metaphor theory as the bases of Computer Visualization and HCI.
The metaphor essence consists in interpretation and experience the phenomena of one sort in terms of the phenomena of other sort.

Metaphorization is based on interaction structures of source and target domains. During process of metaphorization some objects of target domain are structured on an example of objects of target domain and there is a metaphorical mapping (projection) of one domain onto another. That is the metaphor can be understood as a map from source domain onto target domain, and this map is strongly structured. 
The conception of metaphor is popular in publications on computer visualization and human-computer interaction. One may reveal such two cases of using this conception:

Metaphor as the basic idea of data presentation, the idea of convergence entities of a computer system and a source domain.

Metaphor as the idea of interaction with the [virtual] environment created by computer systems.

The following hierarchy of computer metaphors is considered:

Global metaphors of design; 

Basic visualization and interface metaphors;

Local metaphors.

Global metaphors map the main design idea. For example consideration of the world as “superoffice”. (All the world's a office. And all the men and women merely clerks.) 
In my talk global visualization metaphors are considered. These ideas depend on global events and changes in society, art, and science. We are interested in global metaphors that have a visual (“pre-computer” and computer) representation. These are ideas formed the basic of cartography, engineering drawing, and drawing graphs of functions on the Cartesian plane.

We consider the interference of metaphorical ideas and challenges facing economy, science, education in times past and now.
Modern cartography is a result of the Geography development and a prerequisite of Age of Exploration. The use in Modern Age the Mercator projection and grid of parallels and meridians is a great achievement in the visualization of geographical and navigation data.

Different variations of geographical metaphors are used now in information visualization and visualization software systems.

Engineering Drawing is a product of the Industrial Revolution, and its prerequisite and an important tool. Multiple views and projections, the set of the rules to depict characteristics of products compile some special and unambiguous code.

Engineering Drawing in the form of CAD-systems is an integral part of the computer tools of modern engineers.

One of the most powerful visualization idea of Modern Age is the idea to draw function graphs in Cartesian coordinates. The idea of function reflects rather abstract conceptions but from behind graph drawing even very young students may become familiar with them.

The 2D and 3D graph drawing is the base of modern Scientific Visualization and the important part of Information and Software Visualization.

The most recent global metaphor is the base of modern computerization. For a variety of economic and social causes people at the end of XX century understand the world around them looking not as a workshop where laborers work but the office where clerks and managers pass their time. The cornerstone of Desktop Metaphor successes is very links with this change in the awareness of the world. Results of modern computerization (and Desktop metaphor) reflect global ideas of modern “post-industrial” world. However, “office” interfaces generate office activity techniques in such “nonoffice” domains as medicine or education. This often involves non grata effects.

Originally this metaphor was offered for office automation systems, but then it was expanded for the general case of the interface for operating systems. These ideas were linked with end-user programing, with means for Office clerks and managers to simplify using computers. Now systems the desktop metaphor, to some extent, are visual (iconic) languages.
“Desktop” metaphor in the 90th years of the XX century became the most frequent practice. This metaphor is in many respects a basis of modern visual interfaces. The success of “Desktop” metaphor, undoubtedly, is connected not only (and not so much) with the natural figurativeness of icons that are [not always] clear to users, but with logicality and systemacity of all activity in frameworks of visual environments based on this metaphor. 
Now new approaches to visualization of human-computer interactions make appearance. These approaches are based on the casual use of mobile devices for communication, entertainment and accesses to information resources. Necessary to analyze the implications of the new global metaphors for society.

