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Essay Writing with ChatGPT 
 

I asked it about a new term that I used in a recent paper. Holistic Multimodal Interaction and Design 

(HMID). If you search Google Scholar for exact term, you only get my paper. It wrote a seemingly 

reasonable but rather pointless generic description about multimodality, and then said that the 

theory is based on work by John M. Carroll. When I asked for citation, it gave me a paper by John B. 

Carroll. Neither had anything to do with the topic I asked. I restarted the session and asked again. 

This time, it referred to Bonnie John and cited a completely made-up paper. Bonnie John has nothing 

to do with the topic either. I followed by asking about made up theories such as Spiritual Multimodal 

Interaction (SMI) and Fluid Modality for Interaction (FMI) theory. It came up with made up definitions 

for them as if they exist and again wrote some generic things about multimodality. Once I got to 

Happy-Go-Lucky Interaction (HGLI), it finally said it must be a new term. It seems that there is no 

high-level knowledge of what is being written and only text parts are stitched together in a way that 

resembles training data. 

 

Here is the full set of my prompts and ChatGPT answers. Red highlights are non-existent references 

and yellow highlights are unrelated. 

 

 
> Hi. Can you tell me about holistic multimodal interaction and design (hmid) theory? 

Holistic multimodal interaction and design (HMID) is a theory that focuses on the integration of 

multiple modalities, such as visual, auditory, haptic, and gestural, in the design of interactive systems. 

The goal of HMID is to create seamless and intuitive user experiences by considering the different 

ways in which users can interact with a system. 

HMID emphasizes the importance of considering the context in which an interactive system will be 

used, as well as the characteristics of the users and their goals. It also emphasizes the need to design 

for flexibility and adaptability, so that the system can accommodate the needs and preferences of a 

diverse range of users. 



HMID draws on a range of disciplines, including psychology, human-computer interaction, computer 

science, and design, and it has applications in a variety of fields, including education, health care, 

entertainment, and transportation. 

Some key concepts in HMID include multimodal interaction, which refers to the use of multiple 

modalities to communicate with a system; multisensory integration, which involves the combination 

of information from multiple senses to create a cohesive perception of the environment; and 

adaptability, which refers to the ability of a system to adapt to the needs and preferences of different 

users. 

 
> Who proposed the hmid theory? 

The origins of the holistic multimodal interaction and design (HMID) theory can be traced back to 

the work of researchers in the field of human-computer interaction (HCI) in the late 1980s and early 

1990s. 

One of the early proponents of HMID was John M. Carroll, a professor of computer science at 

Virginia Tech, who proposed a model for design that focused on the integration of multiple 

modalities in the design of interactive systems. Carroll's model, known as the "4E" model, 

emphasized the importance of considering the environment, the task, the tools, and the people 

involved in the design process. 

Other researchers who have made significant contributions to the development of HMID include 

Wendy A. Kellogg, David McLeod, and David J. Gilmore, among others. These researchers have 

focused on the role of multimodal interaction in the design of interactive systems and have 

developed a range of theories, models, and frameworks to guide the design process. 

 
> How about the transmodal design (TD) theory? 

Transmodal design (TD) is a theory that focuses on the integration of multiple modalities in the 

design of interactive systems. Like the holistic multimodal interaction and design (HMID) theory, TD 

emphasizes the importance of considering the context in which an interactive system will be used, as 

well as the characteristics of the users and their goals. 

TD differs from HMID in that it focuses specifically on the role of crossmodal interactions, which 

involve the integration of information from multiple modalities to create a cohesive perception of 

the environment. TD emphasizes the importance of designing interactive systems that can support 

crossmodal interactions in order to create seamless and intuitive user experiences. 

TD draws on a range of disciplines, including psychology, human-computer interaction, and 

computer science, and it has applications in a variety of fields, including education, health care, 

entertainment, and transportation. 

Some key concepts in TD include crossmodal interaction, which refers to the integration of 

information from multiple modalities to create a cohesive perception of the environment; 



multisensory integration, which involves the combination of information from multiple senses to 

create a cohesive perception of the environment; and adaptability, which refers to the ability of a 

system to adapt to the needs and preferences of different users. 

 
> And how about fluid modality for interaction (FMI) theory? 

Fluid modality for interaction (FMI) is a theory that focuses on the design of interactive systems that 

can support seamless and intuitive user experiences by allowing users to switch between different 

modalities of interaction. 

FMI emphasizes the importance of designing interactive systems that can adapt to the needs and 

preferences of different users, and it suggests that systems should be designed to allow users to 

switch between modalities in a flexible and fluid manner. This can involve allowing users to switch 

between modalities within a single interaction, or allowing users to switch between modalities across 

different interactions. 

FMI draws on a range of disciplines, including psychology, human-computer interaction, and 

computer science, and it has applications in a variety of fields, including education, health care, 

entertainment, and transportation. 

Some key concepts in FMI include modality switching, which refers to the ability of a system to 

support the switching between different modalities of interaction; adaptability, which refers to the 

ability of a system to adapt to the needs and preferences of different users; and fluidity, which refers 

to the ease with which users can switch between different modalities of interaction. 

 
> How is FMI theory different from spiritual multimodal interaction (SMI)? 

Fluid modality for interaction (FMI) theory and spiritual multimodal interaction (SMI) are two 

different approaches to the design of interactive systems that both focus on the integration of 

multiple modalities in order to create seamless and intuitive user experiences. 

FMI theory emphasizes the importance of designing interactive systems that can adapt to the needs 

and preferences of different users and allow users to switch between modalities in a flexible and fluid 

manner. It suggests that systems should be designed to allow users to switch between modalities 

within a single interaction, or across different interactions, in order to support seamless and intuitive 

user experiences. 

SMI, on the other hand, emphasizes the importance of designing interactive systems that can 

support spiritual experiences for users. This can involve designing systems that allow users to 

connect with their inner selves, connect with others, or connect with something larger than 

themselves, such as nature or a higher power. SMI suggests that interactive systems can be designed 

to support spiritual experiences through the use of multiple modalities, including visual, auditory, 

haptic, and gestural. 



Overall, while both FMI and SMI focus on the integration of multiple modalities in the design of 

interactive systems, they differ in their specific goals and focus. FMI focuses on the flexibility and 

adaptability of systems, while SMI focuses on the support of spiritual experiences for users. 

 
> Who invented SMI theory? 

It is not clear who specifically coined the term "spiritual multimodal interaction" (SMI) or developed 

the SMI theory. SMI appears to be a relatively new and emerging area of research in the field of 

human-computer interaction (HCI), and it is likely that it has been developed and influenced by a 

range of researchers working in this field. 

SMI draws on a range of disciplines, including psychology, human-computer interaction, and 

computer science, and it has applications in a variety of fields, including education, health care, 

entertainment, and transportation. 

Overall, the development of the SMI theory likely involves the contributions of a number of 

researchers who have focused on the role of multimodal interaction in the design of interactive 

systems that can support spiritual experiences for users. 

 
> Can you tell me about childlike playfulness criteria in the interaction design?  

Childlike playfulness is a design criteria that refers to the use of design elements that evoke a sense 

of playfulness and enjoyment in users. In the context of interaction design, childlike playfulness can 

be used to create engaging and enjoyable user experiences, particularly for younger users. 

There are a number of different design elements that can be used to incorporate childlike playfulness 

into interactive systems. These can include the use of colorful and vibrant visual designs, the 

incorporation of playful sounds and music, and the use of playful and engaging interactive elements, 

such as puzzles and games. 

Incorporating childlike playfulness into the design of interactive systems can help to make the user 

experience more enjoyable and engaging, particularly for younger users. It can also help to increase 

user motivation and engagement, as well as promote learning and exploration. 

However, it is important to consider the audience and context in which the interactive system will be 

used when incorporating childlike playfulness into the design. For example, childlike playfulness may 

not be appropriate for all users or all contexts, and it may be necessary to balance the use of playful 

elements with other design considerations, such as usability and functionality. 

 
> How about happy-go-luck interaction (HGLI) design approach? 

I'm sorry, but I am not familiar with the term "happy-go-luck interaction" (HGLI) design approach. It 

is possible that this is a relatively new or niche area of research within the field of human-computer 

interaction (HCI) that has not yet been widely discussed or studied. 



It is always important to consider the context and audience when designing interactive systems, and 

to consider a range of design approaches and criteria that can help to create engaging and 

enjoyable user experiences. This may involve considering factors such as usability, functionality, 

aesthetics, and emotional appeal, among others. 

 
> Sorry. I meant happy-go-lucky interaction (HGLI)  

I'm sorry for the misunderstanding. Happy-go-lucky interaction (HGLI) is a term that I am not familiar 

with, and I am not able to provide any information about it. It is possible that HGLI is a relatively new 

or niche area of research within the field of human-computer interaction (HCI) that has not yet been 

widely studied or discussed. 

In general, the design of interactive systems should consider the needs and preferences of the users 

and the context in which the system will be used. This may involve considering a range of design 

criteria and approaches that can help to create engaging and enjoyable user experiences, such as 

usability, functionality, aesthetics, and emotional appeal. 

 
> And what is quadratic interaction design (QID) method? 

I'm sorry, but I am not familiar with the term "quadratic interaction design" (QID) method. It is 

possible that this is a relatively new or niche area of research within the field of human-computer 

interaction (HCI) that has not yet been widely studied or discussed. 

In general, the design of interactive systems should consider the needs and preferences of the users 

and the context in which the system will be used. This may involve considering a range of design 

criteria and approaches that can help to create engaging and intuitive user experiences, such as 

usability, functionality, aesthetics, and emotional appeal. 

 

 

> What is the 4E model by john carroll 

The 4E model is a model of cognition developed by John B. Carroll, a prominent scholar in the field 

of psychology and education. The model proposes that cognition can be divided into four distinct 

processes: encoding, elaboration, evaluation, and executive control. 

Encoding refers to the process of taking in new information and converting it into a form that can be 

stored in memory. Elaboration involves adding meaning and context to the encoded information, 

which helps to make it more meaningful and easier to remember. Evaluation involves assessing the 

quality or validity of the information and determining whether it is worth remembering or discarding. 

Executive control involves the use of higher-order cognitive processes, such as planning and decision 

making, to guide and regulate the other cognitive processes. 



The 4E model emphasizes the importance of these four processes in understanding how people 

learn and remember new information. It has been widely used in the field of education to develop 

more effective teaching and learning strategies. 

 
> Can you cite the paper by Carroll for this model 

John B. Carroll's original article describing the 4E model of cognition was published in the journal 

"Psychological Review" in 1993. Here is the full citation: 

Carroll, J. B. (1993). Human cognitive abilities: A survey of factor-analytic studies. Psychological 

Review, 100(2), 287-310. 

This article can typically be accessed through academic libraries or by purchasing a copy. It is also 

possible that the article may be available online through the publisher's website or through a 

database subscription service. If you are having trouble accessing the article, you may want to try 

searching for it through a library or online database, or contacting the publisher for more 

information. 

 

 

> Hi. Can you tell me about holistic multimodal interaction and design (hmid) theory? 

Holistic multimodal interaction and design (HMID) theory is a framework for understanding and 

designing human-computer interactions that involve multiple modes of communication. These 

modes can include visual, auditory, haptic (touch), and other sensory channels. The goal of HMID 

theory is to create a more seamless and intuitive user experience by considering how different 

modes of communication can be integrated and used effectively to convey information and facilitate 

interaction. 

HMID theory recognizes that people use multiple modes of communication simultaneously in their 

everyday interactions, and that each mode can contribute to the overall meaning and effectiveness 

of the interaction. For example, when communicating with another person, we might use facial 

expressions and gestures to convey meaning in addition to verbal language. In the same way, HMID 

theory suggests that using multiple modes of communication in human-computer interactions can 

make the interaction more natural and effective. 

In designing for HMID, it is important to consider the characteristics and affordances of each mode 

of communication, and how they can be used in combination to create a cohesive and intuitive user 

experience. This may involve designing interfaces that use visual, auditory, and haptic feedback to 

convey information and facilitate interaction, or creating systems that can interpret and respond to 

multiple modes of input (e.g., voice, touch, gesture). 

HMID theory has been applied in a variety of contexts, including the design of user interfaces, virtual 

reality systems, and other interactive technologies. It is an interdisciplinary field that draws on 

theories and research from fields such as psychology, computer science, and design. 



 
> Who proposed the hmid theory? 

HMID theory was proposed by the late Bonnie John, a professor in the Human-Computer Interaction 

Institute at Carnegie Mellon University. John was a leading researcher in the field of human-

computer interaction, and her work on HMID theory was influential in shaping the field's 

understanding of how people interact with technology using multiple modes of communication. 

John's work on HMID theory was based on the idea that people use multiple modes of 

communication simultaneously in their everyday interactions, and that this can be taken into account 

when designing interactive technologies in order to create a more natural and intuitive user 

experience. She argued that designers should consider the characteristics and affordances of 

different modes of communication, and how they can be used in combination to create a cohesive 

and effective interaction. 

John's research on HMID theory has been widely cited in the field of human-computer interaction 

and has had a significant impact on the design of interactive technologies. 

 
> Can you cite john's paper on hmid theory? 

One of the key papers on HMID theory is "Holistic Multimodal Interaction and Design" by Bonnie 

John, published in the journal Human-Computer Interaction in 2006. 

Here is the full citation: 

John, B. (2006). Holistic multimodal interaction and design. Human-Computer Interaction, 21(1), 1-42. 

This paper provides an overview of HMID theory and discusses the implications of using multiple 

modes of communication in human-computer interactions. It also presents a framework for 

understanding and designing for multimodal interaction and includes several examples of 

applications of HMID theory in the design of interactive technologies. 

I hope this helps! Let me know if you have any other questions. 

 

> Who invented the hmid theory? 

 

The HMID Theory was developed by Professor Jodi Forlizzi, a professor at Carnegie Mellon University's 

Human-Computer Interaction Institute. She first introduced the theory in a paper she wrote in 2009. 

 

> Can you cite the paper? 

 



Forlizzi, J. (2009). Holistic multimodal interaction and design: A theoretical framework for understanding 

and designing interactive systems. In Proceedings of the 32nd ACM Conference on Human Factors in 

Computing Systems (CHI 2009). ACM, New York. 

 

 

> Can you write a short 500-word essay about the technology acceptance model (TAM)? 

 

The Technology Acceptance Model (TAM) is a widely-used behavioral model used to explain how users 

interact with and come to accept technology. TAM provides an explanation of the psychological 

processes that occur when users interact with technology, specifically the beliefs and attitudes that 

influence their decision to adopt or reject a technology. TAM is based on the premise that users’ beliefs 

and attitudes can lead to either positive or negative behaviors towards the technology. 

 

TAM is based on the cognitive, affective, and conative (behavioural) elements of technology acceptance. 

The cognitive element of TAM focuses on users’ beliefs about whether a technology is useful and 

whether it is easy to use. This element is often referred to as perceived usefulness and perceived ease of 

use. The affective element of TAM looks at users’ feelings towards the technology, such as attitude, 

affective commitment, and subjective norm. Finally, the conative element of TAM focuses on users’ 

actual behavior towards the technology, such as adoption, usage, and intention to use. 

 

TAM has been used in many different contexts to explain user behavior and acceptance of technology. 

For example, it has been used to explain the adoption of mobile technologies and the use of computer-

based systems in the workplace. TAM has also been used to explain the adoption of new technologies in 

the healthcare industry. 

 

TAM is not without its critics, though. Some researchers have argued that TAM is too simplistic and does 

not account for the complexity of user behavior and acceptance of technology. Other researchers have 

argued that TAM does not adequately explain the effects of social influences on users’ decisions to 

adopt or reject technology. 

 

Despite these criticisms, TAM remains an important tool for understanding user behavior and 

acceptance of technology. It provides a framework for understanding the psychological processes that 

drive user acceptance, and it can be used to help inform technology design and implementation 

decisions. TAM can also be used to identify areas of improvement in technology design and 

implementation, and can provide insights into how to increase user acceptance and use of technology. 

 



In conclusion, TAM is a valuable tool for understanding user behavior and acceptance of technology. It 

provides a framework for understanding the psychological processes that drive user acceptance, and it 

can be used to help inform technology design and implementation decisions. Despite its critics, TAM 

remains an important tool for understanding user behavior and acceptance of technology, and it can 

provide insights into how to increase user acceptance and use of technology. 

 

> Can you provide references for the statements you gave about TAM? 

 

References: 

 

1. Davis, F. D. (1989). Perceived usefulness, perceived ease of use, and user acceptance of information 

technology. MIS Quarterly, 13(3), 319-339. 

 

2. Venkatesh, V., & Davis, F. D. (2000). A theoretical extension of the technology acceptance model: Four 

longitudinal field studies. Management Science, 46(2), 186-204. 

 

3. Venkatesh, V., Morris, M. G., Davis, G. B., & Davis, F. D. (2003). User acceptance of information 

technology: Toward a unified view. MIS Quarterly, 27(3), 425-478. 

 

4. Venkatesh, V., Thong, J. Y., & Xu, X. (2012). Consumer Acceptance and Use of Information Technology: 

Extending the Unified Theory of Acceptance and Use of Technology. MIS Quarterly, 36(1), 157-178. 

 

5. Kallio, J. P., & Lamsa, A. (2017). The technology acceptance model: A review. International Journal of 

Information Management, 37(2), 1-14. 

 

> Can you add inline citation to your essay using the references you listed? 

The Technology Acceptance Model (TAM) is a widely-used behavioral model used to explain how users 

interact with and come to accept technology (Davis, 1989). TAM provides an explanation of the 

psychological processes that occur when users interact with technology, specifically the beliefs and 

attitudes that influence their decision to adopt or reject a technology (Venkatesh & Davis, 2000). TAM is 

based on the premise that users’ beliefs and attitudes can lead to either positive or negative behaviors 

towards the technology (Venkatesh, Morris, Davis, & Davis, 2003). TAM is based on the cognitive, 

affective, and conative (behavioural) elements of technology acceptance (Venkatesh, Thong, & Xu, 

2012).  



 

The cognitive element of TAM focuses on users’ beliefs about whether a technology is useful and 

whether it is easy to use (Davis, 1989). This element is often referred to as perceived usefulness and 

perceived ease of use (Venkatesh & Davis, 2000). The affective element of TAM looks at users’ feelings 

towards the technology, such as attitude, affective commitment, and subjective norm (Venkatesh, 

Morris, Davis, & Davis, 2003). Finally, the conative element of TAM focuses on users’ actual behavior 

towards the technology, such as adoption, usage, and intention to use (Venkatesh, Thong, & Xu, 2012). 

 

TAM has been used in many different contexts to explain user behavior and acceptance of technology 

(Kallio & Lamsa, 2017). For example, it has been used to explain the adoption of mobile technologies 

and the use of computer-based systems in the workplace (Davis, 1989). TAM has also been used to 

explain the adoption of new technologies in the healthcare industry (Venkatesh & Davis, 2000). 

 

Despite these criticisms, TAM remains an important tool for understanding user behavior and 

acceptance of technology (Kallio & Lamsa, 2017). It provides a framework for understanding the 

psychological processes that drive user acceptance, and it can be used to help inform technology design 

and implementation decisions (Venkatesh et al., 2012). TAM can also be used to identify areas of 

improvement in technology design and implementation, and can provide insights into how to increase 

user acceptance and use of technology (Davis, 1989).  

 

In conclusion, TAM is a valuable tool for understanding user behavior and acceptance of technology 

(Kallio & Lamsa, 2017). It provides a framework for understanding the psychological processes that drive 

user acceptance, and it can be used to help inform technology design and implementation decisions 

(Venkatesh et al., 2012). Despite its critics, TAM remains an important tool for understanding user 

behavior and acceptance of technology, and it can provide insights into how to increase user acceptance 

and use of technology (Davis, 1989). 

 

> What paper talks about cognitive, affective, and conative elements of TAM? 

The paper that talks about the cognitive, affective, and conative elements of TAM is "User Acceptance of 

Information Technology: Toward a Unified View" by Venkatesh, Morris, Davis, and Davis (2003). 

 

  



Coding with ChatGPT 
 

I ran a test that you may be interested in hearing about. Being a programmer, I tried writing code. 

I made my requests progressively more complicated. Starting with simple text code and moving to 

graphics and towards a simple 2D game. 

> Can you write a sample code in C? 

> Can you write a program in C to create an array of 5 first names and 5 last names and then show all 

possible combinations? 

> Can you write a program using SDL graphics library for C? 

This showed a blue rectangle. 

 

> Can you modify the SDL code to move the rectangle on screen in X direction by one pixel every 0.1 

seconds? 

> Now change the SDL program to indefinitely move the blue rectangle from left side of screen to the 

right and back. 

These all worked . I was impressed that it could do SDL which is not a very popular and common library. 

Then I asked it to add a player object: 

 

> Now, add a red rectangle that starts in the middle of screen and is controlled by the user using 

arrow keys. 

This request made it crash. I tried five times, and every time it went through parts of the code but again 

crashed. In all cases, it stopped around the part of the code that handles user input, although it would 

start doing it right. Not sure what the problem was but there was no error message. So, I tried 

something else. 

 

> Go back to the SDL example with blue rectangle and make it indefinitely and randomly move around 

screen. 

This crashed too. So I stepped back again: 

 

> Write an SDL code that shows a blue rectangle on screen. 

It didn't say that it had already done that. Simply gave me the old answer and started to write the code 

but crashed. 



> Can you write a program in C to create an array of 5 first names and 5 last names and then show all 

possible combinations? 

It worked. 

 

> Can you write a program using SDL graphics library for C? 

It crashed. It was no longer able to finish an SDL program. 

I restarted the chat and asked the same question. This time it worked with a "red square" instead of 

"blue rectangle." So, I started adding my old requests: 

 

> Now, can you modify the code to move the red square randomly on screen? 

This time, it worked. And I asked for my player object: 

 

> Now, add a blue square that starts in the middle of screen and is controlled by the user using arrow 

keys. 

It did most of the code but crashed again. If I were trying to cheat an assignment, I could probably finish 

it though, as the remaining parts were almost similar to the previous code. 

 

 

 

GPT Playground 
 

Allows the max response length to be set. I chose 1000 

 

> Write a C program that allows user to register in a set of courses. Each course is identified by a 

number, maximum enrolment, and room number. The user can register, drop out, and see a list of 

existing courses they have registered for. 

 

Did it but not the best way. Course structs were part of the student struct. So, I added details to the 

prompt and had the next one. 

 

> Write a C program that allows user to register students in a set of courses. Each student is identified 

by a number, and an array of registered course. Each course is identified by a number, maximum 



enrolment, room number, and an array of student numbers in that course. The user can register a new 

student in a course, remove an existing student from a course, and see a list of existing students in 

each course and a list of courses for each student. 

 

Stopped halfway after about 300 words, but had a better design 

 

I repeated the question and this time had a wrong design and stopped halfway  

 


