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ABSTRACT

Based on our own experience, through active participation in the wild, we have sommeliered a conceptual framework,
4Q, for Interaction Design and Wine. The 4Q framework describes four dimensions of Quality, Quantity, Quaffability,
and Qwazy. At the workshop we will we will pop the cork on the framework and decant a bit of background. We will
then pour a small amount of the four dimensions for the participants to sniff, sip and approve, and then toast to a few
possible implications and use in Interaction Design.

Permission to make digital or hard copies of all or part of this work for
personal or classroom use is granted without fee provided that copies are
not made or distributed for profit or commercial advantage and that
copies bear this notice and the full citation on the first page. Copyrights
for components of this work owned by others than ACM must be
honored. Abstracting with credit is permitted. To copy otherwise, or
republish, to post on servers or to redistribute to lists, requires prior
specific permission and/or a fee. Request permissions from
Permissions@acm.org.

OzCHI 'l6, November 29 — December 2 2016, Launceston, TAS,
Australia
Copyright © 2016 ACM 978-1-4503-3673-4/15/12... $15.00

httn /A Ani Avclvy vovvlvvvovy



