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Talking to Machines explores the evolution of 
voice assistants like Siri, tracing the intersection of 
speech recognition, artificial intelligence, and user 
experience. Through text and visual storytelling, it 
examines how machines understand, respond, and 
interact with human speech—shaping the future of 
communication.

Lei Li



Contents

• The book had divided into 
four part, the original essay 
already had 3 parts, the first 
part is mainly talking about 
the introduction to intelligent 
assist.
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Progress

Book design explores how 
spoken input. machines 
interpret 
Used blue/black minimal style
for clarity and tech feel.
Collage + halftone reflect 
basically human-computer 
interact.
Retro GUI adds irony—old UI 
meets smart AI.
Maze = metaphor for speech 
processing complexity.
Document realism mirrors real-
world data + interaction.



Project Style

• Basic style: Use black, white and blue to 
highlight high contrast to creates a cool, 
techy vibe

• Simplicity and restraint, avoiding unnecessary 
colour interference and reinforcing rational 
information transmission

• Use Peridot PE Variable, which has clean, 
contemporary design and inherent flexibility. 
its geometric forms and sharp edges visually 
reinforce the technological and futuristic
tone of the project.



Design Rationale
• Through the background 

research in my Sketchbook, 
I explored the  core theme 
of AI-powered voice 
assistants such as Siri, and 
other emerging tools. 

After reading through the article 
and reviewing relevant sources, I 
divided the article into six themes, 
which form the conceptual basis 
of Dialogue with Machines, 
illustrating the technical, linguistic, 
cognitive, and emotional 
dimensions of how voice 
assistants such as Siri can 
understand and interact with 
humans.



Layouts
• This direction was also informed by my testing of different layouts and interactive possibilities 

documented in my Sketchbook.

Small book sample



Layouts
Tutor feedback pushed me to 
refine both the physical format 
and the spatial rhythm of my 
book. I explored variations in size, 
margin, and font, and began to 
consider how the book itself 
could be experienced playfully, 
not just read. This page 
documents the iterative visual 
thinking and structural 
prototyping that informed my 
final format decisions.

Compared with meaningless 
content, I try to connect the 
theme with more relative 
playable things.



Keywords

Here I mainly grab the keywords from the title of the 
article and the first and last paragraphs of each 
chapter, which mainly reflects the core of the article.

Through these keywords, I determine the possible forms of 
display in the book, such as sound wave recognition on the 
front page, mazes, and retro operating software.
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