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Summary

In a human—computer relation, humans used computers for access to information, and they
used to be affected by desktop metaphors, input/output interfaces, and the performance of a
device. Further, there are some obstacles on interfaces during users touch to information. A
computer that executes information processes virtually and abstractly, that became to be the
purpose and the interface designed with a focus on the computer. As the interface intervenes
between information media and humans, a difference in recognition can occur. This is also why

freedom and convenience do not improve.

Thus, this situation requires design philosophy of the human—computer relation based on the
perspective of the human body. The idea of this thesis is to actualize the human body, which is
usually latent, to recognize a body from the human perspective and update the human body—
environment relation. In addition, embodied media that connects binary relationship elements,
such as human and machine, body and object, input and output, and control and feedback, is

required for understanding the meaning of embodiment in the environment.

Through the introduction of embodied media, naked interaction guarantees leaving behind
traditional interaction and designing new relations based on the experiences of a body. This
process lets designers recognize the meaning of interaction based on embodiment and com-
prehensively design the computer from the embodiment perspective. Moreover, it provides a
solution to the design problems in which the interface could not shorten the distance between
the information and human body in traditional interactions. For achieving this, designing naked
interaction with embodied media requires a method of technology and computer science. How-
ever, design philosophy is widely applied to designs; this thesis realizes its concept design and
actual design through prototyping.

Each of the three embodied media can be controlled by the human body. First, skin, which
covers the body, is selected as one of the embodied media because it has introspective perception.
By actualizing the skin, a part of the human body is re-embodied by recognition of the user’
s own body. Skin sensation allows users to experience and recognize embodiment of media
by their own bodies. Next, by utilizing finger anthropomorphism, a finger is turned into a
communication medium. A ring device as the extension of the human body lets the use to
understood controlling own embodiment based on the user’s intention. Finally, picking up a
piece of paper, which allows humans to perform intelligent work with their hands interactively,
the piece of paper is designed to be one of the media, as an extension of body. The piece
of paper visualizes the user—object relation when the user thinks assuming paper as physical

environment.

Through prototyping, the environment and object, and the human interface and human com-
puter interaction are composed by design philosophy of a computer resolved and reconstructed
in the human body and primitive human being perspectives through actualizing embodiment.
In other words, the philosophy of naked interaction has deprived the media of the user experi-
ence created between the system and body, which is provided by configuration theory based on
present system design and has replaced it with embodied media, which is structured between
physical environment and embodiment.
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In a human—computer relation, humans used computers for access to information, and they used to be
affected by desktop metaphors, input/output interfaces, and the performance of a device. Further, there are
some obstacles on interfaces during users touch to information. A computer that executes information
processes virtually and abstractly, that became to be the purpose and the interface designed with a focus on
the computer. As the interface intervenes between information media and humans, a difference in
recognition can occur. This is also why freedom and convenience do not improve.

Thus, this situation requires design philosophy of the human—computer relation based on the perspective
of the human body. The idea of this thesis is to actualize the human body, which is usually latent, to
recognize a body from the human perspective and update the human body—environment relation. In
addition, embodied media that connects binary relationship elements, such as human and machine, body
and object, input and output, and control and feedback, is required for understanding the meaning of
embodiment in the environment.

Through the introduction of embodied media, naked interaction guarantees leaving behind traditional
interaction and designing new relations based on the experiences of a body. This process lets designers
recognize the meaning of interaction based on embodiment and comprehensively design the computer from
the embodiment perspective. Moreover, it provides a solution to the design problems in which the interface
could not shorten the distance between the information and human body in traditional interactions. For
achieving this, designing naked interaction with embodied media requires a method of technology and
computer science. However, design philosophy is widely applied to designs; this thesis realizes its concept
design and actual design through prototyping.

Each of the three embodied media can be controlled by the human body. First, skin, which covers the body,
is selected as one of the embodied media because it has introspective perception. By actualizing the skin, a
part of the human body is re-embodied by recognition of the user’s own body. Skin sensation allows users to
experience and recognize embodiment of media by their own bodies. Next, by utilizing finger
anthropomorphism, a finger is turned into a communication medium. A ring device as the extension of the
human body lets the use to understood controlling own embodiment based on the user's intention. Finally,
picking up a piece of paper, which allows humans to perform intelligent work with their hands interactively,
the piece of paper is designed to be one of the media, as an extension of body. The piece of paper visualizes
the user—object relation when the user thinks assuming paper as physical environment.

Through prototyping, the environment and object, and the human interface and human computer
interaction are composed by design philosophy of a computer resolved and reconstructed in the human body
and primitive human being perspectives through actualizing embodiment. In other words, the philosophy of
naked interaction has deprived the media of the user experience created between the system and body,
which is provided by configuration theory based on present system design and has replaced it with
embodied media, which is structured between physical environment and embodiment.




