Week5 — weekb

Feedback & Reflection: What am | communicating to the audience? What should | do with the data, and how can it be translated so that it becomes
readable”? How can the audience better understand it?

Enquiry: How do different hardware conditions shape the way the body performs digital actions under interface rules?
Do these learned action structures extend beyond the interface and influence how we expect the physical world to behave?

Position: | understand digital operations as fixed structures of action shaped by interface rules and hardware constraints. Actions such as drag or click
follow specific execution patterns and rules. Through repetition, we learn these rules and perform them through the body. Over time, these action structures
become naturalised and invisible.

Intention:

1.To make unconscious digital actions visible.

2.To examine how hardware influences the way the body learns and performs digital operations.

3.To challenge the idea that digital gestures are natural movements, and to show that they are structured behaviours shaped by interface rules and
hardware constraints.



Experiment & Method & Media

—treat “drag” as a digital verb / a unit of digital action grammar (in order to analyze how this action is structured, performed, and learned.)
—"a Digital Action Lexicon”, treating digital operations as language units that can be broken down and analyzed, rather than as natural gestures.
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Week7

Feedback & Reflection:
How to organise the structure of this interactive site? How does the user enter the project? What do they see first? And how should the previous visual

experiments and graphics be presented?

Enquiry:
When users perform the same digital action (such as drag) in a desktop environment, how does hardware shape bodily posture, movement paths, and

action boundaries?
Through gesture tracking and graphical abstraction, can these naturalised action structures be translated into a visual language that makes the invisible

action space visible?

Position:
| understand digital interface operations as structured actions shaped by interface rules and hardware constraints. Actions such as dragging or clicking are
not entirely natural movements; they follow specific execution patterns and are learned and internalised through repeated use. Over time, these action

structures become naturalised and largely invisible.



Week7

Methods & Media:

Video recording; translated visualisation; graphical analysis; web interaction; and a “lexicon archive”.

The project records hand movements while performing drag actions on different devices and translates these movements into visual traces. Through
graphical overlays and analysis, the project examines the structural patterns of these actions. The final outcome will be presented as an interactive website
combining video, animated graphics, and layered visualisations, forming a visual archive similar to a “digital action lexicon”.

Audience & Engagement:

This project is aimed at users who are familiar with and regularly use desktop digital environments.

Through an interactive website, viewers can explore gesture traces across different devices and move between visual outcomes and analytical
explanations. By observing the generation of gesture traces and their graphical overlays, the audience is invited to reconsider the relationship between the
body, hardware, and digital interfaces.



