Research summary

[Abstract]

How can the bodily relationship between people and phones be reorganised?
This project explores how the relationship between people and phones might
change if the body became the primary condition of digital interaction. In
contemporary digital environments, phone interaction has gradually been
reduced to repetitive and habitual finger gestures. The body is often treated
as a tool for completing tasks rather than a sensing and acting subject. This
project challenges current interaction logic by proposing a body-first

approach to digital interaction.

The project takes the form of an instruction-based practice, developing a
behavioural system composed of bodily postures, alternative body parts for
interaction, and phone-related digital tasks. Participants are invited to use
their phones through different postures, movement rhythms, and spatial
relationships. The final outcome developed into a card-based publication and
an online archive website that collects traces of participants’ actions through

photographs, texts, drawings, and other forms of documentation.

This project relates to interaction design and instruction-based practices
within graphic communication design, while also engaging with discussions
around embodied interaction and interface culture. It examines how the body
is organised and habitualised through digital interaction, and attempts to
rethink the position of the body within digital environments by rearranging
posture, movement, and interaction rules. The enquiry is also connected to
broader questions surrounding digital culture and everyday life. For people
who use phones and digital devices for long periods of time, many
interactions gradually become unconscious and repetitive behaviours. Rather

than attempting to correct or prevent these behaviours, this project uses



instructions and behavioural experiments to make participants more aware of
the bodily relationships that have become naturalised between people and
phones, while opening up possibilities for imagining new forms of bodily

interaction with digital devices.

[Context]

This project explores how the body can re-enter digital interaction, focusing
on how phones, as everyday digital devices, gradually shape bodily behaviour
through long-term use. In contemporary digital environments, most phone
interactions are optimised to become fast, continuous, and low-friction
processes. Actions such as scrolling, tapping, and switching interfaces have
increasingly been reduced to repetitive and unconscious finger gestures.
Interaction is compressed into minimal bodily involvement, while the body
itself is often treated as a tool for completing tasks rather than something to
be sensed or consciously noticed. Rather than criticising phone use or
attempting to reduce screen time, this project aims to reorganise the
conditions of interaction so that participants become aware of the body’s
presence within digital interaction and reconsider the naturalised relationship

between people and phones.

This enquiry is closely connected to discussions around embodied interaction.
In Where the Action Is, Paul Dourish argues that interaction is not simply a
cognitive process, but an action situated within the body, space, and
environment. Interaction is not an abstract activity that occurs only on a
screen, but something shaped by bodily posture, movement paths, and
spatial relationships. Drawing from this perspective, the project understands
digital interaction as a bodily organised behaviour rather than a purely
screen-based operation. As a result, the project is less concerned with
usability or efficiency, and more interested in how interaction shapes bodily

movement, perception, and spatial awareness.



The project is also influenced by instruction-based practices such as Yoko
Ono’s Grapefruit and George Brecht’s Water Yam, where short instructions
generate behaviour, imagination, and participation rather than fixed outcomes.
Extending this structure, the project uses instructions as a method for
generating interaction. Through prompts such as “Stand on one leg,” “Use
your nose to operate the phone,” or “Hold the phone like a baby,” participants
are invited to use their phones through different postures, movement rhythms,
and interaction relationships. These instructions are not intended as
functional recommendations, but as alternative arrangements of interaction

conditions.

In terms of methodology, the project develops through instruction writing,
behavioural experiments, card systems, publication design, and archive
structures. Interaction is broken down into multiple layers, including
posture(body condition), body interface, digital action, social condition, and
object. Participants generate new interaction instructions by randomly
combining cards from different categories. For example, one interaction may
consist of “Stand on one leg,” “Using your forehead,” “Check tomorrow’s
weather in London,” and “Like carrying a bowl of soup.” This systematic
method of generation is influenced by instruction manuals, game rule systems,
and interface logic, while transforming interaction itself into a reorganised

behavioural structure.

The project also engages with interface culture and contemporary digital
interaction systems. Many current interfaces prioritise seamlessness,
efficiency, and uninterrupted flow, aiming to make interaction as natural,
continuous, and invisible as possible. In contrast, this project uses awkward,
slow, exaggerated, and sometimes absurd bodily actions to make interaction
perceptible again. Rather than proposing a new correct form of interaction,

the project temporarily interrupts naturalised interaction logic through



instructions and behavioural experiments, encouraging participants to
reconsider the relationships between the body, space, other people, and

interaction itself.

The final outcome developed into an instruction card system, a publication,
and an online archive. The card system allows participants to randomly
generate new interaction conditions, the publication documents these
behavioural structures and interaction logics, and the archive website collects
traces left by participants after completing the instructions, including
photographs, texts, drawings, and behavioural records. The website is not
designed as a social media platform, but rather as a growing behavioural
archive documenting how different people reinterpret these interactions

across different bodies and spaces.

This project relates to publishing, interaction design, systems design, and
participatory practice within graphic communication design, while also
connecting to broader questions surrounding digital culture and everyday
behavioural structures. It is not concerned with optimising interaction, but
with examining how interaction organises the body, and how the body might

re-enter digital systems.

[Projected contribution]

This project attempts to expand graphic communication design beyond
information delivery and interface optimisation toward the reorganisation of
bodily behaviour and interaction conditions. Rather than treating interaction
as something that happens only within the screen, the project understands it
as a behavioural process shaped by the relationships between bodies,
spaces, and other people. Through instruction-based systems, participatory
publishing, and behavioural archives, the project explores how graphic

communication design can not only communicate information, but also



generate behaviour, organise interaction, and reconstruct relationships

between people and digital devices.

Practically, the project combines card systems, publication design,
instruction writing, and online archives across multiple media, proposing a
design structure that is both participatory and continuously generative. It has
also expanded my understanding of graphic communication design, shifting
design away from being solely a visual output toward functioning as an

interaction framework or behavioural system.

Theoretically, the project engages with discussions surrounding embodied
interaction, interface culture, and instruction-based practice, while
considering how digital interaction gradually shapes bodily habits and modes
of perception in everyday life. Through awkward, absurd, or intentionally
inefficient interaction instructions, the project makes interaction perceptible

again rather than allowing it to remain invisible and habitual.

Beyond the course itself, this project will continue to influence my future
practice. It has led me to become increasingly interested in the relationships
between behaviour, participation, interaction systems, and publishing, while
exploring how graphic communication design can construct not only visual
language, but also behavioural structures, participatory mechanisms, and
relationships between people and systems. In the future, | hope to further
develop practices related to instruction-based interaction, participatory

archives, and the relationship between bodies and digital media.
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(I photographed the references from a computer screen using my phone to explore
how the body and the device participate together in the act of reading.)
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(I began to see the screen not simply as a tool,
but as a system that reorganises bodily behaviour.)
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(How can we change the way we normally
use media to photograph?

| stood two metres away from the computer
screen and zoomed in to take the
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a bit m

ver the past few months I've been thinking about how the i
escapism has become redundant. As the world has become

increasingly oriented away from life itself and toward form:
distraction and compulsive avoidance, there really isn’t much use in

escaping, is there? We are always one foot out the door already.

Tech companies are succeeding in making us think of life itself ajf
inconvenient and something to be continuously escaping from, into di
padded rooms of predictive algorithms and single-tap commands: Rez

is boring; talking is awkward; moving is tiring; leaving the house is

daunting. Thinking is hard. Interacting with strangers is scary. Risking
unexpected reaction from someone isn’t worth it. Speaking at all —

overrated. These are all frictions that we can now eliminate, easily, and

do.

(This article made me reflect on how contemporary digital interaction is

designed to minimise friction, encouraging continuous and almost unconscious
scrolling behaviour.)

LAOS



begin your friction-maxxing journey.

Are you ready for more friction?

(How can we challenge current

interaction logics and propose a
09 f;ﬁf body-first mode of interaction?)




accept the given as given..1

0 be human is to refuse to

intellectual sort of way. But what is excellence in critical design? Is it
subtlety, originality of topic, the handling of a question? Or something more
functional such as its impact or its power to make people think? Should it even
be measured or evaluated? It’s not a science after all and does not claim to

usability, and costs are resolved. How is critical design’s success measured?
Design as critique can do many things—pose questions, encourage
thought, expose assumptions, provoke action, spark debate, raise

awareness, offer new perspectives, and inspire. And even to entertain in an
intellectual sort of way. But what is excellence in critical design? Is it
subtlety, originality of topic, the handling of a question? Or something more
functional such as its impact or its power to make people think? Should it even
be measured or evaluated? It’s not a science after all and does not claim to

be the best or most effective way of raising issues.
Critical design might borrow heavily from art’s methods and approaches
but that is it. We expect art to be shocking and extreme . ERiEiCaldesignn

Could digital interaction be redesigned not simply to optimise efficiency,
but to provoke new bodily awareness and behaviours?

Once we accept that conceptual design is more than a style option, corporate
propaganda, or designer self-promotion, what uses can it take on? THeren
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COMPASSES NOT MAPS
Using design as a form of critiq
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