HCI2009

J0|'
="‘.:
ol

OH

SCIASH 0N S d&AAS 1afet
oIzt CIX|E OlE2| 82X

From Ambient to Interactive: Human—Digital Art Interaction on Public Display
Based on the Spatial Relationship
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Abstract  Public displays are evolving from a one—way display to an interactive medium which
contains dynamic transition of various media, This study focuses on the interaction between human
and digital technology—based art on public display from a HCI point of view, while several
viewpoints exist on interactive public displays, We present a new interaction model which suggests
different interactions depending on the viewer's distance and direction so that public display could
offer rich media experiences, We have also and built an installation art to examine the efficacy
of our interaction model,

As such, we introduced two methodologies from HCI to derive our final interaction model, First of
all, we analyze previous distance—dependent interaction models for public display in terms of context
analytic approach, and propose an effective model for human—digital art interaction, Second, we introduce
the concept of aura in HCI as user analytic approach to redefine interaction depending on the viewer's
direction of attention, Thus, this study aims to suggest a new interaction model based on the previous
two analyses to improve interaction between human and digital technology—based art on public display,
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