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abstract

This article presents a design theory for an emerg-
ing genre in digital content called Ubiquitous 
Contents. To design entertaining experience, the 
article introduces the design concept of the Ex-
perience Chain. Examples are shown to illustrate 
how people, artifacts, and environment can be 
seamlessly connected to design emotional and en-
tertaining experiences through the interaction.

IntroductIon

“Content” is often viewed as an artistic expression 
delivered to the audience on mass media. Typical 
genres of existing contents include movies, anima-
tion, comics, games and music. However, contents 
cover a much wider area, including those that rely 
on personal media instead of mass media. In this 
21st century world where information technologies 
like Internet and Ambient Intelligence develop as 
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infrastructures of society, contents that utilize 
such technologies are sought after.

Ubiquitous contents are contents for living 
people, those which bond closely with daily life. 
They are contents experienced through interaction 
between people, artifacts and the environment, 
all existing in the real world connected by net-
works. Ubiquitous contents are emerging genre 
of contents, which become realized through the 
embedding of Ambient Intelligence, in particular 
ubiquitous technology with sensors and actua-
tors. 

This article presents the design theory for 
Ubiquitous Contents with emotional and enter-
taining experiences.

related Works

Weiser opened the door of the research activities 
to make computers invisible and embed them 
into everyday life (Weiser, 1991). Vasilakos and 
Pedrycz (2006) describe that people will be sur-
rounded by networks of embedded smart artifacts 
in the ambient intelligence environment. In order 
to create this ambient intelligent environment, it 
is important to give equal importance on product 
design and interaction design in addition to the 
ubiquitous technology research because end users 
see value in the “looks and feel” of the artifacts. At 
MIT Media Lab, researches on tangible interfaces 
and ambient displays stimulated the community to 
integrate computing technology with the aesthetic 
aspect of design (Ishii, Mazalek, & Lee, 1997).

“Music Bottle” proposed an interesting mix-
ture of product design, tangible interaction design, 
and pervasive computing that completely hided the 
technology (Ishii, Mazalek, & Lee, Gottles as a 
Minimal Interface to Access Digital Information, 
2001). Each musical instrument is controlled by 
the bottle. When the bottle is placed on the table 
and the bottle cap is removed, this interaction 
triggers the instrument to start playing. By placing 

multiple bottles, the ensemble can be performed. 
The tangible interaction is a natural interface 
between people and the computing system that 
allows smart artifacts to be used in the everyday 
environment.

Numerous research projects from the inter-
national community were published on the topic 
of smart artifacts and environment (Aarts, 2003; 
Streitz, Rocker, Trante, van Alphen, Stenzel, & 
Magerkurth, 2005). “Mediacups” is a coffee cup 
that	knows	if	the	cup	is	filled	or	empty	(Beigl,	
Gellersen, & Schmidt, 2001). This type of arti-
facts is called smart artifacts. In “Hello.Wall”, the 
wall acts as an ambient display, but it is smart to 
understand if a particular person is within the 
range to provide personal information (Prante, et 
al., 2003). “ComWalls” are a set of illuminating 
wall devices that are connected by the network 
(Tokuhisa & Inakage, 2006). They act as ambi-
ent displays that allow tangible interactions with 
the users.

It is important to theorize smart artifacts and 
environments in the context of experience design 
and interaction design. Dourish (2001) emphasizes 
the importance of physical action and interaction, 
McCullough (2004) extended the theory to the 
relationship of people, place and pervasive com-
puting. Shredroff (2001) claims the importance of 
experience and discusses the elements to create 
a memorable experience.

desIgn theory for 
ubIquItous contents

The Experience Chain

In our daily life, we accumulate experiences 
through interaction with artifacts surrounding 
us, environment that we immerse in, and com-
munication with people and living bodies such 
as pets and plants. All of the activities contribute 
to building one’s experience. As the result, we 



 

 

4 more pages are available in the full version of this document, which may be

purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/designing-ubiquitous-content-daily-

lifestyle/37789

Related Content

Introduction to Social and Economic Effects of Community Wireless Networks
Abdelnasser Abdelaal (2013). Social and Economic Effects of Community Wireless Networks and

Infrastructures (pp. 1-11).

www.irma-international.org/chapter/introduction-social-economic-effects-community/74444

A DSPL and Reinforcement Learning Approach for Context-Aware IoT Systems Development
Amal Hallou, Tarik Fissaa, Hatim Hafiddiand Mahmoud Nassar (2022). International Journal of Security and

Privacy in Pervasive Computing (pp. 1-22).

www.irma-international.org/article/a-dspl-and-reinforcement-learning-approach-for-context-aware-iot-systems-

development/310084

Breast Tumor Detection Via Fuzzy Morphological Operations
Mohammed Y. Kamiland Ali Mohammed Salih (2019). International Journal of Advanced Pervasive and

Ubiquitous Computing (pp. 33-44).

www.irma-international.org/article/breast-tumor-detection-via-fuzzy-morphological-operations/224938

Privacy in Pervasive Systems: Legal Framework and Regulatory Challenges
Antonio Liottaand Alessandro Liotta (2011). Pervasive Computing and Communications Design and

Deployment: Technologies, Trends and Applications  (pp. 263-277).

www.irma-international.org/chapter/privacy-pervasive-systems/53793

Development of Intellectual Property of Communications Enterprise and Analysis of Current

Situation of Patents in Emerging Technology Field
Wenjia Ding (2013). Global Applications of Pervasive and Ubiquitous Computing (pp. 89-96).

www.irma-international.org/chapter/development-intellectual-property-communications-enterprise/72932

http://www.igi-global.com/chapter/designing-ubiquitous-content-daily-lifestyle/37789
http://www.igi-global.com/chapter/designing-ubiquitous-content-daily-lifestyle/37789
http://www.irma-international.org/chapter/introduction-social-economic-effects-community/74444
http://www.irma-international.org/article/a-dspl-and-reinforcement-learning-approach-for-context-aware-iot-systems-development/310084
http://www.irma-international.org/article/a-dspl-and-reinforcement-learning-approach-for-context-aware-iot-systems-development/310084
http://www.irma-international.org/article/breast-tumor-detection-via-fuzzy-morphological-operations/224938
http://www.irma-international.org/chapter/privacy-pervasive-systems/53793
http://www.irma-international.org/chapter/development-intellectual-property-communications-enterprise/72932

