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Most of the existing interactive art or entertainment systems consist of the following

three steps: (1) the system’s prompting the action of the participant, (2) action of the
participant, and (3) response of the system. They do not presuppose these successive

processes are performed continuously and repeatedly, and they are designed to express

the concept of the work in each interaction. The opposite approach is to transmit the

concept of the work in a continuous and repeated experience. The authors propose

” Adjustive Media” as a type of work based on this approach. Adjustive Media has a
spiral model with feedback. When participants experience the work repeatedly, they

can recognize the difference of results between each interaction, and they can under-

stand more closely the intent of the designer. This paper will propose 3 design processes

for Adjustive Media as design method, and will introduce the prototypes of Adjustive

Media.
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Table 2 Eight conditions in flow components

. PEERAYTSED: A challenge activity that requires skills.

L AT% L B ORA: The merging of action and awareness.

. W72 BEE: Clear goals.

. TEEH T Concentration on the task at hand.

. #efil#&: The sense of control.

1
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4. HEEW 7R 7 4 — K3 7 ¢ Direct feedback.
5
6
7

. BEBOMEL LK% O B SRR OF{k: concern for self disappears,
but sense of self emerges stronger afterwards.
8. WFfil D Z5H2: The transformation of time.
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Fig. 1 Basic concept of flow zone model:

User gets flow for an appropriate balance
between skill and challenge.
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Table 3 Classification of continual and repetitive action
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Fig. 2 Mechanism of DFFM: A feedback process composed by user, system and control element
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Fig. 7 Ototonari
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