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In Paul Dourish’s book Where The Action Is, he proposes the concept of Embodied Interaction as a guiding force in improving interactive systems. Embodied interaction is defined as “the creation, manipulation, and sharing of meaning through engaged interaction with artifacts” and is expanded upon by saying that “Embodied Interaction is based on the understanding that users create and communicate meaning through their interaction with the system (and with each other, through the system).” The philosophy and context behind these definitions is explained, and these definitions are then applied, and in this talk they will receive the same treatment.

To understand these definitions better, it is important to first know what fields of system design have given birth to these concepts. Embodied Interaction comes partially from the comparison of two fields: Tangible Computing and Social Computing. In Tangible Computing, the user is able to interact with digital information in the physical world, and is given control over the meaning of their actions. In Social Computing, emphasis is placed on the context and meaning behind the use of systems, and much recognition is given to the fact that these systems not only convey social meaning, but are in themselves possessors and conveyers of social meaning. These systems are not invisible in social interaction, and must be created with this in mind.
To marry these two fields of system design, Dourish looks to the philosophical tradition of Phenomenology. This tradition believes that thinking and being are one in the same, and that the meaning we find is part of the world we live 

in. Experience can be studied to better understand our world. Drawing from the expanded views of Husserl, Heidegger and Schütz, embodied phenomena is defined as “those [phenomena] that by their very nature occur in real time and real space.”
To apply this philosophical insight and clarify it for the use in system design, Dourish draws on some concepts from his previous analysis, namely: Ontology, Intersubjectivity and Intentionality. Ontology is the study of categories of being and is applied in understanding that the user should be the one given the control over the structure of object in a system. Intersubjectivity is the study of how individuals share meaning and is applied in how the designer can communicate meaning and how users can appropriate the system to communicate meaning between one another. Intentionality is the study of the intention behind conceptualization, and is applied to understand that our systems have intention in them and we should direct it consciously.
The final step in this analysis is the creation of design principles based upon the conclusions drawn. They are: Computation is a medium, Meaning arises on multiple levels, users, not designers, manage meaning and coupling, embodied technologies participate in the world they represent, embodied interaction turns action into meaning. These principles are able to be applied to the creation of much improved interactive systems, ones that take into the account the importance of the user and his existence in the world.
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(Note: For philosophical topic information, Wikipedia is a great resource, more so than most journals)
