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A Study on Applying the Concepts of Interaction Design to Space
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Abstract

Interface is a medium or channel to communicate between human and things, while interaction is the manner of
communication between them. Interaction design is designing experience of user through the interaction process for human,
thing, system, and space. Richard Buchanan suggests four kinds of interaction: interface (person to thing interaction),
transaction (person to person interaction), human interaction (human and environment interaction) and participation (human to
cosmos interaction). With digital technology, architecture and space design have made various experiments at form, function,
and content of space. Space evolves from a physical container to a stage to provide narrative and create new experience to
users. Since understanding users, creating experience, efficient space design, content planning, and applicable technology are
required for interaction design in space, multi~disciplinary research and cooperation is needed.
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AR} AEolete #HAFoA #2271 (Raskin)e ‘AEE 7}
A3 sz s AL P e dHH AR oY
t2), 822 (Hackos)%t #Atl4](Redish)= #99 /Mdoz ‘A
T EE APy AAY AHEAY AAE ddse b2
Aostal, AHEATL ALY BERE A7) Y& AEFH Fué
(interact)3t= ¥ 28l AJago] ARgAte] Hoo] #A G
of A A HgFa PF3te FAoR AP, 974
FEG AL o]} A BF QHHNLE FH AlE] o}
U 12 (methods) 0.2 A FctE dojeh AHH A g
o= AA AHEA A Zﬂ"]ﬂt TAAL PAdE F83}A
g 2] A ojw WA oz A5 2 E(nteraction)o] o]501%]
A& AQ7ME $4 g

AFUANE FAo] AHEHE ETFE FAS e FHo2e
distet 2&sts FHH ALEAY FAE FxEA HUA,
A A dolTE A9 Mdez TR A PHo)F Q)
3 A, A EA, A0 A2" Axd A2ES
g AFUA A dojupe dFY FAojg & 4 9
ol dH HAqA Qo] FFE AYE YAdse
Aol JE A tzilolti), JAHIA gAY AF2 fA g
7l 719 F HCI (Human-Computer Interaction)o Al 2
< 7 U4t HCPe Q544 AFHE 44 A48 +
3 5}\_ Ao W& X3 A7 AFH Aol B35 3
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FIUE AtoldE U@
dAstE o] & QIE YE
HIE| (33 244, interactivity)o]2F gt} <1 HEujElq] gt
oA A7t JAT, gAY FHAA dutdoz “YHo
St AHAE QS8+ Ade FHE "3“3}3 Aoz A
BT, & AFfelXe o) Hd R JE M E
& AFste A3 AH YA (human-space mteraction) T
&

joz e,

19 AEaR Aol AR Fo4 849 27 A0
490z 1 AgH 440 oy

2)Jef Raskin, The Humane Interface: New Direction for Designing
Interactive System, Addison Wesley, 2000, p.2

3)JoAnn T. Hackos, Janice C. Redish, User and Task Analysis for
Interface Design, Wiley, New York, 1998, p.1, p5

DG, vggRele A2 Ag-deA4, 44, 1999, £.H 2,
A4 Qg2 FdE 98 4F, gAASATE, 523, 2003,
pl33 A9 &

51992 ACM(ZFH 7171 @3], Association of Computer Machinery)
< HCIE “A7t AHS 9% QHPERE FHFg A2d9 g, 9
7t TR old] #HF Fo A W 4772 FAS T i

6)Gunnar Liestol, Digital Media Revisted, The MIT Press, 2003, p.425
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Qe oA o= B A, DA FE32
& AA7E A3 =o] Hu iAu Hox AHYA
gAY 34 E87b ‘AY AEolge Hde 49 9
A YA ojFojAn itk JHYH dgAQ] fde FHI
At ) suE FiE vx FrI9@ dEa(Carnegie
Mellon University)e] gH=
HEAH fads <ad 2>9 Zo| 4719
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human to cosmos interaction

participation

|

INTERACTION —— human interaction

husnan (o environment interaction

transaction
person to person imemction |

interface
person to thing interaction

<a¥ 2> Qe He ix] 7

A dA, AlEH AFE Alole] <AdH P AM(person to thing
interaction)ejth. 84 #AJA Y A FLozAM FAYH 3
a2 2te A" Fgol Austs deAHeR EHFH X
(interface)7t o] ©AS] A AR Pt F+ UA, A
Abg Alole] <lE} # A (person to person interaction)o.2 F-7l
W2 AFEE Aoy BAE
(transaction)zt AR Al#Eo] Pt ¢ T, 181 1
ol AR A 71E(sign)g du7t A FA Y 7T
Ao F8¢ a7t Ak Al WA, A3 27 /‘MQ] HEER
A(human to environment interaction).Z ©]& F4 HAM
(human interaction)o|2t ¥t} Azte] AT AA #74/F 3
740 FH AL E AAsH, AV E FF FAA A
o] £olo] & & AY&A7} F8F FA7 k. v Bz B
Ade A 5 Abole] UEAM(human to cosmos
interaction)& AA AT 9714 3= A1y £33}, A, F

TS EEdte B99 AdelH, AHHA Al AE
"1 Al FEA QA AAAALe] FHoE E2ety F33)
HA, o] GAE #d(participation)gtEs F@oE g
AT HAdol AN o Z& o /Ay AdHAX A

7TRichard Buchanan, Class Handout, “Design Seminar I”, 2001,
Carnegie Mellon University
Richard Buchanan, Design Research and the New Learning, Design
Issue, Vol. 17, No. 4, 2001, pp.10-13

8)transaction< 2], A, wiu), Aol dolg A Foz PN #
oy, B dFdAME RAdY JHYA s M F B8 4
A& A2 5Y3te AL
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B0 (Richard Buchanan)& ¢ -

Agste A3dAg As

< #A 2 999 4 181 AEHE H
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3.1. 2IE{Ho[AZ Ao B2t
(1) ol Me| QlE{Ho|AL| FEA

AF7HA QEH oA #E ATFE AFH A2EE 0B
Ao 4/ 283 HEAHA A=Y AFHo ¢
. Qeslelx gRAe Hhde AL Mozﬂ 84
(usability)& A3, ol ofbfE £ 5, 24, HE
Aoty dx “AER7E AEH "]i%'% *}%%} T Slofof
(usable)” e AL 9Jv|sict,

Aelsoj 27} QA AFE(A 2", F3b) Abo]d] Wik E ol g}
3 A ]‘” AE 2 ’\“E"M *]’\‘éM] 45 9y
7l a2 FHe
H off A °1EM]°]* Ak o]2S THHO
A& s YA, 2 g6 1 £ HAe

g3 22 oz getd Futd itk A4, UAE 7]
Fo] 7o Y BgHoz wgddtnE ), 7& 3
AFEGe Bate] B ZFolof e EAR AFold
A8ty AR ‘Eigliﬂﬂl‘ﬁ](interactivity)
1702 oy¥rt, EA, d4H o TN

Egete AoZ 1 37|19 R YA E Qo] ot
F AT 2715 dolAy] did AF ¢ A2dH 2L x
€ 71ds) ol AA, Ao~ bl g
e AR 4 A (user-centered design)®]
FRYALA A48 oHe) AHEA FA d
1}°H 6—‘1’8" AHEAZE dete AE 98 A7 HEES AME
gt FAH o2 wen fel 2 Y FHE AXN ZREE
9 (prototype)& A FsHe FH-H2E-F=w-539 §HEH
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ALEAE XA AFE ¢ JE Z2ER|ZZ AR5}
A Ak A, AF7AA Ao~ Tzl diyoz
g AHLAE dE dF AdEE AFS xS qde
2 g =dd Ardgs 283 Ago] AgFola Uzt
AoA HHAQ g FE&HE AL MUY AEYERT=
Adgert Fhske A2 o Beo] &3y dEoint. Ut
Aoz FYAAL AR MR #HAE AL, AE
HQ A S A gehent ded =Y FEwnoz Ay
I FEo] EAG

o3t ol FYARI Ze EFAHL
28 7oz A g Qg sola YAdH
2 Agarlde 727 JAT, 22UAA
gAY Ade frasy, 2847 Fa4L 4
% =94 AR AdH 284 Agolde 434 dd 2
Aste Qe FolA fAQl dFEE FLUARNY HEE o
023 e FAES 44T 5 At AA, I £x9 7
T AHERAl o2A T&HoR AL Este EAlot)
79 FH, FAh, WA, AR Fol ARER A T A
A% 75 HHsHA AN AgE 497 S &
A7le 7HE dEFol2 A #HE A4 F dd &4
AR AAZA T2 & 3T ALge Hed ARE £&
o2 A=y Aot ZE gaAdE &% o
T AREAEA A F3F el A BEgS A T 4+ U 4
o] =% WulA ol H(navigation) AHY TR ALEAE
oA e 280 FuAdste AR Afold WEAY
e ool A, I LM 3T FARE BYF
S459 A FAlot oL AF YA #Hd
RAE FEIFE Aoy, 3 &9 AFE BAA 44
F g7 Wi @2y FF(context)ol e SH 2H S
o] olssfol @tk &, F, A3, AW, /T, M, 2B
AL EAE A7) gk, AAEE FAY AHEA
Ho] of7)e et
(2 lefHo|A CIXtole| YA E

A AFel @A THHoE HEE F+ e AMEA
o] Y& AHEA FH7E AR Alo]F d<&(Jacob Nielson)
et o] ANST AT AR, W] Aok Fh(ease of
learning). AHEAZF AFFH A diste £ HEY Az v
€& oA % 8ol AIEE F URE AF F Azd
o] AHE-E F @4 (intuitive) 122 B4 (simple)diok e} S,
Aol ZEA ook Fth(efficiency of use) AE A}E ZEAA
g 93 st dEHolAE BxatA kA eholok g} 7}
T AHE ZEA2E 43, AR UAN BF3A whEolof
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9)Lisa Baggerman, Design for Interaction, Rockport, 2000, pp.10-11

sk AlA, 7198 4 glojob ot (memorability) H-& A&
7t AA wetd 2z AL g AMRE ddx A4
FAE dA G514 Gt HEE dedtn 7198 F 3
of st} Al A4E H4g s ok ) (minimize Errors) 745
& AR ATE A GRS &y, A4 HAEE A
e A%E AZAHA ggolok 3, At g A 4
TE B8 F glojo} dof. &3 Algo] ehAsof d}, oA
(safety)e 198 &4 o7]x] R§ AFozHe AEAE
B33e A gu . oo R ALEAE TEA AL &
th(satisfy the user) AFREL Hvl F973 & @74A A
FE5A SotydA Adwe ool B e
Agso| 28 Faf Caelve AR A FEs AT EY
2 wE & glojok s, a4 B AEAY FAE 2
ok g},

32. 32ol|lM 9 2lejM X}l

(1) QlEf M ClRtelel M

d¥zs gt HCI 24 9 %28 =(Winograd, 1997)
Qe AAT)ARE “Azke AFYA AT AeIA L AT
7+e] tjzlel(the design of space for human communication
and interaction)”ol2t BP0 7N T FEH F
T, 74 TR A 2do] Adste #AH BFE 5
o2 av JHIA gAdE A vfssd A5
3 AZBo|dE FREL WEJ| o|Rd wEu 3
oMl A 259 g L AHBH WA A
o JEEA dAdx ASHAY B Zo] FFHoR A
SR A FolAE ANAA, B FEHG 75 dA AR
o A7y 24, AF FdF 1E 4 37 (context), 1T L
YA = dltask)el g A7 B4S Pt

A} v A uH(Lisa Baggerman)2 “Design for Interaction”o] 4
T4 87 £9 AHEA OAAE Y AHE AHdta
Aok AAZE AAE AAA AHIA A HT B
7|8H o2 QAR JFae T 848 YA FA4
< T Qo AR, AR FRolge AHFAYRQY ¥
A AR §7 HeFan 9ot A AA AE ‘williams and
house' & Via#te BA=E 7FY Hammermill A48 AF #
Al Rzol % Wa Alde Oh Boyil7l /lE3 Baan
Systems Softwareg A7idte A F2olth Al HA Ald e
OAg JEHHER 7)es A Est] FTAY g Ao ®
g sl AzZdAN2FZd HAF gupo]2(Levi's) o]
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10)Preece, Rogers, Sharp, Ihid, p.6
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TAIEA, cixlojuet ol (AT F S2het Al S HH
4 [2XE FARXZ 49 A (@ °JEM|0|* 2
M)

E}D 7|12 Al g_= Al

o [duzana, oo 2 TEIE 860 HE

zeqo HEslE F2|N o

TREERIE & 28
" EE]

) £ g &=
TAo AU, 15244 %Z‘;’ lfia;; HZo|

8|2 me awixz oxel o S s
- o
o (PlEjE|E 7] X8

o EHoz wEsA d¥Fa, FuA 5}% ;‘éig} Pl
g A deFE WuAelRel Fasich AZEFont o
A ¢} GUI(graphic user interface)9t Zo] WH|Alo]H oz 7]%F
FoA Y dEH 2N FHF FaF AL dBA
(consistency)# @A (simplicity)o]th. o] &7A F7He *‘—ET"J
& AdFez BAZE ¢ e M4 (personality) T A
(identity)= 37 n#Hojol dct gute 9 AR gl
2 2% A BYA, AdHoz dgse F2d 44
—T_“"‘ F AEE 3= HI A (accessibility) o)t F& HIA ol
2Edoz Yu 49 Fus AYse A
XH EA4% deE 1y S, 949 d5 L HEA 5
S ¥ AuFd T AAFTIA o
AHEd =23
o 4348e HAFHo2 At Aot o dAANE &
Ao TR 445 2 g2 el EAg. 53] ¢
A 7lg9 YR g4 Z5E YAHOE 4T F jle
o, 44 AeE AAZ AFHW, § 53 YEsto] At
A 05 o]Bojulo] AR AEY EQSA & + Ut o
71M & 759 AP AgAtn fE F3H £
71%5% 5Ao] 7 TJrQ"W
ok AEALS} AR (F X4E)«] 474]2 1A, A7
SAd 7% q(funci:lonahty )= FEHolok ) mxo R
bgd dg#bes 75E FF AAgAE AR B

ol
nie

g9 JHE FOB ofFojR
*1 Rolt Age BEF 58 7

E AFEHS 44 2584
s 4
NERA §& o83 AR Ao

i
g+ e AAY AR, 314
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DEL AFsHA doh dHIYR dAQY FFHA FRE A
g A2 WA F BT RAA QGO0 = F
Ao BEE AHEAS FEANA Ad2-A fx, TAHA
stejob ATk <E 1>C B YHTAeY A Edow AF
g AR, AH, Adolde BRHAM A AHE B4, v

C»L
o,
o 2

Slefi Cixel Thdel B2 TS W
g& o4 dFE GA= B Ha4 gz Ad
S 32 YA A48 vedt ge 2Hs 3% AN}
stk AA, B2e A% AHdo|22A, AFS] B

Y
re
1o
o O

JeFH LR FHo] ALEAY A W 1 E} ‘*‘i‘}ﬁ}f&/ﬂ
i Feste Aot UA, 3% 3 3
e T Aol AAAY THAB/FFRE 3
Aotk ol v 714 JHIA fAqd B
= Aol ofyu,
A% oyt

EF o5 Abolel BEF A EAlSE

33. OX€ 7|e3 370lAe] Qe M ]l
(1) CixIg 7|23 SZALERISl %8t w3}

gAd 7led JHAA A wHe Y4 sHoE
A B2 B7HE FHAZ FENewton) o8 Bdd
g WgE By oA AfHE WX
gqAg7led 37 75499 H43s 18 AAojge
g F=doH, ofF AFH A 7S %‘%3}"4
d3t7] & el 72 s gon, dAd
£4& I A& vEDS, 3709 A5 FEH 22
Ed 849 MR, T4 dAdY AgE FEch @A
OA" 7lee 343 Az #4, 281 33 A9
7t 9 MEAIE FAE 29lof HAU

A 7j¢& AR 7)< (information technology)FJr A% 3o
o] EAsA AT Ags PRIt FEHE 3T
(virtual space)? Ato}¥ 23 o] A(cyberspace)E EA3HA 314
on, I &oAq AR AL & TEoUT JEHUH
Zol FAAE e T JMFETY MEFH 1 QoA
A stE A5 & E(interaction)® ARE AAse B8 F7h)
T & 9% Hi‘”q 2E¢ fAY ZA=(digital architecture)©]

29 45L& g4 Ang 7UE AHLstd wEd

T 9uE do, gAE sgd 7l9E Fof
zt EE AR AR Abo]d] AH AT BEE T
e Aoz odE 4 Ak
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A AHERAT} FEEANA 239 ALLAG T, PR E
FUAN AMgAE TEAY FAZ Hy, FA F79 olopy)
£ ET % (audience)l X F7Y olop7|E FAsE FHA
(agent)2 WRIAT AHAHTUA ] F1F AZHALol 9 A
FUAAT 1 A APL BHee Ao & o, e
B FAHL d4HE AY B oy d&FH A
Alevent)o] WEAE WHEH E(narrative) T4, & T
(stage)7t Bt} o)op7| FZ(storytelling)ol A FH A= Frho)
Ao wjg-ek 2ol FolA FEWE e Aol oy, FFE
ZUAIE Q02T oFfF F Stk oo Y FLI
SA42A P9Aee NG olg2EdY 29 AFEFE)LR
FH 2% 5 dov, av AL “YHE AL 9
&+ ZHAn agent is one who initiates and performs action)”
2 A9sta 9rha),

FA-AFE JHIAHCDAA A% AFeHIE Hox

Mo FAAI EAstn, FH-AFE HE U El(activity)l
g7 22 a9 FAHHAE, cause)o] HEHT} 4 F
(formal cause), =3 F°l(material cause) && &9
(efficient cause), 281 3 F<2(end cause)o]™ <& 2>&
o9 M FReAMY HE&E AYd Aotk T4 =¥
A EA4E 18 o, A1FH AFHY A5 BAY Q% F
e AzAAE £, 724, AFH R FYA ¥ o
Aok M o5 S M de AFEHA HE L
YA B Foi(stage)2 ABFYA] FAE 7HsAo]
¥t 33to] 2EHAY AN PAAZ V5] dfME T
of Agtsle Golgst ofd T oz} Az o3 B3, A
248 4AH Aste e 1Y 5 e EA47L Fojop g}
@ 3¢ ?.'H"——‘WQ-I M e

qAgrles
¢ FAYE °1§ T AlT‘:— 7]%01 ﬂ%l—"— ,
AHEE ®E 1
"4°1i Agd 5 U 5}%1‘4 olg) 2EEH L Adhe] AT

e e Hn

°l “4%% »15} Elxl“’* 71%% YA 5AAA 93 =
99 27(skin) W3}, ojn]A] F& & =
d FUAAA BA, A, 717, ¥ < 3L 7R 84
, A7MNA o, Aelx(content)E AF T
o FQ8 847 HA s tAErleSs 3 EEHL 3
H FE 45 428 5 de YEYIY FAA2€HoR
BANFow, EARFA0R T et 7T fEA A
Agd BEudo 2 SHAA ojdd A & gle AEF
ARE s}, '

:iﬂl{)l
e

gz, oHlA 5%

12)Brenda Laurel, Computer as Theater, Addison Wesley, 1993, p.47

<E 2> olop7| 49| 471x] &2

Moy human-computer CIxg 7|0 ofst
interaction AR Z7IC|xjolel HE -
84| Eol Holxt el SR IEE XD HEH|ARK 2agnt e
48 |ye s e
2% 59 |Mollenactmen) | T24E, AlRE, HAE |Bg FHlE 245
83 |7IEnt =7 HEg =z 27t =2y
:UHQE S b U =t 1) 017):+.ﬂ _
2x50l ié_;; e FYstn = Hol 28 7|5 2719 71 + A
£ ls d

A dHgA e FEHe BEL 3T, Az, A4,
719, 24, AfdANA, 281 F3g 2o g4¥F FAS
£9le] AgH Aoir, oopy] T4 4714 FUL A, T

7, 293 AHIAE {24 IE FA(enabler)el A <2
>3 o] FAMY AR A 2E T AT
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