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In terms of utilization and usefulness, it is suggested
that Human Computer Interaction(HCI) should be
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changed into emotion. That is to say, HCI should be
revised in the design of beauty to promote or improve
interaction for human ideal experience embodiment, or
to enhance the transparency of interface. Here. the
purpose of this study is to suggest the development
standpoint on reflectivity.

Based on such understanding, this article aims at
showing the direction of HCI design development to
improve interaction between human being and computer,
through the consideration of "aesthetic computing’ that
applies artistic theory and practice to computing. From
the value of aesthetic

computing can be meant as a testing to enhance

all human-oriented aspects,

computing situation through artistic theory and practice.
To reform computing technologies is to pursue beauty,
or the beautiful. This paper focuses on it. Through
these processes, as one of the biggest issues, this
article suggests aesthetic computing to re-combine art
and technology or science effectively. actually, and
considers the vale of interface applying it to HCL. From
these processes, it provides reflexctivity to make up for
transparency, which means an ideal combination from
a unified view, not the relative role of transparency.

Ultimately, it aims at establishing the proper and

artistic realm from the widespread computing
environment.
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CT:YALEn University Press
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p:/fwww.artchive.com/artchive/V/vermeer/milkmaid.jpg.html.
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23) Hewett, T., Baecker, R., and Card, S. Curricular for A=0] Xod0| JHK|=

Human-Computer Interaction. New York: ACM press, 1992.
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A5 Programming !
Scripting ~ 19{(Java®),  C++,

oJ(C, Fortrans)9}

Assembler)= @S A% vrjoly E4E9] A4S 3t

I gith mhA A Avks 9] HF E 7S5 &

BAY Algo] ourtEe RdEHE 7hesiA 52 oH

A BEE AT s R eed Z2Ye i

ZAg vghg A s 1EAQd 245 AU 9o
= )

o) EAA AAES AR T 2,

1.1 DBN(Design by numbers)
ok AJfell A MITH|T O] o] ACG(Aesthetics+Computa
tion Group)2] Tl E<l & wlolth(John Maeda)2)m4=2]

27) Norbert Bolz. 8F4 of TREIH=3-251H9 ZoA: AMZ2
FFEHAON MEE, MS: 28t X|4AL, 2000.pp.194-196

28) Java= 0|=2| Sun Microsystems(www.sun.com)2h= &|AjofA] ot
£ ZHH|X|&F10{(Object Oriented Language)O|C}.

29) = oloilClJohn Maeda, 1966L4) W= G=7I0|AL HFEIS
SRIZA, AFEHE Kot S| tigo| ofd ool £E3% slg
J1R ofl=X ojH|Z ZHESICH b MRS ACGE 199610 A
HEN 2|MR| 7oz, M olzf got =X Y= B2 At S¢t
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12l 6 | DBN(Design by numbers) - DBN2|
olE{Hjo|Ae} F=, T2 E£X: http/don.media.mit.edu

1.2 QEAA (Open Source) ZE212f 0] :
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30) Ben Fry: #Ix}2l Z2jo[= MIT Media LabQ| =AZ}Y i71Mo|
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31) Casey Reas: Casey= UCLAS| Z{@/wZ-0|0{ Interaction Design
Institute Ivreal| £ 0|C} FAAU2 AZESQ0] OIE, CIXE =
2lE, H3ste AEH0|M 59 5t CIXIE D|E[olE SshM
MEX XIoIX A|ABIOl F4ME BHEEICE EA : hitp:f/groupc.net
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7. The Processing Environment(Integrated Development
Environment or IDE) AA|7F 7153 olm &3 37

2 5o

7] molt

Menu
Toolbar
Tabs

Display Window
Text Editor

Message Area

| Text Area

18l 8 | The Processing Environment
- ZEMAe SENE &4

o] ARVE &3 F1de st AN F 3l
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t B2 75S 738 F5 ol o2 71&9 A9
oy Exeti ofeld RS ", nuA, &
PrsAdE Bl MAsE e Fue vEd HEEY o
FARD Abdlelm] v Ao 0 F HE AAIEE T

“$Elt AFHG WHE T, 2RE NETH] Bt 97

o sZo|AXIT F Althol| E24Ale] H30ll 7t 2

2|1 A 17]
2h =0 Qloh J2{L 0|42 o{N3] JHE Bo| Mol & T
H, 2H&Yo| Fojct 2lo[E2{2|SS 7HX|2 Rk

o] $9 XW% 5 “41, e #Ae HFE <k Qlrh ga
g7t Favke A z

27F A9 ﬁ%E 3
ot} of&d HellA v AFEI Favbe] vhdol BA e A
2tz AZ-et)” - Dirk Paesmans, Jodi 33

H

upebA ojglgk AZEg ol o) ity
Blo] ddtabgo]l 7Ed = doje] A

&9 B8 49% HA7Ia ek

2 rir
e
o
o
>
2

2. HCI9| 25& 23N : IEB|0]A (Interface)

[o

T Fre] A &
A A F= AYS nEshe Aot
HkA o] ALRAEL code(Java, C++, Assembler)E
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33)Tribe, M., Jana, R., and Grosenick, U. New Media Art. Taschen,
2007

34) Packer, R., Jordan, K.(LtH| &toflod=&) i) HE|O|C|0f @ HEOL
oA ZHAFS AKX (MULTIMEDIA : From Wagner to Virtual Reality.),
ME, LiH[Z2|A, 2004.
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D
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(@), MIZ IPIS) s
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- 233
(RISZH HIYT| HHS) o R—
- AHHZ Digital Design
O, FHERIE S)

« QlEfE|0]A Cixtel

a2 9 | ojz} Cixtel HE =

(25 gl Aok 2ol 2kl Alcje] sheitielel AFrAa,
a8% A 5o 9o RS oA 224 g4
b TAele AdeRA shuel Esels iRl

el EFAT. Yol dEislels DA o )
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Pt U s 1 ol A% g 5 gov, 9

36) # 2=, "MeiC|Rtelnt QlE{mo|A CIRIQI. 2= A/2/3tE ZA
o172 AjojL} Bt=X]. 1998. p.185
36) @ 2=, Ibid, p.186

T2 10 | PRADAS| MAIN Efo|Al.
“Magic mirror room’z} ‘Virtual Closet

[2% 10]¢] PRADA Epicenter Store:= <<, olEjH|¢IH
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ora] ujAogA olgldt AT ALA Tzl =& AL
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Computer Simulation
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