Amy Huggard
Exertion Games Lab
RMIT University

Melbourne, Australia
amy@exertiongameslab.org

Anushka De Mel
Exertion Games Lab
RMIT University

Melbourne, Australia
chet@exertiongameslab.org

Jayden Garner
Exertion Games Lab
RMIT University

Melbourne, Australia
jayden@exertiongameslab.org

Musical Embrace: Socially

Awkward

Interactions Through Physical
Proximity to Drive Digital Play

Cagdas ‘Chad’ Toprak
Exertion Games Lab
RMIT University

Melbourne, Australia
chad@exertiongameslab.org

Alan Chatham
Exertion Games Lab
RMIT University

Melbourne, Australia
alan@exertiongameslab.org

Florian ‘Floyd’ Mueller
Exertion Games Lab
RMIT University

Melbourne, Australia
floyd@exertiongameslab.org

Copyright is held by the author/owner(s).
CHI 2013 Extended Abstracts,, April 27 — May 2, 2013, Paris, France.
ACM 978-1-4503-1952-2/13/04.

Abstract

Socially awkward interactions are often regarded as
something that is to be avoided, nonetheless
encompasses the potential to be ingredients for
compelling play. Although examples exist in the non-
digital games domain to support this point (e.g.
Twister), we've found that there has been little
exploration conducted on social awkwardness when it
comes to digital play. In response, we present Musical
Embrace, a digital game that calls for strangers to
collaboratively apply pressure, in the form of awkward
whole-body movements in close physical proximity, to
a novel suspended pillow-like controller; as means of
traversing a virtual environment. We use Musical
Embrace to identify design tactics that utilize social
awkwardness, to drive digital play. With our work, we
hope to encourage designers to consider socially
awkward interactions as a compelling ingredient for
digital games.
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