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ABSTRACT

Ingestible sensors are pill-like sensors that people swallow
mainly for medical purposes. We propose that ingestible sen-
sors also offer unique opportunities to facilitate intriguing
bodily experiences in a playful manner. To explore this, we
present “HeatCraft”, a two-player system that translates the
user’s body temperature measured by an ingestible sensor
to localized thermal stimuli delivered through a waist belt
equipped with heating pads. We conducted a study with 16
participants. The study revealed three design themes (In-
tegration of body and technology, Integration of internal
body and outside world, and Integration of play and life)
along with some open challenges. In summary, this work
contributes knowledge to the future design of playful expe-
riences with ingestible sensors.
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1 INTRODUCTION

Ingestible sensors are devices that perform sensing or actu-
ating functions inside the user’s body [11]. They have been
used for medical purposes such as endoscopy, patient moni-
toring, and medical adherence assistance [3, 11, 29, 30]. We
believe there is an opportunity to explore the experiential as-
pects of ingestible sensors since recent studies suggest that
health professionals should consider their patients’ lived
experience in addition to the treatment [37, 62]. Studies in
human-computer interaction also highlight that appreciat-
ing the technology’s experiential aspects may help users
deepen their understanding and engagement with their own
bodies [45, 61].

We believe designing playful experiences with ingestible
sensors could highlight the experiential aspects of ingestible
sensors and help attain the full potential that the devices
can afford [19]. Moreover, playfulness could add a positive
feature to ingestible sensors that goes beyond entertainment
by making the user experience more engaging [36]. For ex-
ample, a game around an ingestible sensor for medical ad-
herence monitoring might further promote the device’s ef-
ficiency [13]. Furthermore, adding playfulness to ingestible
sensors could let players engage with their own bodies and
experience their body as play [46]. Such experiences also
allows players to attain new levels of bodily mastery which
is important for human development [7].

Meanwhile, ingestible sensors’ characteristics could ex-
tend the possibility of play. Firstly, playing with ingestible
sensors may bring about unique experiences because the play
duration depends on players’ bodily functions which cannot
be determined by players in the traditional sense via “remov-
ing” the pill. Secondly, ingestible sensors may facilitate an
always-available play since the devices always move with
the users [24]. Thirdly, ingestible sensors might facilitate
ubiquitous playful experiences by turning the user’s daily
activities into game actions since a variety of actions such as
eating and exercising could influence the bodily information
collected by ingestible sensors. In light of the above, we be-
lieve it is worth exploring the potential of ingestible sensors
to facilitate playful experiences.

We present HeatCraft, a two-player system that gener-
ates localized thermal stimuli where the intensity is based
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on the user’s body temperature measured by an ingestible
sensor. An in-the-wild study [54] with 16 participants was
conducted to understand the associated user experience. The
results showed that the overall experience was intriguing
and playful. Our system increased players’ awareness about
their body, their daily activities, and the environment. Ulti-
mately, HeatCraft stepped towards the integration of play
and life. Based on the user experience and our design, we
propose eight strategies which can serve as a starting point
for designing playful experiences around ingestible sensors.
The primary contribution of our paper is that we explore
the possibility of combining ingestible sensors with local-
ized sensations to facilitate playful experiences. Additionally,
we articulate design themes and strategies to guide the fu-
ture design of playful experiences with ingestible sensors.
More broadly, we open up new possibilities of facilitating
the integration of body and technology to blur the boundary
between play and life.

2 RELATED WORK

Recently, ingestible sensors have been used by artists to
challenge the body’s traditional roles [58]. The artist Stelarc
swallowed a self-built capsule containing a beeping device
and flashing light to turn his hollow body into a space for
exhibiting “sculptures” [4]. Similarly, Jan Poope designed an
audio pill which allows the user to experience the music from
the inside [53]. These works suggest that there could be a
design space worth exploring around the ingestible sensors’
experiential aspects.

To design the technology’s experiential aspects, there is a
trend in HCI that embraces the first-person perspective which
means placing the user’s lived experience at the center of the
design process [25]. In body-centric design, this perspective
emphasizes the users’ lived body which means the body
through which the users live their lives and experience the
world rather than treating the body as an object (the third-
person perspective) [41]. Similarly, Dourish [14] proposed
the concept embodied interactions which emphasizes the
importance of the physical and bodily aspects of interactions.
Svanees [59] suggested interaction designers design for the
lived body since it offers new angles to approach design
challenges and enables new design alternatives [59]. When
it comes to play, Mueller et al. [46] used the German words
Leib and Korper to represent the first- and the third-person
perspective, and proposed that looking at the body through
these two perspectives lets players not only use the body to
control a game, but rather experience their body as play. In
summary, designers may take a first-person perspective when
designing playful experiences around ingestible sensors.

Meanwhile, ingestible sensors are always inside the hu-
man body and therefore may continually offer interaction
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experiences [38]. A prior study indicated that interactions re-
lated to always-available body-integrated technology could
facilitate a symbiotic relationship between the human and
the device, and even extend the human body [32, 57]. When
it comes to play, Li et al. [33, 34] designed a smartphone-
based game, supporting two players playing against each
other by changing their body temperature measured by an
ingestible sensor. However, the use of a smartphone forces
players to stop any current task they are undertaking as
part of their everyday life to play the game. Thus, the game
does not highlight the fact that ingestible sensors support
continuous play.

We believe localized sensations can be used as feedback
when playing with ingestible sensors. Localized sensations
“mainly occur through touch, pain, proprioception, kines-
thetic sensations and temperature perception” [56] and do
not need the user’s full attention. Therefore, such sensations
may support always-available play [52]. Moreover, localized
sensations have been widely used to facilitate lived body
experiences since such sensations allow us to experience
our body as ours rather than an object [46, 56]. For exam-
ple, Schiphorst [55] developed an interactive tangible art
installation Sofi(n) using touch sensations to create a lived
body experience. Byrne et al. [10] developed the game Bal-
ance Ninja that utilizes localized sensations of the vestibular
sense to support players experiencing their body as play.

In light of the above, we acknowledge the opportunity of
designing playful experiences around ingestible sensors. De-
signers may benefit from taking the first-person perspective
and support always-available interactions in ingestible play.
Meanwhile, localized sensations are always-available and
may support lived body experiences. Therefore, this work
explores the design of playful experiences around ingestible
sensors via localized thermal stimuli.

3 HEATCRAFT

HeatCraft is a two-player system supporting users to expe-
rience their body temperature measured by an ingestible
sensor via localized thermal stimuli. The system comprises
a Cortemp sensor and a waist belt (see Fig 1b) which at-
taches an Elite receiver, an Arduino UNO, an XBee module,
a MOSFET, a digital temperature sensor, two overlapping
heating pads, a buzzer, and a switch for the buzzer. The
Cortemp sensor ! (Fig 1a) is a disposable sensor that mea-
sures the user’s body temperature (Tp) once every 10 sec
as it travels through the digestive tract within about 24-36
hours. The Elite receiver receives temperature data from the
Cortemp sensor and sends it to the Arduino via XBee (see
Fig 2a). If T is erroneous, the buzzer beeps. Otherwise, the
Arduino calculates the temperature of thermal stimuli Tgp.

!http://www.hginc.net/cortemp-sensor-2/.
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Figure 1: (a) A player is holding the Cortem sensor; (b)
The two players are wearing the waist belt and running to
change their body temperature.

If 36.2°C < Tg < 37.8°C, Typ = —12.5 - Ty + 500.5. Other-
wise, Tgp = 50 °C. The thermal stimuli is generated by the
heating pads and adjusted by the Arduino and MOSFET via
PID control. The digital temperature sensor measures Typ
and transmits it to the Arduino as the feedback in the PID
control loop. The PID parameters were adjusted manually.

HeatCraft adopts open-ended gameplay. Players can freely
explore how their actions affect their body temperature. They
can also design specific rules around the system. For example,
when the two players are physically together, they might
agree that within the next hour, they must take various ac-
tions to change their body temperature. If they try an activity
that does not change the temperature of the heating pads,
they would be punished by the co-player.

4 DESIGN RATIONALE

In this section, we discuss four key design decisions and the
rationale behind them.

Using Heat Sensations as Feedback

Section 2 introduced the opportunity of using localized sensa-
tions as feedback of playful ingestible systems. In HeatCraft,
we chose the thermal stimuli as system feedback for five
reasons. Firstly, it is intuitive for players to understand their
body temperature via heat sensations. Secondly, the subtle
heat can be used in everyday scenarios without the user’s full
attention [27], contributing to always-available play. Thirdly,
thermal stimuli could bring about pleasant experiences since
it can evoke the user’s emotional response [63]. Fourthly,
localized thermal stimuli could increase one’s bodily aware-
ness [26, 27], which may help users better manage their
body [47] and increase body intelligence, leading to a healthy
and vibrant life [21]. Lastly, the subtle and cosy heat gives
space for players to reflect on their bodily experiences and
turns their attention inwards, which positively influences
their emotions and wellbeing [12]. We chose to locate the
thermal stimuli on the player’s waist because this allows
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Figure 2: (a) The Elite receiver receives the signal from a
Cortemp sensor and transmits the temperature data to Ar-
duino via XBee; (b) The anterio-posterior view of the waist
belt; (c) The heating pad is made of flexible conductive yarn;
(d) The mapping between the player’s body temperature Tp
and the heating pads temperature Typ.

unobtrusive and unhindered body movement [22]. Also, the
thermal sensation on the waist can strongly influence overall
body sensations [2].

Mapping Body Temperature to Thermal Stimuli

We designed the mapping between the player’s body tem-
perature (Tg) and the thermal stimuli’s temperature (Typ) as
shown in Fig 2d based on an autobiographical study [51] and
prior works [15, 40, 44]. The rationale is as follows. Firstly,
for safety and comfort reasons, we limited the stimuli’s tem-
perature to 50 °C. Secondly, to ensure the players could sense
the thermal stimuli, Tirp must be significantly higher than
the room temperature. We chose the lowest of Typ as 28 °C.
Thirdly, the inverse correlation between Tp and Typ could
bring about pleasant sensory experiences since one would
feel pleased with the intense thermal stimuli when he/she is
cold and vice versa [44]. Fourthly, this mapping can make
players aware of their body temperature changes when Tp
is within the normal range between 36.2 °C and 37.8 °C as
shown in a prior medical study on 85 participants while re-
minding them when T3 is extremely low/high. Fifthly, with
this mapping, when Tp changes 0.1 °C, Typ is set to change
1.25 °C which can be sensed by the player. Based on our per-
sonal experiences, it takes at minimum 10 sec for the player
to change Tp for 0.1 °C while it takes less than 2.3 sec for the
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system to change Typ for 1.25°C. Thus, there is sufficient
time for the system to adjust Typ.

We do not see the designed mapping as a perfect way to
represent the player’s body temperature, but rather the out-
come of benefit balance since the mechanism of how human
body temperature changes and how we perceive thermal
stimuli are complicated. For example, prior work [34] with
14 participants suggested that the temperature data mea-
sured by the Cortemp sensor ranged between 25.64 °C and
43.9 °C when the sensor was inside the user’s stomach since
the food and drink the user ingests might make contact
with the sensor and significantly change the measured data.
When the sensor entered intestines, the data ranged between
35.64 °C and 39.11 °C. Therefore, our designed heat pattern
allows players to notice body temperature changes in most
times but may miss some changes (e.g., from 39 °C to 40 °C).

Designing for Erroneous Data

We designed a buzzer to beep while kept the heating pads
temperature invariant when the system received an erro-
neous body temperature data (< 22 °C or > 45 °C [34]). Such
design has three benefits. Firstly, this design allows players
to be notified by the beep and not get confused when the
player’s action and the system feedback do not match as the
system receives erroneous data. Secondly, as the system may
receive erroneous data since the quality of data transmis-
sion is susceptible to electromagnetic interference [5, 9], the
beeps could also help players get to know more about their
surrounding environment. Thirdly, the Elite would send out
random erroneous data when the Cortemp sensor is excreted.
Therefore, a player would know he/she has excreted the sen-
sor if the buzzer beeps once every 10 sec regardless of the
player’s location. Moreover, erroneous data between 22 °C
and 45 °C rarely happens and would not cause a dramatic
change in the heating pads temperature as heat changes
slowly.

Designing the Playful Experiences

We believe HeatCraft is intrinsically playful. Based on the
PLEX model [36] that proposed 22 categories of playful ex-
periences, the localized thermal stimuli could bring about
playful sensory experiences while swallowing a digital sen-
sor could facilitate the playful experience of thrill [34]. In
addition, we adopted the open-ended gameplay to facilitate
an experience of exploration and discovery by giving players
space for freely investigating the relationships between body
temperature and their activities, considering one’s body tem-
perature could be influenced by a variety of factors such as
one’s diet, environment and physical activities [34]. Also,
the free exploration may help us better understand the affor-
dances of ingestible sensors in interactions. Moreover, we
designed HeatCraft as a two-player system and encouraged
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players to be physically together to create the playful expe-
rience of fellowship [36]. Social interactions may motivate
players to actively play with the system [47], and ease their
nervousness before swallowing the sensor [34]. Therefore,
we believe HeatCraft could facilitate playful experiences.

5 STUDY

We conducted an in-the-wild study [54] with 8 pairs of par-
ticipants (7 males and 9 females, age 27 + 4.7 (mean + S.D.)
years) to investigate the user experience of HeatCraft. The
two players in the same pair were friends who could spend
at least three hours physically together during the play. The
recruitment followed a combination of convenience sam-
pling and snowballing method [8]. No compensation was
provided.

We designed a questionnaire to evaluate the participants’
eligibility: this included whether they were able to swallow
the Cortemp sensor and do physical activities to change body
temperature. We then invited eligible players to the lab. Since
the player’s perception of thermal stimuli might be affected
by the thickness of clothing [27], players were required to
wear an ordinary T-shirt to minimize this influence. The two
players were then provided with an info sheet explaining
the Cortemp sensor and offering guidance for potential first
aid; and the researchers’ contact details for technical support.
Then the two players swallowed the sensor and wore the
belt, and were allowed to leave the lab afterwards. We did
not restrict the places they go and the activities they do.
After the players excreted the sensor, they went back to
the lab and were interviewed together. Each interview took
about 45 min, was audio-recorded and semi-structured. The
players were asked about their perceptions in regards to the
ingestible sensor, the motivations to take part in the study,
and the experiences with HeatCraft. We utilized thematic
analysis [6] to analyze the interview data. Two researchers
got familiar with the transcripts by reading them three times,
then independently coded the data. Then the codes were
discussed and extracted until the two researchers reached
an agreement. After deriving a set of codes, we iteratively
clustered them into higher-level groupings which are the
themes in the following Findings section.

6 FINDINGS

Overall, our findings suggest that HeatCraft facilitated ubiq-
uitous playful experiences, augmented the players’ bodily
experiences and promoted the awareness of their environ-
ment. We identified three design themes: Integration of body
and technology, Integration of internal body and outside world
and Integration of play and life.
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Theme 1: Integration of Body and Technology

This theme explains the players’ lived body experiences, and
how players perceived the relationships between HeatCraft
and their body.

HeatCraft extended players’ capabilities. Participants reported
that HeatCraft extended their sensing capabilities and might
influence their self-identity. For example, P7 said:“I felt like I
had a new skill. I could tell the temperature of my intestines”
P8 also said:“I felt I was a cyborg having superpower!”. Simi-
larly, P14 said:“I felt like I was an agent or superhero. I was the
only one with a digital sensor in the body and a belt containing
so many electronics!”. The extended capabilities further influ-
enced the ways how players used their body. For example,
P13 said:“I enjoyed the heat since the weather was cold. At
a moment, the heating pad cooled down. I really missed that
heat so I drank a cup of ice water to heat me up. After several
hours, I suddenly realized it was so weired to heat my body up
by ice water. But at that moment, it was intuitive for me.

Players appreciated HeatCraft to be symbiotic with the body.
Ten participants mentioned that they liked the fact HeatCraft
was attached to their body. For example, P5 said:“T usually
feel anxious with my phone and always touch my pocket to
see if it is there. But with this, all the devices were either in
or on my body. I didn’t need to worry about losing it” The
integration of body and technology allowed the device to
be always available and facilitated a symbiotic relationship
with their body. For example, P5 said:“With a Fitbit, I would
only look at the number when I remember. But with this, I can
know my body changes anywhere and anytime. It is like my
partner reminding me of my body changes actively” Similarly,
P8 said:“The feedback voluntarily came to me, which was very
different from checking my phone to see the number. It was like
an extension of my body and something symbiotic that relies on
my body information and in turn gives me more information.

The intimacy between HeatCraft and body facilitated “body
scan” activities. Participants reported that HeatCraft made
them think about their internal body, which is similar to the
body scan exercise [27]. For example, P13 said:“It made me
think about my body from the inside and think about my organ
as a separate thing rather than the body as a whole. It made me
think about my inner body structure and how things traveling
through my body. P8 also said:“It let me think about the size
of my organs. I was imagining this sensor going through my
stomach and entered the intestines. It made me think about how
my body acts like a processing machine” Moreover, players re-
ported that the sensor could be a reference point to help them
focus on their inner body. For example, P7 said:“Everyone gets
small random pains in their body. When that happened, I was
wondering what the sensor was doing. Maybe it was turning a
corner, pushing my intestines’ wall. Also, when I thought about
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the sensor periodically, I always imagined it was tumbling over
in my intestines like a small rock. The sensor was a reference
point to help me focus on my inner body” Meanwhile, this
theme was particularly pertinent when players were alone.
P6 said:“When I was with P5, we focused more on the difference
of heat between ours. When I was alone, I was more likely to
think about my internal body”

Ingesting the Cortemp sensor increased players’ bodily aware-
ness. Fourteen players reported that HeatCraft increased par-
ticipants’ bodily awareness through providing information
of their body temperature and digestion rate. For example,
P1 said:“It increased my bodily awareness by giving me a con-
stant update of my body temperature from the heating pad.” In
addition, P12 said:“Now I know it takes about three days for
the pie I eat to travel through my body” Similarly, P5 reported
that:“I expected to excrete the sensor when I first went to the
toilet after swallowing the sensor. But I didn’t. My digestion
rate is slower than I thought”

Heat as an embodied feedback further deepened the integration
between the system and body. Participants reported that they
liked the thermal feedback as it is embodied and easy to be
experienced. For example, P2 said:“Heat is better than the
number. It might not be precise but it makes you feel different.
A thermometer might show you the number of 37 °C. But this
system allows you to actually feel your temperature through
your body” Similarly, P4 said:“I think heat is more interesting.
When [the system is] attached to you and heats up, it has some
phenomenological thing to it. You can connect that to what’s
happening inside you much more easily”

The subtle thermal stimuli did not interrupt players’ daily lives.
Participants appreciated that the thermal stimuli notified
them of their body temperature changes in a subtle way.
For example, P6 said:“Heat is interesting. This sort of ambi-
ent feeling of having the heat pad on and off, not telling you
things specifically, but in a subtle way to draw your attention”
Similarly, P4 reported:“The sensor is similar to other recording
devices like Fitbit. But what makes the system interesting is
that the heating pad is touching you that it’s on all the time.
You can feel it even if you’re not paying attention.

Theme 2: Integration of Internal Body and Outside
World

This theme includes how the system helped players gain
bodily knowledge, and be aware of of the interplay of their
internal body, body surface, bodily actions, and the envi-
ronment. Players reported that HeatCraft made them aware
of how their actions and environment influence their inter-
nal body through heat sensations. For example, P2 said:“it’s
interesting to expose everything to the sensor these days and
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knowing more about my body and environment” P5 also ex-
plained:“The whole experience is like a loop. The environment
and actions I take makes my body changes. I feel this change
via my skin and this sensation affects my mind. Ultimately,
this influences my behaviors again. It’s amazing”

HeatCraft made players aware of their daily activities. Players
reported that HeatCraft made them aware of their activities.
For example, P4 explained:“It’s fun to think about what I eat
may change the sensor reading like whether the food is hot or
cold or how much I eat” P13 also said:“It is interesting to think
about the thing I am doing because it may change thermal
stimuli” Six participants reported that HeatCraft made them
aware of their behaviors including those unrelated to body
temperature. For example, P3 said:“I felt bad when I had junk
food although I knew the sensor was not measuring the fat I
ate. I felt it was monitoring. Then I decided to go swimming.
Exercising was probably a thing in my head that was already
there but it was accentuated by the game” Similarly, P14 said:“I
felt the sensor started dictating my movements in the physical
space and the food I ate” P11 also said:“It made me realize the
exercise I didn’t do because I knew the pads would change if
I have done physical exercise. It made me think I should do
more exercise” Moreover, the player’s awareness of activities
further contributed to the awareness of the environment. P13
said:“The activity I could do was limited by the environment.
When I entered a new place, I might try to figure out what
can I do here to play with the system” Some players reported
that HeatCraft influenced their behaviors even after the play
and therefore they were interested in the long-term effect of
HeatCraft. For example, P6 said:“After the play, I still ate more
vegetables to speed up my digestion. I guess I subconsciously
felt worried that the pill might be still in my body although the
beep sound told me that I have excreted it” P3 also said:“I had
a small concern that if I wore it for a year, it might influence
my decisions. Is this a good thing?”

The ambiguity of the system offered space for reflection. Par-
ticipants reported that they liked the ambiguity of heat since
it gave them space for reflection on the relationships be-
tween their actions and body temperature. For example, P9
said:“Heat is ambiguous. It gives you more space to think. You
can reflect on your activities according to the temperature”
Similarly, P13 said:“If it is the number, I would focus on the
changes of my temperature. But with this, every time when [
was doing something and suddenly felt the heat, it was like a
surprise and I intuitively began to explore the reasons for the
heat” Some players reported that the ambiguous game du-
ration might motivate the player’s reflections. For example,
P2 said:“The ambiguity of the excretion time is an interesting
thing. It made me periodically think about my body and my
activities. This also slightly influenced my daily behaviors”
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HeatCraft increased players’ awareness of the outside world.
Twelve participants mentioned that HeatCraft made them
more aware of the environment. For example, P14 reported
that:“I enjoyed knowing more about the environment. When
I heard the beep, I thought there was a wave traveling beside
me and connecting to someone’s mobile phone. Also, it made
me observe the number of digital devices in my space” P3
added:“The beep sound made me aware of the overwhelming
technology around me. So I went to a bush walk. I felt so good to
feel the nature” Similarly, P2 reported:“The system indicated
the environment temperature. One time when the heating pads
temperature increased, I realized I was in a cold space” The
awareness of the outside world might affect the player’s
perceptions of a certain place. For example, P3 said:“When I
played the game, I went to an electronic shop. I felt bad because
of the continuous beep. After I excreted the sensor, I went back
to the shop but I still felt that place was noisy even without the
system”

Increased awareness of the outside world facilitated players
treating their bodies better. The increased awareness of the
environment motivated players to reflect on their interac-
tions with the outside world, making them treat their bodies
better. For example, P13 said:“Now I know my office has a
strong electromagnetic field. I think I should not stay there for
too long” P14 added:“The system connected me and the envi-
ronment. I can know informations of the environment which
I would not know. It also made me think about how I can ac-
tively influence the environment to benefit my health, and more
broadly, the society and natural environment” Similarly, P5
said:“I think it is important to be attune to nature. This system
definitely helped me towards this. For example, it made me
aware of I should adjust my clothes based on the environment
temperature”

Theme 3: Integration of Play and Life

This theme illustrates how HeatCraft facilitated ubiquitous
playful experiences. For example, P15 said:“The system turns
daily activities to potential game actions and turns all the
objects around me to game resources. For example, I can eat
food to play with the system.” P3 also said:“Everything feels
unusual with the system and I tried to discover it in 24 hours”

HeatCraft motivated spontaneous play. All the players played
spontaneously during the study. For example, P5 said:“ When
I was with P6, we drank ice water together and touch each
other’s belt to see who can raise the heat faster” P3 said:“The
buzzer sound made me feel like playing hide and seek with
the system. I tried to avoid modern technology to stop it” P9
and P10 reported that they prepared food for each other to
change the co-player’s temperature. P11 and P12 said they
raced against each other to see who excretes the sensor first.
P1 and P2 reported that they compared the heat feedback of



HeatCraft

different activities. P13 and P14 said they exchanged their
belt and tried to influence the heat felt by the co-player.

Players appreciated the playful experience of exploration and
discovery. Participants reported that they enjoyed explor-
ing how to affect their body temperature. For example, P3
said:“The first thing I did after swallowing the pill was eating
food. It was fun to add new information to our body system
and imagine what would happen” Similarly, P13 reported
that:“I am curious about the technology and my body. Before I
swallowed the sensor, I planned to do some physical activities,
try different food and drink like some spicy food and icy coke”
Through the exploration, participants gained new knowledge
about their body, which facilitated a playful experience of
discovery [36]. For example, P5 said:“It is interesting to know
that I could quickly change my temperature by drinking water
but surprisingly, ice-cream did not change my temperature”

Players appreciated the playful experience of thrill. Thrill
means the excitement derived from risks and danger [36].
Participants reported that they experienced thrill during the
play, especially before swallowing the pill. Thirteen players
reported that they felt a bit nervous about swallowing the
sensor which also facilitated a playful experience. For exam-
ple, P9 said:“I felt a tiny bit nervous but that’s why I like it”
Four players reported that they had thrill experiences when
they periodically thought about the fact of having a sensor in
the body. For example, P1 said:“Before I went to bed, I thought
about the sensor. It was scary but still interesting” Meanwhile,
players regarded the experience as a safe adventure for sev-
eral reasons. Firstly, the device would not be inside the body
permanently. For example, P8 said:“I think this would be the
future of play but swallowing a sensor is a commitment. I liked
to do it because I know it would leave my body”” P14 also said:“I
felt it interesting and it would just stay in my body for three
days. It’s better than implantable devices” Secondly, the study
procedure such as the screening protocol and guidances for
first-aid dampened their nervousness. For example, P6 said:“I
felt a little bit nervous but the first-aid document made me feel
safe” P4 also said:“At first I was thinking is it safe? But after
completing the assessment questionnaire, I think researchers
know what they are doing. Also, I was told that the sensor has
been commercialized for 10 years”

Players appreciated the playful experience of subversion. Par-
ticipants reported that they enjoyed experiencing the sub-
version during the play as they thought it challenged social
norms to swallow a digital sensor and wear a belt with wires
and electronics. For example, P6 said:“I was excited since I like
doing anything that is a little bit out of the average experience”
P3 also said:“If you do something different, you start to realize
how normal things are. In that regard, this game definitely
caused me to have this feeling. Like my hairdresser is a cool
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guy but I still have trouble explaining this idea to him. It made
me think I am weird but I enjoyed this”

Players appreciated the playful experience of fellowship. Par-
ticipants reported that the system promoted intimate social
interaction with their co-players. We did not ask how long
players were together but from the activities they did, we
inferred that they spent about 3-22 hours (M = 9) together.
For example, P11 laughed:“Now we are very open. I never
thought about updating information to her every time when
I went to the toilet” Similarly, P13 said:“Exchanging our belt
and feeling the other one’s body temperature created the feeling
of empathy. We were in the same room and the heat made me
know he was doing something even when I was not looking
at him” HeatCraft also motivated conversations between
players and non-players. For example, P3 said:“Throughout
the day, I texted my friends all around the world in a messenger
group, telling them what was happening. I usually don’t want
to text them and say I have just woken up and now I am eating
breakfast or whatever. This experience became an excuse to
update them about my life”

Players appreciated the playful experience of sensory stimula-
tion. All participants reported that they enjoyed the localized
thermal feedback as it brought about a pleasurable experi-
ence of sensory stimulation. For example, P8 said:“Heat can
make me happy or sad. It has an emotional effect. For me, I
felt nice when the heating pad was getting hotter” Similarly,
participants’ expressions indicated that they kept the sen-
sory experiences in memory. For example, P5 said:“Yesterday
when I did not have that belt on me, I felt cold and I missed
that heating pad”

Issues with HeatCraft

Players expected to be able to check if HeatCraft was running.
Participants reported that they were not sure if the system
was running properly when they could not feel the heat. For
example, P7 said:“Sometimes I could not feel the heat. I was
not sure if it was broken or just my temperature was that”
P8 further explained:“I always wanted to confirm whether
it was working. I guess it is because I didn’t trust the device
at this stage since it is a prototype. It would be great to have
some feedbacks that are easy to learn to indicate the system is
working, like an LED?

Players expected the combination of numbers and sensations
as feedback. Five participants said they would like a com-
bination of localized heat and digital number as feedback.
For example, P9 said:“The heat is telling us the temperature
is rising, not giving a specific number. Numbers on the screen
could tell how much the temperature changes. But I don’t want
to replace the heat with the number”
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7 DISCUSSION

This study highlighted the opportunity of using ingestible
sensors to facilitate playful experiences. This section dis-
cusses our findings in the form of design strategies. This is
not a complete list, but a starting point to guide designers in
creating playful experiences around ingestible sensors.

Design for the Partnership between Human and
Ingestible Systems

Theme 1 shows that players appreciated that HeatCraft acted
as their partners reminding them of body temperature any-
where and anytime. Similarly, Farooq and Grudin [17] intro-
duced the theory of human-computer integration [18] which
moves beyond the command-response interaction paradigm
and highlights the partnership between human and comput-
ers: users and computers construct meaning around each
other’s activities instead of simply taking orders. Human-
computer integration is believed to bring about novel design
opportunities and theoretical assumptions [18]. The theory
could also be applied in the field of play. For example, em-
bracing this theory in exertion games could offer new oppor-
tunities to engage with the active human body [1]. Thus, we
suggest a partnership between the system and users when
designing ingestible systems for play.

HeatCraft stepped towards the human-computer integra-
tion mainly because the thermal feedback kept interacting
with players rather than waiting for instructions, indicating
that the system was operating without players’ full attention
and invited players to play in an unobtrusive way. Inspired
by this, we believe implicit interactions could be designed
for ingestible systems. Implicit interactions do not require
the user’s explicit awareness and therefore are employed
when the user is not focused on the interactive device [28].
Well-designed implicit interactions will make technologies
more effective and appreciated, and integrate technologies
into everyday life [28]. Thus, we believe design knowledges
of implicit interactions might benefit the ingestible system
design to facilitate human-computer integration.

We also acknowledge that HeatCraft is not a perfect inte-
gration since the system is not able to acquire the player’s
context and provide different interactions based on it. In the
future, designers might consider using context-aware tech-
nologies in ingestible systems to enrich the user experiences
and facilitate the human-computer integration.

More broadly, this work opens up new opportunities of em-
bracing human-computer integration to facilitate ubiquitous
play. For example, intelligent systems might offer different
gameplay based on the user’s context to support ubiquitous
playful experiences. Moreover, the human-computer inte-
gration indicates that smart technologies may not only be
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designed as play interfaces, but as the users’ co-players to
support better play experiences.

Design Always Available Interactive Systems to
Facilitate Symbiotic Relationships

Theme 1 shows that players regarded HeatCraft as a symbi-
otic partner since HeatCraft extended the players’ capabili-
ties and was always-available, which influenced how players
perceived and used their body. Theme 3 shows that the symbi-
otic relationship further facilitates the ubiquitous play by in-
tegrating play into user’s everyday life. Prior work suggested
that augmented human (AH) technology is always-available
and symbiotic with the human body. It could improve human
abilities and has the potential to change the way we perceive
ourselves and body’s functionalities, and might be perceived
as an extension of ourselves [32]. AH technology could aug-
ment our experience, and help us to realize ourselves [39].
Therefore, we believe designing ingestible systems to facili-
tate a symbiotic relationship with the human body may bring
about novel experiences, augment our bodily perceptions,
and provide ubiquitous playful experiences.

To facilitate the symbiotic relationship, Theme 1 and 2
highlight the importance of designing the ingestible systems
to be always-available. Prior work proposed that always-
available health technology would turn any place the user
is in into a therapeutic landscape [38]. Thus, we argue that
designing playful experiences with always-available tech-
nology such as ingestible sensors might turn any place the
user is in into a playground and therefore facilitate ubiq-
uitous play. Moreover, such always-available body-centric
technologies could make users aware of their bodily state
at any time and therefore support self-discovery and self-
development [48]. HeatCraft supported always-available in-
teractions by a belt with always-on thermal feedback, making
the whole system more pervasive than technologies such
as smartphones. However, we acknowledge that the always-
available affordability of HeatCraft is limited since the waist
belt needs to be taken off in specific scenarios such as swim-
ming. Since ingestible sensors are naturally ubiquitous as
they are in the human body, we recommend designers to
design the rest of system towards being always-available.
For example, always-available feedback systems such as lo-
calized sensations, interactive clothing, and skin interfaces
can be considered when designing playful experiences with
ingestible sensors. More broadly, for designers who aim at
creating ubiquitous play experiences, always-available sys-
tems such as AH technology could be considered as a design
resource.
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Embrace the Functional and Affective Perspective to
Facilitate Body Extensions

Since the ingestible system could be designed to form a
symbiotic relationship with the player as an extension [32],
we believe designing playful ingestible systems may learn
from prior work around body extensions. For example, Slat-
man [56] argued that whether one perceives a transplanted
organ as part of the body is influenced by the functional
limits and affective limits [56]. Functional limits refer to the
transplanted organ’s usability. Nunez-Pacheco [48] also sug-
gested that in biofeedback projects, the user’s trust of the data
helps create a sense of ownership towards the system feed-
back, which further motivates the user for self-exploration.
HeatCraft stepped towards being the user’s body extension
by providing reliable body temperature data. We also ac-
knowledge that the ingestible sensor technology is still in its
infancy and therefore the collected data might not always
be reliable. In HeatCraft, the unreliable data were designed
to indicate the intensity of the surrounding electromagnetic
interference. Therefore, the data did not afflict the player’s
experience but added another layer of playfulness. Thus, we
suggest designers design a reliable ingestible system while
turning the unreliable aspects of the system into features
which players can play with.

Affective limits refer to whether the transplanted organ
can be accepted psychologically. For example, the trans-
planted organ may be regarded as a strangeness rather than
an extension as it is not appreciated [56]. When it comes
to ingestible sensors, users might feel uncomfortable for
ethical issues such as safety, cultural effects, and data secu-
rity [23]. Theme 3 shows that ethical design choices such as
evaluating player’s eligibility before the study and providing
first-aid guidances could dampen the players’ discomfort
with the sensor. Therefore, we suggest designers keep a safe
atmosphere for players when designing ingestible system.
Prior work [31] already explored the ethics of ingestible sen-
sors from both the patients’ and the providers’ perspective,
from which we know that designers should notify players
of all medical aspects of the ingestible sensor before play,
for example. Future works around designers’ ethical choices
and possibilities might further benefit the design of playful
ingestible systems.

Overall, we suggest designers embrace the functional and
affective perspective when designing playful ingestible sys-
tems.

Consider Ambiguity to Facilitate Playful Experiences

Theme 2 suggests that ambiguous aspects of HeatCraft mo-
tivated players to reflect on their daily activities and envi-
ronment. Prior work [20] suggested that pointing out things
without explaining the reasons could encourage people to
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consider the personal significance of things, behaviors or
events in their environment. With HeatCraft, players were
only aware of their body temperature change but did not
know the exact causes. This ambiguity evoked players to
reflect on the reasons of their body temperature changes
and facilitated playful experiences of exploration and dis-
covery [36]. Prior work also suggested that ambiguity is an
important factor in creating playful systems integrating with
users’ lives to facilitate ubiquitous play [50]. Therefore, we
suggest designers consider ambiguity as a design resource to
create playful experiences around ingestible sensors. More-
over, this work indicates that ingestible sensors might be a
design resource to facilitate reflections.

Consider the Environment Perspective in Ingestible
Systems

We suggest designers consider engaging players with their
environment when designing ingestible systems. In HeatCraft,
a buzzer functioned as an environment sensor, making play-
ers aware of their surroundings. This contributed to ubiqui-
tous play experience since the player continuously entered

new places during the play. The buzzer also made the player
engage with the outside world [35]. Similarly, prior work [16]

indicated that a key attribute of pervasive games is that they
could influence the player’s experience of their environment,
invoking emotions that affect the player’s perceptions of the

real world. Therefore we recommend designers to consider
additional environment sensors in ingestible systems. For ex-
ample, designers could complement their game design with
location sensors, temperature sensors, or humidity sensors.
This strategy might be generalized to other body-integrated
systems to engage users with the environment.

Consider Body Boundaries to Facilitate Playful
Experiences

Our body boundaries are not strictly outlined. The pores
of the skin, our mouth, and anus are absorbing and excret-
ing things in and out of our body [56]. In HeatCraft, the
Cortemp sensor crossed the player’s body boundaries twice
during the play, bringing about novel play opportunities. Ac-
cording to Theme 3, players appreciated ingesting a foreign
object, or guessing when the sensor would come out. In addi-
tion, Theme 1 suggests that players enjoyed the experience
of fantasy [36] when an foreign object entered their body
boundaries since they regarded the Cortemp sensor as a ref-
erence point to imagine their inner body structure, leading
to the body scanning activity which might further facilitate
mindfulness [49]. Therefore, we recommend designers to
highlight the experience of ingesting and excreting the in-
gestible sensor when designing ingestible play. Moreover,
there is an opportunity to design fantasy experiences by
utilizing the player’s inner body as a resource since we are
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usually unfamiliar with our inner body. More broadly, de-
signers could consider this "crossing of the body boundaries"
as a design element to facilitate a playful experience.

Embrace the Korper and Leib Perspective to
Facilitate Lived Experiences

Theme 1 indicates that participants enjoyed the lived body
experience with HeatCraft. Our findings confirmed the the-
ory proposed by Mueller et al. [46] (see Section 2) that players
could experience their body as play by 1) highlighting the
interplay between Korper and Leib; and 2) shifting the focus
between Korper and Leib. For example, players tried to first
be active with their body (Korper) and then feel the bodily
change through the localized thermal stimuli (Leib). More-
over, when participants were interacting with each other,
they were physically active (Korper) to form social interac-
tions but when they were alone, they felt themselves from
the inside (Leib). Therefore we suggest designers embrace
the Korper and Leib perspective and learn from the related
design knowledge [46] to facilitate lived experiences when
designing for ingestible sensors. For example, designers may
consider shifting between Korper and Leib by allowing sen-
sors to measure what the Korper does, and turn this data into
a localized sensation to support the Leib. More broadly, we
believe the Korper and Leib perspective would be used to fa-
cilitate lived experiences when designing playful experiences
around body-integrated technology.

Design Social Play for Ingestible Systems

Theme 3 shows that players enjoyed social interactions dur-
ing the play. Prior work also suggested that designing social
interactions in ingestible games could enrich game experi-
ences and help players relax before swallowing ingestible sen-
sors [34]. Our findings show that 1) like other games [60], so-
cial interaction is a key element to facilitate positive game ex-
periences when playing with ingestible sensors; 2) HeatCraft
could promote the connection between the two players when
they exchange the belts and let the co-player feel their tem-
perature; 3) HeatCraft provided a topic for players to start
a conversation with both the co-player and outsiders. Prior
research also showed that sharing biosignals could support
a feeling of intimacy between people [42]. Moreover, ubiqui-
tous play usually encourages spontaneous interactions with
outsiders which enriches the game experiences [43]. There-
fore, we suggest designers consider social play when de-
signing playful experiences around ingestible sensors. Mean-
while, designers should keep in mind that social interactions
might distract players from feeling themselves from the in-
side (Theme 1).
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8 LIMITATIONS

This study has several limitations. Firstly, we only looked
at the Cortemp sensor that measures the player’s body tem-
perature. Investigating the playful experiences afforded by
other types of ingestible sensors might strengthen the work.
Secondly, we did not consider how the subversive nature of
ingestible sensors may affect the results. Future work may
explore the attitude of people who would have not volun-
teered for the study on ingestible sensors. Thirdly, due to
experimental platform limitations, we did not log data such
as players’ game duration, the frequency of error data, and
the temperature of heating pads. An analysis of the relation
between these data might reveal more findings. Lastly, we did
not consider the novelty effect of the ingestible sensor. All
players were not familiar with an ingestible sensor, therefore
their play experience might be influenced by their interest
in the new technology. However, we consider novelty as
an intriguing element of playful experiences and therefore
propose that our work provides a valuable starting point for
future investigations.

9 CONCLUSION

In this paper, we offered the first conceptual understanding of
designing playful experiences around ingestible sensors via
localized sensations through our system HeatCraft. Our study
showed that this system can increase the user’s awareness of
their body, daily activities, and environment. This awareness
further contributed to the integration of the system and the
user’s body, the integration of the internal body and outside
world, and ultimately the integration of play and life.

This work contributes knowledge to the design of future
playful experiences with ingestible sensors. Furthermore, we
inspire designers to use ingestible sensors as design resources
and highlight how ingestible sensors can be used for play. We
also highlight the opportunity to use localized sensations as
feedback to support players experiencing their body as play.
Moreover, we open up new possibilities to help designers
facilitate the integration of body and technology to blur the
boundary between play and life.

ACKNOWLEDGMENTS

We would like to thank Prof. Stephen Bird and Lyndall Kum-
mer from RMIT’s School of Health and Biomedical Sciences
for their support. Thanks also to Prof. Kouroush Kalantar-
zadeh and Dr Kyle Berean for their insights on this project.
Thanks to Dr. Frank Nack, Professor Angelina Russo, Mario
Boot for their help. Finally, thanks to ECP Design and Cre-
ative Practice for the support.

REFERENCES

[1] Josh Andres, Julian de Hoog, and Florian Mueller. 2018. "I Had Super-
powers when eBike Riding" Towards Understanding the Design of



HeatCraft

—
Do
—

—_
(=)
—

— =
O 0o
= A

[10

[t

[11

—

[12

—

(13

[t

[16

—

(17

—

(18]

Integrated Exertion. In Proceedings of the 2018 Annual Symposium on
Computer-Human Interaction in Play (CHI PLAY ’18). ACM, New York,
NY, USA, 19-31. https://doi.org/10.1145/3242671.3242688

Edward Arens, Hui Zhang, and Charlie Huizenga. 2006. Partial- and
Whole-Body Thermal Sensation and Comfort, Part II: Non-Uniform
Environmental Conditions. Journal of Thermal Biology 31, 1 (2006), 60 -
66. https://doi.org/10.1016/j.jtherbio.2005.11.027 Second International
Meeting on Physiology and Pharmacology of Temperature Regulation.
Nizamettin Aydin and Tughrul Arslan. 2009. Review of Communica-
tion Systems for Ingestible Miniaturized Integrated Sensor Microsys-
tems. In Advanced Technologies for Enhanced Quality of Life, Vol. 00.
91-95. https://doi.org/10.1109/AT-EQUAL.2009.28

David Bell and Barbara M Kennedy. 2000. The Cybercultures Reader.
Psychology Press.

Felix Brandmueller and Zhuying Li. 2017. Guts Game: A Game Using
Ingestible Sensors. In Extended Abstracts Publication of the Annual
Symposium on Computer-Human Interaction in Play (CHI PLAY ’17
Extended Abstracts). ACM, New York, NY, USA, 625-631. https://doi.
org/10.1145/3130859.3130866

Virginia Braun and Victoria Clarke. 2006. Using Thematic Analysis in
Psychology. Qualitative Research in Psychology 3, 2 (2006), 77-101.
Stuart L Brown. 2009. Play: How it Shapes the Brain, Opens the Imagi-
nation, and Invigorates the Soul. Penguin.

Alan Bryman. 2016. Social Research Methods. Oxford University Press.
Christopher Byrne and Chin Leong Lim. 2006. The Ingestible Tele-
metric Body Core Temperature Sensor: a Review of Validity and
Exercise Applications. British Journal of Sports Medicine (2006).
https://doi.org/10.1136/bjsm.2006.026344

Richard Byrne, Joe Marshall, and Florian Mueller. 2016. Balance Ninja:
Towards the Design of Digital Vertigo Games via Galvanic Vestibular
Stimulation. In Proceedings of the 2016 Annual Symposium on Computer-
Human Interaction in Play (CHI PLAY ’16). ACM, New York, NY, USA,
159-170. https://doi.org/10.1145/2967934.2968080

Colm Mc Caffrey, Olivier Chevalerias, Cian O’Mathuna, and Karen
Twomey. 2008. Swallowable-Capsule Technology. IEEE Pervasive
Computing 7, 1 (Jan 2008), 23-29. https://doi.org/10.1109/MPRV.2008.
17

Jean Costa, Alexander T. Adams, Malte F. Jung, Francois Guimbretiére,
and Tanzeem Choudhury. 2016. EmotionCheck: Leveraging Bodily
Signals and False Feedback to Regulate Our Emotions. In Proceedings of
the 2016 ACM International Joint Conference on Pervasive and Ubiquitous
Computing (UbiComp ’16). ACM, New York, NY, USA, 758-769. https:
//doi.org/10.1145/2971648.2971752

Rodrigo de Oliveira, Mauro Cherubini, and Nuria Oliver. 2010. MoviP-
ill: Improving Medication Compliance for Elders Using a Mobile Per-
suasive Social Game. In Proceedings of the 12th ACM International
Conference on Ubiquitous Computing (UbiComp ’10). ACM, New York,
NY, USA, 251-260. https://doi.org/10.1145/1864349.1864371

Paul Dourish. 2004. Where the Action is: the Foundations of Embodied
Interaction. MIT Press.

Chris Easton, Barry W. Fudge, and Yannis P. Pitsiladis. 2007. Rectal,
Telemetry Pill and Tympanic Membrane Thermometry during Exercise
Heat Stress. Journal of Thermal Biology 32, 2 (2007), 78 — 86. https:
//doi.org/10.1016/j.jtherbio.2006.10.004

Mark Eyles and Roger Eglin. 2008. Ambient Games, Revealing a Route
to a World Where Work is Play? Int. J. Comput. Games Technol. 2008,
Article 7 (Jan. 2008), 7 pages. https://doi.org/10.1155/2008/176056
Umer Farooq and Jonathan Grudin. 2016. Human-computer Integra-
tion. interactions 23, 6 (Oct. 2016), 26-32. https://doi.org/10.1145/
3001896

Umer Farooq and Jonathan T. Grudin. 2017. Paradigm Shift from
Human Computer Interaction to Integration. In Proceedings of the 2017

[19]

[20]

[21]

[22]

[23]

[24]

[25]

[26]

[27]

[28]

[29]

[30]

[31]

[32]

[33]

CHI 2019, May 4-9, 2019, Glasgow, Scotland UK

CHI Conference Extended Abstracts on Human Factors in Computing
Systems (CHI EA ’17). ACM, New York, NY, USA, 1360-1363. https:
//doi.org/10.1145/3027063.3049285

Jonathan Follett. 2007. Engaging User Creativity: The Playful Experi-
ence. UXmatters 17 (2007), 2007.

William W. Gaver, Jacob Beaver, and Steve Benford. 2003. Ambiguity
As a Resource for Design. In Proceedings of the SIGCHI Conference on
Human Factors in Computing Systems (CHI ’03). ACM, New York, NY,
USA, 233-240. https://doi.org/10.1145/642611.642653

Jim Gavin and Margaret Moore. 2010. Body Intelligence: a Guide to
Self-attunement. IDEA Fitness Journal 7, 11 (2010).

Francine Gemperle, Chris Kasabach, John Stivoric, Malcolm Bauer, and
Richard Martin. 1998. Design for Wearability. In Digest of Papers. Second
International Symposium on Wearable Computers. 116-122.  https:
//doi.org/10.1109/ISWC.1998.729537

Sven Ove Hansson. 2005. Implant Ethics. Journal of Medical Ethics 31,
9 (2005), 519-525.

Christian Holz, Tovi Grossman, George Fitzmaurice, and Anne Agur.
2012. Implanted User Interfaces. In Proceedings of the SIGCHI Confer-
ence on Human Factors in Computing Systems (CHI ’12). ACM, New
York, NY, USA, 503-512. https://doi.org/10.1145/2207676.2207745
Kristina H66k, Baptiste Caramiaux, Cumhur Erkut, Jodi Forlizzi, Nass-
rin Hajinejad, Michael Haller, Caroline C. M. Hummels, Katherine
Isbister, Martin Jonsson, George Khut, Lian Loke, Danielle Lottridge,
Patrizia Marti, Edward Melcer, Florian ‘Floyd’ Miiller, Marianne Graves
Petersen, Thecla Schiphorst, Elena Marquez Segura, Anna Stéhl, Dag
Svanaes, Jakob Tholander, and Helena Tobiasson. 2018. Embracing
First-Person Perspectives in Soma-Based Design. Informatics 5,1 (2018).
https://doi.org/10.3390/informatics5010008

Kristina H66k, Martin P. Jonsson, Anna Stahl, and Johanna Mercurio.
2016. Somaesthetic Appreciation Design. In Proceedings of the 2016
CHI Conference on Human Factors in Computing Systems (CHI ’16).
ACM, New York, NY, USA, 3131-3142. https://doi.org/10.1145/2858036.
2858583

Martin Jonsson, Anna Stahl, Johanna Mercurio, Anna Karlsson, Naveen
Ramani, and Kristina Hook. 2016. The Aesthetics of Heat: Guid-
ing Awareness with Thermal Stimuli. In Proceedings of the TEI ’16:
Tenth International Conference on Tangible, Embedded, and Embod-
ied Interaction (TEI °16). ACM, New York, NY, USA, 109-117. https:
//doi.org/10.1145/2839462.2839487

Wendy Ju and Larry Leifer. 2008. The Design of Implicit Interactions:
Making Interactive Systems Less Obnoxious. Design Issues 24, 3 (2008),
72-84.

Kourosh Kalantar-zadeh, Nam Ha, Jian Zhen Ou, and Kyle J. Berean.
2017. Ingestible Sensors. ACS Sensors 2, 4 (2017), 468—483. https:
//doi.org/10.1021/acssensors.7b00045

Ioannis Kalpouzos, Kostas Giokas, and Dimitrios Koutsouris. 2015. A
Survey on an Ingestible Sensor for Evaluating Medication Adherence in
Elderly People. In Proceedings of the 8th ACM International Conference
on Pervasive Technologies Related to Assistive Environments (PETRA
’15). ACM, New York, NY, USA, Article 10, 4 pages. https://doi.org/10.
1145/2769493.2769570

Craig M. Klugman, Laura B. Dunn, Jack Schwartz, and I. Glenn Cohen.
2018. The Ethics of Smart Pills and Self-Acting Devices: Autonomy,
Truth-Telling, and Trust at the Dawn of Digital Medicine. The Ameri-
can Journal of Bioethics 18, 9 (2018), 38-47. https://doi.org/10.1080/
15265161.2018.1498933 PMID: 30235091.

Sang-won Leigh, Harpreet Sareen, Hsin-Liu (Cindy) Kao, Xin Liu,
and Pattie Maes. 2017. Body-Borne Computers as Extensions of Self.
Computers 6,1 (2017). https://doi.org/10.3390/computers6010012
Zhuying Li, Felix Brandmueller, Florian Mueller, and Stefan Greuter.
2017. Ingestible Games: Swallowing a Digital Sensor to Play a Game. In


https://doi.org/10.1145/3242671.3242688
https://doi.org/10.1016/j.jtherbio.2005.11.027
https://doi.org/10.1109/AT-EQUAL.2009.28
https://doi.org/10.1145/3130859.3130866
https://doi.org/10.1145/3130859.3130866
https://doi.org/10.1136/bjsm.2006.026344
https://doi.org/10.1145/2967934.2968080
https://doi.org/10.1109/MPRV.2008.17
https://doi.org/10.1109/MPRV.2008.17
https://doi.org/10.1145/2971648.2971752
https://doi.org/10.1145/2971648.2971752
https://doi.org/10.1145/1864349.1864371
https://doi.org/10.1016/j.jtherbio.2006.10.004
https://doi.org/10.1016/j.jtherbio.2006.10.004
https://doi.org/10.1155/2008/176056
https://doi.org/10.1145/3001896
https://doi.org/10.1145/3001896
https://doi.org/10.1145/3027063.3049285
https://doi.org/10.1145/3027063.3049285
https://doi.org/10.1145/642611.642653
https://doi.org/10.1109/ISWC.1998.729537
https://doi.org/10.1109/ISWC.1998.729537
https://doi.org/10.1145/2207676.2207745
https://doi.org/10.3390/informatics5010008
https://doi.org/10.1145/2858036.2858583
https://doi.org/10.1145/2858036.2858583
https://doi.org/10.1145/2839462.2839487
https://doi.org/10.1145/2839462.2839487
https://doi.org/10.1021/acssensors.7b00045
https://doi.org/10.1021/acssensors.7b00045
https://doi.org/10.1145/2769493.2769570
https://doi.org/10.1145/2769493.2769570
https://doi.org/10.1080/15265161.2018.1498933
https://doi.org/10.1080/15265161.2018.1498933
https://doi.org/10.3390/computers6010012

CHI 2019, May 4-9, 2019, Glasgow, Scotland UK

Extended Abstracts Publication of the Annual Symposium on Computer-
Human Interaction in Play (CHI PLAY ’17 Extended Abstracts). ACM,
New York, NY, USA, 511-518. https://doi.org/10.1145/3130859.3131312
Zhuying Li, Rakesh Patibanda, Felix Brandmueller, Wei Wang, Kyle
Berean, Stefan Greuter, and Florian Mueller. 2018. The Guts Game:
Towards Designing Ingestible Games. In Proceedings of the Annual
Symposium on Computer-Human Interaction in Play (CHI PLAY ’18).
ACM, New York, NY, USA. https://doi.org/10.1145/3242671.3242681
[35] Jen Liu, Daragh Byrne, and Laura Devendorf. 2018. Design for Col-
laborative Survival: An Inquiry into Human-Fungi Relationships. In
Proceedings of the 2018 CHI Conference on Human Factors in Computing
Systems (CHI ’18). ACM, New York, NY, USA, Article 40, 13 pages.
https://doi.org/10.1145/3173574.3173614

Andrés Lucero, Evangelos Karapanos, Juha Arrasvuori, and Hannu
Korhonen. 2014. Playful or Gameful?: Creating Delightful User Expe-
riences. interactions 21, 3 (May 2014), 34-39. https://doi.org/10.1145/
2590973

Deborah Lupton. 2013. The Digitally Engaged Patient: Self-monitoring
and Self-care in the Digital Health Era. Social Theory & Health 11, 3
(01 Aug 2013), 256-270. hitps://doi.org/10.1057/sth.2013.10
Deborah Lupton. 2017. How does Digital Health Feel? Towards
Research on the Affective Atmospheres of Digital Health. DIGI-
TAL HEALTH 3 (2017), 2055207617701276. https://doi.org/10.1177/
2055207617701276

Pattie Maes. 2017. Human Machine Symbiosis. https://www.youtube.
com/watch?v=kCOV51S7Xqg.

Sund-Levander Martha, Forsberg Christina, and Wahren Lis Karin.
2002. Normal Oral, Rectal, Tympanic and Axillary Body Temperature in
Adult Men and Women: a Systematic Literature Review. Scandinavian
Journal of Caring Sciences 16, 2 (2002), 122-128. https://doi.org/10.
1046/j.1471-6712.2002.00069.x

Maurice Merleau-Ponty. 2013. Phenomenology of Perception. Rout-
ledge.

Hyeryung Christine Min and Tek-Jin Nam. 2014. Biosignal Sharing
for Affective Connectedness. In CHI ’14 Extended Abstracts on Human
Factors in Computing Systems (CHI EA ’14). ACM, New York, NY, USA,
2191-2196. https://doi.org/10.1145/2559206.2581345

Markus Montola, Jaakko Stenros, and Annika Waern. 2009. Pervasive
Games: Theory and Design. CRC Press.

George D Mower. 1976. Perceived Intensity of Peripheral Thermal
Stimuli is Independent of Internal Body Temperature. Journal of
comparative and physiological psychology 90, 12 (1976), 1152.

Florian Mueller, Josh Andres, Joe Marshall, Dag Svanses, m. c. schrae-
fel, Kathrin Gerling, Jakob Tholander, Anna Lisa Martin-Niedecken,
Elena Marquez Segura, Elise van den Hoven, Nicholas Graham, Kristina
Ho60ok, and Corina Sas. 2018. Body-centric Computing: Results from
a Weeklong Dagstuhl Seminar in a German Castle. Interactions 25, 4
(June 2018), 34-39. https://doi.org/10.1145/3215854

Florian Mueller, Richard Byrne, Josh Andres, and Rakesh Patibanda.
2018. Experiencing the Body As Play. In Proceedings of the 2018 CHI
Conference on Human Factors in Computing Systems (CHI ’18). ACM,
New York, NY, USA, Article 210, 13 pages. https://doi.org/10.1145/
3173574.3173784

Florian Mueller, Darren Edge, Frank Vetere, Martin R. Gibbs, Stefan
Agamanolis, Bert Bongers, and Jennifer G. Sheridan. 2011. Design-
ing Sports: A Framework for Exertion Games. In Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems (CHI ’11).
ACM, New York, NY, USA, 2651-2660. https://doi.org/10.1145/1978942.
1979330

Claudia Nunez-Pacheco and Lian Loke. 2014. Crafting the Body-tool:
A Body-centred Perspective on Wearable Technology. In Proceedings
of the 2014 Conference on Designing Interactive Systems (DIS '14). ACM,

(34

flan!

(36

=

(37

—

(38

=

(39

[

[40

[t

[41

—

[42

—

(43

[t

[44

=

(45

[’

—
S
=

=

(47

—

(48

=

[49]

[50]

[51]

[52]

[53]

[54]

[55]

[56]

[57]

[58]

[59]

[60]

[61]

[62]

[63]

Z. Lietal

New York, NY, USA, 553-566. https://doi.org/10.1145/2598510.2598546
Claudia Nunez-Pacheco and Lian Loke. 2017. Tacit Narratives: Sur-
facing Aesthetic Meaning by Using Wearable Props and Focusing. In
Proceedings of the Eleventh International Conference on Tangible, Em-
bedded, and Embodied Interaction (TEI ’17). ACM, New York, NY, USA,
233-242. https://doi.org/10.1145/3024969.3024979

Eric Paulos, Barry Brown, Bill Gaver, Marc Smith, and Nina Wakeford.
2003. Mobile play: Blogging, tagging, and messaging. available as a
white paper at http://whitepapers. techrepublic. com (2003).

Sebastiaan Pijnappel and Florian Mueller. 2013. 4 Design Themes
for Skateboarding. In Proceedings of the SIGCHI Conference on Human
Factors in Computing Systems (CHI ’13). ACM, New York, NY, USA,
1271-1274. https://doi.org/10.1145/2470654.2466165

Henning Pohl, Peter Brandes, Hung Ngo Quang, and Michael Rohs.
2017. Squeezeback: Pneumatic Compression for Notifications. In
Proceedings of the 2017 CHI Conference on Human Factors in Com-
puting Systems (CHI ’17). ACM, New York, NY, USA, 5318-5330.
https://doi.org/10.1145/3025453.3025526

Jan Poope. 2015. Audiopill. http://www.audiopill.net/en/. Accessed
Sep 21, 2018.

Yvonne Rogers. 2011. Interaction Design Gone Wild: Striving for Wild
Theory. interactions 18, 4 (July 2011), 58—-62. https://doi.org/10.1145/
1978822.1978834

Thecla Schiphorst. 2009. Soft(N): Toward a Somaesthetics of Touch. In
CHI °09 Extended Abstracts on Human Factors in Computing Systems
(CHI EA °09). ACM, New York, NY, USA, 2427-2438. https://doi.org/
10.1145/1520340.1520345

Jenny Slatman. 2016. Our Strange Body: Philosophical Reflections on
Identity and Medical Interventions. Amsterdam University Press.
Mads Soegaard and Rikke Friis Dam. 2012. The Encyclopedia of
Human-computer Interaction. The Encyclopedia of Human-Computer
Interaction (2012).

Paul Strohmeier, Cedric Honnet, and Samppa Von Cyborg. 2016. Devel-
oping an Ecosystem for Interactive Electronic Implants. In Conference
on Biomimetic and Biohybrid Systems. Springer, 518-525.

Dag Svanees. 2013. Interaction Design for and with the Lived Body:
Some Implications of Merleau-ponty’s Phenomenology. ACM Trans.
Comput.-Hum. Interact. 20, 1, Article 8 (April 2013), 30 pages. https:
//doi.org/10.1145/2442106.2442114

Penelope Sweetser and Peta Wyeth. 2005. GameFlow: A Model for
Evaluating Player Enjoyment in Games. Comput. Entertain. 3, 3 (July
2005), 3-3. https://doi.org/10.1145/1077246.1077253

Jakob Tholander and Stina Nylander. 2015. Snot, Sweat, Pain, Mud,
and Snow: Performance and Experience in the Use of Sports Watches.
In Proceedings of the 33rd Annual ACM Conference on Human Factors
in Computing Systems (CHI ’15). ACM, New York, NY, USA, 2913-2922.
https://doi.org/10.1145/2702123.2702482

Max Van Manen. 1998. Modalities of Body Experience in Illness and
Health. Qualitative Health Research 8, 1 (1998), 7-24.

Graham Wilson, Dobromir Dobrev, and Stephen A. Brewster. 2016. Hot
Under the Collar: Mapping Thermal Feedback to Dimensional Models
of Emotion. In Proceedings of the 2016 CHI Conference on Human Factors
in Computing Systems (CHI ’16). ACM, New York, NY, USA, 4838-4849.
https://doi.org/10.1145/2858036.2858205


https://doi.org/10.1145/3130859.3131312
https://doi.org/10.1145/3242671.3242681
https://doi.org/10.1145/3173574.3173614
https://doi.org/10.1145/2590973
https://doi.org/10.1145/2590973
https://doi.org/10.1057/sth.2013.10
https://doi.org/10.1177/2055207617701276
https://doi.org/10.1177/2055207617701276
https://www.youtube.com/watch?v=kCOV51S7Xqg
https://www.youtube.com/watch?v=kCOV51S7Xqg
https://doi.org/10.1046/j.1471-6712.2002.00069.x
https://doi.org/10.1046/j.1471-6712.2002.00069.x
https://doi.org/10.1145/2559206.2581345
https://doi.org/10.1145/3215854
https://doi.org/10.1145/3173574.3173784
https://doi.org/10.1145/3173574.3173784
https://doi.org/10.1145/1978942.1979330
https://doi.org/10.1145/1978942.1979330
https://doi.org/10.1145/2598510.2598546
https://doi.org/10.1145/3024969.3024979
https://doi.org/10.1145/2470654.2466165
https://doi.org/10.1145/3025453.3025526
http://www.audiopill.net/en/
https://doi.org/10.1145/1978822.1978834
https://doi.org/10.1145/1978822.1978834
https://doi.org/10.1145/1520340.1520345
https://doi.org/10.1145/1520340.1520345
https://doi.org/10.1145/2442106.2442114
https://doi.org/10.1145/2442106.2442114
https://doi.org/10.1145/1077246.1077253
https://doi.org/10.1145/2702123.2702482
https://doi.org/10.1145/2858036.2858205

	Abstract
	1 Introduction
	2 Related Work
	3 HeatCraft
	4 Design Rationale
	Using Heat Sensations as Feedback
	Mapping Body Temperature to Thermal Stimuli
	Designing for Erroneous Data
	Designing the Playful Experiences

	5 Study
	6 Findings
	Theme 1: Integration of Body and Technology
	Theme 2: Integration of Internal Body and Outside World
	Theme 3: Integration of Play and Life
	Issues with HeatCraft

	7 DISCUSSION
	Design for the Partnership between Human and Ingestible Systems
	Design Always Available Interactive Systems to Facilitate Symbiotic Relationships
	Embrace the Functional and Affective Perspective to Facilitate Body Extensions
	Consider Ambiguity to Facilitate Playful Experiences
	Consider the Environment Perspective in Ingestible Systems
	Consider Body Boundaries to Facilitate Playful Experiences
	Embrace the Körper and Leib Perspective to Facilitate Lived Experiences
	Design Social Play for Ingestible Systems

	8 LIMITATIONS
	9 CONCLUSION
	Acknowledgments
	References

