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Figure 1. Three objects created in workshops to materialize the lived experience of meditation using distinct embodied and material 

metaphors: (left) “The Healing Journey” by P5, (center) “Mandala” by P19, (right) “Meditation” by P12. 
 
 
ABSTRACT 
Much research on meditation has shown its significant 
benefits for wellbeing. In turn, there has been growing HCI 
interest for the design of novel interactive technologies 
intended to facilitate meditation in real-time. In many of 
these systems, physiological signals have been mapped onto 
creative audiovisual feedback, however, there has been 
limited attention to the experiential qualities of meditation 
and the specific role that the body may play in them. In this 
paper, we report on workshops with 24 experts exploring the 
bodily sensations that emerge during meditation. Through 
material speculation, participants shared their lived 
experience of meditation and identified key stages during 
which they may benefit from additional aid, often 
multimodal. Findings emphasize the importance of 
recreating mindful physical sensations during moments of 
mind-wandering; in particular for supporting the regulation 
of attention through a range of embodied metaphors and 
haptic feedback, tailored to key transitions in the meditation 
process. 
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INTRODUCTION 
Sit in a comfortable posture, as upright as you can, and let 
your shoulders drop. Close your eyes if it feels comfortable 
to do this. If not, then focus your sight on a spot in front of 
you. Bring your awareness inside you, to body sensations, by 
focusing your attention on the sensations of your body where 
it makes contact with the floor and whatever you are sitting 
on. Spend a few minutes just noticing these sensations. Try 
just to notice the sensations for what they are, without 
judging them. Bring your attention gently to your breathing, 
feeling your breathing flowing into your body on the in-
breath and out of your body on the out-breath. Do not try to 
change you breathing, just pay attention to it. Keep the focus 
on your breathing, ‘being with’ each in-breath for its full 
duration and with each out-breath for its full duration. It is 
completely normal for your mind to wander when you are 
meditating. This does not mean that you are not doing it 
properly. Every time that you notice that your mind has 
wandered off the breath, softly note what it was that took you 
away and then gently bring your attention back to your 
breath.  
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This an adaptation of a short guided meditation by Kabat-
Zinn [p58, 31], which has been extensively used in his 
Mindfulness-Based Stress Reduction program [27]. With 
roots in historical spiritual traditions, the practice of 
meditation has also been increasingly used in clinical settings 
and adopted by general population because of its significant 
benefits for physical and mental wellbeing when practiced 
regularly [15,21]. Nevertheless, learning to meditate can be 
challenging as it is a subjective experience while the 
traditional guidance is often generic rather than adaptive or 
personalized.  

In this regard, a growing number of technologies have been 
designed with the aim of facilitating the practice of 
meditation, ranging from consumer applications [17] to 
interactive systems in HCI [64]. On the one hand, many 
commercial apps scaffold the integration of meditation as a 
regular daily practice, albeit they merely provide non-
interactive audio-visual guidance which limitedly accounts 
for user’s real-time performance [60]. On the other hand, 
most interactive technologies in HCI provide real-time 
feedback based on the changes in internal processes 
underpinning meditation, such as relaxation [48] or attention 
[53]. Still, the role of the human body in such designs has 
been limitedly explored [7,42], as the body has been mainly 
used to record physiological signals (e.g. EDA [57], 
breathing [48,49,70], EEG [3,40,53]) which were further 
mapped onto creative audio-visual feedback.  

Despite the increasing HCI interest in embodied interaction 
[18] and the findings on the importance of embodiment in 
meditation practice [39], our understanding of how to 
leverage the body as an active ingredient to support 
meditation is still limited. In this paper, we explore the lived 
experience of meditation and its associated physical 
sensations. In particular, we aimed to identify: 

• The key stages that may occur during meditation and 
whether they have specific bodily sensations. 

• In what way could these bodily sensations could inform 
the design of novel technologies to better support 
meditation. 

• The opportunities and risks of using technology to 
facilitate meditation.  

We report on workshops with 24 experts in different 
meditation traditions exploring the bodily sensations that 
emerge during meditation, following a research through 
design approach. Through material speculation, participants 
emphasized the importance of bodily sensations during 
moments of mind wandering using different haptic qualities 
to support the regulation of attention. Interestingly, haptics 
have been limitedly accounted for in interactive technologies 
for meditation. The contributions of this paper are new 
design insights into the growing body of work on embodied 
interactive meditation, and adds to the emerging relevance of 
haptic interfaces to explore embodied experiences in 
interaction design and HCI research. 

RELATED WORK 
Interactive Technologies for Meditation 
There is a growing interest in HCI regarding the design and 
development of technologies to support the training of 
meditation [59,64]. These technologies range from mobile 
applications [17] to novel interactive systems based on 
immersive virtual environments [48] or ambient installations 
that foster embodied experiences during meditation [49]. 
Most designs provide continuous feedback throughout the 
meditation session, which creatively maps current bodily 
states onto the digital system encouraging a shift of attention 
inwards [42,64]. A common approach to support such shift 
is to bring the attention to the self in the present moment by 
directing its focus to one’s breathing using audiovisual cues 
[45,48,49]. However, there has been a limited exploration of 
distinct modalities of feedback that may enhance different 
human senses during meditation [42].  

Previous work in psychology and neuroscience has shown 
that the practice of meditation enhances bodily awareness, as 
well as attention and emotion regulation [15,63,68]. In such 
work, bodily awareness refers to greater interoception (e.g. 
sensing visceral bodily sensations) [13,20,29], as well as 
perception of physical sensations (e.g. tactile sensitivity) 
[24,39,56]. Although less explored, the tangible interaction 
approach to support meditation has also started to receive 
attention in HCI [49,59,65]. Nevertheless, most of this work 
is still limited to augmenting applications for smartphones, 
for instance, by providing real natural elements in the 
interaction such as a water-based interface [69] or drawing 
from traditional meditation tangible aids such as praying 
wheels [72]. 

To sum up, although the human body has been used as a 
design element in interactive systems for meditation, it has 
been leveraged mostly for input (e.g. physiological signals, 
movement). Despite acknowledgements that meditation is a 
highly embodied practice [39], the way in which feedback 
could actuate directly onto the body to facilitate the 
meditation experience has been little explored. We argue that 
novel design insights could emerge when placing the body at 
both ends of the interaction experience (i.e. sensing and 
actuating), and by exploring also the potential of multi-
sensory feedback to support meditation. 

The Lived Experience of Meditation 
Scholars in psychology and neuroscience have defined 
meditation as a dynamic process that consists of different 
stages [43] with distinct neuro-correlates [30,43,68]. 
Furthermore, research exploring the subjective experiences 
of meditation have suggested that different bodily sensations 
[39,74] may emerge in each of these stages: intention to 
begin, grounding, and mind-wandering moments, although 
work in this area is rather limited (e.g. pilot study 
investigating the experiences associated with mind-
wandering [46]). Future HCI research can draw from this 
body of work to provide multi-sensory feedback tailored to 
each of the meditation stages.  
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Despite many designs acknowledge the role of the body in 
meditation, the exploration of multimodal feedback drawing 
from human senses to enhance bodily awareness during 
meditation has been limitedly explored. In this paper, we aim 
to contribute to this body of work by designing from, and for, 
the bodily sensations that arise during meditation. 

Exploring Embodied Experiences in HCI  
In recent years, a number of design approaches have emerged 
in interaction design and HCI with the aim of leveraging the 
interactions between the human body and technology [54]. 
For instance, somaesthetics design positions the body at the 
center of the user experience, cultivating an aesthetic 
appreciation of the bodily experience through guided 
attention inwards [31,58]. Such approaches tend to build 
upon first-person practices in order to design from, and for 
the experience of the self [61], by acknowledging the 
importance of embodiment in the sense-making of 
experience [44]. An example from this body of work is the 
soma mat [32], which uses directed heat stimuli to subtly 
guide and sustain attention to different body parts while the 
person is laying on top of the mat.  

Particularly in tangible and embodied interaction research, 
there has been a growing exploration of how metaphorical 
representation of bodily experiences can be effectively 
implemented into interaction models [7,8,51,55]. For 
instance, such metaphors have been used for the design of 
tangible learning systems [10], to foster collaborative shared 
experiences [23], or to support the self-regulation of 
attention and affect [9,38]. Most recently, materials such as 
material food probes [25], thermochromic ink or shape 
memory alloys [67] have been used not only to mirror one’s 
experience but also to promote the self-regulation of 
different internal processes, for instance, to communicate 
affective data metaphors-based visual and haptic feedback 
[1]. Nevertheless, the exploration of the affordances of 
different materials’ qualities to enhance the understanding of 
abstract subjective embodied experiences has been limited.  

METHODOLOGY 
In this paper, we report on 10 workshops exploring the way 
in which experts in different meditation traditions perceive 
their meditation experience, paying particular attention to 
their bodily sensations. Each workshop lasted around 2 hours 
and was conducted in a group setting, with 2 to 5 participants 
at the time. The workshops followed a research through 
design methodology [75], particularly inspired by 
Andersen’s Magic Machines [5,11] which facilitates the 
expression of personal experiences through an embodied 
process of making. Magic Machines have been particularly 
used to explore abstract concepts with experts, often external 
e.g. creating novel sounds with musicians, designing 
innovative spatial interventions to contribute to vocational 
education with architects [6]. The aim of the workshops was 
to explore bodily sensations during meditation as internal 
rather than external concepts by reflecting on the qualities of 
the materials that we provided for them.  

Participants 
Through purposive sampling, invitations were sent to 
different meditation centers in our local area to recruit 
participants, who got in touch with the authors by email. A 
subsequent snowball sampling emerged, with other experts 
in meditation being referred by previous participants. A total 
of 24 meditation experts participated in the workshops (18 
identified as female, 6 as male) with different, nationalities, 
ages (48 years old on average, S.D. = 15, range: 26 to 85, 
with 4 participants being over 65 years old) and meditation 
backgrounds. The average meditation timespan is 12 years, 
ranging from 2 to 37 years; and participants practiced 
meditation at least 3 times per week, with most participants 
practicing daily for 10 to 60 minutes. Participation was 
incentivized with an equivalent of a $20 Amazon voucher. 

Workshops’ Protocol 
We now describe the protocol of the workshops as well as 
data collection and analysis methods. Workshops consisted 
of four parts further described.  

Part 1. Introducing the Design Space 
At the beginning of each workshop, we asked participants to 
reflect and draw on a blank card their “bodily sensations 
during meditation, paying careful attention to the difference 
between when they are being mindful and when their mind 
wanders”. The goal of this task was to provide an inviting 
introduction to the design space and set the workshop scene, 
which acts as a prompt in Magic Machine workshops [5,11]. 

Part 2. Crafting Material Speculations 
Drawing from Andersen’s Magic Machines methodology 
[5,11], participants were asked to individually build a magic 
machine: “magic, in this context, refers to the desired, not-
yet-understood ability of future technology, and machine to 
its embodiment and physical interface to the human user” 
[p35, 2]. In particular, they were asked to create a physical 
artefact with imaginary functionalities that addresses their 
initial reflection on their evolving physical sensations during 
meditation.  

Participants are provided with common non-technological, 
affordable everyday materials with the aim of encouraging 
an open and playful experimentation, e.g. by taking them 
apart and envisioning a novel set of functionalities [5]. We 
carefully chose a set of materials (Figure 2) meeting the 
following two criteria, after we experimented with their 
experiential qualities [26,37]. First, we included what we 
called “structural” materials allowing the construction of the 
magic machine such as plain cardboards, paper plates and 
cups, strings, and elastic bands; as well as tape, scissors, and 
a hot glue gun. Second, we provided a curated selection of 
materials to facilitate the focus on bodily, tactile experiences 
[33,34]. In particular, we aimed to foster haptic 
experimentation [41] involving variation in knismesis (i.e. 
tickling sensation), pressure and temperature. For knismesis 
we included materials such as wool, feathers or bowls with 
grains of different sizes; for pressure we used clothespins or 
straps; and for temperature pebbles and paper straws. 
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Howbeit, most materials did not fall under a single category. 
Then, the created objects become speculative artifacts 
though which “alternative stories emerge that operate in the 
space between rationality and reality” [p3, 63]. 

Part 3. Presentation to the Group 
Once all participants finished crafting, they presented their 
creation in front of the group: “can you tell us the name of 
your machine, and show us how it works?”. This is a sudden 
and unexpected task, hence, driven by intuition and 
improvisation, a sense of on-the-spot reasoning over their 
magic machine emerges during the descriptions [4,19]. The 
presentations become performative as participants were 
required to rehearse the use of their machine whilst 
describing it. The goal of this task was to perform a cognitive 
walkthrough, during which the other participants were 
encouraged to ask questions together with the workshop 
facilitator.  

Participants were asked about the functionalities of their 
magic machine with questions such as: “How is it switched 
on and off?; What materials is it made of?; When, where and 
with whom should it be used?”; the interaction qualities: 
“How do you interact with the magic machine during 
meditation?; What interaction qualities of each of the 
materials used have?”; and the meditation experience: 
“What is the person’s posture (e.g. sitting, laying down) 
while using the object?; Are the eyes open or closed?; Does 
the object recreate any bodily sensations that arise during 
meditations?; Do these arise on any particular part of your 
body? This generated a conversation around what had been 
presented by the participant without judgment or evaluation 
attitudes, but with a focus on deepening the understanding of 
the concepts underpinning the magic machine. 

Part 4. Personal Semi-structured Interviews 
The aim of the semi-structured interviews was to explore the 
lived experience of meditation, as well as opportunities for 
technology to facilitate its training. Therefore, the initial set 
of questions revolved around the qualities of their meditation 
method [43] including questions about their preferred style 
of meditation, if any (e.g. Buddhist, Vipassana), as well as 
their body posture (e.g. open/closed eyes, posture while 
sitting, control of breathing). Secondly, we enquired about 
what kind of additional guidance they would find most useful 
during meditation. In particular, each interview included 
questions about when and how to provide feedback during 
meditation (e.g. continuously or based on events such as 
becoming mindful or during mind wandering moments). 
Finally, interviews included questions about participants’ 
vision of the potential use of technology to facilitate the 
training of meditation, from traditional commercial apps to 
novel interactive systems. For example, we asked about their 
preferred level of interactivity (e.g. from passive audio tracks 
to real-time biofeedback-based feedback), the context of use 
(e.g. novices/experts, individual/group setting, 
public/private location), and possible limitations. 

 
Figure 2. Illustration of the materials used in the workshops to 

elicit tactile experiences. 

Data Collection 
For each workshop, participants were gathered in a quiet 
room with a large central table where the workshop materials 
were placed (Figure 2). Only the group discussion and 
individual interviews were recorded on video, with 
participants consent.  

Data Analysis 
All qualitative data was anonymized and conversations were 
transcribed and coded following a hybrid coding approach 
[22] using Atlas.ti8 software for qualitative analysis. The 
development of the coding scheme was an iterative process 
involving both authors, drawing upon a conceptual 
framework developed from prior work on meditation (e.g. 
meditation strategies, stages of meditation) and codes that 
emerged from the data (e.g. bodily sensations, embodied and 
material metaphors).  

FINDINGS 
The Lived Experience of Meditation 
The practice of meditation originated in historic 
contemplative traditions using different techniques and goals 
[43]. This diversity was present in our workshops, as 
participants had explored and currently practiced a range of 
meditation traditions such as Buddhist, Zen and Loving-
kindness, although not everyone followed a specific 
tradition. Regarding their engagement in meditation practice, 
all participants acknowledged its benefits for well-being: “it 
makes me feel better and I can explore myself and the world 
around me” (P5), while over half of them also mentioned 
spiritual reasons informed by the specific meditation 
traditions. Nevertheless, despite having practiced for years, 
all participants acknowledged that meditation can still be 
challenging due to intrusive thoughts and mind wandering: 
“when you start [to meditate] all sorts of thoughts come into 
your head and you'd be planning your shopping list, you’d 
be thinking about what your kids are doing” (P1). As 
indicated by this quote, one of the main challenges is learning 
to accept the thought process without engaging with it.  

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

536



Qualities of Different Meditation Styles  
We will now provide an overview of participants’ meditation 
practices drawing from Nash et al. meditation taxonomy 
[43], although we aim to highlight them between participants 
rather than to categorize a particular style. Regarding the 
followed cognitive strategies marked by distinct neuro-
correlates [30,43,68], we found that focused attention was a 
common approach among all participants. In particular, we 
found that most objects of focused attention were physical 
(14 participants), such as focusing on their breathing 
patterns: “stopping everything and just focusing on the 
breathing” (P16), and 10 participants on a conceptual foci: 
“I think of things I'm grateful for in the journey that I've kind 
of made to get me here at this point” (P4). Besides focused 
attention, 13 participants practiced memorization and 
repetition of a mantra, which in some cases was also 
vocalized: “keep repeating […] ‘I am a peaceful being or I 
am a being of peace or I'm a peaceful soul and not anything 
else’” (P12). We found that participants following this 
cognitive strategy usually meditated as a spiritual practice.  

The role of the body can be also explored from a third-person 
perspective. Findings indicate that all participants practiced 
static meditation, in which their body remain still either 
sitting (18 participants) or laying down (5 participants). 
Nevertheless, the postural position of the hands was 
important for 8 participants, particularly when sited:  

You sit down with your feet on the floor, fairly back, fairly 
upright and the right hand on top of the left hand and the 
thumbs meet. […] So it represents body, speech and 
really, status of it and it creates that total connection of 
body, speech and mind (P2).  

As illustrated by this quote, participants found that this 
posture facilitates the connection between body and mind. 
With regard to the eyes, most participants did not have a 
preference although they usually practiced meditation with 
the eyes closed (20 participants): “I find that [with my eyes 
open] I'm either staring at something -which is not very 
helpful- or I'm distracted by any movement, so I shut my 
eyes” (P12). Therefore, most participants choose to close 
their eyes to avoid distraction.  

Another aid that 16 participants used to practice meditation 
is audio guidance: “guided meditation will start [by the 
teacher] commenting, and then you just keep doing what that 
[teacher] says” (P18). Guided meditation is usually led by a 
teacher, either in person as stated in the above quote or via 
audio or video. Whilst some participants enjoyed having a 
narrator explaining the dynamics of the meditation 
processes, others (8 participants) preferred self-reliant 
meditation: “I use silence, obviously there are the natural 
sounds around and I allow them to be part of the 
experience.” (P3). This quote is interesting, highlighting the 
way in which things that occur in the moment outside the 
meditation experience, are actually integrated in the 
meditation experience.  

  

This was particularly stressed by 3 participants describing 
how they meditate near the sea and use the tide to guide their 
experience. This findings suggest that the restorative power 
of nature [36] can better support the practice of meditation, 
and such power has been recently explored as an audiovisual 
feedback for technology mediated meditation [16,17]. 
Finally, an important outcome is that patterns of bodily 
sensations consistently appeared at specific moments or 
stages during meditation experience, despite different 
meditation methods. Such patterns were particularly clear 
during material speculation part, as many participants used 
the same materials to materialize similar metaphors, as 
further detailed in the following section.  

Meditation as a Sensorial, Staged and Dynamic Journey 
Previous work exploring the experience of meditation has 
acknowledged each meditation session as a journey in which 
different stages are involved (Figure 3): “I start my journey 
here [pointing at the scrunched-up paper on the left 
representing her initial state] and the little pecks [small 
wooden clips] are kind of where my mind wanders, so 
hiccups along the way, and I've deviated I've gone off track. 
But then I have really positive experiences in my meditation 
as well where actually it feels all nice and fluffy and I feel 
protected, I'm encircled [pointing at the cotton balls 
encircled by wool]. (P5, Figure 1 left). As illustrated by this 
quote, our findings confirm previous ones on meditation 
session as a dynamic journey [43], but also expand it by 
describing different embodied experiential qualities such as 
vertical and horizontal movement associated with different 
meditation stages (Table 1). For instance, a common 
metaphor used by 12 participants was the one describing the 
connection between meditation stages by using a soft, 
malleable string: “this [pointing at wool string that goes 
through the plate] is the umbilical cord, and [pointing at the 
wool around the plate] connects the ones in there [the 
materials on the plate: beans as mind-wandering, cotton 
balls as becoming mindful, paper straws that represent 
balance being mindful]” (P19, Figure 1 center).  

Figure 3. Transition 
between different 
meditation stages by 
P1, with material 
metaphors representing 
their associated 
physical sensations: the 
meditation journey is 
vertical (string), 
grounding at the 
bottom (scrunched up 
paper), the targeted 
mindful stage at the top 
(light air), becoming 
mindful by going up 
(soft wool), and mind 
wandering at the 
bottom (heavy beans). 

 

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

537



We now describe, from a bodily perspective and using the 
objects created during the workshops, the stages of 
grounding at the beginning of the meditation sessions, and of 
becoming mindful. Moreover, we also further unpack mind-
wandering and how expert meditators approach the transition 
from the stage of mind-wandering back to becoming mindful 
again.  

Grounding: Increasing Body Awareness through Breathing 
The first step to start the meditation session consists of a set 
of actions, commonly referred to as grounding, aimed to 
facilitate the subsequent stages, and in particular the 
achievement of a mindfulness state [43] . At the beginning 
of the session, people tend to feel disconnected from their 
bodies: “[at the beginning] would be like fiddly. And then 
[…] I would actually be more aware of them [hands and 
legs]” (P6). As described here, the process of grounding 
allows meditators to ensure the mind-body connection.  

Participants explained that there are two key elements during 
the grounding stage that are very much interrelated: body 
posture and breathing control. In order to slow down the 
mind, all participants start their sessions by focusing on their 
breathing: “kind of diaphragmatic one, imagining with an 
image of a balloon. So as the balloon comes in, it inflates and 
deflates - that’s your breath. So your mind just focuses on 
that sensation” (P2). As described by the previous quote, 
breathing tends to be slow, controlled and located on the 
belly: “hands are on your belly, feel the rise and fall of your 
belly” (P4). This type of breathing is common in most 
meditation traditions and is used at the beginning of the 
session to elicit the relaxation response [50], a physiological 
ability to slow down the body and the mind by increasing 
blood flow to the brain. This process is also supported by 
relaxing specific parts of the body, particularly those in 
which tension is held but usually overlooked: “a lot of people 
have tension here in their necks, but also in their mouth and 
we don't notice it. But then when, in the beginning, it 
happened all the time. […] we keep all our tension in mind, 
in our mouth, just relax your tongue” (P1). Most participants 
(20) expressed the importance of bringing attention to the 
shoulders by bringing them down, jaw by relaxing the tong 
at the bottom of the mouth, and the breath within the lower 
part of the belly.  

To conclude, the pattern of moving downwards both 
mentally and physically has emerged during this initial 
grounding stage of meditation session: “my body is definitely 
different. It feels as if it's sinking down, but in a good way” 
(P5). This is an interesting concept that can be used as a 
design input to facilitate grounding.  

Becoming Mindful: Soft, Warm and Balanced 
After grounding, the next meditation stage is becoming 
mindful by using specific methods such as: “body sensations, 
emotions, cognition, spirit, divinity. They're just starting to 
flow instead of it all being blocked” (P19). As stated by this 
quote, in this stage the mind-body connection is deeply 
established and body perception is enhanced:  

“it comes back to that tangible feeling of all of those 
thoughts” (P4). As described previously, participants 
followed distinct meditation techniques. However, we found 
that the body sensations that emerged from this stage were 
similar for most participants, irrespectively of their 
meditation tradition. Another important outcome is that in 
contrast to the grounding stage, most participants (22) 
expressed the experience of becoming mindful as moving 
upwards: “as you meditate, you travel. […] And as you go 
higher and higher […] all your thoughts are sort of slowing 
down” (P8). As this occurs, all participants described a 
general feeling of softness: “you then move up to more 
relaxed, softer state” (P2); a tingling sensation on top of the 
head (16 participants): “like a current of positivity […] starts 
in the head” (P21); and a warm feeling in the belly (18 
participants): “my belly feeling really comfortable and warm 
and calm” (P6).  

Furthermore, all participants expressed how one of the main 
goals of practicing meditation is achieving a mindfulness 
state. However, it appears that the physical sensations of the 
process of becoming mindful are very different from the ones 
when the mindfulness state has been reached: “when you go 
up there [mindfulness state], you feel like your body, part by 
part, is detaching and you become something bodiless” (P9). 
In that moment, the concept of balance emerges: “you’re not 
sinking […] perfectly balanced right onto it” (P4); both 
physically and mentally: “a state of balance of left-right 
brain, mind-heart-body” (P19). Therefore, despite the 
important role that the body plays in the process of becoming 
mindful, the bodily sensations also quiet down when the 
mindfulness state is achieved. At this stage, body’s role takes 
second stage and thoughts front stage. As a result, the 
interaction with the thoughts, is the most challenging aspect 
during this stage: “I used to try and fight the thoughts coming 
into my mind. […] However, the more you let them come in, 
the more they'll bang out again” (P4). As this quote 
describes, the skill of observing the thoughts and not 
engaging with them is challenging to develop, which in turn 
can easily lead to mind wandering moments.  

 

Mind Wandering: Sharp, Tense and Heavy 
The experience of mind-wandering during meditation, has 
been previously explored for instance by the landmark work 
of Petitmengin et al. [47] who employed micro-
phenomenological interviews. In particular, they reported on 
the way in which body awareness fades when attention starts 
drifting. Findings from our workshops confirm and expand 
these previous outcomes: “you only know your mind has 
wandered when you come back […] In the moment when 
your mind has wandered away, you aren't aware because 
your mind is there [with the thoughts]” (P3, Figure 4). As 
described in this quote, all participants explained how when 
a thought appears, it takes the focus of attention and people 
no longer are in touch with their bodies and bodily 
sensations.  
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Figure 4. Magic machine by P3 recreating the soft (wool, 

cotton) and balanced (aligned sticks) body when being mindful, 
right before engaging with dismissible thoughts (rice).  

It is only when they realize that their attention has drifted by 
engaging with a thought that they can actively bring their 
attention back to the body: “it’s feeling very, very tense my 
body and it's getting cold in different ways” (P5). As 
described in this quote, the bodily sensations experienced 
when awareness is brought back, after getting distracted, are 
in sharp contrast to those of becoming mindful. Finally, most 
participants identified two different types of thoughts leading 
to different levels of mind-wandering. First, there are 
dismissible thoughts, mostly represented with rice (8 
participants) or small wooden clips (6 participants): “they’re 
insignificant, you know, as soon as you’re aware the thought 
has come, you can get back to your intense meditation again” 
(P12). Second there are distracting thoughts, mostly 
represented with beans (5 participants), tensed elastics (2 
participants) or metal clips (6 participants): “these are the 
ones that tend to fully interrupt [mindfulness state]” (P12). 
An interesting finding, is that some participants tried to 
overcome the dismissible thoughts by imagining and 
engaging back with a mindful sensation: “if a thought comes 
in, then I will go immediately back to a sensation, a physical 
sensation” (P3). Whereas with respect to distracting 
thoughts, these tend to become a train of thoughts that really 
disengage the person from the mindfulness state: “when I get 
distracted, then here we are again with a few rocks […] and 
I breathe in, just focusing” (P24). As described in this quote, 
in such cases, the meditators need to go back to the 
grounding stage, in order to slow down the thoughts and start 
becoming mindful again. 

Design Concepts for Meditation Technologies 
 We now discuss different design concepts that emerged 
during the workshops through the magic machines, including 
their experiential qualities, functionalities, as well as the 
materialization of, and transition between meditation stages. 

Intent: Representing for Experts vs Regulating for Novices 
An important outcome is that the objects created during the 
workshop appear to be of two distinct types. On the one hand, 
11 magic machines represented the meditation experience 
aimed to facilitate self-monitoring of attention (Figure 4): 
“instead of visualizing your own body, you are visualizing an 
object, therefore, taking the emphasis away from yourself 

[…] When you follow these thoughts [rice], the spine 
[aligned sticks] starts to lean [and] if you were to come back 
to the center here [body, focus of attention], then your spine 
realigns itself” (P3). As illustrated by this quote, in this case, 
the goal was to materialize one’s experience through an 
external object which, in turn, would enhance self-awareness 
and improve the meditation. Most participants (17) advised 
that representing the meditation experience after the practice, 
instead of providing feedback in real time, would benefit 
experts the most: “I think it's also useful to know, to relate 
back to what thought patterns did come up” (P14).  

On the other hand, 13 objects supported regulation of 
attention by providing opportunities to achieve the aimed 
experience of mindfulness state: “it’s like a subtle reminder 
[…] it helps you come out of all the other impressions […] it 
feels like someone giving you a hug […] that feeling of 
warmth” (P7). As described in this quote, regulation of 
attention was fostered by providing subtle physical 
sensations at specific moments when the focus of attention is 
lost. All participants highlighted the fact that this would be 
very useful for beginners: “this could really help a beginner, 
actually, because they might not even know that their mind 
has wandered” (P3). Further, this would also be particularly 
beneficial for scaffolding the learning process of recognizing 
moments of mind wandering, which has been also identified 
as one of the main challenges aspects of meditation as 
described in previous sections. 

Form: Tangibles to Encourage Embodied Interactions  
During the workshops every participant created a different 
object to communicate their lived experience of meditation. 
These objects had distinct forms such as ambient 
installations (Figure 1, left); wearables (Figure 1, center); 
and ubiquitous displays (Figure 1, right). Interestingly, many 
participants designed tangible artefacts aimed to support the 
meditation when held: “what is transferred to your hands, 
could be transferred to whole body” (P2). This outcome is 
interesting, as in many meditation traditions, the hands are a 
key aspect of the practice: starting with the gestures (or 
Mudras) to set the intention [62], to the physical sensations 
that emerge in different stages of the meditation session. 

Tempo: When to Provide vs When Not to Provide Guidance 
A striking finding was that although participants found 
guidance during meditation important, 20 found the lack of 
guidance even more essential: “I think it might be good to let 
the person's mind wander for a little while, but then to 
remind them that actually your mind has wandered. So 
therefore they can kind of, they wouldn't become that reliant 
on it [support], all the time [but] they [have to] figure out 
for themselves that “my mind has wandered, I need to bring 
it back”” (P5). As stated by this quote, despite the 
affordances of technology for real-time monitoring of one’s 
performance and provision of support to bring the attention 
back when distracted, such affordances limit participants’ 
opportunity to practice the ability to recognize mind 
wandering moments by themselves.  
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All participants agreed that during the grounding stage, 
continuous personalized feedback to help relax the body, and 
to slow down the mind would be beneficial. This resonates 
with previous work in HCI supporting people become more 
aware of their bodies [32,64]. However, once the person 
starts employing their meditation method and enters the stage 
of becoming mindful, 22 participants expressed they would 
then benefit from a cyclic feedback pattern: “almost on a 
loop, kind of send you there, something like waves” (P4). 
During the moments of guidance, participants were excited 
by the potential of technology to provide personalized, 
targeted support: “something that tells you, you're wondering 
now, come back!” (P3).  

Adaptivity: Mindful Sensations when Mind-Wandering 
Most participants (18) had introduced technology to their 
meditation practice in the past by using smartphone 
applications. For instance, participants used them to track 
aspect of their meditation sessions: “if I'm not using an app 
or something timed, then how do I know when it's ended?” 
(P5). As stated by this quote, most participants liked to 
meditate for a specific amount of time, hence they rely on 
technology to provide reminders of when to stop the session. 
However, not all participants enjoyed the experience with 
meditation apps: “I tried Headspace and Calm [smartphone 
apps for meditation] and […] found I didn't necessarily need 
that, it was a little bit too prescribed for me. And I think, I 
thought of meditation as being a bit more personal to me.” 
(P4). This indicates that since each meditation session is a 
different journey, people may benefit from adaptive support, 
tailored to the specific meditation stages they are in.  

In order to support the regulation of attention during 
meditation, most participants (20) suggested the value of 
providing feedback during moments of mind wandering by 
recreating mindful bodily sensations: “you have to focus 
inward […], so it's like wrapping yourself into something” 
(P17). For instance, they suggested encouraging an upward 
movement to support going back to the stage of becoming 
mindful, by leveraging touch: “you could use touch, because 
that would automatically bring attention to that place [where 
touch is experienced], warmth in that place” (P3). Therefore, 
we can imagine novel haptic feedback to be provided during 
meditation that uses subtle qualities of touch (e.g. warmth, 
pressure) to recreate the personal mindful bodily sensations. 

Control: Meditation as a Personal Agentic Practice 
Importantly, all participants emphasized their agency over 
their practice, and how technology should not take this 
control away by being too evaluative: “technology could put 
a layer of pressure, which could make people scared […] but 
it might also help people develop a regular practice” (P3). 
As stated by this quote, if the users felt that the technology 
was over-analyzing their practice, it would actually create an 
adverse effect. Participants also described that technology 
could be positively integrated into a meditation session: “it 
works with your body, it's not imposing anything” (P2)  

“Yes [to P1], the machine can’t bring you back [from mind 
wandering], you'll deal with it personally and come back” 
(P1). This is a more nuanced view on the affordances of 
technology with the aim to enhance the meditation practice, 
as the main goal is to teach the person to become more aware 
of their experience by paying attention to their bodily 
experiences rather than just providing a continuous 
monitoring of and feedback on the performance without 
teaching how to act upon it. Finally, with regard to user 
control and technology, participants voiced ethics concerns 
about interactive technologies, particularly in terms of data 
management: “my initial reaction would be ‘what's 
happening with the rest of the data [biometrics collected 
during the session]?’” (P5). Therefore, despite being excited 
by the potential of novel biofeedback technologies to 
facilitate meditation training, most participants said that they 
would only use such systems if they were in control of their 
personal data and it was not shared with others, unless they 
chose to. These findings echo others regarding the ethics of 
self-tracking technologies, particularly for wellbeing or 
health [14,52,73].  

DISCUSSION 
In this section, we discuss the findings by revisiting the 
initial research questions regarding the bodily sensations that 
emerge in different meditation stages, how these can inform 
the design of interactive technologies for meditation, and 
which novel opportunities as well as risks should be 
considered when designing such systems. This discussion is 
informed by participants’ lived experiences of meditation 
and by previous related literature.  

Mapping Bodily Experiences to Meditation Stages 
Previous work in psychology identified different stages that 
occur during meditation [43,46], such as grounding, 
following the preferred meditation method to become 
mindful, and mind-wandering. Our findings have expanded 
this body of work by providing an overview of different 
bodily sensations and embodied metaphors associated with 
each of these stages (summarized in Table 1). We argue that 
this represents an interesting topic to be further explored, and 
further detail how our findings may inform the design of 
novel interactive technologies for meditation. 

Vertical Movement: Becoming Mindful vs Mind-Wandering 
During the workshops, participants emphasized how their 
meditation experience differ both among individuals, and 
across time or meditation sessions in terms of how they 
transitioned between stages, despite the stages being the 
same. Interestingly, some physical sensations and embodied 
metaphors associated with each meditation stage were 
shared. For instance, related to the concept of vertical 
movement: grounding was described as a downwards 
movement, whereas becoming mindful was described as 
moving upwards. When realizing that mind-wandering had 
occurred, people found themselves as if they had moved 
lower –and how much lower depended on whether it was a 
distracting or dismissible thought.  
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Table 1. Based on the Findings, this table shows how the lived experience of distinct meditation stages were described by 

participants using material and embodied metaphors as well as body locations and physical sensations. 

We find this to be an interesting design input for meditation 
systems, as regardless of the feedback implemented in the 
system, the concept of vertical movement could be used to 
facilitate transition between meditation stages with the goal 
of achieving a mindfulness state. The introduction of vertical 
movement to assist the stage of becoming mindful has been 
explored in some interactive systems for meditation through 
audiovisual feedback in immersive virtual reality [3,48]. 
Nevertheless, we think that this could be enhanced by using 
haptic feedback recreating the physical sensations in 
particular body locations associated with each meditation 
stage (Table 1). For instance, we imagine an adaptive haptic 
feedback system like a smart modular necklace that signals 
distracting mind-wandering moments by rhythmically 
heating up its beads from the solar plexus to the collar bone.  

Designing for Balance: Maintaining a Mindfulness State 
Once the mindfulness state has been achieved, one of the 
main challenges is maintaining it. A concept that was 
recurrent when participants were explaining the experience 
of being mindful was balance, i.e. having your body and 
mind in balance. In order to stabilize their body and mind 
during meditation, participants described how they focused 
their attention on an object, usually with their eyes closed to 
facilitate bringing the attention inwards. That is, focusing on 
internal bodily processes such as breathing. The embodied 
metaphor of balance has been used before in HCI to explore, 
for instance, the concept of social justice through embodied 
interaction using an interactive tangible prototype that 
follows a twin-pan schema [2]. Similarly, we found that 
experts in meditation would improve their practice by 
experiencing balance (i.e. being mindful) and unbalance (i.e. 
getting distracted).  

Therefore, when starting to become unbalanced, interactive 
technologies could be designed to bring the attention back to 
bodily sensations when balanced (Table 1). In this way, the 
design would not be mapping the current but the aimed state 
i.e. being mindful. For instance, we can imagine the similar 
modular necklace described earlier which can provide subtle 
haptic feedback patterns recreating grounding after 
prolonged mind-wandering, or stimulating radiating 
sensations through gentle tingling to confirm a prolonged 
mindfulness state.  

Cyclic Feedback Patterns to Support Meditation 
Designs of interactive technologies for meditation usually 
provide real-time feedback on one’s performance, by 
continuously mapping physiological signals into creative 
audiovisual outputs [59,64]. From our findings, we speculate 
that such systems could benefit from introducing cyclic 
feedback patterns to better support the meditation practice.  

Continuous vs Targeted vs Cyclic Feedback  
Traditionally, guided meditation provides a generic cyclic 
support (i.e. every few minutes the teacher will say “if your 
mind wanders, bring it back gently by focusing your attention 
back on your breathing” [35]) that is not tailored in real-time 
to one’s performance. Novel technologies have facilitated 
the provision of personalized targeted feedback in real-time 
using, for instance, biofeedback (e.g. breathing, heart rate, 
brain activity) [64]. This is usually employed to monitor the 
meditation experience and provide continuous feedback, e.g. 
to let the person know when they are becoming mindful or 
being distracted. Despite its immediate benefits, overreliance 
on such support may limit the opportunity to also practice the 
ability of regulating attention such as becoming aware of 
mind-wandering and refocusing attention.  
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Figure 5. In each of the feedback patterns shown (A-D), the 

horizontal axis represents the temporal domain of the 
meditation session, and the vertical the amount of feedback.  

We suggest that interactive technologies could draw from 
traditional guided meditation practices to provide both 
moments of guidance and moments without guidance in a 
cyclic manner. This comes from our findings on participants 
reporting their interest in targeted feedback based on one’s 
performance, but reluctance about the continuous real-time 
mapping as it might be overwhelming and counterproductive 
for the meditator. During moments of guidance, nonetheless, 
the interactive system could augment traditional practices by 
providing targeted feedback based on one’s performance 
rather than generic, non-interactive feedback.  

Designing Cyclic Feedback Patterns for Meditation  
Based on the nature of cyclic patterns and our findings, we 
can imagine how different feedback examples, such as the 
ones shown in Figure 5, would benefit the meditation 
experience when being used during distinct stages. Pattern A 
in Figure 5 represents a continuous feedback provided 
throughout the meditation session, as most meditation 
systems in HCI have been designed for [64]. We suggest this 
pattern would be beneficial when integrated into the design 
of the grounding stage, as it could provide real-time targeted 
feedback facilitating users to acquire the correct posture and 
relax different parts of the body before the start of meditation 
session.  

Then, we envision that different patterns would better 
support different design goals. For instance, if the target 
users are novices, a smooth real-time transition from cycles 
of providing targeted feedback to cycles with no feedback 
would be most beneficial. That could be accomplished with 
the second pattern (Figure 5, Pattern B), which smoothly 
transitions between providing feedback to not providing it, 
similar to the transitions designed to adjust the level of 
difficulty or support in reinforcement learning systems [28]. 
The third diagram (Figure 5, Pattern C), which represents a 
way for providing feedback in binary fashion, similar to 
notifications systems on the phone [12], could be envisioned 
as an notification system that is only activated when the user 
has drifted completely into mind-wandering. Finally, as the 
person becomes more experienced with meditation, the 
system may start providing the feedback based on their 
performance over small windows of time rather than real-
time (Figure 5, Pattern D), recreating the cyclic yet generic 
feedback patterns of traditional guided meditation. This may, 
in turn, allow users to be less reliant on the system and better 
develop the ability to self-regulate their attention.  

Future work could further explore the amount of time needed 
between moments of providing feedback, to best support the 
meditation training. This may also be adaptive, based on 
one’s performance: the better and less distracted the person 
is doing, the more time between periods of feedback. In the 
following section we will discuss how the feedback should 
be designed in terms of modality in order to best support the 
meditation practice in a non-obtrusive way.  

Targeted Haptic Feedback from Mindful Body Sensations 
Now, the next question would be: how could such targeted 
feedback be designed? Most HCI designs rely on ambiguous 
audiovisual feedback to map one’s current internal processes 
related to meditation states into external objects. For 
example, the intensity of the light of a candle [3], the sounds 
of the sea [48], the amount of leaves on a tree [45]. 
Nevertheless, we found that mapping one’s performance 
during meditation back to the body could be an interesting 
design concept. Our findings show that each meditation 
session can be framed as consisting of the same stages, and 
that each of these stages has been linked to particular bodily 
sensations (Table 1). Based on our findings, we suggest the 
exploration of an approach focused on recreating the 
physical sensations that occur when becoming mindful, at 
the critical times when the process of mind wandering 
occurs. In that way, the attention is gently brought back to 
the path of becoming more mindful rather than getting 
distracted and ruminate on the distracting thoughts. We 
argue for the importance of expanding this growing body of 
work by taking these bodily sensations as design inputs for 
future interactive systems for meditation. This could be done 
by relying on haptic feedback, such as warmth [32], pressure 
or vibration [66,67]. 

CONCLUSIONS 
The practice of meditation has shown significant benefits for 
physical and mental wellbeing, including enhanced emotion 
regulation and bodily awareness. A growing number of HCI 
designs have focused on embodied interactive systems to 
facilitate meditation, however the body has mainly been used 
as a passive element from which physiological signals are 
mapped into creative audiovisual feedback. In this paper, we 
report on workshops with 24 experts exploring the bodily 
sensations that emerge during meditation. Through material 
speculation, participants shared their lived experience of 
meditation and identified key stages during which feedback 
should be provided. Findings emphasize the importance of 
recreating mindful physical sensations during moments of 
mind wandering. We conclude by discussing implications for 
designing interactive meditation technologies, such as 
supporting the regulation of attention through embodied 
metaphors, designing cyclic feedback patterns, and relying 
on haptic feedback to recreate mindful bodily sensations.  

ACKNOWLEDGMENTS 
This work has been supported by AffecTech: Personal 
Technologies for Affective Health, Innovative Training 
Network funded by the H2020 People Programme under 
Marie Skłodowska- Curie GA No 722022.  

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

542



REFERENCES 
[1] Miquel Alfaras, Vasiliki Tsaknaki, Pedro Sanches, 

Charles Windlin, Muhammad Umair, Corina Sas, and 
Kristina Höök. 2020. From Biodata to Somadata. In 
Proceedings Computer in Human Factors CHI 2020. 
ACM.  

[2] Abstract N Alissa Antle, Greg Corness, and Milena 
Droumeva. Springboard: Exploring Embodiment, 
Balance and Social Justice.  

[3] Judith Amores, Xavier Benavides, and Pattie Maes. 
2016. PsychicVR: Increasing mindfulness by using 
virtual reality and brain computer interfaces. In 
Proceedings of the 2016 CHI Conference Extended 
Abstracts on Human Factors in Computing Systems - 
CHI EA ’16, 2–2. 
DOI:https://doi.org/10.1145/2851581.2889442 

[4] Kristina Andersen. 2013. Making Magic Machines. In 
Proceedings of Crafting the Future: 10th European 
Academy of Design Conference. 

[5] Kristina Andersen and Ron Wakkary. 2019. The 
Magic Machine Workshops: Making Personal Design 
Knowledge. In Proceedings of the 2019 CHI 
Conference on Human Factors in Computing Systems  
- CHI ’19, 1–13. 
DOI:https://doi.org/10.1145/3290605.3300342 

[6] Kristina Andersen and Ron Wakkary. 2019. The 
Magic Machine Workshops: Making Personal Design 
Knowledge. In Proceedings of the 2019 CHI 
Conference on Human Factors in Computing Systems 
- CHI ’19, 1–13. 
DOI:https://doi.org/10.1145/3290605.3300342 

[7] Alissa N. Antle, Leslie Chesick, and Elgin Skye 
McLaren. 2018. Opening up the design space of 
neurofeedback brain-computer interfaces for children. 
ACM Trans. Comput. Interact. 24, 6 (January 2018). 
DOI:https://doi.org/10.1145/3131607 

[8] Alissa N. Antle, Greg Corness, and Milena Droumeva. 
2009. What the body knows: Exploring the benefits of 
embodied metaphors in hybrid physical digital 
environments. Interact. Comput. 21, 1–2 (January 
2009), 66–75. 
DOI:https://doi.org/10.1016/j.intcom.2008.10.005 

[9] Alissa N. Antle, Elgin Skye McLaren, Holly Fielder, 
and Naomi Johnson. 2019. Evaluating the impact of a 
mobile neurofeedback app for young children at 
school and home. In Conference on Human Factors in 
Computing Systems - Proceedings. 
DOI:https://doi.org/10.1145/3290605.3300266 

[10] Saskia Bakker, Alissa N. Antle, and Elise Van Den 
Hoven. 2012. Embodied metaphors in tangible 
interaction design. Pers. Ubiquitous Comput. 16, 4 
(April 2012), 433–449. 
DOI:https://doi.org/10.1007/s00779-011-0410-4 

[11] Mark Blythe, Enrique Encinas, Jofish Kaye, Miriam 
Lueck Avery, Rob McCabe, and Kristina Andersen. 
2018. Imaginary Design Workbooks: Constructive 
Criticism and Practical Provocation. In Proceedings of 
the 2018 CHI Conference on Human Factors in 
Computing Systems - CHI ’18, 1–12. 
DOI:https://doi.org/10.1145/3173574.3173807 

[12] Matthias Böhmer, Christian Lander, Sven Gehring, 
Duncan Brumby, and Antonio Krüger. 2014. 
Interrupted by a phone call: Exploring designs for 
lowering the impact of call notifications for 
smartphone users. In Conference on Human Factors 
in Computing Systems - Proceedings, 3045–3054. 
DOI:https://doi.org/10.1145/2556288.2557066 

[13] Boris Bornemann, Beate M. Herbert, Wolf E. 
Mehling, and Tania Singer. 2015. Differential changes 
in self-reported aspects of interoceptive awareness 
through 3 months of contemplative training. Front. 
Psychol. 5, (January 2015), 1504. 
DOI:https://doi.org/10.3389/fpsyg.2014.01504 

[14] Barry Brown, Alexandra Weilenmann, Donald 
McMillan, and Airi Lampinen. 2016. Five 
provocations for ethical HCI research. In Conference 
on Human Factors in Computing Systems - 
Proceedings, 852–863. 
DOI:https://doi.org/10.1145/2858036.2858313 

[15] Kirk Warren Brown and Richard M. Ryan. 2003. The 
benefits of being present: Mindfulness and its role in 
psychological well-being. J. Pers. Soc. Psychol. 84, 4 
(2003), 822–848. DOI:https://doi.org/10.1037/0022-
3514.84.4.822 

[16] Mark R. Costa, Dessa Bergen-Cico, Trevor Grant, 
Rocio Herrero, Jessica Navarro, Rachel Razza, and 
Qiu Wang. 2019. Nature Inspired Scenes for Guided 
Mindfulness Training: Presence, Perceived 
Restorativeness and Meditation Depth. . 517–532. 
DOI:https://doi.org/10.1007/978-3-030-22419-6_37 

[17] Claudia Daudén Roquet and Corina Sas. 2018. 
Evaluating Mindfulness Meditation Apps. In Extended 
Abstracts of the 2018 CHI Conference on Human 
Factors in Computing Systems, 1–6. 

[18] Paul Dourish. 2004. Where the Action is: The 
Foundations of Embodied Interaction.  

[19] Chris Elsden, David Chatting, Abigail C. Durrant, 
Andrew Garbett, Bettina Nissen, John Vines, and 
David S. Kirk. 2017. On Speculative Enactments. In 
Proceedings of the 2017 CHI Conference on Human 
Factors in Computing Systems  - CHI ’17, 5386–5399. 
DOI:https://doi.org/10.1145/3025453.3025503 

[20] Norman A. S. Farb, Zindel V. Segal, and Adam K. 
Anderson. 2013. Mindfulness meditation training 
alters cortical representations of interoceptive 
attention. Soc. Cogn. Affect. Neurosci. 8, 1, 15–26. 
DOI:https://doi.org/10.1093/scan/nss066 

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

543



[21] Norman Farb, Jennifer Daubenmier, Cynthia J. Price, 
Tim Gard, Catherine Kerr, Barnaby D. Dunn, Anne 
Carolyn Klein, Martin P. Paulus, and Wolf E. 
Mehling. 2015. Interoception, contemplative practice, 
and health. Front. Psychol. 6, (June 2015), 763. 
DOI:https://doi.org/10.3389/fpsyg.2015.00763 

[22] Jennifer Fereday and Eimear Muir-Cochrane. 2006. 
Demonstrating Rigor Using Thematic Analysis: A 
Hybrid Approach of Inductive and Deductive Coding 
and Theme Development. Int. J. Qual. Methods 5, 1 
(March 2006), 80–92. 
DOI:https://doi.org/10.1177/160940690600500107 

[23] Y Fernaeus, J Tholander, and M Jonsson. 2008. 
Beyond representations: towards an action-centric 
perspective on tangible interaction.  

[24] Kieran C. R. Fox, Pierre Zakarauskas, Matt Dixon, 
Melissa Ellamil, Evan Thompson, and Kalina 
Christoff. 2012. Meditation Experience Predicts 
Introspective Accuracy. PLoS One 7, 9 (September 
2012), e45370. 
DOI:https://doi.org/10.1371/journal.pone.0045370 

[25] Tom Gayler, Corina Sas, and Vaiva Kalnikaitė. 2020. 
Material Food Probes: Personalized 3D Printed 
Flavors for Intimate Communication. In Proceedings 
of Designing Interactive Systems, DIS 2020, ACM. 

[26] Elisa Giaccardi and Elvin Karana. 2015. Foundations 
of materials experience: An approach for HCI. In 
Conference on Human Factors in Computing Systems 
- Proceedings, 2447–2456. 
DOI:https://doi.org/10.1145/2702123.2702337 

[27] Paul Grossman, Ludger Niemann, Stefan Schmidt, and 
Harald Walach. 2004. Mindfulness-based stress 
reduction and health benefits: A meta-analysis. J. 
Psychosom. Res. 57, 1 (July 2004), 35–43. 
DOI:https://doi.org/10.1016/S0022-3999(03)00573-7 

[28] Arzu Guneysu Ozgur, Maximilian Jonas Wessel, 
Wafa Johal, Kshitij Sharma, Ayberk Zgür, Philippe 
Vuadens, Francesco Mondada, Friedhelm Christoph 
Hummel, and Pierre Dillenbourg. 2018. Iterative 
Design of an Upper Limb Rehabilitation Game with 
Tangible Robots. In ACM/IEEE International 
Conference on Human-Robot Interaction, 241–250. 
DOI:https://doi.org/10.1145/3171221.3171262 

[29] Adam W. Hanley, Wolf E. Mehling, and Eric L. 
Garland. 2017. Holding the body in mind: 
Interoceptive awareness, dispositional mindfulness 
and psychological well-being. J. Psychosom. Res. 99, 
(August 2017), 13–20. 
DOI:https://doi.org/10.1016/J.JPSYCHORES.2017.05
.014 

[30] Britta K. Hölzel, Sara W. Lazar, Tim Gard, Zev 
Schuman-Olivier, David R. Vago, and Ulrich Ott. 
2011. How Does Mindfulness Meditation Work? 
Proposing Mechanisms of Action From a Conceptual 

and Neural Perspective. Perspect. Psychol. Sci. 6, 6 
(November 2011), 537–559. 
DOI:https://doi.org/10.1177/1745691611419671 

[31] Kristina Höök. 2018. Designing with the Body: 
Somaesthetic Interaction Design.  

[32] Kristina Höök, Baptiste Caramiaux, Cumhur Erkut, 
Jodi Forlizzi, Nassrin Hajinejad, Michael Haller, 
Caroline C.M. Hummels, Katherine Isbister, Martin 
Jonsson, George Khut, Lian Loke, Danielle Lottridge, 
Patrizia Marti, Edward Melcer, Florian Floyd Müller, 
Marianne Graves Petersen, Thecla Schiphorst, Elena 
Márquez Segura, Anna Ståhl, Dag Svanæs, Jakob 
Tholander, and Helena Tobiasson. 2018. Embracing 
first-person perspectives in soma-based design. 
Informatics 5. 
DOI:https://doi.org/10.3390/informatics5010008 

[33] Giulio Jacucci and Ina Wagner. 2007. Performative 
roles of materiality for collective creativity. In 
Proceedings of the 6th ACM SIGCHI conference on 
Creativity & cognition  - C&C ’07, 73. 
DOI:https://doi.org/10.1145/1254960.1254971 

[34] Heekyoung Jung and Erik Stolterman. 2011. Material 
probe. In Proceedings of the fifth international 
conference on Tangible, embedded, and embodied 
interaction - TEI ’11, 153. 
DOI:https://doi.org/10.1145/1935701.1935731 

[35] Jon Kabat-Zinn. 1990. Full catastrophe living: The 
program of the Stress Reduction Clinic at the 
University of Massachusetts Medical Center. 
DOI:https://doi.org/10.1097/00006205-199202000-
00020 

[36] Stephen Kaplan. 1995. The restorative benefits of 
nature: Toward an integrative framework. J. Environ. 
Psychol. 15, 3 (September 1995), 169–182. 
DOI:https://doi.org/10.1016/0272-4944(95)90001-2 

[37] Elvin Karana, Elisa Giaccardi, Niels Stamhuis, and 
Jasper Goossensen. 2016. The tuning of materials: A 
designer’s journey. In DIS 2016 - Proceedings of the 
2016 ACM Conference on Designing Interactive 
Systems: Fuse, 619–631. 
DOI:https://doi.org/10.1145/2901790.2901909 

[38] Michael Karlesky and Katherine Isbister. 2016. 
Understanding fidget widgets: Exploring the design 
space of embodied self-regulation. In ACM 
International Conference Proceeding Series. 
DOI:https://doi.org/10.1145/2971485.2971557 

[39] Catherine E. Kerr, Matthew D. Sacchet, Sara W. 
Lazar, Christopher I. Moore, and Stephanie R. Jones. 
2013. Mindfulness starts with the body: 
somatosensory attention and top-down modulation of 
cortical alpha rhythms in mindfulness meditation. 
Front. Hum. Neurosci. 7, (2013), 12. 
DOI:https://doi.org/10.3389/fnhum.2013.00012 

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

544



[40] Ilkka Kosunen, Mikko Salminen, Simo Järvelä, Antti 
Ruonala, Niklas Ravaja, and Giulio Jacucci. 2016. 
RelaWorld: Neuroadaptive and Immersive Virtual 
Reality Meditation System. Iui 2016 (2016), 208–217. 
DOI:https://doi.org/10.1145/2856767.2856796 

[41] Karon E. MacLean. 2000. Designing with haptic 
feedback. In Proceedings - IEEE International 
Conference on Robotics and Automation, 783–787. 
DOI:https://doi.org/10.1109/robot.2000.844146 

[42] Mahmoud Mohamed, Hussien Ahmed, Chaklam 
Silpasuwanchai, Kavous Salehzadeh Niksirat, and 
Xiangshi Ren. 2017. Understanding the Role of 
Human Senses in Interactive Meditation. In 
Proceedings of the 2017 CHI Conference on Human 
Factors in Computing Systems - CHI ’17, 4960–4965. 
DOI:https://doi.org/10.1145/3025453.3026000 

[43] Jonathan D Nash and Andrew Newberg. 2013. 
Toward a unifying taxonomy and definition for 
meditation. Front. Psychol. 4, (2013), 806. 
DOI:https://doi.org/10.3389/fpsyg.2013.00806 

[44] Claudia Núñez-Pacheco. 2015. Expanding our 
perceptual world through technology: A subjective 
bodily perspective. In UbiComp and ISWC 2015 - 
Proceedings of the 2015 ACM International Joint 
Conference on Pervasive and Ubiquitous Computing 
and the Proceedings of the 2015 ACM International 
Symposium on Wearable Computers, 951–956. 
DOI:https://doi.org/10.1145/2800835.2806206 

[45] Rakesh Patibanda, Florian “Floyd” Mueller, Matevz 
Leskovsek, and Jonathan Duckworth. 2017. Life Tree: 
Understanding the Design of Breathing Exercise 
Games. In Proceedings of the Annual Symposium on 
Computer-Human Interaction in Play - CHI PLAY 
’17, 19–31. 
DOI:https://doi.org/10.1145/3116595.3116621 

[46] Claire Petitmengin, Martijn van Beek, Michel Bitbol, 
Jean-Michel Nissou, and Andreas Roepstorff. What is 
it like to meditate? Methods and issues of a micro-
phenomenological description of meditative 
experience.  

[47] Claire Petitmengin, Martijn van Beek, Michel Bitbol, 
Jean Michel Nissou, and Andreas Roepstorff. 2019. 
Studying the experience of meditation through Micro-
phenomenology. Current Opinion in Psychology 28, 
54–59. 
DOI:https://doi.org/10.1016/j.copsyc.2018.10.009 

[48] Mirjana Prpa, Kıvanç Tatar, Jules Françoise, Bernhard 
Riecke, Thecla Schiphorst, and Philippe Pasquier. 
2018. Attending to Breath: Exploring How the Cues in 
a Virtual Environment Guide the Attention to Breath 
and Shape the Quality of Experience to Support 
Mindfulness. In Proceedings of the 2018 on Designing 
Interactive Systems Conference 2018 - DIS ’18, 71–
84. DOI:https://doi.org/10.1145/3196709.3196765 

[49] Joan Sol Roo, Renaud Gervais, Jeremy Frey, and 
Martin Hachet. 2017. Inner Garden: Connecting Inner 
States to a Mixed Reality Sandbox for Mindfulness. In 
Proceedings of the 2017 CHI Conference on Human 
Factors in Computing Systems - CHI ’17, 1459–1470. 
DOI:https://doi.org/10.1145/3025453.3025743 

[50] Kavous Salehzadeh Niksirat, Chaklam 
Silpasuwanchai, Mahmoud Mohamed Hussien 
Ahmed, Peng Cheng, and Xiangshi Ren. 2017. A 
Framework for Interactive Mindfulness Meditation 
Using Attention-Regulation Process. In Proceedings 
of the 2017 CHI Conference on Human Factors in 
Computing Systems - CHI ’17, 2672–2684. 
DOI:https://doi.org/10.1145/3025453.3025914 

[51] Pedro Sanches, Kristina Höök, Corina Sas, and Anna 
Ståhl. 2019. Ambiguity as a resource to inform proto-
practices: The case of skin conductance. ACM Trans. 
Comput. Interact. 10, 20 (2019). 

[52] Pedro Sanches, Axel Janson, Pavel Karpashevich, 
Camille Nadal, Chengcheng Qu, Claudia Daudén 
Roquet, Muhammad Umair, Charles Windlin, Gavin 
Doherty, Kristina Höök, and Corina Sas. 2019. HCI 
and Affective Health Taking stock of a decade of 
studies and charting future research directions. In 
Conference on Human Factors in Computing Systems 
- Proceedings. 
DOI:https://doi.org/10.1145/3290605.3300475 

[53] Corina Sas and Rohit Chopra. 2015. MeditAid: a 
wearable adaptive neurofeedback-based system for 
training mindfulness state. Pers. Ubiquitous Comput. 
19, 7 (October 2015), 1169–1182. 
DOI:https://doi.org/10.1007/s00779-015-0870-z 

[54] Corina Sas, Steve Whittaker, and John Zimmerman. 
2016. Design for rituals of letting go: An embodiment 
perspective on disposal practices informed by grief 
therapy. ACM Trans. Comput. Interact. 23, 4 (2016), 
1–37. DOI:https://doi.org/10.1145/2926714 

[55] Thecla Schiphorst. 2009. Soft(n): Toward a 
somaesthetics of touch. In Conference on Human 
Factors in Computing Systems - Proceedings, 2427–
2438. DOI:https://doi.org/10.1145/1520340.1520345 

[56] Laura Schmalzl, Mardi A Crane-Godreau, and Peter 
Payne. 2014. Movement-based embodied 
contemplative practices: definitions and paradigms. 
Front. Hum. Neurosci. 8, (2014), 205. 
DOI:https://doi.org/10.3389/fnhum.2014.00205 

[57] Chris D Shaw, Diane Gromala, and A Fleming Seay. 
2007. The Meditation Chamber: Enacting Autonomic 
Senses. In Proc. of ENACTIVE/07, 405–408. 

[58] Richard Shusterman. 2008. Body Consciousness: A 
Philosophy of Mindfulness and Somaesthetics.  

 
 

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

545



[59] Jacek Sliwinski, Mary Katsikitis, and Christian 
Martyn Jones. 2017. A Review of Interactive 
Technologies as Support Tools for the Cultivation of 
Mindfulness. Mindfulness 8, 1150–1159. 
DOI:https://doi.org/10.1007/s12671-017-0698-x 

[60] Cally Strobel, Zashata Burton, Angela Katzmarek, and 
Gina Gafford. 2017. The Lived Experience of Adults 
Using a Meditation App: A Phenomenological Study. 
Master Arts Holist. Heal. Stud. Res. Pap. (May 2017).  

[61] Petra Sundström, Elsa Vaara, Jordi Solsona, Niklas 
Wirström, Marcus Lundén, Jarmo Laaksolhati, Annika 
Waern, and Kristina Höök. 2011. Experiential artifacts 
as a design method for somaesthetic service 
development. In RDURP’11 - Proceedings of the 2011 
ACM Symposium on the Role of Design in UbiComp 
Research and Practice, 33–36. 
DOI:https://doi.org/10.1145/2030031.2030041 

[62] Shunryu Suzuki. 2010. Zen mind, beginner’s mind: 
Informal talks on Zen meditation and practice. 
DOI:https://doi.org/10.5860/choice.26-5404 

[63] Yi-Yuan Tang, Britta K. Hölzel, and Michael I. 
Posner. 2015. The neuroscience of mindfulness 
meditation. Nat. Rev. Neurosci. 16, 4 (April 2015), 
213–225. DOI:https://doi.org/10.1038/nrn3916 

[64] Nađa Terzimehić, Renate Häuslschmid, Heinrich 
Hussmann, and M. C. Schraefel. 2019. A review & 
Analysis of mindfulness research in HCI framing 
current lines of research and future opportunities. In 
Conference on Human Factors in Computing Systems 
- Proceedings, 1–13. 
DOI:https://doi.org/10.1145/3290605.3300687 

[65] Anja Thieme, Jayne Wallace, Paula Johnson, John 
McCarthy, Siân Lindley, Peter Wright, Patrick 
Olivier, and Thomas D. Meyer. 2013. Design to 
promote mindfulness practice and sense of self for 
vulnerable women in secure hospital services. In 
Proceedings of the SIGCHI Conference on Human 
Factors in Computing Systems - CHI ’13, 2647. 
DOI:https://doi.org/10.1145/2470654.2481366 

[66] Muhammad Umair, Corina Sas, and Miquel Alfaras. 
2020. ThermoPixels: Toolkit for Personalizing 
Arousal-based Interfaces through Hybrid Crafting. In 
Proceedings of Designing Interactive Systems, DIS 
2020, ACM. 

 
 
 
 
 
 
 
 

[67] Muhammad Umair, Corina Sas, and Muhammad 
Hamza Latif. 2019. Towards affective chronometry: 
Exploring smart materials and actuators for real-time 
representation of changes in arousal. In Proceedings 
of the 2019 on Designing Interactive Systems 
Conference, 1479–1494. 

[68] David R. Vago and David A. Silbersweig. 2012. Self-
awareness, self-regulation, and self-transcendence (S-
ART): a framework for understanding the 
neurobiological mechanisms of mindfulness. Front. 
Hum. Neurosci. 6, (October 2012), 296. 
DOI:https://doi.org/10.3389/fnhum.2012.00296 

[69] Andrea Vianello, Luca Chittaro, and Assunta Matassa. 
2019. TANGAEON: Tangible Interaction to Support 
People in a Mindfulness Practice. Int. J. Human–
Computer Interact. 35, 12 (July 2019), 1086–1101. 
DOI:https://doi.org/10.1080/10447318.2018.1509540 

[70] Jay Vidyarthi, Bernhard E. Riecke, and Diane 
Gromala. 2012. Sonic Cradle. In Proceedings of the 
Designing Interactive Systems Conference, 408. 
DOI:https://doi.org/10.1145/2317956.2318017 

[71] Ron Wakkary, William Odom, Sabrina Hauser, Garnet 
Hertz, and Henry Lin. 2015. Material Speculation: 
Actual Artifacts for Critical Inquiry. In Aarhus Series 
on Human Centered Computing, 12. 
DOI:https://doi.org/10.7146/aahcc.v1i1.21299 

[72] Yufan (Wei) Wang. 2011. Channel of Mindfulness. 
Copenhagen Institute of Interaction Design. 

[73] Richmond Y. Wong and Deirdre K. Mulligan. 2019. 
Bringing design to the privacy table broadening 
“design” in “Privacy by design” through the lens of 
HCI. In Conference on Human Factors in Computing 
Systems - Proceedings. 
DOI:https://doi.org/10.1145/3290605.3300492 

[74] Xianglong Zeng, Tian P.S. Oei, and Xiangping Liu. 
2014. Monitoring Emotion Through Body Sensation: 
A Review of Awareness in Goenka’s Vipassana. J. 
Relig. Health 53, 6 (December 2014), 1693–1705. 
DOI:https://doi.org/10.1007/s10943-013-9754-6 

[75] John Zimmerman, Jodi Forlizzi, and Shelley Evenson. 
2007. Research through design as a method for 
interaction design research in HCI. In Conference on 
Human Factors in Computing Systems - Proceedings, 
493–502. 
DOI:https://doi.org/10.1145/1240624.1240704 

 

Designing with the Body  DIS ’20, July 6–10, 2020, Eindhoven, Netherlands

546


	Body Matters: Exploration of the Human Body as a Resource for the Design of Technologies for Meditation
	ABSTRACT
	Author Keywords

	CCS Concepts
	INTRODUCTION
	RELATED WORK
	The Lived Experience of Meditation

	METHODOLOGY
	Participants
	Part 1. Introducing the Design Space
	Part 2. Crafting Material Speculations
	Part 3. Presentation to the Group
	Part 4. Personal Semi-structured Interviews

	Data Collection
	Data Analysis

	FINDINGS
	The Lived Experience of Meditation
	Qualities of Different Meditation Styles

	Meditation as a Sensorial, Staged and Dynamic Journey
	Grounding: Increasing Body Awareness through Breathing
	Becoming Mindful: Soft, Warm and Balanced
	Mind Wandering: Sharp, Tense and Heavy

	Design Concepts for Meditation Technologies
	Intent: Representing for Experts vs Regulating for Novices
	Form: Tangibles to Encourage Embodied Interactions
	Tempo: When to Provide vs When Not to Provide Guidance
	Adaptivity: Mindful Sensations when Mind-Wandering
	Control: Meditation as a Personal Agentic Practice


	DISCUSSION
	Mapping Bodily Experiences to Meditation Stages
	Vertical Movement: Becoming Mindful vs Mind-Wandering
	Designing for Balance: Maintaining a Mindfulness State

	Cyclic Feedback Patterns to Support Meditation
	Continuous vs Targeted vs Cyclic Feedback
	Designing Cyclic Feedback Patterns for Meditation

	Targeted Haptic Feedback from Mindful Body Sensations

	ConclusionS
	ACKNOWLEDGMENTS
	REFERENCES



