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Abstract

I N this research, we represented the conceptual framework of the social
awareness system. This system is designed for extending physical
contacts in work office environment through mediated awareness
messages and short remote communications. From the theory of social
bonds (Hirschi, 1969), we know that human have potential feelings that
are eager to connect with other people, and the easiest way to connect
with others is to join social activities. In most work office environment,
public social places are separated from personal work seats, and people
in work area can’t be aware of what social activities happened in social
places, especially those informal,social activities. We proposed the
approach of sensor networks tosdeteet social events context in social
places, and the communication server: sends awareness messages which
are shown in the context=mediated-artifacts on every related work seat. If
people in the work seats have noticed messages, they can do the respond
through context-mediated artifacts to get the approval of joining the
social activities. We set a scenario in a design studio environment to be
the reference of the system prototype implementation. And we test it to
collect the user experience for finding possibilities of keeping

development and design principles of context-mediated artifacts.
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