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Media Art for Biofeedback Rehabilitation
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Yoichi Nagashima, Shizuoka University of Art and Culture

Abstract: We are researching "wellness entertainment" as a source of self-awareness for mental and physical health. At first,
we discuss about wellness (well-being), biofeedback and "interoception" as important keywords. Next, we discuss to deepen
and develop the design of interactive media art and bioinformation sensing from the perspective of "sketching" (physical
computing) and serious (useful) games. A framework/toolkit was presented and released so that even medical and welfare
professionals who are not IT specialists can easily implement effective systems by utilizing open source information.
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Fig. 1 Example of the Screen
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Fig. 2 Example of the Prototype
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