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Context
The COVID-19 crisis may be understood at two levels: the
first is the acuter state of an ailing body, the second may
be perceived as the prophylactic state that aspires us to
maintain the sense of wellbeing and health. My work in
harmonising Human-Material Interaction (hHMI) is
situated in the second scenario. By working with the
interaction between the human-user and the materialother hHMI attempts to induce the sense of wellbeing in a
(post-)pandemic world were isolation and self-distancing
may become the new normal. My work in hHMI, plays a
pun on the term human-machine interface (HMI).
Human-material interaction articulates the interaction
between the human users and the materiality that
surrounds them. hHMI works with the corporeal matterreality of the human in her social-ecological systems.

Situating the Work
The dire severity of the COVID-19 pandemic has collectively
made us perceive our corporeal self as a fugitive— one that
becomes sick, infects and dies. To deal with its frailties and
unpredictability we avoided, isolated, tamed and
disinfected it. Along with this the human bodies (fallible
atoms) were preferably replaced with the sempiternal bits.
This burden of the material self is not just peculiar to the
COVID situation but is rather a Zeitgeist towards
dematerialisation. The pandemic has increased our
aspiration towards bits against that of atoms, making us
hopeful of compensating the failings of our physical body
with the exactness, speed and efficiency of ubiquitous
computing. Initial emotional reactions like fear, insecurity
and stress in a later phase of a pandemic were increasingly
replaced by emotions like loneliness and alienation,
bringing forth serious mental health issues and domestic
violence.

The Product
To deal with this I have created with the help of the hHMI
framework an object-matrix, I call the material-game. The
objects in this matrix may be divided in two categories. Firstly,
the ones that are picked from the natural world around us.
Secondly, artefacts that belong to our mundane everyday
world. The matrix enables the composition of the objects on
the x-y axis based on qualities like colour, texture, softness,
size and semantic expression. The aim is to create a
conglomeration of objects, celebrated alone and in
relationship to each other on the two axis. Since, there is no
perfect composition, the co-relation in which the objects may
be layout remains a rather constant-variable. The materialgame may be played alone or as a couple. In case of a physical
exhibition, the product will be displayed in various versions
and the visitors are invited to create their own composition of
objects on the matrix. For a digital display I plan to show a film
with instructions on how to create a material-matrix.

Conclusion
The material-game initiates an engagement of the self with the
primordial material-other. Engaging with materiality in this form,
involves the participation of our various physical, perceptual and
cognitive skills. As the contact with and via our own bodies, is the
realm of revealing— of bringing forth the qualities that we cherish
within us and outside us. The material-game has a direct impact
on our conscious Wahrnehmung1 of the other. The other is
basically everything from the environment to all (non) livingbeings. This work, though built on a playful note, starts at a very
cardinal point that is the self, to being attentive towards the
material-other. I believe this is critical for creating a resilient postpandemic world. One, that is not built on fear, doubt and stress
but one where the consciousness of the matter-reality, of being in
a corporeal body is perceived in all its limitations and abundance.
I believe that this rather simple way of corporeal consciousness
may help us create a world where plurality is accepted, peace may
be negotiated, and empathetic encounters are a matter of course.

1 the German word for perception. wahr: truth nehmung: from verb nehmen: to take
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