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Possibility of Relationship between Body and Media in Skill Learning 
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In this paper, we discuss the relationship between the body and the media in skill learning as a design. In particular, not 
only the movements but the body feeling is the key of skill learning. What is more, we have the hypothesis that skill learning 
come to co-creates with one s living, in long-term learning. In that, media, particularly in digital ones,  is serve as not only 
the tools for objective observation, but the “toy  for actuate one s body feeling. 
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“Everyone designs who devises courses of action 
aimed at changing existing situation into preferred 
ones. [Simon 01] 
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