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The rapid development of digital technology has brought computers and 
computing as a part of everyday activities through ordinary artifacts that 
have various embedded forms of computing capabilities. The penetration of 
computing into our everyday activities through these computerized artifacts 
can have potential transforming implications in the way we live. Yet, there is 
paucity in the IS literature on this important issue. I argue that such paucity 
is caused by the fundamental differences between traditional computing and 
this new type of computing. In order to adequately study this new emerging 
phenomenon, we need a new way to think about computing in everyday life.  
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In this paper, I suggest experiential computing as a new research stream for information systems (IS) 
community. Experiential computing involves the embodied experience of computing in mundane activi-
ties through everyday artifacts that have embedded computing capabilities in radically convergent digital 
environments. Experiential computing is enabled by the tight coalescence across material, representa-
tional and imagined realms of the world, which results in radically convergent digital environments. Con-
necting these three realms of world lead to six design principles – programmability, addressability, lo-
catability, communicability, senseability, and associability of anything, anywhere and anytime –  of radi-
cally convergent digital environments that serves as the basis of experiential computing. Drawing upon 
phenomenological understanding of human experiences, I suggest a conceptual framework of experien-
tial computing that consists of time-space-actors-artifacts. From the analysis of basic principles of expe-
riential computing, I suggest six research opportunities that the IS research community can explore. At 
the end, I propose the IS field to become new liberal arts of the 21st century that focuses on the inher-
ent value of information technology 


