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DRy X —FTlE, N—=F vy LEMEZEOEEFTTOADITE - Kbzt —-0x>r 7 - Al EihETRE - 2 L. =
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WTUT4) PMESEE BR - VATL - Y—ERICEAMEBRBRHAIMILLET, TNEERRTIHFICEVLTL, H
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Modern products, systems, and services are not always complete as physical beings and interactions in front of us. In the
backyard, human actions and reactions in real life including virtual space are recognized and analyzed by sensors, logging
technology, Al technology, etc., and the results are combined with knowledge scattered around the world to generate new
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information. Information is used through multi-modal interaction that crosses human senses such as sight, hearing, and

touch.And when that interaction is accompanied by a sense of reality, the product, system, or service will have both

usefulness and satisfaction. In designing to realize it, the fusion of "technology" and "design" is most important.

This Interaction Design | and the following Interaction Design Il are based on the premise that technology students such as

information engineering and design students study in one classroom. In the former, students will experientially learn the

basic methods and knowledge necessary for the practice of interaction design. In the latter, we will make use of them to

solve more realistic problems through group projects.

F2BDEEBRZE Learning Objectives
H | Av&70 avTHPA v 0RBTHEER S, ERNAFE - MEICOVLT, HFRNICEET T 2,
% | To acquire the basic methods and knowledge necessary for the practical interaction design.

B EEDERE DFHMEEXE / Fulfillment of Course Goals (JABEE B8:&HRI B D )

=
B
ES

REHEIER Course Plan

No. 18 H Topics AA Content
1 B | HAXYR AV E&Z0ay | - TAPhNAVYRT o aryTHAL v Ed[n?
THA V- BFIMEL CREOBMNEEDHICONT
- 7AY b T DERS
CBFIE (Z4PALAVE2a—T 4 vD) ITOVTDHE - BE
% | Guidance / Electronic work 1 - What is Physical Interaction Design?
- The purpose of the class and how to proceed
- Explanation of the project theme
- Electronic work
. Introduction of observation methods
2 H | EFI2 CBFIE (74PhNavea—T4v7) IOVWTOHESE - EE
% | Electronic Work 2 - Electronic work
3 H | EFI%3 CBFIE (74P hNavea—T4v7) IOVWTOHESE - EE
& | Electronic Work 3 - Electronic work
4 B| 7Y14v70€x -8R 7| - T4 7A€
Yy RTR/7Z74-U/UXE | - Y FTR/TTT74 (7—7)
#1 Ul/UX =41
= | Design process / Consultation | - Observations and investigations
on Observations / Rapid | - Explanation: rapid ethnography
Ethnography / UI/UX Case | - Explanation: Ul/UX case studies
Studies 1
5 B| T/ v70€x -8R | - FHM7ALR
Y RIR/TZ74-U/UXE | - SEYRTIR/T574 (7—7)
2 Ul/UX =41
% | Design process / Consultation | Design process / Consultation on Observations / Rapid Ethnography / UI/UX Case
on Observations / Rapid | Studies 2
Ethnography / UI/UX Case
Studies 2
6 B | 33274 HE - TLALFRT | - JILFRTAIFRLE—
A1 ORLE—DBEEDS 1 CBREGN (7—7)
BRESLrLDOTH A>T 7a—FE=f
Z | Community Symbiosis from | Lecture: multi-stakeholder perspectives
multi-stakeholder Workshop: observation and analysis
perspectives 1 Lecture: examples of design approaches from a relational perspective
7 B | 33274 HE - TLALFRT | - ILFRTAIFRLE—
A ORILE—DBESANS 2 BRI (7—7)
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BRESrLOTYA 7 70 —FE4
% | Community Symbiosis from | Lecture: multi-stakeholder perspectives
multi-stakeholder Workshop: observation and analysis
perspectives 2 Lecture: examples of design approaches from a relational perspective
8 B | 747 7EM - ®8%1 CEBERE (FLAVAN=IVT EV2TI7M4E=3aY)
= | Ideation and Expressions 1 - Explanation: ideation and expressions (brainstorming, visualization)
9 B | 747 7ERM - ®8%K2 CEBERE (FLAVAMN=IVT EV2TI7M4€=3aY)
= | Ideation and Expressions 2 - Explanation: ideation and expressions (brainstorming, visualization)
10 |B | 2y R7ObEAEYT R | - 7O MRATOEE, 70 EZAEYTY—LIZDNT
—NR—FFN - RUYF-TF | - TAMKAEY T YA X
VA1
% | Rapid prototyping / Paper | - About prototype concept and prototyping tools
model / Persona / Scenarios 1 | - Prototyping exercise
11 |B | 2y R7ObEAEYT R | - 7O MRATOER, 70 EZAEYTY—LIZDOWNT
—NR—FFN - RUYF-TF | - TAMKAEY T YA X
U2
Z | Rapid prototyping / Paper | - About prototype concept and prototyping tools
model / Persona / Scenarios 2 | - Prototyping exercise
12 H | EEGL, > ORBIBHERMD | - BERD S ORIEHE AT ;EA
HER 1 - RiEOERL
-AUICL 2 RIEORR
% | Experience of Emotion | - Use of emotion estimation technology from facial images
Estimation Technology from | - Systematization of facial expressions
Face Images 2 - Expression of facial expressions by AU
13 | B | BEEG» o ORBHEERM O | - BEKRD > ORXIEHE MO ER
E& 2 - RiFEoOHFERL
AU ICK 2RIBEORE
Z | Experience of Emotion | - Use of emotion estimation technology from facial images
Estimation Technology from | - Systematization of facial expressions
Face Images 2 - Expression of facial expressions by AU
14 | B | 77V r—vavhlte (EFR | - 77U —> a3 HIE
#- AR AEFA LT web 77V CAl(ES - BF)OJR WA
DFERL) 1 caA—=YEY T4 FEOES
Z | Application construction / Al | - Explanation: Usage of Al based tools
(image, sounds) / Usability | - Explanation: Usability testing
testing 1 - Constructing an application
15 | B | 77V r—vavhfe (BFFR | - T77UT—> 3 HIE
FeoARAEMALIZweb 77U | - Al(EI - EF)OIKWA
DIER) 2 A=Y T4 FEOES
Z | Application construction / Al | - Explanation: Usage of Al based tools
(image, sounds) / Usability | - Explanation: Usability testing
testing 2 - Constructing an application

B1E5 Prerequisite(s)

H

e

=

BERMATE (FE - 2B

Required study time, Preparation and review

H OREBRREMCLREEELH B0, BB EEAEZF > TRYHEC LD MATHD
- BRRRIEEEUNMCEVTLRRIND AL D 2,
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Z | - Itis essential to work with enthusiasm and responsibility and there is collaborative work in groups.
- The final results may be announced outside of class.

B | 28 BRI VA VOBE. BRT VA 74— 7 LiR. AE

ES

B | &7~ JCICRYEL ML -Gt HEE $2 (100%),

Z | Evaluation is based on deliverables for each sub theme (100%).
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