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BEDOBR - IE /Objectives and Outline of the Course

B | ABIOEFECL, DEBCERBEBATIE/ YATL BEAT YA VT 20IC0ERE2a—~F VAV X7 2 —ADOEMR

Moodle 22 —¥&iFS 25z &,
Z$%F — 1% nkuwahar@kit.ac.jp ICEIWLWEHEDZ &,

B & BRI A IR BHCTYA VHA R A VFHICOVTHEREIT I,

Z | This course describes the basic concepts and basic technologies of human interfaces necessary for designing objects,

on actual examples and design guidelines.

Register as a user in Moodle.

Contact nkuwahar@kit.ac.jp for a registration key.

https://moodle.cis.kit.ac.jp/course/view.php?id=53036

systems, and environments that are consistent with human life, culture, psychology, and physiology, and provides lectures
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AFOEFC, DEBYEBEEETIE/ . VAT L BREEZTHA VT 2LDIBER L2 — (V27 21— ROER
B & BRSOV TBEICHD Y P T CHRATE 2700 BEH, HIHhzEBEY 5,

= | Acquire basic knowledge and skills in the fundamental concepts and technologies of human interface design necessary to
create objects, systems, and environments that align with human life, culture, psychology, and physiology
Acquire the critical thinking and judgment skills necessary to clearly explain to others the fundamental concepts and
technologies of human interface design required to design objects, systems, and environments that align with human life,
culture, psychol

3 BAZDERE O S / Fulfillment of Course Goals (JABEE BS:&ERIB D &)
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REETEIER /Course Plan

No. 15 B Topics AZA Content
1 B | &Me VR VR ICERIN TV 254 AR ICERIET 2 FMTIC D WTRBNT 5,
% | Sensory Experiences and | To introduce various technologies related to sensory experiences used in Virtual
Virtual Reality Reality
2 H | &MHe AR ARIEREN TV DA RBMEICEET 2 FMICOWTRBNT %,
Z | Sensory Experiences and | To introduce various technologies related to sensory experiences used in Augmented
Augmented Reality Reality
3 B | #5iHbE RO HODANEHORERRIC L 2B GETMICOVWTERT 5,
Z | Product evaluation method The purpose and possibilities of Kansei-Human design and the method of product
evaluation for Kansei-Human design is explained.
4 B | DEEHA DEFHAEDEEMEICDOVWTHRGRT 5, BMEREEICOVWTHERT 2,
% | Psychological measurement On the quantification method of psychometric measure.On the sensory test method.
5 B | £3EH8 EEEPANRICOWTHRRRT 5, RIKESFFEOEHAIEICOWTRHT %,
% | Physiological measurement Physiological measurement
6 H | BREFHAEHF(1) BHRERERECESFHEOBERICOVWTOEHZERT 5, BRIBAFHEICOVLTDOS
Bl % B Y %,
% | A sense and physiology of the | Case study on relationship between information search and eye movement
person(1) characteristics, and information cognitive characteristics.
7 H | BREFHAEHFQ2) IERALIBERRE & SRADOBRICOWTDER % BRRT 5,
Z | A sense and physiology of the | Case study on relationship between information processing strategy and cognition.
person(2)
8 H| o, 2&n7H4> HO, ZEDERFICHITBIRER HBRRBRICOWTHERT B,
& | Thing and Event design On the role of kansei engineering in designing things and events
9 B | 2—x47—Xx5k I—R7—REROFA & HE
& | Use case description and | Explanation and practice of use case description
presentation, practice of
description
10 | B | 2—RT =254 A—RT =P - TLEY HITOFEE
% | Use case Analysis Explanation and practice of use case analysis
11 | B | 71> 7a€ERr H O F YA Y FERETHFAUHARTA 2,
% | Design process Explanation and practice of designe process of OOSE.
12 | B | 74 v DRE Hl O FH A > % FIGMA R E DY —ILTEET 5,
% | Design challenge Carry out a design of HI by the technique such as FIGMA.
13 B | HEFHE THA > Lz H Oz AR CEREYT 5,
Z | Mutual evaluations Carry out an evaluation of HI which we designed by mutual evaluations
14 B|7Y&L77y>rarl 7 ¥ ZILEEAT (CLO3D ®ERL Al 72 8) #EA L7 7 vy a Y REORFEBIAZFIN,
REAE & DBRMER. BRENR%Z &0 L5 ICAIHRE - HERIREL» Z BRNOES %
BLTERY S,
Z | Digital Fashion 1 This session explores the convergence of Kansei (human sensibility) and digital
fashion design. Students will be introduced to digital tools such as CLO3D, generative
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Al, and virtual fashion platforms. Through international case studies, the class will di
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PERFTVEILT vy arERERAEL, BREER (B% - B - BHEERY) 25
o BRDZX T4 FEREZERL, > 54 ET 10 PROOERKXE ERTIHE(T
50

% | Digital Fashion 2

Students will independently select a digital fashion work (e.g., a virtual garment, Al-
generated outfit, or digital runway presentation) and analyze its Kansei-related
elements, such as use of color, texture, emotional appeal, or cultural messaging. Each

‘ >E* ‘

H | #¥8a~HEn»5 13 2~ HIZ Moodle IZ1BE(3 % PDF 0#g#E% hOICERET 2 DT, ERNCIERENEEO L L HD PPT
SRR L TIREICERA TLCEE L,

for discussion.

%= | From sessions 8 to 13, the class will focus on journal presentations based on PDF materials uploaded to Moodle. Students
are required to prepare a summary PowerPoint presentation in advance, covering the assigned sections, and bring it to class

B | #REEEELLEV, SEZEBERATEERNT %,

= | No textbook will be specified. Reference books will be introduced in the lecture.

H | FECTLEY T a vy ~0MYEAOBERS, RUZONBOZYIEETEL TT .

%= | Assessing the performance and contribution of the group work and presentation.
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