Daniel 5% I%? %F?@ ?

A

daniel@arch.nctu.edu.tw

http://danielnmc.blogspot.com


mailto:daniel@arch.nctu.edu.tw

B

-wﬁ«$@%?%%%@ﬁ<g R )
¢ R HAEIIMESF (OB
 HCI, Ambient Intelligence, Interactlve Environments



Interactive Zone
Notification Zone

Ambient Zone

Hello.Wall (2003)
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Graphic designer?
Web designer?
Programmer?

Animator?

Film Director? / Art Director? / Creative Director? Account?...
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Interface
Design

Customer
Relationship
Management
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Verplank's sketch-lecture to CCRMA HCI Technology
course, Stanford University, 2000
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2 > the narration started.
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3 > interact with the narration
via touch=sensitive LCD

a computer cannected with three TVs, & touch-sensitive
LCO, ard 8 presscre sensor
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after Monoedge Inc.
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— 109624 (NT$ 6,900.-)
— AD/DA Card (NT$ 3,000.-)
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Input: 96 {iifizH K (on/off) Output: 24 {i#& 4 (on/off)



AD/DA Card

8 fiil input (fi* ] 0~5V)
2 [l output (7' %y 0~5V)
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Selected IxD works (2003-2005)






i-door

projector

wabcam 1 [for gesture recognition)
// webcam 2 [video streaming for remote collaboration)

AT — IR sensors [for hand detection)

switch [for doorplate open,/ dose detection)

\— vibration genser (for “knock” dataction)

Computing Unis
[running Hash Communication Server)



i-door




Oceanic Taiwan
Interactive Archive




By gl mafEnrs onto Sike rriode ] we
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Space Carrier

mixing tele-communicative act-
Ivities with urban environment to
create new life style,

novel chess play personalizable urban cubicle novel exercising game instant expasition

reconfigurable urban  frame
shapes different urban function
at different time in the same
area.

parking lot pedestrian precinct court




Instant Collaboration
Environment




Instant Collaboration
Environment




Special Topic
@ NYUST




Ambient Window




InfoRiver




Wall from World




Ambient
ITrigger

Gradu
NCTU
: or: Teng-Wen Chang




More at
http://danielnmc.blogspot.com
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— http://scholar.google.com
— 2H g Fﬁ;')%f—féﬂ (e.g. “interaction design” ,etc)



http://scholar.google.com/

AR F2 I T R
CHI (Computer-Human Interaction)

DIS (Designing Interactive Systems)

IUI (Intelligent User Interface)

UIST (User Interface of Software and Technology)
MM (MultiMedia)

UbiComp (Ubiquitous Computing)

EUSAI (Ambient Intelligence)

...too many!
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1. Understand the users' experience...

...how they live, what they need and want...

2. Imagine new opportunities

with brainstorming, opportunity mapping...

3. 'Just-enough' prototyping:

models to reveal the quality of the experience.
(It's not enough to see that the technology works.)
4. Design solutions:

. what is the role of the product or service in people's lives?
. what is the right mental model for the user?

. what is the look and feel of the interaction?

. what are the technical issues to solve?

5. Craft the interactive experience...

...what people will see, hear and feel.

6. Present and test the outcome

Design process @ IDII
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* Learning by Blogs
* Learning by Blogging
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All about a methodological presentation



Re-visiting " Design 4

. ;1[‘5“}? FEFl > design = art
o 385 > design = solve your client’s problem
o 5 > design =research



FUTURE

What will I do next for IxD?
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Prove more concept

Not Graphical User Interface Dictionary
IxD magazine




Thanks & Happy 2006 !

Daniel | daniel@arch.nctu.edu.tw
http://danielnmc.blogspot.com
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