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We are glad to announce that the IAMAS
Gangu Project Exhibition, which was held
last December at the AXIS Gallery, has
been expanded upon and will be exhibited
anew as the IAMAS Ubiquitous Interaction
Research Group Exhibition.

It will serve as a forum for practical re-
search that has been conducted at IAMAS.
In this exhibition, as part of a proposal
for a new way of making things and in-
fluencing culture and industry, we will
display advanced prototypes that you can
actually touch.

Focusing on electronic toys and infor-
mation appliances, we are displaying a
unique prototyping method forged during
the research and production process from
systems development to design.

Please come and see the results of our
joint academic-industrial research proj-
ects and join the series of workshops,
which will allow you to experience the
practical methods applied within our

projects.
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Ubicomp + Contents Project
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Recently, the word ubiquitous has become
used more and more often. In Japanese,
the corresponding word means “to be
unevenly distributed.” This word reflects
how computer-containing devices per-
meate our surroundings. This project will
connect machine to machine, machine to
person, and person to person. We think
this project is important because it will
gather up little pieces of information
collected by individual devices to produce
something of large value.

From cell phones to laptops, portable de-
vices make it possible to connect to the
internet or other networks at anytime.
However, these devices are often used
just for web browsing and e-mail, and
are almost never used in tandem with
household appliances that have informa-
tion input-output capabilities. Website
services are often used by themselves,
and their information is rarely linked to
other machines. Our interactive design is
one that focuses on organization and use
of information, stressing not only the
input output capabilities of the device,
but also addressing public release of
the information gathered and website
services.

Not only is the sensor node operated with
special software and linked to a database
server capable of generic processing,
enabling the viewing of the node’s numer-
ical output via the Internet, but web-
based manipulation of the node’s output
is also possible. By linking intellectual

property on the web with the node, it can

interface with various web applications
and services.

We are doing research on a prototype
system that will implement a ubiquitous
environment by pairing wireless modules,
such as ZigBee, with central physical com-
puting platforms, such as FIO or Arduino.
This project aims to create a new lifestyle
and information environment by utilizing
an autonomous data input-output ma-
chine to pair up information from services
on the internet with information from our
actual, everyday lives.

The prototype being shown today was
conceptualized and built by freshmen stu-
dents during a 4-month period from May

through August.
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inClip Tomoya Kashimada
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It has become possible to keep track of
music, photos, papers, and other objects
as data within a PC. However | feel that
the digitization of such objects as data
removes their element of physicality, and
it is difficult to distinguish objects based
simply on their file names.

inClip is a wireless device consisting of
sensors inserted into a clothespin-shaped
object. Digital contents that retain their
physicality can be stacked on shelves,
inserted into boxes, hung from the ceiling,
or placed elsewhere, allowing the user to
organize their objects where they intend
to use them. inClip therefore fulfills the
same role as a mouse cursor, but in real
space. Digital contents placed in real
space allow inClip to be reborn within

the PC as an interface.
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Advertising System for you Yuduru Sugiyama
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One often sees students or office ladies
carrying shopping bags around town, even
when they are not shopping. Advertising
System for you makes use of this phenom-
enon.

A wireless receiver is affixed to a shopping
bag, while an advertiser uses a wireless
transmitter connected to a PC to control
the advertisements displayed. While such
features are normally restricted to large-
scale advertisements, this project imple-
ments them on a smaller scale.

The customer carries the shopping bag
equipped with a wireless device, and
when brought into the vicinity of a certain
wireless advertisement area, it switches
to display an advertisement related to

certain brands.
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Esper Domino Yasuyuki Suki
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Esper Domino is a system that allows

blocks that are not physically touching to
fall in a sequential manner through wireless
communication. In this system each block is
capable of deciding which block to knock
over next. As a block receives a signal from
the preceding block to fall over, it sends a
signal for the next block to fall. The order in
which the dominoes fall is easily configured
by linking them beforehand.

The purpose of Esper Dominoe is to create
a tangible way of manipulating an invisible
wireless network. Perhaps then Esper
Dominoe can be one step in conveying the
importance of the notion that it is only
through providing information on a scale
comprehensible to humans that increas-
ingly complex technologies will continue to

spread.
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Electro-magnetic Pulse Remote Generator Kenkou Mizumoto
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The predicted spread of ubiquitous com-
puting within society will likely lead to an
increasing need by individuals to protect
their personal information from strangers.
In the face of this coming society | have
created a device that will allow one to erase
personal or other data from a distance.

In the event that the user of this device
senses that his personal information may
be in danger of being leaked, he can flip
a switch and activate an electromagnetic
pulse to erase any data stored in electronic
devices, RFID tags, or other such devices.
When the user flips the switch on the
transmitter, a stored charge is released
along a coil, allowing for RFID tags, hard
disks, SD cards, etc. in atwo to three meter

radius to be cleared of data.
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Bubble Soap Communication Kaoru Fukushima
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| feel within our modern society commu-
nication is rapidly dwindling, and that
there is a growing need for lighthearted
communication, in which there is no
business deal or obvious goal. It is from
this idea that | have created Bubble Soap
Communication, a communication tool
that allows for light communication, not
unlike the e-mail or phone functions of a
cell phone. When the sender pushes the
switch, a simple soap bubble is dispens-
ed on the receiver’s end. It is also possible
to send a group transmission to multiple
people. Ideally, this will enable exchange
between family, friends, and long dis-

tance lovers.
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The Forest of the Device Shinpei Takamatsu
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*1 http://reactivision.sourceforge.net/

The Forest of the Device is a set of inter-
active content that combines a sensor
network with reacTIVision*1. The user ex-
plores a diorama by operating the devices
on a table. There are multiple devices
for the user to manipulate, and each
one controls a different characteristic,
including distance, color, and bend. Using
these devices one can sense and change
the appearance of the surroundings. The
diorama shown on the screen changes
dynamically with the operation of the
device. The “world seen from the device”
appears on the screen and is different
from that sensed by human sight. | believe
that by experiencing the gap between
these two related worlds, one might con-
ceptualize how to create a new city and

environment.
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Hunter-Gatherer Colorist Kaori Takemoto, Yuhei Yamamoto, Shigeru Kobayashi
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This is a portable design tool that can
quickly collect attractive colors that exist
in one’s surroundings. If there were a tool
that could quickly collect the myriad colors
we bump into in everyday life, the po-
tential for creative ideas would increase.
Discovering the charm of individual places
and objects will heighten the user’s obser-
vation of their surroundings and widen
their perspective.

Upon returning home, the collected colors
can be uploaded to a computer to create a
personal color palette. The date and place
of capture is recorded, so the user can add
color names and memos to the palette.
By sharing the data with other users, it is
possible to search for colors by name and
to enjoy other users’ respective capture

methods.
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Reactable Type Yuhei Yamamoto, Nobuya Suzuki
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When characters are written by hand,
certain aspects of the writer’s inner nature
can be gleaned from details in each letter
and from the general writing style. Current
communication mainly uses e-mail, and
thus design fonts, which cannot convey the
same subtlety as handwritten characters.

Reactable Type uses a method of expres-
sion called kinetic typography, in which
movement is attached to characters
using the tool on display. Reactable Type
aims to convey the nuance of words that
cannot be expressed by current display
methods. When the block is operated by
hand, the movement of writing is input
into the block. The block then judges the
conditions and can implement the input-

ted movement.
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Started in 2005, the Gangu Project was
established to provide a creative learning
and prototyping environment, where
teacher and student worked together to
turn ideas into reality. In collaboration with
T2lab Co. Ltd, we have been developing
new electronic toys that will encourage &
challenge the children of today. By their
nature, children have open minds and a
desire for stimulating play. Interaction
with toys will help shape their thinking &
social behaviour, which are carried with
them into adulthood.

Therefore, the students were encouraged
to aim high: “Create lasting, inspirational
toys that encouraged children to ask
questions and raise expectations.” It was
considered important that students not
compromise by designing for the low-
est common denominator, but instead
challenge the trends & desires which are
becoming the social norm.

The way we educate our children affects all
our futures.

To date, more than 30 IAMAS students,
lead by Kyo Akabane, James Gibson,
Shigeru Kobayashi & Takanori Endo have
taken part in the creation of numerous
new toy concepts. From these initial ideas,
select projects were developed into
working prototypes, and have gone on
to receive awards at several international
exhibitions and competitions. Since Spring
2008, the project has moved into its
second phase. While continuing with the

same themes, focus has also been placed

on improving our prototyping environment,
with the aim of achieving a more efficient
development period for both novices and
experts alike.

The exhibition “IAMAS Ubiquitous Inter-
action Research Group Exhibition: Hands
On, Prototyping Prototypes”, aims to il-
lustrate our philosophy. On display are
a number of toy concepts in all stages
idea sketches

of development, from

to working-prototypes. Additionally, we
will hold a series of hands-on sketching
workshops. Firstly, “Idea Sketching” by
James Gibson, which gives an introduction
to the benefits and importance of sketch-
ing in the idea development stages of any
project. Secondly, “Hardware Sketching”
by Shigeru Kobayashi, which introduces
ways of quickly programming and making
electric circuits to sketch electronic toys

in hardware.
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Jamming Gear So Kanno, Kenichiro Saigo
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Jamming Gear is a concept toy allowing

you to control music through the tangible
arrangement of gears. Each corresponding
music loop is played in full with each
complete rotation of a single gear, so you
can play music visually. The periodic time
changes depending on the size of the
gear, and the playback speed of the sound
files also changes. You can enjoy playing
sophisticated tunes by combining various
size gears, and it will be visually fun. The
target age group is from senior children
at elementary school to adults. Since you
can easily start playing by just adding
and matching gears, elementary school
children can enjoy. Moreover, adults with
in-depth knowledge of music can enjoy
trying various styles of play by exploring

different gear ratios.
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ACTION! Finger Puppet Tomomi Kasahara
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ACTION! Finger Puppet is a concept toy
modeled on a pair of tiny boots to wear
on your fingers. The boots can play sound
effects as you walk your fingers across
any surface, bringing life into your imagi-
nation.

The boots can sense simple actions, by
using reflective photo sensors under each
boot, and play sounds accordingly. For
instance, you could try walking, jumping,
running, and skipping, turning any desktop
space into a creative playground.

With ACTION! Finger Puppet, children can
feel a natural connection between their
finger movements and sounds, not replac-
ing, but supporting their imagination in
a fun and engaging way. It would change a
boring study desk into a joyful playfield
for the toy.
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Stamporon Ryota Matsuda, Sho Kuwabara
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Stamporon is a toy with which children play
with footsteps of animals.

This toy consists of three four-legged
walking animal-robots and several ‘foot-
units’, which represent different sounds.
When the animal-robots step, you can
hear those various sounds, which you
can freely customize and compose by
attaching the ‘foot-units’.

Although there are many toys that enable
children to make sounds, it is difficult
to enjoy making and composing music
without considering the user’s technique
or rhythmic sense. To solve the problem,
Stamporon provides really simple inter-
action, enabling children to play sounds
and compose music without any special

techniques.
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Shaow Radi-con Takanori Endo, Kanako Hashimoto
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Shadow Radi-con is a small projector bas-
ed toy that can be carried by only one hand.
The toy allows you to play with projected
shadows on walls or roofs, and you can
control shadows as you like with several
buttons and by tilting the toy itself.
Playing with shadows is much fun, since
you can portray shadows as something and
intuitively control the shape of silhouette
by moving your body. Moreover, you can
identify silhouettes with real-life things
and imagine scenarios by yourself.

The key of the toy is controlling or creating
silhouettes, and you can enjoy it as you like
by creating more complex shapes and more
free movements than real shadows. The
goal of the toy is, like the tools of juggling,
creating complex movements and shapes

as you acquaint yourself with the toy.
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Surprise Window Fumitaka Kimizuka
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Surprise Window is a concept toy that

magically overlays an animated figure on
top of a real scene by using mobile phone
and a special attachment for it. Looking
out the window while riding in a car or
train, you can control your character, as if
you are visualizing your imagination in the
flowing scenery. This is achieved by placing
a half-transparent screen at a 45 angle to a
mobile phone’s LCD display on which the
animation is playing. This allows you to look
through the angled screen at the moving
scenery and the animation simultaneously.
With the use of a simple controller you can
make your character perform acrobatic
actions, such as jumping and dashing
across the landscape. This toy is best when
playing in a traveling vehicle, and | hope it

provides players with really unique content.
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Icha-Ichal Finger Wrestling Yasuyuki Suki
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Icha-Icha! Finger Wrestling is a concept toy
that consists of a couple of finger puppets.
When finger wrestling, the puppets play
sound effects and give vibration feedback,
which makes the battle more exciting.

By using conductive fabric, the contact
between two puppets can be detected,
and this triggers feedback such as sound,
vibration and light. An LED indicator, set in
the puppet’s face, changes its brightness
according to excitement of the play.
Icha-Icha! Finger Wrestling is originally de-
signed for couples, and focuses on giving
them a precious time together, rather
than focusing on competition. Through
playing with this, | believe couples will be
encouraged to have good, natural com-

munication between themselves.
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Eye am You Yasuyuki Suki
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Eye am You is an eye glasses-shaped toy
with a camera. Once the camera detects a
face using the facial recognition program,
the display device on the glasses shows
the captured eyes of the face. When user
turns his head toward someone else, eyes
of the user become the eyes of the person.
This experience is very surprising and
makes people surrounding the user laugh.
It is also possible to enjoy these glasses by
capturing eyes from illustrations or comics.
The concept of this toy is “We see reflec-
tions of ourselvesin other people.” It is said
that a person meets various people, and
grows up through projecting themselves
to the others. Though this behavior is
unconscious, the toy visualizes it in a
symbolic way. This will provide a new, fun

experience.
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Animal Clip Kensuke Izawa

[T=<nsV)y 7] iE. BPORELIZIY Yy T T
BEALE/ICESTENERTZTETT, ZDHT
BIEFHOE KRBV INHYOOICRITT &
RIFETAITT )y THRIFSATEATW-BH DR
BrrIiIcffELTWET, FHOEIR 7Yy T TE/
ZlESH, ZITHEMEEb>TLEVWEL, LAL
[T==noUy 7 iE BESAEE/OBBICLST,
ZOE/INGLIRALELBY £T,
Biintliazrbo-Z0mBEU A, £ES
BRTT, ESALE/ICL>TELNE(TEHIET. F
IS TT7== o0y 7 & EEAEE/ EOBRD
32Z&HTEDLTLED, £ WAWABRE/ ZIE
SLTEEBLT BOEYDOIEFIEE/ADEKD
EFREUTHIEBEL>TVET,
ZOMET FHRIEBEEIABUAEZEBLTLD
EEBLTC BRLTWKZLDELIZHERTES T
CEHAFELTWET,

Animal Clip is a clip type sound toy that

has shapes of several types of animals.
When clipping something with it, it makes
sounds corresponding to each animal
shape.

The starting point for this concept came
from a memory of playing alone with
clothespins. At that time | used my imagi-
nation to create animals by regarding
clothespins as animals’ mouths. It pur-
posely has simple functionality to let chil-
dren to find or create their own way of
playing with the toy.

Through playing with Animal Clip, | expect
that children will create their own way to
play, and experience the enjoyment of

discovering things.
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Toshiba Collaborative Project
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IAMAS and Toshiba Corporation Design
Center held a collaborative research from
October 2008 to March 2009.

Just after we started our research group,
we had information-sharing meetings.
Then we worked on new physical inter-
faces for mobile devices as a collaborative
research topic.

In recent years, interaction design has
had a crucial role in making information
devices more attractive. Additionally, new
input methods such as multi-touch and
gesture recognition are available, and
these technologies are recognized as keys
to success for attractive products such as
the iPhone. In this research, the subject
was Toshiba’s mobile devices and we have
demonstrated the results as prototypes.
Moreover, we held workshops on physical
computing.

We provided opportunities to experience
our prototyping methods and got feed-
backs from real designers. In this exhibi-
tion, we exhibit two prototypes that were
developed from this research, and two
works by designers who visited IAMAS

as visiting researchers in 2009.
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Back-touch Desktop
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The main theme of this prototype is back-
side operation utilizing touch sliders on
the back of the screen. Touch panels are
an intuitive and futuristic interface, but
they are disadvantageous in that fingers
cover the contents of the screen. On the
contrary, screens are never covered by
fingers with this interface, so users feel
comfortable with desktop operations or

browsing large number of pictures.
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Magnifying Lens
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Magnifying Lens is a display device to show
virtual contents in relation to locations. The
supposed situation for this prototype is
viewing big images such as maps, news-
papers and panoramic images in mobile
devices with a limited sized display. Gyro
and force sensors are implemented in order
to realize a new interface, different from
cursor buttons or touch panels, that allows

for intuitive and fine control.
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Pet Navigation
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Pet Navigation is a new proposal about
navigation systems guided by an elec-
tronic pet projected on the ground. The
theme is Augmented Realities by the nor-
mal eye, without using mobile phones or
glasses with electric display devices. We
also propose new, intuitive and engaging
contents for this device, different from

conventional arrows or dotted lines.
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Light * Right
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Light *Right is a new proposal for a navi-
gation system with features such as a
light to illuminate the path ahead. Since
the user has to keep watching the map
on the screen while walking, the con-
ventional navigation systems for mobile
devices are unnatural and cumbersome.
By projecting information on the ground,
this device is more natural and safe for

users.
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This is a book that collects together all the records of “Hands On”,
a Ubiquitous Interaction Research Group exhibition held at the
AXIS Gallery in 2008. This book introduces the various projects
and joint research products. Recorded on the DVD are live demon-
strations of those products.

Form Saddle Stitch Binding
Size 147mmx210mm
Contents Introduction,

Ubiquitous and Contents Research Project,
Gangu Project, TOSHIBA Co-Project
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How to use table of contents

- For Adobe Reader

Access as table of contents using the “guidebook” function.
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- For Apple Preview

Type into the search window.
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How to use table of contents
- Access from the list display in the menu.
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Keywords or names can be found using the search function.
- Search from the search icon in the menu.
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