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Introduction

Degree Program in Design (DPD) is a dynamic
research program that spans academic fields, regions,
and cultures. The program serves as a meeting point
where individuals with diverse perspectives and skill
sets can study together.

In this booklet, we share the “theory” that is the
cornerstone of design studies and report on the
various practices of the organization that nurture

creative human resources to face the question,

“What is design?”
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Beyond “Convenience Gadget Thinking
Weaving Meaning, Story, and Value: Practices in Design Education
UCHIYAMA Toshiaki

Introduction

“Another convenience gadget, isn't it?”
Professor Takashi Hasumi repeatedly
uttered this phrase during critiques of
students’ work in the “Basic Design
Practice” course I took at the University
of Tsukuba 30 years ago. At the time, I
could not understand the true meaning
of these words and was confused, won-
dering, “If convenient things are bad,
then what should we create?”

Thirty years have passed since then,
and now I find myself in the position
of teaching the “Basic Design Seminar”
at the University of Tsukuba. While
the name of the course has changed
from “Practice” to “Seminar,” the pur-
pose of learning the essence of design
remains unchanged. Moreover, I have
finally come to understand the essence
of Professor Hasumi’s words. Design

is not merely a collection of functions,
but an endeavor centered on “how

to frame questions,” “understanding
humans,” and “creating meaning.”
This work discusses the escape from
“convenience gadget thinking” in

design education, particularly in teach-
ing beginners and students from other
disciplines, and the practical methods
of “design education that emphasizes
values and meaning,” which holds the
key to this transformation.

1. Why Do Students Fall into “Con-
venience Gadget Thinking”?
When design beginners tackle their
first assignments, we often see pro-
posals like “furniture with storage
functionality,” “multifunctional apps,”
or “products lighter than conventional
ones,” which encompass ideas focused
on functional enhancement and im-
provement.
These approaches share an underlying
belief that enhancing physical func-
tions and performance automatically
equates to “good design.” The under-
lying psychological factors include the
following:
Comfort in concreteness: To retreat
to clear, explainable functions is eas-
ier than abstract values or meanings
Social conditioning: The value
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system of “convenience = excel-
lence” has been established through
advertising and education
Answer-oriented mindset: Rem-
nants of learning habits that believe
“correct answers’ exist
Misunderstanding problem-solv-
ing: A tendency to oversimplify
“problems = solutions through
convenient functions”
Graduate students with diverse back-
grounds in engineering, psychology,
and other fields who are learning
design for the first time in the Degree
Program in Design often display simi-
lar tendencies.
What lies beyond functionality alone?
The word “convenient” originally
means “suitable for one’s purposes,”
but it does not necessarily bring happi-
ness. What is important are emotions
and experiences, narratives, and mem-
ories.
For example, for many people, as a
“means of information transmission,”
letters are inferior to email in terms
of speed and convenience. However,
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the “narrative” woven by handwritten
characters, the texture of stationery,
and the anticipation of opening an
envelope carries meaning that digital
cannot replace. Meaning and relation-
ships are sometimes born precisely in

slightly inconvenient” experiences.

2. Beyond Observation to “Values”

I once gave a visiting lecture to high
school students with the following
assignment: “Design a toilet for Darth
Vader.” The students immediately be-
gan thinking, and the most common
responses were:

“Darth Vader wears a cape, so it would
get in the way when entering the toilet.”
“So we need a hook to hang the cape.”
Indeed, this was good observation and
not wrong as a functional proposal.
However, I asked: “Would that really
make it Darth Vader’s toilet?”

Think about it. Darth Vader is not just
some old man wearing a cape; he is a
symbol of the Galactic Empire, a being
who is wrapped in fear and majesty.
Would you really want to imagine
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such a person opening an ordinary
door with a click, hanging his cape on
a hook, and locking the door with a
snap? Can you really call that “charac-
teristic of him”?

Accordingly, I presented the follow-
ing idea: Rather than opening a door
to enter, the toilet itself should be a
“performance space.” For example,
when Vader stands on a black floor,

it descends with a “whoosh” sound
while dry ice-like smoke billows from
the surroundings. He “disappears”

as he enters, and after finishing, rises
majestically like on a stage. Would this
not be a design more befitting of his
character?

This example demonstrates that while
“observation” is the starting point, it
alone is insufficient, and connection
to “values” is essential. Furthermore,
design cannot rely on “observation”
alone. When we can imagine who that
person is, what they value, and what
kind of existence they want to be, de-
sign transcends being merely a “thing”
and becomes a “narrative.”
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Here, “story” does not simply refer
to a collection of functions, but to a
narrative that gives meaning to the
user’s life and experiences. In Darth
Vader’s example, a hook is merely a
“function for hanging a cape,” but the
performance of the floor sinking and
smoke rising weaves a narrative of “a
ritual demonstrating imperial majesty.”
When a person’s character, values, and
cherished meanings are embedded, de-
sign begins to tell their unique “story.”
The following questions are effective
for shifting perspective from function
to value:

“For whom is this convenient?”

“How will that person’s life change

by making it convenient?”

“Is there anything lost because of

this convenience?”

“What does ‘delightful’ rather than

‘convenient’ mean?”
I want students to continue asking not
just about functional explanations, but
“How will that person’s day change by
having this?” “What kind of feelings
do you want them to have?” “What
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kind of narrative will be created in that
persons life?”

3. Design as “Positioning”

“Design is positioning”—This single
phrase, which I heard during a lecture
at the 53rd Annual Conference of the
Japan Society for the Science of Design
held at the 21st Century Museum of
Contemporary Art, Kanazawa in 2000,
my first year as a faculty member at
the University of Tsukuba, remains
deeply etched in my heart.
“Positioning” means reviewing the
meaning and relationships of things
and reassembling them anew. Starting
with questions like “For whom, in
what situations, should this have what
kind of value?” objects and systems are
relocated to appropriate “places” and
“roles.”

Consider a picture frame for display-
ing family photos. If we position it

as “frame = something that protects
photos,” a functional and inexpensive
frame would suffice. However, by
repositioning it as “frame = something
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that symbolizes family bonds,” we
need total experience design including
materials, form, and placement loca-
tion.

In other words, designers are “people
who edit meaning” before being “peo-
ple who create the forms of things.” By
considering not only visible elements
but also “why it exists” and “what role
it plays for whom,” design becomes
remarkably richer.

From Editing Meaning to Process
“Positioning” as design may seem

like an abstract concept. However, to
practice this in student guidance, con-
crete thinking processes are necessary.
How do we “edit meaning”? What
procedures do we follow to review “po-
sitioning”? To answer these questions,
I have developed the following system-
atic frameworks through educational
practice.

4. The Five-Step Model: A Frame-
work for Organizing Thought

I have introduced the following five

steps in student guidance:
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Step 1: Observation—Understanding
Users

Begin by drawing a concrete portrait
of a person. As well as basic informa-
tion like age, occupation, and living
environment, also carefully observe
and imagine in what situations (time,
place, circumstances) that person
would use the product or service, and
what challenges or wishes they have.
The important thing is not to aim

for “universal things that anyone can
use,” but to focus on one specific
concrete person. Many students think
“I want as many people as possible to
use it,” but to maximize power of the
design, to deliberately “narrow down”
is important. Design for one person
with whom you can deeply empathize
becomes the starting point for design
that reaches many people.

Step 2: Values—Finding What Matters
Consider what values should be
emphasized for the person revealed
through observation. Looking not only
at functional values but also emotional
and spiritual values is important.
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Values can be classified from the per-
spective of “value for whom”:
User-perspective values: Related
to individual direct experience and
utility (e.g., usability, sense of secu-
rity, comfort)
Social-perspective values: Related to
the impact on broader communities
and environments (e.g., sustainabili-
ty, fairness, inclusivity)
Context-dependent values: Those
that become important in specific
usage scenarios (e.g., portability,
responsiveness, quietness)
A common mistake is confusing
functions or features with values.
Rather than “waterproof function and
lightness,” think in terms connected to
that person’s emotions and experienc-
es, such as “peace of mind unaffected
by weather and reduced burden of
carrying.”
Step 3: Concept— Verbalizing Philos-
ophy
Integrate values and verbalize unique
perspectives and approaches. This is
not mere functional explanation, but
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expression of the philosophy for which
the design aims in memorable lan-
guage. The concept serves as a design
guideline and becomes an important
element for discussion and evaluation
with others.
Understanding the difference between
values and concept is important:
Values: What indicates “what is
important” (e.g., safety, usability,
sustainability)
Concept: “Unique way of thinking
and approach” to realize values (e.g.,
“Analog warmth that accompanies
digital.”)
Concepts are often expressed through
metaphorical expressions or word
combinations, with the effect of
memorable naming being important.
For example, an expression like “Analog
warmth that accompanies digital” for
smartphones for older adults integrates
multiple values and functions as a
project compass.
Step 4: Form and Function—Giving
Shape to Ideas
This is the stage of giving concrete
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form to the concept. From choosing
shape, color, and materials to design-
ing functions, interfaces, and detailed
usage experiences, realize as visible
and touchable elements. Technical
constraints and feasibility must also be
considered here.

However, when considering form and
function, to always return to the values
clarified in Step 2 is important. One
needs clear answers based on values to
questions like “Why that form?” and
“Why that function?”

Step 5: Future Changes—Imagining
Impact

Imagine what effects the design will
bring to individuals when realized,
what impact it will have on society,
and what long-term value it will create.
This perspective aims for sustainable
and developmental value creation,
rather than one-off solutions.

When considering results and impact,
to imagine not only functional chang-
es like “improved usability,” but also
those more deeply involved in that
person’s life, such as “improved self-ef-

2Ty T4 HERBE—TAT TERIED
YT M EAEHRIZIZL TWwL
BRETH D, IR 0. FHORR
o, BEEER A ¥ 7 — 7 = — 2D
AR O FMEFTE T BICHZ
- onsEEE L TERT 5,
CZCIRBAN IR R B R D
HEOTHETHLEND 5,

7272, BRBREAE L BBEDL . W
ATy T2 TS LB D
BB ENEETH L, [REZOR
O] [T ZOELRO»] Ev»
I T LT, il Feov 721
MR B2 2 FFOVLEDND 5,
27975 RO b—F BT S
FEOTHA Y FEH SNz AL
EDOL )RR EDLSTH, A
DL LB EG250 TLTE
Mz k) iz A LT
W HERBRT 5, BN RRYETIR
%<\ RN TR 2 iRl %% H
BTN TH 5,

05



Beyond “Convenience Gadget Thinking” Weaving Meaning, Story, and Value: Practices in Design Education

STUDY G

ficacy,” “formation of new habits,”
and “activation of communication” is
important.

Through these five steps, the trans-
formation from “function” to “narra-
tive” is born. Through the process of
knowing people through observation,
finding value, creating unique con-
cepts, giving them form, and depicting
future impacts, mere “convenient
things” transform into “design with
narrative” that accompanies that per-
son’s life.

The Reality of Design Process
However, an important realization
emerges from actual guidance. Design
processes rarely proceed “step by step,”
but progress in a “cyclical” manner
with thinking and action involving
back-and-forth, repetition, and leaps.
For example, even starting with obser-
vation and human understanding, one
might work with hands to materialize,
envision the future, and finally verbal-
ize the concept.

I use these five steps not as an execu-
tion process, but rather as a “frame-
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work for structuring afterward.” They
also function as a self-checklist when
students become lost during creation
and as a common language when those
from different fields engage in dis-
cussion. The essential work of design
involves chaotic exploration processes
and finally assembling into coherent
explanations.

5. Love and Shirasu: The Essence of
Design

The Inherited Teaching: “Design is
Love”

When I was a student, the year-

end parties for the Industrial Design
Course (now the Information and
Product Design Area) always featured
passionate speeches by Professor Akira
Harada, which ended with everyone
shouting, “ID is Love!” This phrase
combined playfulness with deep mean-
ing, consequently overlapping the
sounds of Industrial Design’s “ID” and
“love” (ai in Japanese).

After organizational restructuring
created an integrated educational
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system with Environmental Design
and Architectural Design, which
encompassed broad design fields, this
evolved into “Design is Love!” After
Professor Harada’s retirement, Profes-
sor Toshimasa Yamanaka inherited this
tradition, which continued for a long
time. However, since the COVID-19
pandemic, group-format year-end
parties have decreased, and almost

no opportunities to hear this phrase
directly currently exist. Nevertheless,
the phrase has penetrated so deeply
that no graduate does not know these
words, and current students probably
hear them on some occasion.

This phrase carries meaning far beyond
a mere slogan. Design is essentially an
endeavor of thinking about, imagining,
and accompanying users. It involves
adopting others’ positions, trying to
sense their pain and joy, continuously
asking “What does this person truly
need?”, and attempting to give form to
and deliver that.

Love is the will to understand others
and the feeling of wishing for their
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happiness. Design is also born from
the desire to wish for users’ happiness
and make their lives better. Excellent
design always has “a heart that thinks
of someone” behind it.

This attitude of “understanding others
and walking together” is deeply rooted
not only in Western design theory but
also in our culture.

Learning “Shirasu” Philosophy from
Kojiki

In 2025 (Reiwa 7), triggered by His
Imperial Highness Prince Hisahi-

to’s enrollment at the University of
Tsukuba, I encountered the concept of
“Shirasu” while learning about Japa-
nese history and culture.

The term “Shirasu-kuni (country ruled
by Shirasu)” is an ancient concept
found in the Kojiki (Records of An-
cient Matters) and Nihon Shoki (The
Chronicles of Japan). Here, “shirasu”
differs from the modern Japanese
“shiraseru” (to inform), and means “to
govern” in ancient language.

The essence of “shirasu” represents

a fundamentally different approach
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to leadership and governance than
Western concepts. “Shirasu” means to
deeply understand and know thor-
oughly, cherish, accompany, and walk
together, listen to others” voices rather
than give one-sided commands, and
guide in good directions while main-
taining overall harmony. This philos-
ophy emphasizes understanding and
empathy, and contrasts sharply with
“Ushihaku (authoritarian rule based
on control and possession), “ which
relies on force or private ownership to
dominate others.

When overlaying this “Shirasu”
philosophy with contemporary design
practice, surprisingly many common-
alities emerge. Excellent designers first
attempt to deeply understand users.
Furthermore, design is also an act of
balancing various elements. Contem-
porary design emphasizes “leaving no
one behind.”

In other words, excellent design is
“Shirasu” action; that is, knowing
users, society, technology, and oneself.
Based on this, design is finding “forms”
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where all elements harmonize and lead
to people’s happiness.

6. Interdisciplinary Environment:
Educational Possibilities
One characteristic of the Degree
Program in Design is that graduate
students with diverse backgrounds in
engineering, psychology, and other
fields gather. Among students from
other fields, many are from engineer-
ing, which makes it seem as if many
technology-oriented students are
on the program, but this seemingly
difficult situation provides valuable op-
portunities for design education that
nurtures value and narrative.
A Place Where Different “Ways of
Seeing” Meet
Even when involved in the same “mak-
ing things,” engineers and designers
see fundamentally different things.
Engineers think about “how to make
it,” while designers think about “why
make it” and “how will it feel.”
Borrowing words from Professor Kenji
Suzuki (Engineering), with whom I
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Beyond “Convenience Gadget Thinking” Weaving Meaning, Story, and Value: Practices in Design Education
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have collaborated on joint projects for
approximately 20 years since joining
the University of Tsukuba, engineers
are people who “make things,” while
designers are those who “create per-
spectives.” Both are indispensable, but
they aim for different goals and see
different layers of the world.

Many students from engineering
backgrounds initially tend to fall

into “convenience gadget thinking.”
Although their “power to pursue
feasibility” becomes a great strength in
design, they also tend to overempha-
size functional value.

Learning Possible Only in Interdisci-
plinary Environments

However, this diversity becomes an
important resource for education.
Engineering students face questions
of “Why?” and “For whom?”, while
psychology students consider “How
to realize it?” Through the process of
understanding each other’s expertise,
deep learning emerges that cannot be
obtained in single fields.

The Five-Step Model is particularly
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effective as a common language when
students from different fields engage
in discussion. For engineering stu-
dents, even starting with the technical
constraint examination (Step 4), I
encourage them to ultimately return to
user value (Step 2) for reconsideration.
For humanities students, I require
comprehensive proposals that include
not only values and feelings but also
feasibility.

New Perspectives Born from “Dia-
logue”

The most important aspect is the
dialogue between students from dif-
ferent backgrounds. When engineer-
ing students say, “That’s technically
difficult,” design students ask “Why is
that technology necessary?” in return.
When psychology students say, “We
should consider user psychology,”
engineering students ask, “How do we
measure and verify that?”

Through such dialogue, students learn
to question the “common sense” of
their specialized fields and incorporate
other perspectives. Accordingly, design
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proposals based on understanding
technical constraints become realistic
and valuable. By layering questions of
“Why?” and “For whom?” on top of
this, design that accompanies people’s
narratives emerges, consequently tran-
scending mere functional improvement.
Interdisciplinary environments are

also the best conditions for promot-
ing escape from “convenience gadget
thinking.” This is because through
discussion with peers who hold
different values, one cannot help but
question whether their proposal truly
“has meaning for that person.” Design
education that nurtures value and
narrative demonstrates its true worth
precisely in such diverse environments.

7. Educational Challenges and Fu-
ture Potential

Learning based on human understand-

ing faces several challenges including

high subjectivity, difficulty in evaluation,

and time-consuming development.

Difficulty in Evaluation

Although functional improvements
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are relatively easy to evaluate, the

evaluation of design based on values is

complex. “Usability” can be measured,
but “comfort” and “attachment” are
difficult to quantify.

Nevertheless, I confirm educational

effects from the following perspectives:

. Can students draw concrete user
portraits?

- Can they speak about experiential
and emotional changes rather than
ending with functional explanations?

- Can they answer “why” questions
about their proposals?

- Can they discuss values in Q&A
sessions after presentations?

These abilities will continue to be es-

sential for designers regardless of how

times and technology change.

8. Design That Reaches the Heart:
What Education Aims For
Professor Hasumi’s phrase “Another
convenience gadget, isn’t it?” has be-
come the foundation of my education.
Making convenient things is not
wrong. However, not stopping at that
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point and continuing to ask “How will
someone’s life become richer by having
this?” is the form of designer needed
by future society.

I want students to create not just “con-
venient things,” but “designs that leave
lasting joy.” What is needed for this is
not only technology but also imagina-
tion and empathy toward people.
Education that nurtures design
reaching the heart is not merely for
improving design skills, such edu-
cation becomes the foundation for
understanding others, accepting social
diversity, and creating a better future.
Design education that transcends
“convenience gadget thinking” and
nurtures “value” and “narrative” is
humanity’s essential endeavor that
remains unchanged regardless of how
technology evolves. This is because
while technology can be utilized as a
tool, the power to think “why is this
necessary” and “what kind of happi-
ness does this connect to for whom”
can only be cultivated by humans.

In interdisciplinary environments, stu-
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dents from diverse backgrounds meet
and create “meaningful things” while
utilizing their respective expertise.
Moreover, the design capabilities nur-
tured in such environments can play a
vital role in addressing the challenges
of future society.

Conclusion

The essence of design education is

not the teaching of technical skills.
Rather, such education is for each
student to nurture “a heart that thinks
of someone” and acquire the power to
give it form. I believe that nurturing
designers who transcend convenience
gadget thinking and weave value and
narrative is education’s mission that
remains unchanged even in continu-
ously changing times.

Education that questions meaning

is the key to opening future design.
That key certainly exists in the small
“hearts that think of someone” held by
students who will bear future design.
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Distinguished Course — Research Project in Design A .
BAO Suomiya
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Period: April 2024 — June, 2024
Theme: “Engagement Design in Con-
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Teachers in charge: Suomiya Bao and
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Sari Yamamoto

Special guest: Mitsui Sumitomo Insur-
ance Co. Ltd.

Participating Students: Master’s Pro-
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“Hemoheari” : A Shampoo Package That Reminds You When It’s Time to Donate Blood
(Kurumi Masuda)
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gram in Design (N = 10)

In contemporary society, skyscrapers,
land development, space exploration,
and metaverses are rapidly advancing,
expanding physical and virtual spaces.
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Simultaneously, content such as apps,

entertainment, and games is growing WHAT DRINK NEXT?

at an explosive rate. By contrast, hu- STOBCBET SHEH
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limited. For this reason, “Research
Project in Design A” defined “human
beings” as the most essential resource,
setting the theme of “engagement de-
sign” aimed at attracting and gathering

people. Through two design projects

focused on present-day society and the
future metaverse era, students cultivat-
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ed their creativity and practical skills.
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In the first project, the students exam-
ined a wide range of real-world social
issues and identified situations in
which gathering people was necessary.
Each student freely selected a topic
of interest, designing and producing
original proposals related to scenarios
such as fundraising, volunteer activi-
ties, blood donation, demonstrations,
museums, and spaces where people
naturally come together in society.

The second project looked ahead to the
emerging “metaverse era,” addressing
real-world corporate challenges in en-
gagement. We invited a guest lecturer
from Mitsui Sumitomo Insurance Co.,
Ltd. to provide insights into the cur-
rent state and outlook of the insurance
industry. Based on this lecture, the
students explored how people might
be drawn to social activities in near-fu-
ture virtual spaces and proposed their
own visions for engagement within the
metaverse.

The design degree program continues
to provide students with opportunities
to engage in socially rooted, future-ori-
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ented projects. By working with re-
al-world issues and corporate partners,
students can develop multifaceted
problem awareness and problem-solv-
ing skills. Through this course, they
gained valuable experience as designers
and design researchers. The program
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remains committed to fostering the
ability to envision and shape society
through design, now and in the future.

EARBHTS 7Y —vkkoT,
B3z L, WAL T —HREAT
Ronz T LERALEV.

i
alone i -
- kvons aaosowm  MEEBIEELSLCe
[
alone together \E—2;
- '
Y h S

"y
EHOT Y=y, FOLLLNTO I N
PRLBOT, BOERERAT S,

“Unveiling Voices Together” : Clothing Made with Magnetic Materials to Attract People to

Demonstration (Tamami Sato)
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Distinguished Course — Research Project in Design B
KOYAMA Shinichi and KATO Osamu

Period: Oct. — Dec. 2024

Research Project B-I

Theme: Design Proposal Enabling
People to Enjoy Farming Using “Com-
pact Farms”

Teachers in charge: KOYAMA Shini-
chi, OTOMO Kuniko, HASUMI
Takashi (Guest Professor)
Participating Students: 3 Students of
Master’s Program

Research Project B-1I

Theme: Campus Renewal Project for
The Junior and Senior High School at
Komaba, University of Tsukuba
Teachers in charge: KATO Osamu,
SHINBORI Manabu (Guest Professor)
Participating Students: 11 Students of
Master’s Program, 3 Exchange Students

Project Exercise B consisted of two
parts: Project Exercise B-1, which
focused on the fields of composition
design and information/product de-
sign, and Project Exercise B-II, which
focused on architectural design. Both
exercises involve practical design chal-

lenges, and joint exercises were con-
ducted when a common assignment
was available. In 2024, the exercises
were conducted separately because of
the differences in assignments.

In Project Exercise B-1, we worked on
a design proposal to enable people,
including the elderly and children, to
enjoy farming by using the “compact
farm” developed by Yamanaka Corpo-
ration in Yuki City, Ibaraki Prefecture.
As society’s birth rate declines and

the population ages, the number of
farmers decreases. However, agricul-
ture is an industry that is indispensable
to our lives; therefore, the objective

of this project was to examine how
everyone can enjoy agriculture from a
design perspective. The first class on
October 4 featured a special lecture by
Professor Hasumi. In the second class,
the students visited Yamanaka Corpo-
ration in Yuki City and observed the
actual “Compact Farm” and its pro-
duction process. They then proceeded
to conduct research and create their
own prototypes. On the final class day,
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December 13, the final presentation
was given to Professor Hasumi and
Mr. Takashi Yamanaka, President of
Yamanaka Corporation. In the final
presentation, three students proposed
a new way of engaging in agriculture
using the “compact farm” from the
perspective of integrating disciplines.

In Project Exercise B-II, we worked
on the campus renewal of the Junior
and Senior High School at Komaba,
University of Tsukuba (hereinafter
referred to as “Tsukukoma”), which

is over 60 years old. This exercise was
conducted as part of a high school—
university collaboration project. As a
kickoff event, we held the “Designing
the Future School Workshop” on
October 5, 2024, providing the course
participants with an opportunity to
engage in discussions with Tsukukoma
students and teachers. For the partic-
ipants, it was a valuable opportunity
to hear directly from the users; and for
junior and senior high school students,
it was an opportunity to learn about

schematic designs in architecture.

AN E— g

7oo 12A13H ORARZHER T, H#
B E EHAREEY~F IOl
HMEZBFEILT BRILEV %
Tolze WRTLEY TII3HDFLE
PO BERANREENS [TV s b
By | B i mEOL ) R
REL,

7uYxs MEEB-T T, #60%E
EHZHHERERIERS b - mE
8 (LT [#iB1)) oF v 82y
Za—=TIVICHY FLA P, A IR
K7 oy =7 bo—8E LTHE
BENhizo Fv o7 F 74X MELT
[KEKOFRZEMOL YT =TT ay
71 (20244F10A5H) %# WL, &
B4 & FB O EGER U E 2w T 5
WEERT T2 BIBEICE > TlE2—
F—oFErEEHEEERS L
N, hEEICE o TREBEFFA VI
B EABEEZSRR L o7,
HWEHEIZFEICELTBY, B
DFRILCOFER OBRBE & 1Tk &
BToTWh, T/, T—ray



EDUCATION ##

Fad I - Tud =y MEEB

As the educational system is constantly
evolving, schools today differ greatly
from those 60 years ago. Therefore, the
workshop focused initially on envi-
sioning future learning environments.
However, the students shared their
deep attachment to the existing cam-
pus and many memories. From this,
the participants realized that in school
architecture, it is equally important

to preserve the historical spaces that
embody memories of student life and
activities. With this awareness, the
course participants proceeded with
their design.

The completed projects were exhibited
at the Tsukukoma Library from March
10 to 31, 2025.

Research Project in Design B-I
Example of grape cultivation using a compact farm (left), Observation of metal processing (middle), Student works (right)
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Research Project in Design B-II
High School-University collaboration workshop (left), Student works (right)
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Report on the Harassment Workshop for Students

“Study Session for Career Paths of Graduate Students:
Thinking about Harassment Issues Around Us”

Although the University of Tsukuba
has provided many opportunities for
harassment workshops for faculty

and staff, it has not yet conducted
harassment workshops for students.
However, harassment can occur even
among students, who may face various
types of harassment when they enter
the workforce a few years later. For
this reason, Degree Program in Design
considered it meaningful to hold a
harassment workshop for students,
and attempted to conduct a harass-
ment workshop for students ahead

of the entire university. The Degree
Program in Design positioned the
harassment workshop as part of career
development support for students and
named the workshop “Study Session
on Career Paths of Graduate Students:
Thinking about Harassment Issues
Around Us.”

‘The workshop was held for master’s

and doctoral students on Tuesday,

January 21, 2025, from 10:10-11:25
in Lecture Room 5C302, with a total
of 15 students and faculty members in
attendance. First, a lecture was given
by Assistant Professors Haruka Keino
and Yuri Kitahara from the Student
Counseling Room on harassment, un-
conscious bias, majority privilege, and
respectful communication, followed by
group work on “Visualizing Majority
Privilege,” “Trash Can Work,” and “As-
sertion Checklist”. At the end of each
session, group discussions were held
on these topics. After the workshop, a
questionnaire was administered to the
participants.

A total of 12 participants responded
to the survey. Eight of the twelve
indicated that the harassment work-
shop for students was very useful, and
four indicated that it was somewhat
useful. Nine respondents answered
that the content they learned at the
workshop would be very useful in
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KOYAMA Shinichi

the future, and three answered that it
would be somewhat useful. Based on
these results, it can be concluded that
the workshop was meaningful. In the
free answers from the students, the
following comments were made: “If it
is optional, the number of participants
will be limited, so it would be better to
make it a required class,” “Instead of
thinking about what is wrong, I would
like you to give specific examples and
clearly tell us what is wrong in the fu-
ture sessions,” and “I would have liked
to have had a discussion with all the
participants instead of dividing them
into small groups. When we placed
them into groups, diversity decreased
within the group. It would have been
better if both the faculty and students
had come together to discuss issues
from a variety of perspectives”.

The lectures, group work, group
discussions, and post-lecture surveys
at the workshop brought many things
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to the faculty’s attention. We have it is important to continue to have
reflected on many of these issues and opportunities to talk to students about
strived to communicate better with harassment in the future.

students and colleagues. We feel that

Lecture by Professors from the Student Counseling Room
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AT, LS, NI, [ /38—
bF—uRy b ORFEHZE: &
Byt H L7za v & 7 Mg
DB, RPN EBERERLE,
No.18, pp. 141-146, 2025.
https://aiit.ac.jp/documents/
jp/research_collab/research/
bulletin/18th/24_Uchiyama.pdf
HORUHR AL E SEBAMT R BE K Al 2
FockeREs (20254R2 A 58647)

. V. H. C. da SILVA, D. KIM and S.

KOYAMA, Fear of Replacement and
the Appearance of Socially Assistive
Robots, #5260 H AW T4 4%
K THAE, 81-82, 2024

V. H. C. da SILVA, D. KIM, Z.
YOU, X. ZHANG, S. KOYAMA,
Influence of Anshin, Familiarity, and

Locus of Control on Acceptance of
Technologies, 5520 H A< & T4
[EFRETHIE, 607-609, 2025

D. KIM, V. H. C. da SILVA, S.
KOYAMA, Comparison of anshin-

kan, familiarity, and acceptance

toward various types of robots in
Brazil, China, and Japan (1P01-11),
o0 HARRY: THAEFEFRET
Hidk, 457-458, 2025

OBl ¥RFER

1.

Seekkuarachchige Mihiri Hirudini,
Kyota Yamada. (2024). Modes of

Co-Presence in Different Types of
Contemporary Houses in Lower-
Middle Class of Suburban Western
Coast, Sri Lanka: a case study in
Galleview Watta, Korosduwa. The
14th International Symposium

on Architectural Interchange in
Asia(ISAIA), Kyoto 2024.9.12
(Awarded as the best oral
presentation of the session)

Anjie Su, Junyi Shen, Shinichi
Koyama, Exploring the
Relationship Between Visual
Stimuli Speed and Comfort: The
Role of Interoceptive Sensitivity
and Anxiety, The KEER 2024
International Conference on Kansei
Engineering and Emotion Research
(KEER) 2024, Taichung Taiwan,
November 20-23, 2024

Can WANG, Kuniko OTOMO,

“Formative Features and Symbolism



List of Student Research Results for 2024-2025

202448 BE AN TR — B

of Dragon Patterns in Miao
Embroidery in Guizhou Province:
Design Elements in Mythological
Backgrounds of Decorative
Embroidery Patterns”, The KEER
2024 International Conference on
Kansei Engineering and Emotion
Research (KEER 2024) Proceeding,
The International Conference on
Kansei Engineering and Emotion
Research 2024, Taichung Taiwan,
November 20-23, 2024

. Alisjahbana, K. D., Sawamoto, H.,
Suzuki, Y., Imamura, T., Kiyoshima,
Y., Utsunomiya, A., Suzuki, D.,

& Bao, S. (2024). Exploring cute
character design impact on avatar
impression and usage motivation.
Kansei Engineering and Emotion
Research (KEER 2024), Taichung,
Taiwan, November 20-23, 2024.

. Momoka Sato, Kyota Yamada,
Tort Katyn in Wat Paknam Japan
Branch and its Relationship with
Thai Originated Residents in
Metropolitan Suburbs (ISAIA),
2024.9.12

. Chen Xi, Yamamoto Sari, Pavement

Design for Pedestrians’ Sense of
Priority in Shared Space - Design
Proposal for Positive Public Space,
The 24th International Walk21
Conference, the Carlos Lopes
Pavilion, Lisbon, Portugal, October
15, 2024

. Wu Yunhui, Yamamoto Sari, Effects
of road surface design on driver’s
visual fixation: Design Proposal for
Shared Space, Urban Transition
2024, P2.54, Sitges, Barcelona,
Spain, November 6, 2024

. Harumi Edo & Masaru Nakano,

A Case Study of The Development
of a Card-based Role-playing
Game For Learning About
Communication, The 2024
International Conference on
Kansei Engineering and Emotion
Research (KEER 2024), National
Taichung University of Science and
Technology, San-Min Campus,
Taichung, Taiwan, November 20-
23, 2024.

OfFh

. ZIBERI, S— Mo Ry M
https://ota-tech.net/2024/

141 BB 7-5E - BISE 7 =7 R,
2024.10.10~10.11

2.

Kara Dinissa Alisjahbana, Haolin
Hong, Nagai Haruka Clara,
Miyazato Misaki, Shameen Randika
Dharmasena, Tseng Yi Ching, Hu

Yixuan, Baharinia Zahra, Kimura
Ryutaro, Baba Rintaro, Hiroyuki
Sawamoto, Satoko Ieshima, Yuhei
Suzuki, Toshihiko Imamura, Yui
Kiyoshima, Ami Utsunomiya,
Daigo Suzuki, Kyota Yamada,
Suomiya Bao, Communication
and Education in Metaverse,
INTERDEPENDENCE, Fabbrica
del Vapore, Milano, 2024.4.16~
4.24

OPZNFE IR R & —RE

1.

Chen Xi, Yamamoto Sari,
Pavement Design for Shared Space
Oriented to Improve the Pedestrian
Experience, The 71st Annual
Conference of JSSD, Kyushu
Sangyo University, Fukuoka, June
23, 2024.

EMER, INARRE, SR 2Bk A
ZBIAY VRV S—DHALL
Wi, AARFTYA V4245, UMNESE
K, b, 2024.6.23
LEEZE, AR, [ &b i
[eFskmizE] o8y F7—2
HE~NDOILH ], HRTHA L iEs
7RI FE S KA, JUNESEKR
2, falT, 2024.6.23

BEM, INARE, FI 4N -0
TAEEN B L5 2 5 KT A
V—HARRY 2T = F - AR=2
EHETL0ORE—, HRF
WA v EL, D10-03, LM EZE R
&, fali T, 2024.6.23

R, KT, 22 R AN
% 5.2 2R ORI $ 5 0%
—EHEEZWMT 2 7L v —,
HATH A 424, PA-08, JulliE
SERF, T, 2024.6.22

V. H. C. da SILVA, D. KIM and S.
KOYAMA, Fear of Replacement and
the Appearance of Socially Assistive
Robots, #5261 H AR &4 T4 4K
&, ¥ 7 — R —VARdE, BRI
JIIX, 12 September 2024.

V. H. C. da SILVA, D. KIM, Z.
YOU, X. ZHANG, S. KOYAMA,
Influence of Anshin-kan, Familiarity,

and Locus of Control on Acceptance
of Technologies, 55200 H A< &4 T
FRBFRE, T TR,
LHBHI, 6 March 2025.

D. KIM, V. H. C. da SILVA, S.
KOYAMA, Comparison of anshin-

9.

10.

11.

12.

kan, familiarity, and acceptance
toward various types of robots in
Brazil, China, and Japan (1P01-
11), #5200 H A TR BFR
&, TR L IEMHER 7, TR, 5
March 2025.

BAERIZ, R EREG DR o S skt
LMW DAE —HR T E B
KEFRE LTI 22T 4 AN—
ADTIHT—], AHIGAE BRI SR
FE LRI AR T Y =
2 T (SPRING & BOOST) #f%E
SRR, FHPRZ, BB iR m
Ba (JST), © < I E B &Y,
2024.12.6

GUO CHENYANG, =i iz
ENZEMOBHTHFA Y ICHT 5
WF9E, A HIGAE BE 451101 51 % K 2 1
LR AEIE SO 27 b
(SPRING & BOOST) #i7e5t5%,
FUERS, FHEHAHRIUEHE (JST),
2 CIFERE SRS, 2024.12.5
Anjie Su, Research on the optimal
speed of Random Dot Motion stimuli
and Bubble Tubes —A basic study for
the design of comfortable space for
people with sensory hypersensitivity—,
A FIGAE BE 55 1 IR SRR b A 0
AR IR 7O Y2 s b (SPRING
& BOOST) #iesess, SRR,
FrfBaREER (JST), 2 < I3XHE
bR H,2025.3.7

AR DL, BRIEICRE IR 38 5 D BLEL T
WA Ik LR ORI
BATEI A~ D HE, SHCHE 1N
PR LR AR T
oz b (SPRING & BOOST)
WFFesE e, FPRT:, PPk
WEEHE (JST), © < (XEIBR Y,
2025.3.7

O% ot

1.

2.

LR, ST, [HF7Ei
Wbt - MRS CRYAENT % i
BO[ZOANLLE] ZREICL
TR T A ¥ OBFELEE—
THFZE D BUR & BHEIZ oW T—]
77 vva IR RAFRRHE
[ GAKKAIPRESS ] vol4.4_6. (7
KEABGEL ¥ 74 Y HA3), 2024,
=R FEH, 14 B B 0% -
%7 =27, [N okAEZH
Ey/X— b F—OKy bOTFTHA
¥ 1, BORUHR AL PESEBAN R A2 BER A,
2024.10.11
https://ota-tech.net/2024/exhibitor/
detail/?uid=997
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List of Activities for 2024-2025

20244 DG E— &

4H 5 AT Entrance ceremony
April
BMAEAX)V LY F—ay (IHH) Orientation for new students (1st day)

8 WALV F—v 2y QHH) Orientation for new students (2nd day)

19 TFZER R, WFZesimESE oI Due date for Report of Research Result, Research Plan
5H 11 REbEHM & Open Campus and guidance for entrance exam
May

5124~6/3  7HER ARG Admission Period for the Examination in July
6H 21 D2 R IE T s D2 Deadline for early completion application
June
7H 9 7H FERARK Entrance Examination for July
July
8A 6 D1 ffgeRifise & Presentation of Research Plan by D1
August
9IA 2~12 10 7 F2 i A sl R 100 1H) Admission Period for the Examination in October
September

20 D3 15 SO A A e D3 Submission of Application for Preliminary

Doctoral Dissertation Examination
D3 E R B CaFili D3 Final Self Assessment of Achievement

25 ARG Graduation Ceremony

26 M2 HERESR RS D2 R ES Interim research presentation by M2, D2
10H 17~18 10 7 FE i Ak Entrance Examination for October
October
114 11~15 M2 515w SO H e e de M2 Submission of thesis title for Masters’
November

19~20 D3 i SO A B D3 Submission of Application for Doctoral

Dissertation Review
12/ 2~12 1-2 A ARG A Admission Period for the Examination in January-
December February

18 M2 15 T HFgEiR M2 Submission of thesis for Masters’

19 M2 S E I B CaTA M2 Final Self Assessment of Achievement
1A 10~24 M2 B TIIEsE RS - REES (~1/24) Thesis presentation and exhibition (-24) by M2
January

21 FD W54 FD Workshop

24 D3 i X FA R D3 Dissertation Review Board

30 1-2 A% AR Entrance Examination for Jan-Feb
2H 3 M1, D1, D2 #7258 E 4 Research presentation by MI, DI-2
February

17 M1, D2 ERE B CaFili MI, D2 Self Assessment of Achievement
3H 14 M2, D3 6 T#  WFFERCRaE HHE M2, D3 Completers Submit report of research results
March

21 [PRFZWE ] [HFRSE] 5 Awards Ceremony for the University of Tsukuba Art

FHX Prize, Meikei-kai Prize, etc.

25 FAELEZ G- Graduation Ceremony

20
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List of Thesis Titles for 2024-2025
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List of Thesis Titles for 2024-2025
20244 FEME THIZEEH — B

[ i 0T R ]
K4 S H
AR LR - FHLRORE ‘ , -
i Tedh 5 YRS DI DB ORISR/ SNV B L AR IC X 5 ZHBRMEH Y — v | RO
YU R Proposal for the Utilization of AR in Exhibition and Learning Support
uyl Work “Explanatory Panel on the Column Structure of Orchid Flowers and an AR Tool for Demonstrating the
Pollination Process” with Research Paper
4 M X LSRRI & 5 £ G HEH O EEREUGERR &% - EeoHE
o Effects of the Rental Vegetable Garden for Improvement of Living Environment in Housings and the Issues of
EBINA Yuichi .
its Development and Management
HISE S =54 A= AORFEE A =T 4 = BB BRI BT B %
OKAJIMA Shiho il TM((A-Z))E #000000] J OSHFge it it
e Bro Research on the Development of Audio Games and Visual Stimuli in Audio Games
FHA L ERERHE Work “M((A-Z))E #000000” with Research Paper
A R MR AT B BIZE T OB & B ORI — [EO T A ¥ | 7D ORFWFE—
KAMIMURA Yuuta Gaze and EEG measurements during observation of mastication behavior: basic research for “design of eating”

AH HEIKH

IR W L7230 04T L3RR
—HIARWLZE T WP GE ) DA RO FEE 2 e LT—
e TR 555 K ORFJeds &

KIMURA Ryotaro Analysis and proposal of places where local materials are converted:
A case study of stone and Masiko pottery on the Jonaisaka St, Masiko town, Tochigi Pref.
Work “A place where ‘Chi’ turns” with Research Paper
EAEIIT RIS B B 22 M (B OFSREIEIC T 2 0F%E

o — BRI LA - 1 HHHT O T R 2 iR & LT—

waf B i [ Area renovation of Rikichi Ishida’s House | K UMBFZE#R 5

TAKAHASHI Ryusei A Study on the Hierarchy of Spatial “Okx” (Depth) in Traditional Townhouse:
A Case Study on the Traditional Townhouse Containing Storehouse in Masuda-cho, Yokote City, Akita Pref
Work “Area Renovation of Rikichi Ishida’s House” with Research Paper

] Fry POREMUICHT 2T = A=Y a YIREL V5 T2 ¥ a VORISR

TOKUNAGA Moe A study of animation effects and interaction with chat balloons

: JH.

i fi KA I ¥ Y 3 Y DMLY 151 EOD %5 i & TRORE

. _(,M,_mf:;?fg Relationship Between the Way Rooms are Connected and Area in a Skyscraper Condominium Floor Plan

TR T B B RGEE O FH IS PEALIC 330 2 HIH IR RS IE O I A & 3

MATSUMOTO Akari Initiatives and Challenges for Individual Shopping Streets in Apartment Complexes in the Revitalization of
Public-Private Partnerships

B R MREOHCTTIZA 31T 5 HE V22 O FE RIS 2 A58

MIYAZATO Misaki —MWEE IFOT7—r— PRz IR E LT—

FPRFEEMHB L
THA T SO

A Study on the Development of “Hi-0ho-i” (Awning for Street) in the Process of Urbanization in Okinawa:
A Case Study of the Arcade Shopping Streets in Naha and Koza

CM WG DOTERE K OTEBI 7 4 > HEAABRIRE O X2 H MG R 28

N g . ; : ; . ! = .
. The influence of informational and emotional design elements in commercial videos on social acceptance of
YOSHIKAWA Mio autonomous vehicles
[ RZAZ =] 12X B RFHADER
S g — KRBT AN BOHREENR L L7277 v ay - Y —F—
YEIOSI;IibA Miki fEimn [Kasumigaura Living Field ] & OWFE8cs 3

HIREE Ol T4 - L RTTRE)

A Practical Study on Kominka Restoration through “Renovation School”:
Action Research on a Kominka in Kasumigaura City, Ibaraki Prefecture Paper
Work “Kasumigaura Living Field” with Research Paper

Vay a7y

BRI X 2B BN IS 2 F%E i
Peah [REMOE T IRARARC ] TRATIOE - R IEOE | [RIOE T -FRfp 258 ] K OWFgesits &
A Study on the Modeling Expressions of Light through Geometric Patterns

LIU Xiaowen Work “Geometric Light I: Floating Patterns of Paper”, “Geometric Light II: Flow of Colorful Light”,
and “Geometric Light III: Shadows of Order” with Research Paper
Wi 2 < B EHDIRDWIZET 2%t

PAIE NS —mAT THIET ] & [BEboRA] 296l LT—

WAKAYAMA Shintaro ~ TEdl [0 S »VESE | R OWFFEHRkE &

Bl R BEO A Study on the Urban Vitalization with Temporary Stalls:

FHA LT

A Field Survey of “Sunday Market” and “Omachi no Yatai” in Kochi City
Work “Elastic Architecture” with Research Paper

HE - AT CHICBF AT LI —H—720DaL 75 4 Ty ADRE
—HARDALZ 54 Ty ZADHEF S &8 L T—

a5 e [55- fE - 55] ROBFeds &
Hu Yixuan A Proposal for Collective Housing for Teleworkers in Hegang City, China:
Through the Case Analysis of Collective Housing in Japan
Work “Dream, Live, Gather” with Research Paper
5 ¥R A Study on Design Elements of a Drugstore with a Tablet Selling Method —A Study Using Virtual Reality—
CAI Tianvao (5 7VLy MCEBWEEHEEZ MW FT v 72 T OFH A Y ERICHT 2%
24 —Virtual Reality % i\ 7215 —)
mTEE A4 The Public Space Issue and Possibilities Created for Southeast Asian Focusing on the New Immigrants in
. ASEAN Square (Taichung, Taiwan) : From the Present and History of New Immigrants
TSENG Yi Ching CRIBIES (B, 218) OFBRICHH L2 T ¥ 7 M5 07220 O 36 22 1 0 308 & e

THA LT R

—HBROBUE L R 5—)
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List of Thesis Titles for 2024-2025  20244F A5 THFFEE H — %

Community Renewal Proposal for Residential Historic Districts from the Perspective of Tourism-Residential
Symbiosis: A Case Study of the Chenghuang Temple District in Xi’an

;I—?Arlzl C? Yr7 v Work “ECHOES OF AGES” and Research Report
aoyun (BOG & EBOIAD & WA BB MRS O 3 3 2 =7 1 FARE—VGRRERIX 2 H e LT—
Peah [WFZEDE X | B ORFFEHE )
Fav 774 WHPEIC BT 2 H P EA O B R E S AR S 2 Bk 54
ZHANG Leyi The Analysis of Awareness Regarding Self-Residential Home Purchase Among Chinese Residents in Tokyo
INN=1 =X T Analysis of Adaptability and Enhancement of Super Adobe Method for Material Upcycling
BAHARINIA Zahra MFT v 7H A 7)Y 7T e A—8— - 7 FEEOBIEHEO 5T &AL
AT T
FRRATTHT 7 Ephemeral Urban Encounters:
LA FIyy Micro social spaces in Sawara Grand Festival, a case study of traditional festivals in Japan
Ekaterina Radoslavova FHTD ) DHV@ LB V—HARDEHRIIEDOHF & L TOEEDORENIBIT 2 I 7 0Ltk aZEm—)
LEONDIEVA
YI—3I=V FUTHH—
y—<—tF— Geospatial Analysis for Cultural Landscape Evaluation: A case study of Tissamaharama, Sri Lanka.
Shameen Randika UL BT 0 72 OB EM ST —T 1 v I~ n—F—< (R F %) 2L LT—)
DHARMASENA
[ AR ]
R4 i SO H

t—vrTIvFr
kY e TF4=—

MODALITY OF CO-PRESENCE IN DOMESTIC PLACES OF LOWER-MIDDLE CLASS SUBURBAN

SEEKKUARACHCHIGE  RESIDENTIAL AREAS IN WESTERN COAST OF CONTEMPORARY SRI LANKA

Mihiri Hirudini FUC A 5 > A FaER O T AL EBIME S H TORENIC BT 5 HAEDOFAM)

FHA v T

gﬁé Ajfg‘ ok BHEESRE QMRS H L7/l — C AR BI04 54 12 B0
alsuKe

HIRET KRB T4 - RIS
BLOTHA B CH

Guidelines for Outdoor Environments in Long-Term Care Facilities Supporting Walks for Older People with
Dementia

VTV
SU Anjie

Personalizing Sensory Room Design: Exploring the relationship between the Most Comfortably Felt Bubble
Tube Speed and Individual Physiological and Psychological Profiles

(L F) = V=271 ORI b PB %N TV F 2 — T HEE L EADLEE - LEY T T T 7
AV & OBROHESE)

MCCE-2

ek N

NN |

] 5 6% OKAJIMA Shiho
RWKREFIEME + T4 FREHENE

’j"lﬁ gL

"y
- ':;‘ . ‘llll

L - KASUMIGAURA LI

D

‘ = ~’ Cllasor.
i o
(L |
F1 HOREE  WAKAYAMA Shintaro FHH %A YOSHIDA Miki
BENE GEMEM) + 74 S REHENE FIRRE (RE¥ERBTH - HLEEWE)
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