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1. THA RO T A 7T BB L OT VA VRSO Z N ZEhIZB VT,

[T %A 227 1 (Design Concept) | 2372 &R EICHERE 2GRl L T< 72 &0,

2. 3D-CAD, 3D-Printer, 3D-Scanner Z£® 3D £ffiny, TV A »EZXZDHESLTFIH, Bk
WNZH-Z2 552 HONWT, fak LT 72 &0,

3. UT»b 3 o0HAZERL, HozH\T, ThThodiMfzitd L T ZEw.
(1) > 7 VU Ai%E (Scenario Method)
(2) ANMIHLEREE (Human-centered Design)
(3) =R/ 757 4 (Ethnography)
(4) =—H =7 Z~Y =2 & (User Experience)
(5) =—H¥A %7 =—A (User Interface)
(6)SD {% (Semantic Differential Method)
(7) 77427 = (Abduction)
(8) #'—X 7 4 /r—3 3> (Gamification)
(9) ¥ =7 U7 ¢ (Singularity)

(1 0) —auEHIXE (Two-point Perspective Projection)

4. FHA L OEBRLTIA VRO ERIZONT, UTFOZNZENOE SN ST L
TLEE.

(1) mEnzE @ QOL (Quality of Life)
(2) Bl (Science) D% &

(3) SDG s



X LU D 3 SOREIL, EFMROZLEE A= %o TRV T BN EEA.

5. FEMNOHEF L T, AImOBHEROPHI Y TTE DM E TO A~D b RA T EI 0.
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6. FTOXIL, HAHAIHEZREHELIZLDTHS. FIULIA~E DEDNFETL X HH
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7. AOKIL, RUKE ZOSNFERPEAER - REER
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