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(Abstract)

As the need for more variety of interactive media grows,
alternative interaction methods beyond conventional ones
such as mice and keyboards are vigorously explored
recently. In particular, these new approaches are getting
attentions because they can enhance the user experiences
in the interaction. Howerver, since they are case-dependent
and specific, it still becomes crucial to consider and evaluate
the effects and possibilities of interactions. The study aims
to explore the ways to design the interactions by applying
Behavioral Prototyping Methods in the initial stage of design
development, which it calls "Interactive Prototyping Method".
With the case project, "Shadow Theater’, which is an
interactive installation for children, children can play and
participate in interactive story-making by wearing hand
puppets, casting shadows of hand puppets, and interacting
with virtual objects on screen. To explore and design the
interactions of Shadow Theater at the initial design process,
the study builds an interactive prototype which borrows
puppet theater settings and lets children play with hand
puppets and other objects. The session of user try-outs with
the prototype help to understand what and how they interact
with virtual objects, and to improve the interactions.

(Keyword)
Interaction design, Interactive Experience Design, Interactive
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