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Usability Study through Project-based
and Participatory Learning

- Focused on Usability Improvement of Pointing Task using Wiimote -
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ABSTRACT

Students have to effectively get lots of knowledge and technique for practical education. Usability
is one of the most important factors that have to be considered for user—centered design. Students
who study design have to recognize the importance of usability and learn the method of problem
solving considering usability. For this, the application of project-based and participatory learning for
usability education was studied. Study team was organized including graduate, undergraduate, and
high school students. Students team identified a research topic, and then studied the topic. Usability
evaluation and design improvement was performed in this study. Students could learn usablity
evaluation method and design method through the process.
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Table 3. Devices for motion recognition in wiimote
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