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Lessons with Multimode Interactive Design in Education

@ Fan Ping Lin

Computers and information technology have become an essential part of contemporary life and an
important means of learning for children today. Research indicates, however, that excessive computer
use is detrimental to the physical capacities of children. This is because most human-computer interaction
and input devices, such as the keyboard and mouse, require only small movements of the fingers and
arms. Prolonged use results in inactivity and overall lack of exercise, which then hinders children’s physical
development. Furthermore, since usage is based on one person per monitor, opportunities for interaction
with friends or teachers, and collaboration while learning are reduced, limiting the planning and design of
pluralistic education and the possibility of its implementation.

For this reason, as teaching activity becomes more digitalized, we should include different forms
of interactions to not only improve computer-centered education, but to also promote healthy mental
and physical development. This presentation addresses multimode human-computer interactions and
introduces examples of multimode interactive teaching activities by digital toys, somatosensory games,
mobile devices, and board games, etc., to show the possibility of applying more interaction plans in
teaching activities and adapting them to the environment of interactive learning for children.
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Numerous research projects include
the development of physical devices for
science education using entertaining
tangible user interfaces, design research
of human-computer interfaces based
on simulation games, and design of
educational platforms and media with
board games and digital toys. Public
relations activities involve leading
research groups, demonstrating
interactive play for energy education
programs at the National Taiwan
Science Education Center, and planning
an exhibition of interactive e-books
at the National Taiwan Museum
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and works using interactive Chinese
characters at the Hua Shan Cultural
Center. In education, supports student
participation and presentations
in conferences with good results,
winning first prize in the 2011 App
competition sponsored by the Industrial
Development Bureau, Ministry of
Economic Affairs and three Far Eastone
APP Starlight Awards.
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