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The performance of digital media-aided design Thinking

Student : Jing-Ya Wang Advisors : Yu-Tung Liu

Institute of Architecture
National Chiao Tung University

ABSTRACT

MS digital studio study of how information present and how to interact
with the user . But faced with such this topic, description of the works of de-
sign/static rendering, cannot be fully expressed the designers’ thinking
, so digital media system will become very inportant . The application of
digital tools (such as: FLASH, and UDK, and ADUINO interactive design and
so on) above digital interactive software, not only interacted with users, but
also express designers’ design process and the manipulation, more can
extends to building, made entity and simulation, let user experienced aura
of space and interacted with each other . In this four main design theme,
digital medium, from the beginning of the design issues-> design-> digital
media Assistant->design fabrication, digital media is necessary for design.
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INFORMATION PLATFORM INFORMATION TREE P\

INFORMATION TREE
ISSUE

In the rapid development of technology and efficiency trend, people are often too focused on the work
and job, ignored social interaction with peoplesCurrently prevalent form of communication, technology:
Mobile, networking, messaging, and other, %it seems asif.shorten the communication distance, provides
convenient and fast communications efficiency, butreduces thelinteractive exchange of people, and aliena-
tion increased. This will indirectly affect peopleof selflearning and growth opportunities. Application of sci-
ence and technology should not be limited to this, along the fruits of technological advances, we should be
use technology products to increase human interaction-and the exchange of experience, building a mutual
exchange and learning and development of space.
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INFORMATION TREE SITE
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DESIGN FUNCTION
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INTERACTIVE & ENVIRONMENT
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MA-GI-CIE57R

ISSUE

Next generation of gene building is combine the assists of medium with design idea , and solid model of
the entire design process to achieve results - MA-GI-Ciis starting from the discussion on site-> environ-
mental issues “wind” -> formicary concept->CFD fluid simulation->entity model results.
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TisfE#Evirtualwind tool

First we create a volume frome and then use
the software voronoi to divide it , After divided
the volume into many small objects , Deleted
the spare meshes .
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West - East section

South - Northh section

2Floor Plan
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CAD/CAM MODEL
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SOUND SPACE

ISSUE

Sound space purposes to provide a music space, allowing users to interact in 3D space or to provide a place
for music related messages. In the space containing the service centres, advertising, music listening, user
evaluation, music collection and other fufctions, also ¢reated a. game. Allow users to play the game way to
send and receive messages in music.

Voice guidance is the important part of design directions, use properties of the sound in the present case
(size, frequency, speed, style) classification, with the vision guidance, users can recognize the properties of
musical information (such as popularity, downloads::: Andiso on).
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SOUND SPACE SATURATION
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DESIGN PROCESS
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JELLYFISH

ISSUE

Jellyfish take working space as starting point andimagine how interact with users in the work space. So start
from the Studio lights. Due to the problem of pull the electric'wire , whenever you want to turn on a light in
the area, often even in other parts of the fights are turned©on. Jellyfish want to use the inductive senser . To
let small current controls high current switch, then userswill have lighting , With the bio-like appearance of
agency actions , users interacted with jellyfish- will made a'lot of interesting experience in space.
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ADUINO
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CODING

const int irReceiver = 2;

constint irLed = 3; // ATHMRIEEIZR

const unsigned int frequency = 38000; // SE¥E44EER (BB Hz)
const int button1Pin = 6;

const int button2Pin = 7;

const int motor1Pin = 4;  // H-bridge leg 1 (pin 2, 1A)

const int motor2Pin = 5;  // H-bridge leg 2 (pin 7, 2A)

const int enablePin = 9; // H-bridge enable pin

const int relayPin = 13; // 4523 (Relay)

int button1State = 0;
int button2State = 0;
int relayState = O;

// HEBIZIRIE

orlRin, LOW); // setleg 1 of the H-bridge low
Rin, HIGH); // set leg 2 of the H-bridge high

/1 SNABHETE AR

1Pin, LOW); // setleg 1 of the H-bridge low
2Pin, LOW); // set leg 2 of the H-bridge high

void switchRelay() {
if (relayState == 0)

relayState = 1; // TBHEERZARECN A ON
else
relayState = 0; // TBHEERRARECR A OFF

digitalWrite(relayPin, relayState); // E4EEESI(ES), Y)IREARE

//Serial.print( “Relay status: “); // IEHEEIZHIARAEENE] Serial Port

//Serial.printin(relayState);
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