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Abstract

This essay initially explores the theoretical underpinnings and core theory of unconscious design.
By emphasizing the value of its application in interaction design, the concept of unconscious de-
sign is integrated into human-computer interaction design, exploring and summarizing a new in-
teraction methodology.

Keywords

Naoto Fukasawa, Unconscious, Synesthesia, Interaction Design

MESIA: AW BT ERIRBOHE SRR BB )], BT, 2023, 8(4): 2388-2393.
DOI: 10.12677/design.2023.84289


https://www.hanspub.org/journal/design
https://doi.org/10.12677/design.2023.84289
https://doi.org/10.12677/design.2023.84289
https://www.hanspub.org/

F N TRES

Copyright © 2023 by author(s) and Hans Publishers Inc.
This work is licensed under the Creative Commons Attribution International License (CC BY 4.0).
http://creativecommons.org/licenses/by/4.0/

1. 5|18

TEF BT H SR A, AV T 08 S R I T RURS 1 2523 STRTHIROR . S8 RO ARG /7 . 1T
SIS TR B R IR, AT AR KA F P2 SRR ARSI G, B T L R
SR — U BT A R RS IR A B SR, R L 200 R AR 7 5 T
R P AR, S R SR i
2. ZERIET R

(—) RN R T 5

BAE ), SIS A AL E S UKL EE” R AR OB A B TR BRI R
(1], Al BAEE A RS R R AR B Ar 0Bk, 73t A HOAE — AT 2 BRI R R 2 6 ELAR B
RIS

TMA S, B OB SR ERALE (LB hIR I TR ENEIE2], B IR P R
R, BABEHEH T AR EIRA LA AR, AN ACE R C R . T bl JE S AT LU 7 4t
Wk, BETRLSHAARNL, HH - UIEA LR,

BRIEZ b, B RITRNEE - A « W27 (EALBETT) (31— BRI A M0 IR R 4 AR
FARERRERAR, X HEBRAG R RECAE—E, FFURRG T REHE . Bt
JiEE LRI L7 BEAT BT LKL, 2 TR F LR RGO A I 3T P — 15 S 4 2 i
W R B RS 1 R G T

BA_F S HH 1) T JERE AT ATE AT E AT R (35 e, 3 EL S I AT A R s B P it
AR, A HRARA], TR LB LI, i AR

(7)) RN

BUGRI LRI BEHR B AT SRR REEA, S SISEF R LR
AT L2 A7 (5], BRI GO ANZ0 , K AT L35 AR o h 1 JE R AT A R T 3R,
TR0 7 2 R I P P [6]. B A IR s R £ 7 AR IR e A TR LR850, R
FHUEAT A, K05 e RS 1 — S (] 1), {8 AT 7 (P P2 A e 5, 7 (b

Figure 1. Instant coffee stick
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Figure 2. The Naoto Fukasawa’s iconic CD player
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Figure 3. Donald Norman’s seven-stage theory of action

B 3. EME - ESN-EMBITHIER®

HEMNMENZH Y T-EMBATHEI[16], BEEH NS RG LB RIA 3). (H2EHE IS5
ZXH P OB IR [17], H PRSP IR G S B T fe s w2, I A3 H A R 45

Rl AE 2 B R Al |, Jesse James Garrett #2178 583 (I PR B2 E[18], FEHEETXH A
ABRAT AR E SEIR e i, A3 T Bt A B P OB AL B RS BT HESE[19].

(Z) BRRZE®I T ERRA

1. ZEE5 R IRAS Bkt

The four elements
of the subcon- Behavioral motivation
scious mind

1. Senses (hearing, smell, touch, taste, etc.) 1, Sensory stimulation, emational feedback

2, Historical and cultural customs 2, Repeat consistency
3. Memory and habits 3, Similarity, association

4. Scene and environment

Figure 4. Four elements of the subconscious mind
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Figure 5. The example of setting an alarm clock with Apple
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