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Abstract

Tangible user interfaces (TUI) offer new ways of interaction with virtual objects that people can
exchange and handle with digital information, providing a real environment. Considering the eld-
ers’ features, the TUI that combine with play therapy in the treatment of old adults can help them
keep healthy and improve the interactive ability. Under the promotion of the concept of smart
pension and technology empowerment, this paper provides a new way for old adults of play ther-
apy in order to promote the development of elderly care services in China.
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WA E BB R A, BN G AR m . BN K1, A RIBERE ) Z E A
B, WA KA RO T TANGTT K sem E (At 2 DR ARG . Tl A D 2 4K
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CENFR MK ARG PSS AR TR RCR, i 2t Fl, R
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PerkIG T RNE A2 7 3, W B ikt 2 O BRI SN RN D e . SRARSE HAR N
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WEARIATT IR TR A, B RN T L0 BAT N BEAS B IE ST, R — RAVFIHLERR K
F B SRSl R AL AN A R K B S o BR AR R SR 109 1982 4F, T RRIA YT B> FUBO R IR TTRE X
N I INZREIE T I AE B @S N A rh R Gedthiz I FR AR, Tk i gk 4506 vk (0 0 ok 35 B
B TP B iR 2 DB, TSR N RE[2], IR S B WA T #E— AR — O BR YT 7
%, EHATEEN.

BE ZUACTEEINE, AR AR AR UK 2 20T, WA — A BN Hrai i 254110
THEREETB WHRM, WA R N AR A BB R 1 TR, RIS AT BAOAG B B 5w
ZENKFE SO AN, ANABE s FOA RN DI Re M LR i BE /055 . HT, R T 28 AR
I R I R )T R APIRIE R A& GE sl M 7 XK o

2.1. G Rl

WAV IMAE B . R A PHEISE R L, R S BRI w697 %R, ki
Iz AT I B S BB S v B D AR I C A Z B8 0 5 J7 TR Rt AT G, AT TR A ek gz A B Ak . “Making
Memories Together” [31EA—F NEFEH R BH E TR AUk, EHEREF, By R EE X
KA EMEZE. ANFEHERITENL, HHE#E—D 7EEE NN, Bt 8 10 2 4 B i 2.
2.2. BFHEK

LTI AE A% G S i ) B il i B BB, DL I B 451 G o sk, N B s i i
LT, NBLFIRAL UL B SR IG . B git, FEARRYN 50 % LA EZBRILR L) IR IR S
B =z —, HBEFERE EFHERA4]. B, B ERE R SRR 5l NItk ia 7 Rt r &,
R F-96 97 Ul B A VA A I R SR AR IR L[5 ]

DOI: 10.12677/design.2023.82024 177 wit


https://doi.org/10.12677/design.2023.82024
http://creativecommons.org/licenses/by/4.0/

HRAR, #RE%

PR b BT, AN ZRST — e 5 B S MR (DU B B s S0 A SR s 2 (s 2 i
B BH RN . JEI R ARPEATER MR SR T RIS AR R IR, AEAT XA AE & s A
BEATE ARV 25 OASEAT (K R T I, i SR AT B S5 SR A P s B2 4 N AT 27 21 R 4 el
F, RXTCEEIIN T ZAE NI S AR, BRI B H A AT . TS A Fr i AN TG ZAE TR K
MNGE, B A B SR TIRAE, (R AR 5 SUAAMSRIIE 2, NITEGEIR TR -

3. FRPFE

SEAAH P ST (Tangible User Interface), 8 /7 &S 55075 8456 1SS AofI 3 DTS B A8 i F b
PGS, HAEN—FH P, 4B 7 S GUI (Graphical User Interface) /5 58 B . A AL 14
B NEEN KBRS, WA GEDEdE, LSEYd I Dot SO, Hodh ikt isd B g
NEHEALE, REFEFEE LT3, TSR T TV B G2 R PR AL . S - 5
s DU OB RO TGy, IO TR 5 S B S B b, (R NSRS IR B E A .

SEAARF P ST S YR B TR A B 1980 4E4), Frazer [6125 A3 H —FFE i 3D MESAAL, {0
TFREMUEBE T, XN RGH, H PR SE A SR, T L ) R U A ) 52 IAE W Bf b
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] P 23 B e B 55 AR5y 1 DU AH SRR BB 9T 80038, 79 0 D B T SE ) S T A8 B TS iy 3 o
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RIETRAGHIZAS, AR DL S 1 0 R0 T 553047 28 HL

WK, AAME BB AR D S 1R H0 40 B e AL RE A A 2356 73 b, P24 H L AT
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FEEZ W21 Gl o % AR S, AR ML T NRIN G IR I R, R 22 Fh B8 FNBOR SCRFAT] 73 =
FURAIRERZ H B, A 7 % R T AR TR, MAIEAE . SARAN AR 15507 S F R A
TS SE B A IR NS AL R LRI /1, Spreicer [11HREAE N —F ZHEANRKUEHAR, HFEH
MHER G LR, T AR 2 BE AR R, D5 2l B d N 2k, B2
SR S [ ) SR, BT 2 ARGER I ATE T S UM E 2 AL, ERRE A
MAETETT A Re R AEE HEMER, Ak BasT H iR,
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SEAR R AR BR . X B RN HR R =N BN R, TR L & T DR B Z SRR IR T
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U e 5 T SR PR SR T, S IN 1TSS LT R B G i S S L, A A6 SN B A R

4.2. FEYXE

transBOARD J5 4 2 ¢ M B HHE S RSC A B0t N RST8], £E BA T AN BRI T7 BEAT B AR AL, 5
WY S AT WHE SRS . “MINWIL [13]2 —FOVZERR B E TR IS Rk, BE T LUE
FI Wiimote A4 7 55 1] AL SR A 04T B X% G 1 BUH UM 182 52 (15 R, 52 transBOARD [ 4178 S 451

43. ASERHERXH

MBS e KRN ASERNT S, £ ambientROOM JEAL R ZGirh, W LAAT FRIK Bt
TP RIA T, XFWURAER . B H AR CRBGEND) T, SO SR TEOR, B
NI AIGES, HP TS E A& IR 2 R AR 5, B PR 22 BN 5 [R) i g Do S B 4R T+ 51
Fan, BT 2006 FEHEH K ElderGames T4, Bt Aia I Se M b5 Tl 2 4 N & Jm b, Jf
REERTNH RIS SRt =2 5, DIEGEZENRIAK. S RDIRERHE A5 IT[14].

5. SEYIH P A EEZEHNIETT PR TR

SEAAR TP AR G YT TP B R T — s iR, B R A B, bt
NAE BT () BAE SO S BTG ) . T2 ERMA TS, e 5 IR A AL
BAETR, iEZEANS G “Ur 7 5, Al rh R RS, R4 R LB AL, DE=
ANV T 990 S SEPIR R R A2 L5 A R U AE AT A HERS -

5.1. EEREYE

TR 2 PR B b BB SR AR NI ARG, T2 ) B e P P ALSSE R R ™ b FE — AR LA E R N
ARARRLHE, POAARERME ., O ME RTINS, SO B(WIanm . 2305 Pl
RESE)JCIEHEAT B4, N LB RE P M A AEREAF PR 1L Hks B3 S AR R 3R, B N % B LGB IS
Alina [15]55 NI H S 5% 59 0R TIPS 10 30 BL KA B 48 AT HZ AT B3 AR st i e
FEAATER AL 2 RE ST, TP R AR AN R SEAART R, B AR Z 4R N 22 4GB =T » 7£ “ ElderGames
WEH” A ARG, RGN ST ARSI B (L] 1) B A5 e ik
AT SRR ERAE, IV 2 R ER, A BT N BN 2E ST AS, T SE B R 5 .

Figure 1. The objects/pens used to interact with the table
1. BFS5RFREMNIRE"
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5.2. SIANITHRRM

SAA L SR RE S B E A AR TR B RO A AR s SINERRIAT s, AR T4
REAKEE B SR RIZSG . FIR R TR G5 A R B AC EL IR A AR

TE 0 P A8 A SRS BN 5 B2 B AR N H AR T AR, T 51N B AR IAT Ay g DU 75 2255
JEEENHE AT R, Bt 507 30 2 2 A TRGERIAT S8 BIA i B v B
PRUCTHI “RAFERI” A —Fh w7, SHMBCaan, WERE R, =02
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Figure 2. Brain exercise for adults
B2 F5 “Rilg” #Hk®

SIN B AR IAT Dy ey [ i o] AR S 45 1 S B 1k o D 7 B DRI XK RE W ISR AT HL 2 Bl 248 N H %2,
B AR B e R . [BRA XA, 7R SERAE A, Wiy T Im s AW e P R
FRAR BRI FEBEAT JE Bt st s APt 7 AR R 0 B W2 WA S R 5. R B AR REAOR
PEBEF 287 R A5 S RN LA R AL BN T RE 3 0B AN FRIRE R ZER, 10 U A% Y S st i 22 1) i e it o 4
AT e R A A Gy 3 2 0 B . AL Mahmud  BIBA[ 127301 17—k T S 3 s B S -F 6 OB K
KRBT KESH, WL & 7 EEARB R RS G D, Ed-r G e gt sem Bl s 58, =271
CAEBH MRS, AR R RIAT T ROR .

FEALGE ) S i G T o 8 — AL L o BT S HEAT BB, (EAS AN RETE 7 RIEEE M
Rl s, A eI R fE BRI INERIA T, Bk UM E AT I IE O¢ R AL A e AR . B
FERTROUI, TSR EARYE . AT, IR S 30 e S A BB AT LARI N R B B R G =
YENT 50 58 AL 45 A Ak A S B S S 2 10 S HL . A 8 A SIS TEAPR AL Y Curball CREEERIERR [ 16], TLE
NEHILT AN SRR e Z AR DU B 2 AT DoV A B AR ARG, A B TR S iR IR T R -

5.3. WX ERF

SR P S TR A R 3 0 2 I B ORI, AR RS CAELER” SR, TERRTTRER, T
FEVURTERI AR T, HebR— VIS AT AR L 2.
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BESEEL TP, X IAFIRE IR MEAE N, R A AT WA A w] BE T Bt (17~ AR s 4, ki
LB BNAITRCR . R, HZENGIMN RTINS, FEREEET THRAL, kit i
BHENFERGIZENERDOR A, RINIGEFERER . @, HARD S P eEE A aE, £ROHER
FEROIASE T 2 N A G P A, ATITAS S H Al T30 PR R 3R 0

S SKMIAZ LI “ 3507 MM TS ), Sl e Bt Mg R AR NIRRT At e, DA
(R BEWTRRAETT o WX F T — PR35 D REME DI A 3 X8, i 5 S0 SR BT R (LA REAT it . BT R
g B IREGE WIHE . D REA GRS N Z A A R T HUOR SRR R B R
“ElderGames i H 7 FpAE AR “ #imsiisdk” (A 3), BB I 2R AT RE TR A 4EHF 24 NN
DhReRaE, MGG EENIRES o Wexk dr S A — Pl B AR i b SR B 7 T T AR AL R, 5 i
s A RRA, DR A NIRRT B N 1220 WA — A T ) Heft B 5O A SR 1B 45 A5 R 4
U IS5 AR AT T 7S 5K AR RS A B o SR ) 7 i R R EAT O FLAR BRI XROT 4RI AT 10 B ) WA
] IR DO ThREIX , 8 i 78 S AL S a0, HOE I R R/ NEAT X RN 2. T,
CAENAE DL AR M R SRR TR S b iR g, (Rt 2 Hah, ek 2| RAFHIIRITRCR . RBIAN 4.
Tkt ba . B A ERAE DT SR N T RERE G R L, R IA T R B SR SRR T SN 2 — H TR, B

PR TSNS -
Figure 3. The memo game
3. BRI

6. L&

P RRAR I AE T AL R 2 4 A2 BN O BN RE A B3 T A 55 AR OK R AN A8, (E T [ ek — 2 4
ERT TR, JCHAESRABSEARAZ BT AR, SRR P FHEE v 2 @8 & g 553, X
SERHRIESIEST U H B L BB AL AT ST AR, RIEERE, BE 5
T REAR AL 25 2t AL AV AE OB, NERIIAE E TP ARIAE . 4ERFALRE A e 5E &2 47 B rh T R s Ak
AATT AR XA A L7 O o L B P A ARG R . R, O R SEAR S B NI AT AT
P, PRI ST I BT T RN, ER S HBEER PR, LEAEFR K, ENMBLSEE A KT &
RGLREEH B A T RO BEANRE 2o B, TR DA R RS R A
T OB

O 1 K5 : Gamberini, Luciano, et al. Eldergames project: An innovative mixed reality table-top solution

to preserve cognitive functions in elderly people. 2009 2nd conference on human system interactions. IEEE,
20009.
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@ 2 KJ&: https://www.nintendo.com.hk/switch/as3ma/

@K 3 K& : Gamberini, Luciano, et al. Eldergames project: An innovative mixed reality table-top solution

to preserve cognitive functions in elderly people. 2009 2nd conference on human system interactions. IEEE,
2009.
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