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software, which support the concept of the
installation, “Humanistic Reality", as a software
development kit, which consists of projection
position collection, physics law, force display,
graphics, sound, and artificial intelligence.

As a long-term vision, we hope that people,
especially children, understand the importance of
like face-to-face

Humanistic Reality

communications, sharing of time, sharing of
experiences and keeping of usual living spaces.
Hopefully, children who had experienced our

“Tangible Installation" invent natural new
relationship between computer and human in the
future.

In other words, we believe that the experience
become "the compasses" which tell the direction of
the new continent to the explorer in the world of

the future interaction.
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