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Principle 4. Good Design makes a product understandable )  

Principle 5. Good Design is unobtrusive )  

Principle 6. Good Design is honest 5(   

Principle 7. Good Design is long-lasting 3   

Principle 8. Good Design is thorough down to the last detail 5   

Principle 9. Good Design is environmentally friendly . )  

Principle 10. Good Design involves as little design as possible 5   
 

/ /

 ( ) /  ( ) /

/ /

/ /

/

/ “ ” =

 ( ) 
/

/

=  (cf.  2018)  

/  

“WITHOUT THOUGHT” ( / = /) /  “ ”  (

) = / /

/ / /

)  (Affordance) /

/  ( / ) 

/  (/

) / /

 (Norman 2013) /  (  2016)

/ / / /

/ / /

106



/ / / =

 

/ /

) / = /

/ / / / =

/ / / /

/ / /  

/

/ /

/  ( ) 

/  ( / /)  

�

] 3

�

/

/

/ /

107



/ / /

/ / / /

/ /

1 1
/  

/ /

/ / /

/ / /

/ /

= /  ( ) / ( ) 
 (  (UD) ) /

=

/ /

UD /

= UD
5  (116 ) 

 ( / ) 
UD

82% ( 36 29.5
) 66% ( 36 24 ) 

1 4 UD
30 ( 2019) /

/

/ /

= / / / UD
/ /

/ /

/ / / / /

/ / /

( &
2018) / / /

/

/ /

/ /

/ ― /

= /

/

108



/ /

( ) 

= / / (
Rainbow Bird 

Inc. ! / (

/  (  2016) ) /

/

/ /

�

 ( ) 
3  

4

2

 

  1  

 2
 

3 /

2 / / /

/

/  
 1  / /

/ / / =

109



2
 /

( ) /

/

/ 1. 3. 

/ / / / / /

/ / /

2. /

/ / /

( ) 

( ) 

/ / /

/ ( 3)
/ / / / /

 ( ) 
 ( ) 

/

/

 (Bean-to-Bar)  (
) /

/

/  (RE DESIGN)  
( /

/ ) / / (cf.  & 
 2000) ) RE DESIGN
/

 
 ( ) ( 2) /

/

/  ( ) / / /

/

/

―

110



/

 (nendo) 
/  (  2018) /

( / / The Fun Theory ( / ) /

= (fun) =

/

/ / /  “ ” 

/

/

/

/  “
” =

/

/ /

 (  cf.  2016) The Fun Theory
=

/ ( / ) /

/ /

/ =

/ = = /

“ =” / = /

“ =” / /

/ /

/ / (
2019)  

( 1) /

 (UD
/ 1

/ )  ( 1 2
3 / )

/ (
/ /)

/ /

/ / /

( /

 ( / ) 

111



1
/

 (
/

1
 (  & Noritake 

2014) )

/ (  2019)
= = =

/ / /

/ / /

/ 1 /  (cf. 
)  

/ = /

= = /  (
/

/ = / = )
= /

/

 (
=) /  (  2011, 2017) /

/

/ /

/  (  2012) /

= / = =

/ / / /

= /

/ /

/

/

=

/ /

// /  
�

�

112



“ / ” 
/ / / /

/ /

/ / / /

/

]

2003 / 	 	

]

]

×

[

]

2004 / 	

	

/

/ Play to Learn = / /

/

] ))

(

] [

]

2004 / 	

; 	 

= =

/ / /

/ = /

113



/ /

/ ( ) =

/ /

/

/ / /

/ / / / / /

/ = / /

/ / /

/ = “ =” 
( / = / )(  2012, 

2017) = =

/

( 2015)

/ /

/ /

/ / / / /

/

/ / /

/

/ /

/

/ ( =

)
(learner-centered textbook) ― / /

/ /

/

/ / /

Most Likely to Succeed /

= /

/ / (Wagner & 
Dintersmith 2016) =

/

3 ( 6 ) = =

/ / / /

/ / )))

114



/

/ / / /

 
                                                

1 Grant-in-Aid for Scientific Research ( )
(

19K21629)  
2 ( 19K21629) 

/ (
)    ( )    (

)    ( )    ( )
   ( )    ( )   
 ( )    ( )    (

)    ( )    ( ) 
12  (2020 2 ) = /

 
 

 1.  & ( ) 2016. / /

 
 2. ,  &  2018. /  MOMENTEST 1

 
 3.  2004.  
 4. ( ) & ( ) 2015. 

 
 5. 2008.  
 6.  2012. /  
 7.  2016.  
 8.  2011. 

 
 9.  2017. =/ /

? /  
10. ( ) 2000. !

11.  2003. /  
12.  2004.  
13.  2018. ?
14. ,  &  2017.

15. , , , , , , , 
, & 2016. 100

16.  2015. NEIGHBORHOOD GLOBE  
17.  2015. / / /

 
18.  & Noritake 2014. / 60

NHK  

115



                                                                                                                                                     
19.  2016.  
20.  2018.  
21. ( ) 2019.  
22.  &  ( ) 2000. RE DESIGN

21
23. 2018. / X-Knowledge
24.  2017. ?
25.  2019. 8
26.  2016.
27.  2017. (1)-(10)
28.  2019. / UD  

 (2019.8.5) 
29.  2012. /  
30.  2017.  
31. De Jong, C. W. 2017. Dieter Rams: Ten Principles for Good Design. Prestel Publishing: New 

York. 
32. Norman, D. 2013. The Design of Everyday Things: Revised and Expanded Edition. Basic Books: 

New York. 
33. Rams, D. 2013. Less But Better. Prestel Publishing: New York. 
34. Wagner, T. & Dintersmith, T. 2016. Most Likely to Succeed: Preparing Our Kids for the 

Innovation Era. Scribner: New York. 
 
 

(     )
2020 2 11 2020 2 17

116


