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Interaction Design Innovation in Children Free Play Based on Sensing
Technology

WANG Wei
(Southwest Jiaotong University, Chengdu 610031, China)

ABSTRACT: It deepens the knowledge of children game and explores how to improve children basic game ability. Based
on the recognition of play game and compare of children play game then and now, the interaction experience of children
play thing is analyzed, from the view of interaction design, the creative application of sensing technology within children
free play is put out. Children basic game ability could be improve in the strategies and media of play thing, environment

tour”, ‘human drama’ , through assistant tools innovation in free play interaction design based on sensing technology,

children interaction experience would be enhanced, the basic game ability would be improved.
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