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Interactive situations can also be found for many kinds of devices other than the information processing
systom, including home appliances, audin-visual equipments, cammunieation deviees and publie devices.
Following techniques are available for the prototyping of the interactive situation besides the use of
the simulator specifically designed for the limited purpose; one is to use the software tools on the
personal computer and the other is to use the video image of the mock-up. The advantages of these
techniques are the flexibility, the availability and the ease of use. But there remains the problems to
be solved including how to deal with the variety of the input devices, how to compensate the lack of

tactual feedback, how to integrate the two -methods to generate a unified image of the actual usage, etc.
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