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Collaborating with Fuji Safari Park to support a new relationship between people and animals through ICT.
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person in charge of the park.
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Start of prototype production
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Electronic Craft Dojo
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During the visit to Fuji Safari Park, the previous year's production was exhibited for two days to the general public and
employees, and a total of about 500 visitors were received on both days.
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After that, we conducted fieldwork at Fuji Safari Park, including the Safari Zone, and heard valuable stories from Mr. Okuda, the
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Prototype Production
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Publication of results

In the second semester, prototype production was conducted based on the fieldwork in the first semester and at Fuji Safari Park.
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Paw pad experimental devices
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The device created two types of games that allow the user
to experience the shock-absorbing and muffling effects of
paw pads: the first is a game in which the cat's face
changes upon impact, and the second is a game in which
the user hunts unnoticed by the zebras using paw pads
attached to his or her hands.
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Tail experiential device

Tail Me
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One way that dogs and other animals with tails express
their emotions is by wagging their tails. This device allows
the user to experience the emotional expression

performed by tails. The movement of the tail is made to

change into three different types depending on the type of
emotion, such as joy, tension, or exaggeration.
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Device to experience the difference between
uman and animal hearts

Sense of Heart
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This device was designed to reproduce the speed of the
heartbeat and the volume of blood output, as we realized
that we wanted people to be more interested in the hearts
of animals in the exhibit "Sense of Life," which was
produced in the previous term. It can be compared to a
dog or giraffe and a human.



