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Abstract: In the digital age, human-computer interaction is constantly revolutionizing how we interact with our
environment, allowing us to perceive landscape in an unprecedented way. In order to systematically clarify how
human-computer interaction affects landscape perception, this research firstly analyzes the influence of human-
computer interaction on the way people think and act and on people’s experience needs. Secondly, based on
the acting media and mechanism of human-computer interaction, the research proposes the influence of human-
computer interaction on landscape perception from the following four dimensions: expansion of the scope
of spatial information through multi-source data (perception dimension); enhancement of multi-source data
expanded through multi-channel interaction (perception mode); enhancement of dynamic response process
through real-time calculation (perception process); triggering of emotion feedback through emotion calculation
(perception effect). Finally, the research discusses the opportunities that human-computer interaction can bring
for landscape perception in the future in the context of new information technology, new interaction mode, new
intelligent feedback and new emotion trigger, to providing reference for the expansion and design innovation of
the research direction of landscape architecture.

Keywords: landscape architecture; digital technology; human-computer interaction; landscape perception;

landscape experience; interaction landscape
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Changes in the influence of human-computer interaction on landscape perception’®
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Influence of human-computer interaction on human thinking and cognition
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Touch-control landscape experiment in GeoForAll Lab®
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Light installation (8-1) and human-computer interaction scenario (8-2) of Smile emotion interaction landscape!™”
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Ocean healing emotion interaction experiment in Media Lab™

R L A R AR, I SO
INCEE =T VNPVEIEE S aEES i
MRS R, RS B G
AT

3) FRRER . AR ANZE
T, AR A DU R A
B BT, LB, it
5. BRI, AR B
SR AT, T AR TR
IR, U MR R
R, SOOI (LB T
o, RPIBER, (RS TR E S
I RN R A, BT
R A AL P R 0557,
TSRS AR BRI, 4988, A
FE RS SOMNSCHE T, A R
B LA AR BEh MBEFHEAL, (LB B
SR AR “BET 1, W RN
TR G5 R B R/ R
R CIVREEST IR ), FTDIE A
BUBBRZ SO LA “HFE05T" fe. ML,
HEHTRABISE T BARSRN, A A AT AESG
BUPLIERATHER 2.

4) FIERA . AORBEZ TSR S
BORKIIETY, T IEDLAREML, 70
TSR R, IR AL A
MBS, fESTRARRE K ENSE, fF
RN A e, (B2, R
SRS, BT HW RIS, (5
HHEEIIE S R AT AR, LAY
AR e e L/ U A B B
AN ST, B B Rk

&
H



| |
IIII MEEilii Landscape Architecture  2022/09

S BRI R G oS B AN T SE 8
FRETIRL AR RONB 52 H, TEEHEOR
s & WS, T IR A AR
PlasaA3] . AT AR R JR R o

S %k (References):

[1] LONG Y. (New) Urban Science: Studying “New” Cities
with New Data, Methods, and Technologies[J]. Landscape
Architecture Frontiers, 2019, 7(2): 8-21.

2] BT, Mz Wi ATENEREIRE: ¥ <8l
AR [J]. EEREHML, 2021, 36 (1) @ 7

[3] MITCHELL W J. E-topia[M]. Cambridge: MIT Press,
2000.

[4] kB3R, Bk ZETM. HEEEHFEH: mE
liﬁﬁ?ﬁﬁﬁ?ﬂ’]i’iiﬁ’éé{‘ [J]. BLIm, 2020, 36 (21) : 5-13.
[5] &, MiE ERBERARNHEF LRIZEEAL
FREA R [J]. EERTTALRI, 2015, 30 (3) @ 66-71.

[6] BATTY M. Inventing Future Cities[M]. Cambridge: MIT
Press, 2018.

[7] BERFENFR, BWHARE, BWz . WeSpace -
AR (R] AER: BFHERFERNFERR, 2020,

[8] RESE, SKHE, MET  HFEURAEFERXREAK
SIS HIIZ A RTEE [J]. Rk, 2021, 28 (1) 1 46-52.
[9] )45, SKAmIE, ééﬂ?iﬂw—maﬁﬂiﬁﬁ R [J].
FEEARBIRESET), 2016, 31 (4) :

[10] XPAL . FEMAIREAN: ir‘ﬂ%‘:iﬂlﬁ%i ] R ER,
2006 (7) : 47-50.

(1] BAE . XURIEHS G S RMNIEE 2 SR
R M. B BRAFEHMRE, 2019,

[12] 58 . Eah AR S E EiE R R E R R SEA (D]
e dEREMkRZE, 2016.

[13] £55 . AHZF A EMMESIIRITHR
Iﬂki, 2015.

[14] £ EHZRHHIENMHIRITES D] HiMl:
>_T_jc_7_, 2010.

[16] KIETF . EREABRREMNSUMHR D]. R @
RIWKZ, 2012.

[16] M5 . T A E AR XZWEITHR
RIMBHRKSF, 2019.

[17] B ZXEMFRURITHTERR V] AREZ,
2015 (15) : 110-112.
[18] &R2 . =MIRITHIERE
kK, 2019.

[19] ZHANG X F, YAN S, QUAN Q. Virtual Reality Design
and Realization of Interactive Garden Landscape[J].
Complexity, 2021: 1-10.

[20] SCHILICKMAN E. Going Afield: Experimenting
with Novel Tools and Technologies at the Periphery of

[D]. #3X: e

O] #%: &t

ZEMNAE D] dem: dbx

Landscape Architecture[J].
Frontiers, 2019, 7(2): 84-91.
[21] BXBRER . IFEAULRIAK (AR) BAREEMRWIR T H
MRA V] BFEARSHRETRE, 2021 (1) @ 146-147.
[22] FRICKER P. Virtual Reality for Immersive Data
Interaction[J]. Landscape Architecture Frontiers, 2019, 7(2):
153-159.

[23] ZUBE E H, SELL J, TAYLOR J G. Landscape
Perception: Research, Application and Theory[J].
Landscape Planning, 1982, 9(1): 1-33.

Landscape Architecture

54

[24] 55, FKH, RE BFURREHNTHZERN
SEERGARRER U] KR, 2021, 28 (4) : 99-104.
[25] RZE  FEEMK M]. deR: H{EHERIE, 2016

[26] BT, #HEHE  WABEATSINVAEXNES [J]. &
HHFZR, 2016 (2) : 105-109.

[27] JIANG B. Nine Questions Toward Influences of
Emerging Science and Technology on Urban Environment
Planning and Design[J]. Landscape Architecture Frontiers,
2019, 7(2): 66-75.

[28] H#, TR, B¥E ETEREIENIIERILR
wit [J]. |MRITE, 2018, 6 (2) @ 30-41.

[29] T#E=, TR, TFF ETFAERBOERE
ZEIRRRGRI V] BFRARERA, 2021,
112-114.

[30] AR, T—K, #H  TANBUNERZEHHH
MAHR [J]. REEA, 2019, 26 (5) : 35-40.

[31] FFBN . BF ANZ ERIHIR B M EIRRERGHR (D]
R ARREAKE, 2020.

[32] SKiFRH . T HABZERFEM: FFRILKRFEXNF
EMRRFEKEFBIRE [J]. RFE, 2020, 27 (5):
105-109.

[83] E&F . “AMZERAR” IEFTH ‘" IR
sk [J]. REmEH, 2016, 23 (2) : 14-19.

[34] CANTRELL B, ZHANG Z H. A Third Intelligence[J].
Landscape Architecture Frontiers, 2018, 6(2): 42-51.

[35] CAMILLERI W V, SAMPAIO D. ReEarth: Hortum
Machina, B[EB/OL]. (2016-04-17)[2020-09-10]. http://www.
interactivearchitecture.org/lab-projects/reearth/.

[36] A% BXHMZ O —LZ|ZFE % [EB/OL].
(2020-09-18)[2020-12-05].https://mp.weixin.qg.com/s/
IyVYSXcZIXVAgaTGxfpN2g.

[37] MILLER A. Are Smart Solar Flowers Worth the Recent
Hype?[EB/OL]. (2022-05-06)[2022-05-30]. https://earth.org/
smart-solar-flowers/.

[38] &% . REEMMUIRITREF SRR UL
REZHHROERHE U] PEEMK, 2015, 31 (7) :
15-20.

[39] HAYNES P, HEHL-LANGE S, LANGE E. Mobile
Augmented Reality for Flood Visualisation[J]. Environmental
Modelling and Software, 2018, 109: 380-389.

[40] L . AMRER R RE R [J]. T HEAHE
BRIt 5EFEFER, 2004, 16 (1) @ 1-13.

[41] YU D, DENG L, HE X D, et al. Large-Margin Minimum
Classification Error Training for Large-Scale Speech
Recognition Tasks[C]//Institute of Electrical and Electronics
Engineers. 2007 IEEE International Conference on
Acoustics, Speech and Signal Processing. Honolulu:
Institute of Electrical and Electronics Engineers, 2007:
1137-1140 .

[42] KAISER L, GOMEZ A N, SHAZEER N, et al. One Model
to Learn Them AII[EB/OL]. (2017-06-16)[2021-12-20].
https://arxiv.org/abs/1706.05137.

[43] pste, £ BT AL ERENSBESLE
EREASHMEML, 2017 (11) @ 19-22.
[44] Z=3E, BT AVZEMEEET
Ak, 2021 (20) : 52-54.

[45] BERR, MAR, IRE BFLEEIHTAHT
B N EAT [J]. EHBIME, 2018 (5) : 152-158.

[46] MIT Media Lab. With(in)[EB/OL]. (2019-07-27)[2022-
05-01]. https://www.media.mit.edu/projects/with-in/
overview/.

[47] Advanced Research Computing (ARC). Visualize

AL
39 (5) :

AWZE[J].

BT [J]. KAxAR

This![EB/OL]. (2020-07-27)[2022-05-01]. https://arc.vt.edu/

services/visualization/visualize-this.html.

[48] Teamlab. Universe of Water Particles on a Rock Hill

Where People Gather[EB/OL]. (2019-02-27)[2022-05-01].

https://art.team-lab.cn/w/iwa-waterparticles/.

[49] SHEPARD M. Sentient City: Ubiquitous Computing,

Architecture, and the Future of Urban Space[M].

Cambridge: MIT Press, 2011.

[60] BkEE, BhE WA ARTEARERITFTERSS
‘R [J]. MRS, 2017, 5 (3) : 18-31.

[51] MIT Media Lab. Tangible View Cube[EB/OL]. (2020-

02-21)[2022-05-05]. https://www.media.mit.edu/projects/

tangible-view-cube/overview/.

[52] PETRASOV A, HARMON B, PETRAS V, et al. Tangible

Modeling with Open Source GIS[M]. Heidelberg: Springer

International Publishing, 2018.

[563] JIANG Y'Y, LI W, HOSSAIN M S, et al. A Snapshot

Research and Implementation of Multimodal Information

Fusion for Data-Driven Emotion Recognition[J]. Information

Fusion, 2020, 53: 209-221.

[54] DALGLEISH T, POWER M. Handbook of Cognition and

Emotion[M]. Sussex: John Wiley and Sons, 1999: 1-21.

[55] XEets, XK, €7, F . ANZEHRMEREE

RITHTR V] FEE K EF FiR, 2021, 26 (12) :

2767-2777.

[56] CALVO R A, D'MELLO S. Affect Detection: An

Interdisciplinary Review of Models, Methods, and Their

Applications[J]. IEEE Transactions on Affective Computing,

2010, 1(1): 18-37.

[57] Varvara and Mar. Smile[EB/OL]. (2018-12-27)[2022-05-

07]. http://dancewithlight.com.cn/view/225.

[568] AMORES J, FUSTE A, RICHER R. Deep Reality:

Towards Increasing Relaxation in VR by Subtly Changing

Light, Sound and Movement Based on HR, EDA, and

EEG[C]//BREWSTER S, FITZPATRICK G. Extended

Abstracts of the 2019 CHI Conference on Human Factors in

Computing Systems. New York: Association for Computing

Machinery, 2019: 1-2.

[59] University of Washington. Performing with the Brain[EB/

OL]. (2020-02-21)[2022-05-05]. https://dxarts.washington.

edu/research/creative-work/performing-brain.

[60] BE A ZXERITE Al ANZEBHHR [EB/OL]
(2020-01-07) [2021-12-20].https://wenku.baidu.com/view

/95482¢1350cbalaa8114431b90d6c85ec3a8802.html.

[61] B, Bt SBEANZEEERENEE

U] hERE: EERIE, 2018, 48 (4) @ 433-448.

[62] 3KF5, BKEF . B FARZHMESHEFH B [J].

SWEITE, 2021, 9 (1) @ 52-65.

[& K 35 (Sources of Figures):
E1HEERESE X 23] X, B2HAEELT)
E 35/B2%E ik [35]; B4 HILRAREERNEERA
=iEHt; B 55I8SE X [47]; B 6 5|82E R [52];
B 7 mfEEHRE; B85S EH(57]; B95IESE
ik [58].

(4758 | BFH)





