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Abstract:

Up to now, artifacts have been designed based upon rationality. But as Herbert Simon pointed out, our
perception capabilities are bounded and irrational factors such as emotion play important roles in our
behaviors. Therefore, we have to design artifacts, being aware that our rationality is bounded. If we
assume complete rationality, then our design can be very straightforward and can be carried out one way.
But if we note that our rationality is bounded, we have to consider interactions with our environment and
machines/systems and our design therefore will be reflective. This implies that adaptation to the situation
will become very much critical. The functions of machines/systems will be no more fixed but will evolve
with time.

Turning our eyes to the issue of learning, Japanese system has been focused on personal growth, which
emphasizes structured knowledge from generation to generation and does not consider context explicitly.
US learning system, on the other hand, is focused on group evolution, which aims to flexibly adapt to the
changing situations.

As situations change so frequently and extensively, design and learning should be re-considered from a
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new perspective. Design and learning based upon bounded rationality will be discussed.
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