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CRONOS-2024 AREA 1(PO:NAKAO)

Democratizing skill communication technologies based on mechanisms of brain and body
Principal Investigator: Shinichi Furuya (Research Director, Sony Computer Science Laboratories Inc.)
Co—PI: Hideki Koike (Tokyo Institute of Technology) * Makio Kashino (NTT Communication Science Laboratories)

Grand Challenge and Goal:
Through democratization of communication technologies of skill information, the project develops foundation for remote
skill education, so that people can seamlessly learn/teach human skills beyond spatiotemporal boundaries.
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We challenge 3 research themes via establishing skill communication technologies, ERORRERREERE BUETRIT

with envisioning sustainable development of culture and industry through achieving ?_%__@_ N = W—

co—evolution of teaching/learning abilities beyond spatiotemporal constraints. AT — ) @D

1. To estimate skills that cannot be observed perfectly by commodity sensors and B \/ M<m
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2. To improve quality of skill teaching through embodiment of learners’ skills AR O J EAmE

3. To develop technologies for multimodally supporting skill acquisition
Novelty and Originality:
Human—centric research and development for resolving key issues of remote skill |
education based on knowledge on neuroscience and learning theories
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Social Impact:

* Resolving regional disparities and labor shortages in education

» Skill enhancement of educators and learners, and sharing the joy of achievement
* Industrialization of skill information: biz development for various career stages

» Supporting lifelong skill acquisition and promoting healthy longevity — reskilling
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