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ABSTRACT

Institute of Advanced Media Arts and Sciences,
The Graduate School of Media Creation, Course for Media Creation

Submitter Student ID | 11101 Name Mitsuhito Ando

Titl A study of haptic interface expression based on coupling visual and
itle
tactile perception.

This research utilizes the TECHTILE toolkit, which treats the mental image of the sense of touch as a medium and testing out
the creation of meta experience based on the representation of the sense of touch mapped out in Gestalt psychology. Rubin's
vase shows the relationship between "figure" and "ground" while you are looking at the image, you cannot recognize "figure" and
"ground" at same time. However, by changing the area upon which you are focusing, the "figure" and "ground" interchange, and
as a result recognize the existence of the two images as metacognition experience. I define this kind of experience is "meta

experience".

Elements that construct the sense of touch include vision, haptic, auditory, memory, and language. As the sense of touch refers
to the sensory experience when we touch something, hard to draw it out exactly and transfer it. Tactile sensations that have
been transmitted to someone else with the TECHTILE toolkit, difficult to completely match, as "real" tactile sensations depend
upon the subject's own experience and the context of that experience. However, by discussing the transmitted tactile sensation
to the person who experiences it, it is possible to realize what those differences are. By comparing the result of discussing
differences and your own subjective experience, I believe that leads to a visual meta experience. With that, this project focuses
on the combination of the vision and haptic that makes up a sense of touch, and aims to make a device that creates meta

experiences by changing the combination.

I referenced three types of related research to own project, "tactile communication device based on kissing", "WorldConnector:
an immersive interface for screen with embodiment by a camera", and "Petanko Roller: a virtual reality rolling-pin interface
where you can crush and stretch objects", that changes the combination and type of stimulus given to the subject and changing

the impression of an experience as a result.

"Haptic Plus" is a system that changes tactile sensation impressions from the combination of a vision that is expressed with
animation and a vibration pattern, which aims for a meta experience. The system is constructed from a cylindrical haptic
interface containing a vibrator and an iPad. The process of creation, I found the vibration pattern from opening and closing a
zipper and tracing the steps of a plastic ruler with a fingernail that creates experience of something flowing in your hand. Then I
applied this experience to vacuum virtual object on the screen.

To verity influence of coupling visual and vibration pattern, I performed an experiment for subjects. The subjects are gave an
introspective report that without visual stimulus(1) and answer the appropriateness of each patterns which combined visual and
vibration(2). For (1), a subject would report on the sense of something moving inside the cylinder, and for other opinions that
was not an experience they associated with the vibration experience they felt. For (2), with a determined visual and vibration
pattern combination, there are the differences in subjects' evaluation. From the impression of the experience that one subject
had, it was difficult to confirm whether or not it was a meta experience, but there may be a possibility by using the

representation of the sense of touch focused on comfort or discomfort would cause a meta experience.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID 13101 Name Shoji ASABA
Titl Research of images and frames in space

e - Proposal of visual perceptions with physicality -

This study discusses the visual environment present in humans and their surroundings
within the space of an image and the screen of an image, and proposes a visual perception
that accompanies the body's motility.

Under the influence of digital and information technology, the current visual environment
has filled many environments of life through displays and projections, and the amount of
time people spend looking at those screens has also increased overwhelmingly.

Just as accidents caused by “smartphone zombies” (people walking around while looking at
their smartphones) have become a problem, a state where, while concentrating on one’s own
smartphone screen, awareness of one’s surroundings has become rare. When immersed into
the content relative to their phone screen, the consciousness of that viewer is in the virtual
environment of that screen, and they are not aware of the actual space where their body is
present.

The content reflected in the screen is an image made of light without physical size or mass;
in other words, it is virtual. In contrast, the world outside the screen in which one’s body is
walking and sitting is spread out, and can be described as something physical as it has
three-dimensional and physical properties.

This study focuses on the above-mentioned division of the side that contains a person’s
consciousness and the side that contains their body, and speculates on the possibility of
acquiring an integrated sense. As an attempt of that, I created “Beyond the Forest”, an
installation that deals with the visual perception that accompanies the body and movement.
"Beyond the Forest" is a wall-like structure which was built in the forest on a mountain. The
entirety of the work is covered with mirror materials and has multiple openings. It is a
three-dimensional object that doesn’t use video or electricity. And, mstead of the work
moving itself, the viewer is encouraged to be active through the openings. Viewers walk
around the surrounding environment, and see real images in combination with the images
reflected from different distances and angles.

In this paper, the origin of the frames seen in current film equipment is assumed to lie
within modern perspective visual perceptions. In that visual perception, there are three
features: 1. centricity of attention; 2. flatness of the singular; and 3. fixation of points of
view. Perspective visual perceptions are inherited in the field of photos and images born
following the era of optics, and its characteristics are also provided in the frame of images
leading to the present date.

In relation to that, the visual perceptions handled in “Beyond the Forest” have the three
elements of 1. attention directed outside of the frame; 2. diversity of line of sight; and 3.
mobility of point of view. As a result, I state that, rather than information obtained from the
eyes by concentrating on a screen, integrated information was obtained through the
experience of walking in the forest on one’s own feet and widely viewing that scene.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media Creation

Submitter Student ID 13111 Name NABETANI Mika

Spin ‘The gentle community’ with Outsiders
Title
-A case of Ogaki shopping arcade-

This study is about to intend that regain the consciousness of "living together" in the modern community through
the activity "Spin Place" that local community and outsider express their "gentle community" together.

Japan has few concept of the connection; relationship, bond, community and society and through the social change
like high economic growth and Internet Era, "The gentle connection" which is freed from a weir is demanded in
modern society. However, the Great East Japan Earthquake in 2011 give Japan a big question about our way of
connection and we need to regain the consciousness as a common in the gentle community now. I define this
connection “The gentle community” which is different from the old type of commons which has strong ties and mutual
aid and I strongly believe that expressing this type of common in local community produces consciousness "to live for
together".

When I moved in to Ogaki,Gifu, I asked about the town in the shopping arcade which was easy to recognize as the
place that became outdated but I found that those community sharing the same memory about the turtle pond which
was existed near the station 30yars ago and the memory gathered in my mind and created scenery of an invisible
town that really different from what we can see in the reality. I feel that this experience possibility to express a
community without strong ties. Then I decided to express "The gentle community" through the memory of the town in
Ogaki shopping arcade. I also believe that role of outsiders has an important influence to see the gentle community in
the modern society because we are now living comings and goings in the community so this outsider’s role is
important to play the role in the local community. In this work, I play as an outsider and performed the activity "Spin
Place" with those people in the shopping arcade. Express their own community by their own memories in town had a
possibility to reviewing a local connection and consciousness "to live for together" to their area. This work not only
regained the consciousness of "living together" but also leave us a question about the things what we've lost by

changing of society a at the same time.
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ABSTRACT

Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID 13120 Name hiroshi murakami
Title self revival

Abstract

First we must think about death. If we can say anything about death it is that it is the state when you

cannot exist in the world.

Humans are promised freedom of mental activity. In that freedom, it is necessary to specifically explain
“death of mind". We are unable to attain really deep and complete freedom from mental activity. Artist
Joseph Beuys experienced “death of mind” when he was on the forefronts during World War 2. He did not
have that freedom, the possibility of his own thinking, imagination, and dreaming because he was not
accepted by the society he belonged to. | define that as “death of mind”. Joseph Beuys had truly
experienced “death of mind” but was able to revive from that. | was impressed by Beuys, and researched
his works and his writings. | want to project myself on Beuys, become him and find myself through him.
Using Beuys'’s words, this is none other than creating a myth. By talking about him, | talk about his myths
until | become one with him. All of these processes are to make a myth. A myth is first presented, and
then it is inherited. And, when that myth becomes a social nature, the artist’s life starts to have meaning.
Joseph Beuys said, “Art is healing.” This is obviously a rebellion against a great pain, great crisis or a
situation in which his life had been threatened.

Recently, | have had the experience of my spirit falling into deep confusion. What | call “death of mind” is a
crisis when | could not find myself in the world. | turned to art in order to restart. | made some artwork in
order 1o find out how to think, how to create, and ultimately how to live. Joseph Beuys was my guidepost
in doing this. In order to make myself exist, | must revive myself from this “death of mind”. Reviving myself
was also reviving the art techniques that Beuys presented in the past.

Through the study of Joseph Beuys, this presents a process of attaining humanity, that is, becoming able

to exist in the world after being in a state where you cannot. “self revival” is the existence of the self in
relation to the totalism of society. | will discuss making myself exist in the world, that is,

“‘reviving” from a “death of mind" that appears countless times. This action is the presentation of

the meaning of a single person existing in a new age in relation to totalism.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 14101 Name Seiya Aoki
il A projection device that transitions between multiple display methods
1tle
~A discussion on the aliveness in video~

What do we imagine when we hear the word “video”? A lot of people would imagine scenes in various
devices such as movies, monitors, smart phones, and projectors. But these are images composed of
pixels with frame rates. Recognition of the concept of “video” is fixed. As a VJ / visual artist, in the
process of researching what making a video is, I performed as a VJ with my own footage that reacts to
sound. Also, I distributed many HD VJ loops for free over the Internet for other VdJs to save time when
they make their own footage. But my activities were just the operation of pixels with a “video
projector” medium. In the context of this situation, video is reconsidered through the process of making
the Master’s work “spring” which displays various methods of video projection such as pixels, vector
scanning, and optical phenomena, and is also suggested to viewers as an installation.

In the work “spring”, with the spot of a single laser light source moving over a span of time, the
image is affected by the modules with various display mechanisms and is projected on the wall. Thus
this work gives the opportunity to reconstruct the view of relationships between videos and many
other things.

In this paper, the purpose of this research is discussed in Chapter 1. In Chapter 2, referencing the
history of visual projection devices, I analyze reference cases that evoke projection devices and their
bases. In Chapter 3, referencing the history and practice of VdJing, I define my aspired image form and,
as an extension of that definition, analyze video projection devices that were possible. In Chapter 4, I
discuss my attempts made during the creation of the work, as well as the work’s characteristics and
interpretations. In Chapter 5, I discuss future prospects via the creation of the work and the feedback

received during its exhibition.

Examination Committee

Chief Examiner Ryota Kuwakubo

Co — Examiner Masahiro Miwa

Co — Examiner Masahiro Kobayashi




THEREFZMREFERFA T 4 T REWFZER A T 1 7 RBLHK

LR HE | FEE S 14102 4| e K1E

) A H—F v b ETOMGEIOAFEN
& LimsUE4

1890 FR, =V Y| VaIz— AV RABELo TREBOERITIHKE-TZ, £L T
BE, TOREFESCHBFEBIIEEN L IR RERERT, LVEFHCwmgz
WmEL, WE, AT LB ERoE, FTHA UV E—Fy NIBBEOH Y
FaRELExTE, 5B, A V¥ =Xy P LOBBIIFH LOWREOREEZMD
REIZH 5,

Aemix, FERERTI —AZEOTIAL T A NI —I 2 FAIEEITH 5 B H S
ZEBIC, A F Xy PETOHERAOF LVWAEEEZEEZL TV HDTH
5,

F—E (BEOPELARBOER] Tk, XROBEITOIARXZHLIAITL, K
WOBREMBT 5,

BB M ¥7—Xy b, BROER] TIX, KGOT—~DO—HTHD 4%
— Xy FETOBBIZOWVWT, ZOERZHREZBo THLMNZLTWNW Z & T,
ERORBEEDD, MBLT 7 7oV —0ERBICOVWTERLDD, B¥TITT
ATAMN)—=IVITBBEEZFLIZ, RA M V¥ —Xy FBHBRIZOWTHEET
5,

BEE MG LHAERBAOELR] T, BRITYI TAHICITTb 2 F KRB L, £
DB, FREREG IOV T, EFARCEFOERZIRY LT R2R0ZD0EVWER L2
2L T,

HIE TENEME | CiX, BEHOELTHMEMBIZOWTHEMARE Yo X%
JEZBoTHHALTNE, KEOEDIZRIT S,

FHE Y] Tk, UEOENPDARXI T B3, ¥ —Fy b EToOBE 2o0
TORBAOFEMEIZOVWT, BERLILDEZTSH, £/, BECHALTHLIDOET
WY B, FEREL LR THIEMB ) OBE~DRI®Y LT3,

£

X

B
it
i

& | BTHE AR

=
i
Pat
iy
R
¥

=
i

/INPRE

=108




Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 14102 Name Ito Daisaku
Title Possibilities of video expression on the Internet.

In the year 1890, the Lumiere brother’s created the physical method of viewing motion
pictures and became the first filmmakers in history. In recent years the imaging and
viewing methods have gone through various changes. As a result of technological
advances, it became easier to capture and edit motion pictures. With the internet came
a new way for motion pictures to be shown and new possibilities for expression with
video.

This thesis is intended to consider the new possibilities of video expression for which I'd
like to center the discussion around “Sokkyou-Dokugeki”. “Sokkyou-Dokugeki” is an
improvised drama of a single person, double role that Daisaku Ito will perform.

First chapter, “Discussion Overview and configuration of the thesis”In this chapter | will
clarify the contents of the discussion in the thesis.

Second chapter, “Internet and the transformation of video” In this chapter, | will reveal
the transformation of internet videos by era, discuss the relationship between video and
technology while centering the discussion on live streaming video, then discuss
post-internet video.

Third chapter, “Relationship between video and physical expression” In this chapter |
will demonstrate physical expression and recorded video in order to show the difference
with regard to “Rakugo” in addition, which we will discuss in this chapter.

Fourth chapter, “Sokkyou-Dokugeki” In this chapter, | will explain step-by-step the
process of my work “Sokkyou-Dokugeki.

Fifth Chapter, “Summary”

There will be a summary and discussion on the above about the possibilties of

video expression on the Interent.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 14103 Name Motoki Ohkubo
Title Computer music as a “Theater piece”

Music in the modern age is changing from music that is performed by humans to music that is played back on
speakers. Due to the advent of the computer, various electronic music has been created. By combining that music
with a human performance, would it not be possible to create a new type of music?

To do so, we have to reconsider the act of performance. Professional players have wonderful performance
techniques but their interpretations are often affected by the context of conventional music. On the other hand,
amateur players, such as high school choirs, lack performance technique but have strong concentration and bonds
of solidarity. These allow them to perform interpretations where their body is united with the music. I think that
the latter is the true musical performance.

In order to compose a musical work which can be performed like that, I tried to adopt the concept of a “theater
piece" into computer music. A “theater piece” refers to a music work which uses special performance techniques and
body actions done by the musical player and includes visual factors. By composing music that is performed via a
special performance technique, all professional players will become amateurs. Furthermore, by setting my view of
the world in my work, it indicates the direction of the performer’s interpretation.

By composing music such as this, I believe it would be possible to discover the relationship between humans and
technology in the musical field, and as such, have composed 3 musical pieces.

The 1st piece is a rule-based musical piece which instructs body action using algorithmic composition. I composed a
process where computer calculation is replaced as body actions, and the algorithm generates the acoustics.

The 2nd piece is a composition where the acoustic texture is performed on a pipe organ through an algorithmic
composition method. I found that it is possible to generate acoustics by replacing the computer calculations with
instrument performances.

The 3rd piece is one that changes phrases into sound by processing, via a computer, a radio broadcast that is being
broadcast in realtime, and having performers repeat those sounds as they hear them through headphones. In
electroacoustic music, it is possible to utilize the electroacoustics that have been used as materials for composition
as performance instructions.

In my research, I composed “computer music via live performance”, which adopts the concept of a “theater piece”
into computer music. And through that, I will create computer music in a new age, and discover a new relationship

between humans and technology.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 14014 Name Satoru Osawa

Perspective for designing interactions that accompany movement in everyday life
Title

This study was made to show that there are possibilities for movement itself to be subject to design. In
order to achieve this purpose, I designed several interactions that accompany movement in order to
appeal to users' emotions and to induce active engagement. Through that process, I consider the
perspectives one should have when designing movement.

Most moving products with actuators in our modern living spaces are designed for practical
functionality. The opening and closing of an automatic door as it responds to people going in and out,
or the oscillation of a fan which blows air in the right direction. Since movement with such a clear
purpose does not allow for room to induce interaction to users, no one, except for infants, engages in
the exploration for new interaction. As such, the collection of works I created which accompany
movement intentionally allow for such room, which led me to aspire towards the inducement of user
interaction. At that time, the perspective to design the right balance between "functional movements"
and "room for the viewer to imagine" was important. Another important perspective was about the
relationship between movement and metaphor. In the initial phase of this study, there were some
works that I designed where the movement was a metaphor for something. In this method, because the
relationship between movement and metaphor was too direct, it did not result in attractive movement
that induced a variety of interactions. Rather, the designs that did not treat motion as a metaphor for
something often stimulated the users' imaginations and induced interaction that was not intended for
during the design phase. So, following the middle phase of this study, I designed works by actively
using this method.

In this paper, I consider the process that led to the obtainment of the perspectives on "functional
movements" and "metaphor of movement" in order to induce user interactions, based on the details of
the actual works and the feedback gained during their exhibitions. By addressing these perspectives to

design movement, I discuss the future possibilities of movement as a design subject.
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ABSTRACT

Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 14106 Name Chihiro OYAMA
Title A study of "Manual< Story for objects"

This study is a discussion on reconfiguring objects by facing the culture, environment, and events that surround
them in order to loosen the fixed recognition towards those objects.

The objects stated here include the materiality of the ambiguous divide of "real" and "net" following the post
Internet age.

By nourishing the perspective for <things that are overlooked>, and additionally imagining the situation beyond
that, I re-examine the act of ownership, and re-focus on today's social circumstances through objects

The two Master's works "Ikeda-cho sightseeing pictorial record" and "If I lost my house (and money)", which were
created for that reconstruction, talk about the objects that "might have been possible” through a book medium.
This study notes the processes undertaken when applying these reconstructions to a book medium, as well the

results of those processes.

In the first chapter, I describe the motivation leading to my reconsideration of objects and the objective of my
research, as well as the definition of what is a tool and what is an object.

In the second chapter, using the gaze that deals with objects and tools as the theme, I use "Modernology", which
explores daily objects and the culture that encloses them, for my related research, and then summarize it, as well as
the activities surrounding it.

At the same time, [ introduce contemporary artists that have reconstructed objects by handling existing objects as
new media.

In the third chapter, I describe the aim and structure of the two Master's works "Ikeda-cho sightseeing pictorial
record” and "If I lost my house (and money)".

Then, I show the flow of how objects were reconstructed in my Master's works, which were created through the 4
processes of "collection", "sketch", "story" and "replication".

In the fourth chapter, I explain and discuss the culture and technology used when reconstructing the background
that surrounds the objects used in my works.

In addition, I compare the direction of my Master's works and previous studies, and consider their similarities and
differences.

In the fifth chapter, as a summary of the previous chapters, I describe the possibilities and areas of improvement

for the two works, as well as prospects of objects as viewed from the fields of contemporary art/design
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ABSTRACT

Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation

Submitter Student ID 14107 Name Asumi Kitahori

Title Inspection of everyday acts and the people around us
- analysis and comparison of A-Z and a-z

The objective of this dissertation is to inspect a different perception of everyday acts and the people
around us.

The human body, even if unconscious, physically understands all symbols so that it can perform daily
functions. But in modern society, much information uses a human’s uncounscious memory, and we are in
a state where we are choreographed by the massive amount of information known as the world. So in
this research, I produced “Everyday acts and the people around us - thinking from A to Z and a to z”, a
practice of twenty-six instructions from A to Z that are based on daily actions, where, by conducting
communication through physical contact follows the genealogy of said memory and aims for people to
become conscious of their bodies. This work consist of two video collections: “A to Z”, which I practiced
by myself, and “a to z”, which I practiced with several people I met in town.

In Chapter 1, I explain the background of this research, the circumstances for producing my Master’s
work, and it’s production procedure.

In Chapter 2, I introduce related precedents from the viewpoint of “physical contact”. Those precedents
include Junji Watanabe’s tactility and symbol grounding, Asa Ito’s spatial awareness of people with visual
impairment, Yoshinari Nishio’s “Blind Fitting” and “Fitting Traces in the Dark”, “Fashion Hours” and a
study on dressing behavior as communication action imploding a situation, Edward Hall’s proxemics,
Contact Improvisation, Shusaku Arakawa’s architecture against death, Trisha Brown’s “Early Works”,
Bruno Munari’s “Seeking comfort in an uncomfortable armchair”.

In Chapter 3, I explain the 28 instructions from the video collection of “A to Z”. In each one, I provide a
transcribed, objective explanation of the instruction name and date, its location, and the development of
the videos, and describe the record of my experiences.

In Chapter 4, I explain the 26 instructions from the video collection of “a to z”. In each one, I provide a
transcribed, objective explanation of the instruction name and date, its location, practice participants,
and the development of the videos, and describe the record of my experiences.

In Chapter 5, I break down the degree of contact and the elements mainly used as themes for actions, as
well as the reactions from the practitioner and participants into categories, and explain each one. There
are 16 categories in “A to Z”, and 13 in “a-z”. Additionally, I analyze both works through a comparison
to related precedents.

And, in Chapter 6, I summarize another perception of the daily actions and the people surrounding those
actions which I found out through my practices, and discuss future prospects.
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Abstract

Institute of Advanced Media Arts and Sciences

Submitter ID Number 14109 Name Sakurai Ryota

Title Visual images and real space — Through the Master’s work “parallel sight” —

Human sense is indeed complex. Among them, the sense of vision is called "Optical
Tlusion" because of that variety of phenomena. Untill now, People are fascinated by the
optical illusion and they have been pursuing its potential. In retrospect the history of art,
there is a sculpture with a painting that aims to provisional global representation of the
reality as a mass in the real space by using a perspective. Between the two, the "real space"
in the visual image clash of "pictorial space" can be seen. Here fluctuations of the visual
image in the real and the existence of the provisional seen in the, development and a variety
of drawing techniques, evolve into a routine space itself also expression containing the
works. For example, painting techniques cheat such as anamorphosis of trompe 1'oeil and
Renaissance-Baroque era in Surrealism, achieved a modern further development, not only
be applied to a new video, street art, which reality and fiction meet in public space it is
understood that it is also used in like.

Looking back the flow of the change in the relationship between the background and the
visual image and the real space incense kind of art history , we consider a work of art using a
variety of visual trick in this paper , to the motion itself , which is seen in kinetic art a and
interests , and by considering also the appearance of the visual motion found in techniques
Zoetrope as animation reproduction apparatus , through the Master work " parallel sight ",
it is possible to have a technique that he has defined as " dynamic painting " It explores the
sex . The " Dynamic Painting ", a part of the paintings are arranged in front spatially with
respect to the base surface , and functions as a picture trick by the front to operate in
accordance with the movement of the viewer 's perspective . Viewers at the same time
capture the work as a three-dimensional object , it is a work that also looks flat pictorial
space . The purpose of this paper , from two points of view of the "motion ", " the appearance
of movement " , to organize the work of art who was using a visual trick , "dynamic painting
" with is, to also actually moving regardless , the visual experience specific that does not
appear to be moving , and be positioned in the expression using visual tricks , it is to

describe the potential of this expression technique .
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Creation

Submitter Student ID | 14111 Name Atsushi Shinoda
Hackable Hardware

Title

In this thesis, I have proposed and put into practice the configuration of “Hackable
Hardware”.

“Hackable Hardware” is hardware that is designed so that users can hack according to
their needs. These types of tools are proposed by Eric von Hippel as one potential action
makers can take for users when promoting innovation.

Recently, there have been two samples of marketed hackable products: “OLYMPUS AIR
A01” and “Roland DG monoFab SRM-20".

In this design process, I researched said hackable hardware, practiced hacking them as
a user, and considered the problems that are present in those tools. From those
problems, I turned my attention to PENTAX @, a mirrorless camera which has already
been hacked by other users, and designed a “lens hacking kit” for that camera. I
provided the designed kit to users, and through that, verified the user modification that
actually occurred. And, from the knowledge I gained from that verification, I considered

what kind of configurations already marketed Hackable Hardware should have.
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Submitter | Student ID | 14112 Name Keisuke Shimakage

Experience (Non-) fiction

Title — A design method for imagining preferable society through

practicing everyday acts in the fictional world —

In 2012, Dan & Raby, who proposed the idea of “ speculative design”, which
encourages people to discuss the future, proposed “United Micro Kingdoms”. In
“United Micro Kingdoms”, they presented miniature models of cars and asked
people the question, “What kind of society do you want?” . By outstanding the
trade-off relations which each societies have.

However, there was a problem. Passive viewing experience makes people to
imagine the presented society from a third person perspective. So, I propose the
design method “ Experience (Non-) fiction ” which enable an imagining
this society complexity. People get involved in this society from a party’s
perspective through practicing everyday acts in those fictional worlds.

Specifically, after choosing Japan as the subject country, and choosing people
that have some relation to Japan as the subject viewers, I set 4 extreme four
futures for Japan, and prepared 25 everyday acts that each Japanese person
might be doing. I related this to people through a website and book, and asked
them which Japan they would choose if Japan experienced those situations.
Then, by way of a practical thought exercise, I asked them to choose which of
the 25 acts they felt they would most likely be doing under the previous
situation, and had them enact it. Then, by way of a spatial thought exercise, I set
up a video of the previous enactments and the tools used in said enactments in a
space, and had the people that visited that space imagine those versions of
Japan after they faced the reality of the acts being carried out in fiction. Finally,
by way of a spatial and practical thought exercise, I held a workshop where I
gave people a space and roles, had them become futuristic Japanese people and
perform daily actions, as well as interact and communicate within a group.

As a result, by designing fiction with a medium to implement practical and
spatial thought exercises, imagining and carrying out daily acts, and roleplaying,
the participants from that exercise were able to imagine that society from the
perspective of someone in that scenario.
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The dispute over "Installation using color operation with regard to real space"
Title

Media technology was formed on science technology, and acquired a more abundant expression along
with its advancement. In recent years, contents with crossed layers - such as projection mapping's
expansion from digital space to real space, and AR/VR technology's immersion into a viewer's digital
space - has become common. This thesis positions their expression, which actively connects technology
and expression, crosses their layers, actively deviates and redfines the existing format, as a
characteristic of "media art", and, through the Master's work "Installation using the color operation to
the real space" (hereafter Master's work), states the characteristics of "media art" by comparing the
aspect when viewed from the perspective of "color" and related preceding works. Also, using the
strategy for transparency (interface as a window) and reflection (interface as a mirror) as advocated in
"Windows and Mirrors" [Bolder & Gromala, 2007], the strategic structure as its connection, as well as
"immersion" as an installation method of going from "real" to "illusion" as advocated by Oliver Grau in
"Virtual Art" as a base, this thesis introduces the concepts of work space/sequentiality/physical space;
investigates the establishing structure of "media art"; postulates the structure of "work space",
"physical space", and "sequentiality"; and discusses them from that perspective.

In "media art", a work is completed through the work space and physical space actively relating to
each other. For example, when viewing Jeffrey Shaw's "The Legible City", the viewer pedals a bike,
and through that action associates their physical space and the work space. And through that, they
stand between the physical and work spaces to view the work. In this way, the expression method that
is completed when a viewer becomes involved is not an expression seen only in "media art". And
although it will not be a sufficient condition when thought of as a characteristic of "media art", it is a
necessary condition.

I conduct a discussion of my Master's work from a perspective that connects the physical and work
spaces, particularly a perspective with an expression that utilizes human psychological characteristics

through color.
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ABSTRACT

Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation

Submitter Student ID 14114 Name Seol Seung Jae
Application prototype for an Animated Optical Illusion

Title -
that utilizes natural phenomena

In the 19th century, before film was invented, there were a variety of devices to
make animation through still images. These devices, called optical toys, are made
from a variety of structures, but they are based on the same basic principle -
persistence of vision. A number of efforts in optical toys to make animation using
persistence of vision led to the invention of film with the development of photog-
raphy techniques. Through advances in digital technology, today we are
surrounded by moving images such as television, billboards, and smartphones.

This research aims for the re-invention of animated optical illusions, one of
the optical toys made in 19th century Europe. The animated optical illusion,
originating from Ombro Cinema which was made in 19th century France,
consists of a mask layer and an image layer. It is an expression method to make
“moving images” via movement of only the mask layer. Animated optical illusions
are being applied in various fields due to their very simple method of making
animation and their characteristically analog sensibility.

In this research I use natural elements like sunlight, movement of the sun,
and wind with animated optical illusions. The sun has the property of a fixed
path due to the rotation and revolution of the earth. In addition, all sunlight is
always parallel due to the very long distance between the earth and the sun. The
wind has the property of unpredictable movement and physical energy which can
move an object. By using different properties present in nature I try to find new

possibilities for animated optical illusions.
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Design for making use of small innovations of elderly people’s lives in

Title local communities

I consider that expanding the areas where cheerful, elderly people can connect with society and be active, and people who have
been divided into "people who support" and "people who are supported" by their generation helping each other within their
community is important. Therefore, I focused on "grandmas" who, in their daily lives, have continued to make various things for the
people close to them. Hidden within their livelihoods, there is a clue for people to live together happily by using the wisdom and
materials that have always been a part of that community. In my research, I call these things that they make as a daily pleasure
"small innovations", and I conduct an implementation and discussion for making use of those “small innovations” in a community,
and suggest it as a new design.

Specifically, I had a relationship with the elderly women who regularly visit the elderly person’s salon in Ogaki City. And
during my interactions with them, I held “sandwich parties” with local residents four times, and opened the "Rose Café", a one-day
café held in the garden of The Museum of Fine Arts, Gifu, and managed by a staff of elderly women. Through these actions, 1
exposed the various powers of the elderly people who participated. By thinking of a design for making use of elderly people’s powers
— which have so far not been noticed or praised — in local communities, and then redesigning it after repeated practices, it would
wipe out the negative image for general "old age", and would provide a chance to build new relationships between elderly people and
their local communities. I have summarized this design as “the cycle for designing things we innovate with grandmas”. I believe that
the careful observations of the grandmothers’ acts and their groups, as well as the repetition of reconsideration, are important in
this cycle.

With the premise that elderly people will not be one-sidedly supported, but rather be entities that assist each other as
members of a community, there will be a demand for each individual to think of and practice a varied, new lifestyle as an ordinary

P

citizen. By expanding the "small innovations" in “grandmas” lifestyles from within their houses out to the community, I think that
those “small innovations”, which have been treated lightly in society, will become a source of communication between people and
their region, and will eventually connect to the grandmothers finding their own role within society. Then, by designing “the process
for designing things we innovate with grandmas”, I believe the people that create with elderly people will discover a new awareness

and pleasure using their way of life as a reference, and get stimulation from each other. And by doing that, people can look back on

their own ways of living and reconstitute them.
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Submitter Student ID 14118 Name NAGATA Miki
Title Fluorescent lamps in media creation

It is said that the human race accelerated their cultural evolution by starting a fire. That fire can change
shape, become a lighting device, and, in the present day, humanity can be active regardless of day or
night. Lighting has progressed to the point that living without it is almost impossible.

Following the history of lighting, it has achieved a technical evolution with the development of candles,
incandescent lights, fluorescent lamps, LEDs, and technology.

Along with the process of evolution, in the region of art, such sources of light have been used as materials
in artistic works known as light art.

Among them, fluorescent lamps have been incorporated into works of art as a "new material" since the
1960s. Starting with Dan Flavin, many artists use fluorescent lamps as homogeneous light emitters, as well
as supports for sculptures. Their works are still being archived at museums.

But now, the "newness” from that time is being lost. In addition, fluorescent lamps are losing demand,
causing the makers to discontinue their production, and various light art works are becoming difficult to
save, not to mention create. Thinking from a technical point, in general, machinery products that have
low practical value will be weeded out and fall into decline. Fluorescent lamps, compared to the next
generation of lighting technologies,
have many elements - wavelength, brightness, temperature, light emission methods, power consumption,
etc. - that are inferior in comparison, and are being replaced by LEDs.

Is it possible to give meaning to this “declining technology" that was not present in the 1960s?

And, by doing so, is it possible to get an overview of the "destiny of technology products” ?

I made "graythmical" for my Master's work using fluorescent lamps, based on the changes of their
cultural background, as well as the change in their meaning when used as an art material. By making
them the motif of my work, I’ ve given them a meaning that differs from existing light art.

In this thesis, I outline the above background and creation process of “graythmical” , a work that is
based on that background.

In Chapter 1, focusing mainly on Japan, I take another look at the changes in lighting from fire up until
LED lighting, and, by organizing them, I consider the cultural meaning that lighting devices brought to
each era.

In Chapter 2, I investigate light art works, and, based on their differences in cultural background due to
their periods, I consider how the lighting devices are treated in each work and how they are given
meaning.

In Chapter 3, I describe my creation based on the above; consider the significance of purposely using
fluorescent lamps as work materials in the current age, as well as the important element of the work,
the flashing of the lamps; and continue to my conclusion.
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Binding communication

Title

In modern society, our lives, which at a glance might be thought of as being established on free will,
are being restricted within a certain limitation without us noticing.

This means that, within every choice made in daily life, there is an intentional force at work. Why is it
that we cannot notice that force? This is because we have become accustomed to this constantly applied
restriction, and the act of being restricted lapses into an unconscious state. Restriction for humans
refers to a framework that stipulates our standards, such as the body, tools, systems, etc.

From this, it can be said that there is always some restriction at work on human behavior and thought.
It is not an exaggeration to say that my thoughts and behavioral principles are formed by restrictions.
And though one could say that we are free through the selections provided to those restrictions, said
restrictions are laden with the danger of our thoughts and actions being congruently reified. In the
modern era, which is in the postmodern stage, the schemas of “primary/secondary” and “end/means”
have already inverted, and we are not using the system, but rather are becoming parts of the system’s
structure. Shinji Miyadai expresses this situation with the phrase “an everyday life without an end”. Is
it possible for us to put an end to this “everyday life without an end”?

It is relational aesthetics that was born as a response to this kind of period. Relational aesthetics is the
philosophy for dealing with the things that result from service type economy, the Internet, and
globalization. It is also the question of what relationships between people are in an age where systems
replace the lifeworld. Relational art is the effort to practice and verify how external factors — which
include language, actions, objects, devices, architecture, and environment — might intervene with the
recognition of human relationships, as well as how they are intervening with that recognition. It is the
introspection towards social systems, using artistic institutions. By temporarily stopping daily
comprehension, relational art exhibits an attitude that treats “restriction” itself as a problem.

In order to reach a new society, we must temporarily suspend the restrictions previously stated. And
then, we must analyze that force, and deconstruct it to a usable condition.

“Binding communication” is a method for breaking out of the existing society to a new behavioral
pattern, and is an interworking process that will become the beginning of another society.
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Media Switch Creating of subdivided story

Title

This thesis is a description about the expression method known as “Media Switch” which wa
s used in the Master’s work "Snow White MS casel". A “Media Switch” is an expression met
hod which divides a story into small chapters, and expresses each chapter through a differen
t type of media. I believe that “Media Switch” is able to express and generate new stories.

The final goal of this research is to generate an original story using Media Switch from the

plot phase. However, in my Mater’s research, I have produced a work that uses Snow White
as its subject as a precursor to that phase.

"Snow White MS casel" uses Snow White from the first edition of the Grimm Brothers' fair
y tale collection as its original work, and divides it into 9 chapters. The chapters are: 1 perf
ume, 2 vocal recording, 3 gibier cooking, 4 graphical CG animation, 5 book, 6 installations, 7

digital paint illustration, 8 1OS application, and 9 stage drama; the media in each chapter 1
s different from the others. This work was made in order to determine how "Media Switch"
affects a story, as well as to verify whether the vision I have can be achieved.

The composition of the chapters is as follows:

Chapter 1 clarifies how to perceive the story used in this research.

In Chapter 2, after proposing “Media Switch", I describe “media mix”, the predecessor to “Me
dia Switch”. I then confirm the history of media mix’s occurrence, its types, and the problem
s that it has.

In Chapter 3, I describe the original motive behind "Media Switch" and its regulations. In th
at description, I specify my interpretation of the words “media” and “switch” in my research.

Next, I also describe in detail the processes and goals of the works I produced, including m
y Master’s work, as well as the hurdles encountered when attempting to carry out its exhibit
ion.

In Chapter 4, I describe the changes in the acceptance form of the story. And I clarify how
present-day people perceive and interact with the story, thereby linking to the next chapter.

In Chapter 5, I describe what stories "Media Switch" presents within the current state of acc
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Application method of oral histories to promote regional narratives

Title

In narratives, there exists a myriad of interpretations due to the environments people have lived in and the
differences in experiences. People cannot consider an interpretation by only combining their own experiences and
information within their knowledge. A narrative where an interpretation that one cannot imagine themselves is
born is very interesting and amusing.

Narratives can be divided into narratives of fiction that a writer thought of, and historical narratives of past events
that have actually occurred. This time, I am focusing on the historical narrative of past events that have actually
occurred. When hearing about “history”, it is likely one would imagine the success of warlords from the Sengoku
Period. However, because history is regarded as the narrative of events that happened in the past, extremely
speaking, even yesterday's events will become “history” if turned into a narrative. When thinking about past events
and the familiar, memories come to mind. Human memory is very ambiguous, and is easily changed by information
and assumptions from others. However, as memories are likely to disappear easily, in recent years, activities to
preserve memories are being carried out nationwide in Japan. Oral history is one of those methods by which to
preserve the events of the past by using people’s memories. Oral history is the method of looking at past events,
which have previously only been preserved through one directional views, through various perspectives. And which,
through that, allows for new interpretations of what happened up until that point, what kind of people were
involved, etc., to come into view. This time, I took the initiative to use this method with a region as the subject.
However, in oral history, it is important to bring out the narrative in people, and doing that right away is difficult.

Therefore, in this study, I propose a mechanism where it is possible to draw out people’s narratives, even without
the specialized techniques needed when using oral history, by using “Accumulation narrative”.

With “Accumulation narrative”, one can hear the memories of the citizens of a region from the narrative boxes
stacked on the map. By listening to the various narratives for the locations one is involved with, I believe it is
possible to draw out one’s own narrative. Therefore, by practicing this with people of various generations and
genders, I verified if it was possible to actually draw out a narrative.

As a result of conducting this practice three times, by listening to various people’s narratives, I succeeded in drawi

new narrative from participants.
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Title The system of Sando

People may recognize symbols as entities because information technology can replace any
event with a symbol and calculate it. However, information technology conceals that calculation

from people.

Following the appearance of the computationally universal computer, in order to expand the
progress of computational efficiency and the domain of practical calculation, applied
mathematics developed rapidly. Relative to that, a new perspective was provided to
computational theory, with the research that makes up that system being referred to as
theoretical computer science. This system then developed while mutually interacting with these
applied mathematics. However, even if any kind of calculation becomes possible on a computer,
that result is only an enumerated static symbol and not the concept of calculation. Similarly,
even if we reconstruct the concept of calculation from a new perspective via “language”, that is
nothing more than paraphrasing, and will lapse into infinite regress. As such, as the meaning of
calculation cannot be attained through “language”, a return to something other than “language”

is necessary.

Therefore, assuming that a corresponding relationship to some kind of physical event is
needed for people to understand the signified of calculation, I decided to develop a
computationally universal abacus. To wit, I developed a calculation method called "Logical
Abacus Calculation" and a “Logical Abacus” which corresponds to that method. Furthermore,
in order to investigate what calculation is, I decided to define the concept of Sando which
encompasses the Logical Abacus. Describing the middle layer and the interaction between

different universes, I propose Sando.
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