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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 16106 Name Yikyoung Kim

Qualitative Research on Factors Contributing to the Subjective Well-Being of Migrants
Title through the Zine TMOKKE |

-Focusing on In-depth Interviews with Migrants of Neo, Gifu-

For this research, a Korean woman residing in Japan became interested in the subjective well-being (the
subjective sense of fulfillment) of migrants during researcher’s time living in the mountainous area of Neo.

| investigated my own sense of subjective well-being and the ways in which | changed by conducting interviews
with people who had migrated to this mountainous area and publishing a magazine on the subject. The objective
of my research was to explore the elements that compose the subjective sense of well-being that migrants
experience in Japanese society using zine “Mokke,” a form of communication that conveys the physical
experiences of those in living in the Japanese countryside and of students studying in Japan from other
countries in addition to the issues they experience pertaining to their psychological adaptation to these different
environments. What are the necessary elements that allows a migrant to adapt to his or her environment and
experience a subjective sense of satisfaction? The researcher situates MOKKE among prior research on this
question and connects the social problems that Japanese society faces with specific personal experiences. She
performs a qualitative analysis of the elements that lead to the subjective well-being of migrants while
investigating the factors that contribute to problems faced by regional society and structural problems within
Japanese society.

This research is the result of a phenomenological analysis of the contents of the magazine MOKKE, which
contains interviews with three Japanese people who moved to the Neo area. The magazine also contains a
description of the researcher’s experience living in Japan as a third generation Korean woman who has migrated
both to America and Japan. Within Japan, MOKKE is a unique and personal form of media that creates a place
to discuss migration. The magazine has value as a personal history. Writing one’s personal history can have
therapeutic effects.

Through MOKKE, the researcher conducted analysis of the elements that contribute to the well-being of
migrants by dividing the interview portion from her work as a researcher. Psychological adaptation was
particularly important for the migrant interviewees. Their day to day lives were affected by the worry that their
safety might be threatened. The inadequate response of the local government to migrants caused some to leave
the region.

In creating MOKKE, the author was able to write her own personal history and to look back on her own
experience of migration. Through to the therapeutic effect of writing this history and by connecting with others
online, she was able to feel recognized and became more accepting of herself.

After distributing the magazine, the response was not as the researcher had hoped: readers did not report
changes in their attitudes towards migrants. For my further research, the task remains for her to create a
sustainable, long-term project. To continue this research and her activities related to MOKKE, the researcher
recognizes it would be better conduct a longitudinal study of this research and the effects that it has on readers.
She hopes that her work on the essential significance of how migrants experience subjective well-being will be
used not only to help people understand the cultures and socioeconomic backgrounds of migrants; but, by
repeating this research with the goal of promoting the wellbeing of migrants from other cultures, will also
contribute to a theory migrants and to their political development.
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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 ‘ 17103 ‘ Name ‘ Hiromu EHARA

Title Proposal of diegetic design approach for prompt critique

Design was understood to be conventional styling in japan, but the scope is extended
not only to things but also to things, and it is considered as a plan for solving
the problem. Design is focused on as a means of problem solving, and the scope
of responsibility is also expanded, and the scope that must be considered when
designing is increased. However, there is little mention of the responsibility involved
in designing. Responsibility is not only the first positive effect of the item or design
that you design, but also considers whether it can be said that it is good when it is no
longer used and when it becomes rubbish, or it is good for society as a whole. It is the
responsibility you have to do. Therefore, it is necessary to surface the responsibility
of design. In order to surface the responsibility of the design, it was considered
effective to receive criticism for the things and things that were designed. Since it
is not common to criticize designs, we first propose a ”Diegetic Design Approach”
as a mechanism to encourage critics to people other than designers. The “Diegetic
Design Approach” aims to encourage viewers to critique by designing a prototype
for critique according to the following procedure. It is common to regard people
who use products in design as users, but here we redefined them as viewers, not
users, and defined as people who understand the purpose of the design and think
and critique problems with the designer.

"Diegetic design approach” follows ”Theme setting” ”Enumeration of problem”
7 Classification of problem” ” Resolvable problem solution prototype” ”Thinking pro-
totype for unsolvable problem” and those processes in order It consists of an ” Exhi-
bition”. As a practical example of this method, we dealt with left-handed problems
that are familiar to the author and difficult to understand generally. Left-handed
is a minority, low in product demand and often overlooked. I classified the prob-
lems related to left-handedness by clustering. The viewer was able to understand
the problem from the display, think about the problem as well as the designer, and
showed the importance of applying feedback structure including criticism to the

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

Media Creation

Submitter Student ID | 16102 Name Teruyuki Ootake

_ The study for extension of autistic spectrum disorder’s communication by
Title . . . ..
drone introduction : Case study of Mr.S in Fureainoie

Currently, drone is used in a wide range of field, and anyone can buy and control it easily
even if they are not expert of it.

However, their use cases are usually used for industrial aerial photographing or
development of new airframe.

Thus, author thought new using way of drone that it can be used for disabled support, and
visited Fureainoie disability support facilities in Tkeda city, Gifu prefecture to ask for
supporting this study.

After having their agreement, author prepared drone which is put on the market, and
made facility user in Fureainoie use it for confirming how drone introduction can be used
for disabled support.

Then, Mr. S who is autistic spectrum disorder was more interested in this study than other
facility users, and he became trying to communicate people around him or taking photo by
using drone.

So, author thought that his behavior is not a coincidence, and there is something
dependence between symptoms of autistic spectrum and characteristic of drone.
Consequently, author considered that there are two possibilities in the behavior as follows.
(DMr. S who is autistic spectrum disorder used drone as communication tool.

@People around Mr. S can understand Mr. S’s feeling or thinking by communication that
uses drone.

Generally, autistic spectrum disorder is defined that they has problem for their
communication ability, and they are difficult to make relationship.

However, while author proceeded with the investigation of the dependence from the Mr.
S’s behavior, author found that drone has possibility to be able to cover communication
ability of autistic spectrum disorder, and also has possibility that Mr. S used drone as
communication tool.

Finally, author and Fureainoie staff planned drone performance, and Mr. S, and other
facility users were able to achieve the performance by supporting each other.

Based on the fact that Mr. S and other facility users was able to support each other by
drone performance, and the result of questionnaire for this performance from other facility
users and Fureainoie staff, author found the possibility that people around him can
understand Mr. S’s feeling or thinking by using drone.

Therefore, author considers that to support autistic spectrum disorder’s communication by
using drone becomes one of the new use case.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation

Submitter Student ID | 17104 Name Saori OYAIZU

, "Hyper Framing Comic"
Title

Study of New Comic Expression Focusing on Panels

Due to the prevalence of e-books, online comics and apps, reading comics on
digital devices like smartphones and tablets, instead of paper, has become a
new standard. Some digital comics have even been adapting to the device
shapes instead of digitally reproducing paper-based manga.

Examples of device-oriented comics may include the vertical scrolling comics
in “comico”, a web-based comic magazine designed for smart devices, and
GIF comics, which incorporates elements of animation and comics. The trend to
redefine comics from its expressional forms gives rise to expressions hitherto
unseen in paper-based comics.

In the trend where the expressions of comics diversify along with the
development of browsing apps and devices, the author develop and grope an
original technique called “Hyper Framing Comic”.

Hyper Framing Comic is a movie based on the expressions of conventional
comic, in which still images with a panel layout free of frame constraints are
filmed, using zoom, panning, and other filming techniques.

Hyper Framing Comic aims to propose a new way of browsing comics, in
which the viewer is encouraged to imagine the overall panel layout along with
the story, as an extension of comic expressions in the digital era.

This study first describes how Hyper Framing Comic was developed through
researches on precedence and experimental productions. Then, it outlines and
examines the production process and the series structure of “A Lonely Alien”
and “Merry-go-round”, the author’s works for master’s degree. Finally, the study
summarizes the stories enabled by Hyper Framing Comic and the browsing
experiences and suggests future possibilities based on the findings.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID 17108 Name Kazuma SUGIYAMA
. Possibility of a short film by self-playing on the premise
Title .
of watching on a smartphone

In this century, the Internet environment has rapidly generalized. In recent years, the number of users
of the video sharing service has increased, and it has become common to share photos and videos on
SNS. Watching movies and dramas as well as taking photos and videos with a smartphone is no longer
unusual. To date, the photographic equipment, viewing methods, and media environment have
evolved, and at the same time, the consciousness of photographers and viewers has changed, and
there is a fact that video expressions unique to each era have been born. Today, smartphones are also

attracting attention as one of the devices that expands the possibilities of visual expression.

In the wake of the generalization of Internet viewing, movie theaters were originally a place where
many people gathered to watch movies. It feels like an event space where you can enjoy the experi-
ence. In modern times, it can be said that there is a situation where the production and presentation
of movies are changing drastically. Against this background, this research explores the possibilities of
today's live-action expression from the development of the traditional genre called documentary.
Until now, many documentary writers, including Shin Sato, have pointed out that documentary films
have no absolute truth, and these days, Shingo Ota's "Special time allowed for us The end has been
born into a documentary film that incorporates a bold fix with self-produced self-stars. The area that
is hard to classify as a documentary or a feature film must be a new expression that has not yet been

fully analyzed.

In this paper, we will summarize the new areas born of film expression and movie expression using
smartphones, and consider the possibilities of the master work "Summer of Anonyms" created based

on the above.

In Chapter 1, “Introduction”, as a background to this research, the possibility of live-action video
expression closely related to everyday life is described. Chapter 2, "From the Production of the
Study", describes how the master's work was produced from the trials, discoveries, and reflections on
the two studies produced based on the background of Chapter 1. In Chapter 3, "New video expression
based on self-made self-acting based on documentary”, shooting, directing, and editing in a fictional
and mixed movie expression different from the so-called documentary film, taking Shingo Ota's work
mentioned above as an example. -Consider the configuration. In Chapter 4, “Video Expression Using
Smartphones”, the characteristics of video works that use materials shot with smartphones and video
works that are premised on appreciation with smartphones are given as examples. In Chapter 5,
"About the Master's Work", the master's short film "Nana Shinonatsu" is described in detail, and the
possibility of a new image expression by self-made self-performance using a smartphone from that

trial is considered.

Examination Committee

Chief Examiner

Shinjiro MAEDA

Co — Examiner

Masahiro MIWA

Co — Examiner

Ryota KUWAKUBO




& i sCE |

THRBEZMREGERFEA T 4 7 RBERI X T4 7 RBIEIK

et | AR 17112 Eai| VA S

i RAPE2—2VICHT 72T =X = a AEROHIE L W%
&t SCE A

ARIEZ. FAPe 22—V 2 FHEE L LREHOMETH %,

Artscape TiZ (KA Pba—=) IZOWVWTIDEHICHHLTWwE, T ITRZL
ba—=yv) &iF, XF0E) TARILE (DFHE) 1 DI ETHD, DAL EHE
FhEAKHETSZ2IE, THRA Pt a—2= XL E0w) SEIL, WA AMESoE z @
UC TAMZB2HFE) 2ERT28EL L TERIND, g

WAETIEY v X 27 74 (BEiRRR) FOrEY 7T, 20X —U—FZz@l %
ANHIEDOHENTEH SN TE D, SF HEOYEEMEMNTORE LT —~v & L TibhTw
2, LLADS, FAMea—vrE2REE LAWEL BReBEZ R > TH LV
NEOBH Y i E o b M TIEBRNZE A OB RSE KRS NnzboTh
S EFA D, DFN, TOEMIARICHEMRING 2 LD ER->TE D, A%
RO BHEROYFETH % &)l -7,

o OMEEHR» S, THETURic, BEOAMTIERY (FAPEa—7y)
PODOEREZERL TYREAMET A L2MELL, 202 LIk, ITNFETILR
W (AMEOFE) ATk R tEZ L, L LEEDBENRATH 2D L, iR
BEAPE2—2VOHRER DI EERETHD . CNEEBTE LRPNHEE Lo
oo ZITZDLRELTCA T A= av 2 ELTFHEELTHALL, ZOTFER
Fi e LT (HEBDMFL L 2FEEE L TOABENIET 2) EwIHfllHzR-o> T3
7o, (FAPba—2r L TORE) 28 L, WL, BET2HEL LTHY
ThHrEEZL, Iz (RAbba—<VICATB174) THELEL, AT,
RO FEE LT (KA a—=Viciti) 7= X — a MEGOGIEZR 1T
)2k mikAa,

KifiCld, TTE 1 ETRA P2 —2VRIZOWVT, TNV AX Y METTICE T
L ETTF cNT T2 A DY A R—T i 6E%ET 5,

H2ETIF, RAMba—<rZ2EMEE L SFIYRIEMZ KO L 205, 20
LRI TE AW EF BB OWTRL %,

B3ETIE, HihRKBloA L LT, ffFINBELER T74 7077 R =
Ay IZOWTHEHRT 5,

FWATETIE, (9470778 br—=v Ry CRALEHRIZOWTEE TS,

B 5 ETIE, FAMba—<vE2REL LALFLARBHEII DLW TEREBEEZRHL
%,

AWFZE L ARIEZ LU T, Bire e NEHEDRE L B ICH G L e B X 5,
HLOANBEHERLDLDIZ,

A (A H FA | ATHE AR A | ZlwE A R | CPRESE




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

for Media Creation

Submitter Student ID 17112 Name Koki NISHIMOTO

Title Creative and study animation for the Post human

This paper explores new expressions on Post human.

Artscape describes <Post human> in this way. "Post-human” literally means "after (being) human.
“Therefore, at the simplest level, the term "post humanism" is understood as an attitude toward
"being beyond human beings" through mechanical prosthesis and human body modification.

In recent years, reconsideration regarding humanity through this keyword has attracted
attentions on the topics such as singularity (technological singularity). It has been major theme in
narrative works such as science fiction. The Post human stories tell the new perspective on
humanity with excellent foresight, however, unravelling them, they reflect I the perspective of
humans living in the present age. In other words, the works had a commonality in that they were
narrative stories seeking humanity on the presumption that they works are understood by humans.

Considering these issues above, the author has constructed the story that is more conscious of
the viewpoint of "Post humans" who are not ordinary humans.

Through this process, the author supposed that "rethinking of human nature" would be possible
which has not been examined. Nevertheless, as long as the author lives in the present age, it was
much difficult to have a pure Post human perspective, therefore some ingenuity was needed it.
The author adopted puppet animation as the main method to achieve it. Since this method has
the characteristic of "confronting a doll as his/her own externalized existence". It is considered to
be valid as a device to confront and to consider by himself/herself as a Post human. This is an
"action toward Post human". This study aimed to create an animation work "to Post human" as a
new way of expression.

First of all, in Chapter 1, this paper discusses the Post human image referring from the points of
enhancement technology and Donna Jeanne Haraway's cyborg theory.

Chapter 2 questions how humanity has been drawn and argues new perspectives on it by
analyzing science fiction videographers on Post human.

Chapter 3 describes the master's work “Lifelog Apoptosis” as a new expression attempt.

Chapter 4 considers the expressions used in “Lifelog Apoptosis”.

Chapter 5 approaches the issues of new expressions on Post human and conclusions.

In this research and the creation of the artwork, the author would like to contribute to breaking
down of the new concept of humanity and reconsideration of it.

For the new human races and me.
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Title Expressing of a Programmer’s Thought Using Source Code

The purpose of this research is to communicate my thought as a programmer through the
creation and exhibition of my work /module/Whom.

Information communication technology has progressed rapidly since the first pro-
grammable computer was invented over 70 years ago. Concurrently, programming lan-
guages have also progressed and continue to progress to make systems for development
simpler.

There are many discourses that claim that the programming language used influences how
a programmer thinks. The main theoretical framework I use for this thesis is “Linguistic
Relativity”. This framework has been frequently used to discuss the relationship of a
programming language to a programmer’s thought.

I use the term “vocabulary” to refer to methods of data processing, and I use “wording”
to refer to the act of selecting a term from this vocabulary. A programmer’s thought, I
claim, is reflected in source code through “wording”.

I feel that many people consider the purpose of programming languages is to be executed,
not to be read and understood. I argue that source code can be used to convey my thought
to its readers, and this work attempt to demonstrate this through reading of my source
code by viewers from many different backgrounds.

From these perspectives, I created my work /module/Whom as an expression of a pro-
grammer’s thought.

In this research, I expressed my thought in a programming language, and I could com-
municate my thought to viewers through the exhibition of this work and through code
review. and I also could communicate my thought even to non-programmer using media

specificity.
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Title Study of Expressions Using Point-of-view Shots in 360-degree Videos

With the popularization of virtual reality (Hereafter VR), we notice VR as a technology
with new possibilities in various fields. The same is true in the field of film, and this trend
can be seen in the fact that the VR department was newly established in 2017 at the Venice
Film Festival, one of the big three international film festivals. However, as Chris Milk,
CEO of several VR related companies pointed out, "In VR today, we're more learning
grammar than writing language.", the expression method of "VR as a storytelling tool" has
not been established yet.

In considering this "VR as a storytelling tool", I focus on 360-degree videos. Here, the 360-
degree videos mean the videos in which the scenery of all directions is simultaneously
recorded, and it is possible to present the feeling of being in the inside of the videos to the
viewer by viewing using a head-mounted display (hereinafter HMD). On the other hand,
360-degree videos is a medium located in the middle region between interactive VR
contents and videos, because it 1s common with videos that no interaction occurs between
the viewer and the environment in the videos. The purpose of this study is to grope for the
possibility of expression in the 360-degree videos as a medium for telling stories by
producing and studying my work "Exchanged Eyes/Overlapped Eyes" using the 360-degree
videos.

First, based on the "Guidelines for Cinematic Narration in VR" proposed by Michael et al.
who are researchers of VR storytelling, the expression technique in 360-degree videos was
analyzed referring to existing 360-degree video works. From this analysis, I derived the
idea of focusing on the area where "montage" and "viewer's role" overlap, which seems to
be important in considering the possibility of new expression in 360-degree videos.

Next, based on that concept, I conceived a work, and after three studies, made “Exchanged
Eyes/Overlapped Eyes”. "Exchanged Eyes/Overlapped Eyes" is a 360 degree-video work
about 14 minutes that uses the same space as the shooting environment as the viewing
environment in the same space as the one where the film was shot, and by switching a
viewer's viewpoint to multiple viewpoints of characters, the viewer can experience the story
as multiple others. The key of expression in this work is "Viewpoint of multiple characters"
by repeatedly using switching viewpoint shots.

Finally, through the consideration of "Exchanged Eyes/Overlapped Eyes", I discussed the
possibility of expression in 360-degree videos by noticing 3 points. First, it was shown that
"Viewpoint of multiple characters" as a technique in the 360-degree videos presented
"viewers' role in montage" which has been little discussed in the existing techniques.
Second, "Viewpoint of multiple characters" as an expression shows the effect that the
viewpoint of the character can be drawn more clearly in the story with multiple viewpoints
such as ensemble casts, and in addition, the possibility of a new expression of "Viewer as
more than one other person" in which the character who was the viewer accumulates by
repeating the experience that the viewpoint changes over and over again and that it
confronts the character who was the viewpoint was shown. Third, by showing that the
expression method of "viewpoint of multiple characters" does not require the appearance
of an HMD on the video nor the equality of space between shooting and viewing, I showed
that this expression technique can be applied to many 360-degree video works.
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Title Study on recognition of object and their description.

In this research, the master's work "Essays of Similar Things-ver.bird-“ was created to address the issues of the complex communication
forms of modern society, and viewers responded to such situations The purpose is to encourage thinking to do. In my dissertation, I

considered the strength of communication derived from individual differences in "reality" along with the production of master's work.

In today's era where socially common values have been lost, the forms of communication in groups have become diversified and complex,
and the scope of such rules has become limited and high-context. As these situations progress, paradoxical sensory and physical reactions
have emerged as communication norms. In this paper, the sociological debate on communication norms in the group and the debate on
cognitive science's self-feeling in the body are used as supplementary lines, and such a situation is regarded as a society in which reality
is “jumble.” Then, in a situation where the ad-hoc value rule at the time of communication occurs is exposed to the "jumble reality", it is
necessary for an individual to be aware of the situation in which they are placed. Therefore, in this production, we focus on the difference
between "seeing" and “try to see" and present various motifs related to "visible things" (= similar things) that point out the continuity of
their phases. I do. By doing so, I tried to provide a place for critical understanding of situations in modern forms of communication and to

encourage thinking to respond to such situations.

The structure of this paper described the issues of this research in Chapter 1, and stated that approaching the problem by creating a
master's work. In Chapter 2, I referred to the sociological debate on the form of communication in modern society and described how to
understand the communication norms of this paper (= “jumble reality"). In Chapter 3, we looked at the discussions of bodily self-feeling in
cognitive science and considered the norms of communication about sharing a biological body. Chapter 4 describes the points of
connection between the discussions in Chapters 2 and 3, and the purpose and method of work creation. In Chapter 5, I reviewed the work
of my master's work "Essays of Similar Things-ver.bird-". In Chapter 6, based on the consideration of the work, the differences between
"seeing" and "attempting to see" were discussed again, together with the discussion in this paper, and the intensity of communication

resulting from individual differences in "reality" was considered. Finally, future issues were discussed.
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Submitter | Student ID | 18112 Name Kakuya Shiraishi

it Mutual complementation LiveCoding system with Al
1tle
which brings new creative relationships.

In recent years, artificial intelligence has evolved at a dizzying pace, and is being used in a variety of
fields. Some of the capabilities of artificial intelligence are already beyond humans, and it is a new
entity that enriches our lives to take on some of the statistical processing and human tasks.
Al-powered art has long been explored by many artists and researchers. Artificial intelligence in art
has played several roles. The support and assistance's creations, aim the art to carry out their own,
and the like. But here, I suggest adding Al, the creator approximation type, to learn and evolve
creators together. I think that by learning the author himself, the author's thoughts are recorded and
preserved, and it becomes Al to face himself, and it is possible to have some influence on the author or
to evolve it.

Against this background, this master's thesis shows how the tension and session-like thinking created
in real time through LiveCoding, which the author is dealing with, can be perceived in a creative
relationship as a concerted effort with creator-like Al.

"Inclusion” is a performance work, which is composed of sound generation by creator approximation Al
using the original system and simultaneous real-time coding by the author, and data visualization
using the generated data. Thus, through the collaborative LiveCoding between Al and authors, the
new creator approximation Al and its role, and the collaborative LiveCoding performance using the Al
aimed to embody a new form of LiveCoding and to show the potential of a new Al.

Chapter 1 discusses the purpose of the research including the author's opportunity. Chapter 2
discusses the impact of technological developments on the field of expression, and analyzes reference
cases in which Al plays an active role in the field of art. Chapter 3 discusses the concept of Al, which is
already expanding creativity with humans in society, while considering its relationship. Chapter 4
describes the updates made during the production process. Chapter 5 provides an overview of the
work, its performance structure, and the final system. Chapter 6 presents observations throughout

production and subjective observations through performance.
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Submitter Student ID | 18118 Name takeshi HAYASHI
Realizing Acoustic Localization Images according to Controling Cross Columns Cavity
Resonances

Title

In this research, we design a sound tube structure to give a physical basis to sound
generation for sound in the form of electric signals created by various methods, and create
sound sources that match the sound characteristics of the sound tube structure. In this
study, we attempt to generate a sound image localization that depends on the frequency,
such as the sound emitted from the body of an instrument.

In a sound source having a substantial nature, a physical phenomenon always accompanies
the generation process. Considering musical instruments, there are vibrations of structural
systems such as strings, leads and bodies and acoustic systems inside the body, that is, air
vibrations, and energy is exchanged between the two to emit final sound to space. Therefore,
the strings and leads are the excitation source, and the sound image localization and timbre
of the musical instrument are not determined by these vibrations alone, but the final timbre
is characterized by adding the body vibration of the structural system and the resonance of
its internal space. In addition, from the idea of physical modeling in the sound synthesis of
IRCAM in recent years and the material orientation of auditory perception described by W.
Gaver in the field of cognitive psychology that greatly influenced this, this study also
examined the physical process of sound sources. And the starting point.

Generally, reproduction from a speaker is intended to reproduce a completed sound. On the
other hand, in the process of creating sound using electric signals, the speaker was
considered to be only a vibration source together with the electric sound signals, and the
sound image localization of the radiated sound due to the resonance caused by the acoustic
tube structure and the physical phenomenon due to the resonance was examined. This
structure cross-connects multiple acoustic tubes to achieve sound image localization by
multiple resonances and spatial arrangements, and is named "Risveglio".

In the field of acoustic engineering, single-tube resonance is analyzed, but there is no
systematic analysis of an example where two or more acoustic tubes intersect. In this paper,
first, the resonance characteristics of the intersecting acoustic tubes are analyzed as
eigenvalue problems by FEM and experiments. The boundary condition of the tube end and
the coupling condition of the loudspeaker, which is the source of vibration, were found to be
important design factors for the independence of tube resonance and the effective resonator
length. Got the principle.

The idea of the method of generating a sound source of an excitation source is to make

natural phenomena perceived in another form through technology. Focusing on the bowed
vibration of the violin, we developed a method to extract the constituent spectrum by FFT
and generate a new melody by arranging it in time series. In addition, the probability of
coincidence with acoustic tube resonance was increased by a method of adding a sideband
secondarily by FFT processing.
The acoustic tube structure " Risveglio " was designed under the condition of being installed
in a space with a floor area of 2 m X 2 m, while the sound source and the structure were
strongly connected like an acoustic instrument while affecting the acoustic characteristics of
the surrounding space as a single sounding body. It can be said that it is a new instrument of
electric acoustic signal that creates an acoustic space with its own expanse.
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Submitter Student ID 18119 Name Nozomi FUKAO

Title Redefining archives in photography

The work for the Master’s degree, the “(pa)street-view,” is a device for a person who has not
experienced past events or a non-expert to continuously pass down to the future the real state of
the past events in place of the person who has directly experienced them.

Photographs in the analogue age, mostly those of film, are increasingly deteriorating, dispersed,
or hoarded up due to their difficulty in handling. Fortunately, some of sources have been digitized
by MLA in each country and in the process of preservation and public utilization. By making
digital archives widely available, historic sources are freed from the limited access by researchers
to become accessible by more people. However, the current design of digital archives is not user-
friendly for people to study sources and history through them, nor is their utilization built in in
the system. It is completely up to users how to utilize the provided photographic sources. At the
same time, photographs in the analogue age also have a problem of losing those who have
experienced the events captured in them. For this problem, we cannot avoid having the time
when there will be no person who has experienced them in the future, although many groups and
researchers are trying to preserve the narratives by those who have.

It is the opinion of the author that it will be necessary to explore as to how people left behind
without experience will be able to pass down the past to people of the next generation in the
society where there is no person with experience but only the records by media remaining.

In the “(pa)street-view,” people without experience and non-experts in each age not only analyze
the generally-shared history and digital archives-provided photographs which represent history
but also reproduce by themselves as persons concerned the acts of people projected by
photographs, artificially experience the past, and construct narratives including the interpretation
and criticism of the past from the perspective of modern persons arising from it, using the media
referred to. In addition to the previous phase of people “learning” the events, the act of looking
back over the past by it extends to “discovering” the issues of the present time and “leaving”
them to people in the future. By repeating such processes, narratives of history will be passed
down with the interpretation and criticism by people of the next generation, continuing to
question their appropriateness. Such framework proposed by this paper for interpreting sources
and narrating history constructs a new way of narrating history and a new state of public history,
corresponding to the expansion of the public sphere for photographic sources by digital archives.

Continuing to narrate and correct history based on the archives left behind by people in the

past through the “(pa)street-view”: It is an eternal mission which should not be discontinued.
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Submitter Student ID 18120 Name Masahiro Fushida
Title Proposal of Live space using Mixed Reality

This research was inspired by my experiences planning music events, performing with my laptop, and participating in Jazz
Jjam sessions. These experiences showed me that, while each performance is different based on the performer’ s technique,
audiences enjoy all these performance in much the same way. To address that issue, I wanted to propose a new musical
experience for audiences by incorporating media technology into the music space. At IAMAS, | created FaceSession, a
participatory music experience for iPhone, for my first-year year—end presentation. After that, I shifted my focus to mixed
reality technology for my graduate project. For my second-year’ s mid—term presentation I created System for Live Music
Viewing through Avatars. Next, for my graduate project’ s first preliminary examination, | made Audience Jockey, a system
that enlivens a music venue by controlling avatars in the live music space. After all that, I created Avatar Jockey, a system
that provides an interactive musical experience in mixed reality shared by multiple users.

The objective of my research is to create a new live music space in which MR is used to enable interactive music
performances. | will verify how enjoyable this performance system is, and I will investigate possibilities for its application.

I define this new live space as a mixed reality space that has the same conditions as ordinary music performance space,
and in which it is clear to viewers in real space that the virtual space is being controlled and a human is doing it. This new
space has the following characteristics: (Dparticipants all experience the same sounds as well as the same mixed-reality
space. @Three—dimensional acoustics that have expansion, distance, and direction. @It allows users to create a musical
experience anywhere without the limitations of real space. @In it, a unique live music space can be created with
participants freely arranging sounds with their hands in real space. GUsers can confirm the distance and direction of the
sound with their eyes. 6)The music in this space incorporates audience participation. I define space that contains all these
characteristics as my new live music space. By verifying this, I will propose a new live space that incorporates mixed reality.

In chapter 1, [ will give an overview of my research and describe my motivation and objectives. In chapter 2, I will go into
further detail about mixed reality and virtual reality, and I will address recent trends in mixed reality as well as previous
research. Chapter 3 describes how this system changed over time, the development of Avatar Jockey, and the
development of Remote Live Music Performance System, and the performances of MRLive. In chapter 4, | address the
problems I encountered while developing Avatar Jockey and how I dealt with them. In chapter 5 I will evaluate and analyze

my work; and in chapter 6 I will conclude and discuss how my work might be developed in the future,
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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 18122 Name Ryo MORITA

Title Attempt to Create Music Inspired by “Rasa” in Gamelan
and the Possibility of the Method

This research has two components: the creation of music inspired by “Rasa,” a concept
unique to the traditional Indonesian music “Gamelan,” and an analysis of the potential
contained by the method used to create that music. I understand the elements that
compose “Rasa” as an experience of the “flow state,” and I created the musical piece Sar/on
rails to enable that experience using minimal movement and musical components. In this
paper I explain the work and the process of its creation. Through the history of Indonesia,
Gamelan has expanded and developed with an influx of culture and the historical
intervention from other countries. Nowadays, Gamelan is used in music education all over
the world. This is because it is simple to perform, its musical scores are easy to read, and

it requires that performers listen to one another.

However, the elements of a Gamelan concert that attract the most attention in Japan are
its tone and sound — people rarely pay attention to its historical background and musical
structure. I focused on Rasa, an original Gamelan concept, rather than tone and sound
because I believe that — although Rasa has a complicated meaning and significance — the
process of trying to understand Rasa through Sar/on rails may contribute to the further

development of Gamelan music.

Rasa refers is a nonlinguistic concept that means something like “taste” “feeling”
“essence” and “emotion.” It was passed-down through performance and oral tradition.
Rasa is used in a variety of contexts; it can refer to playing style, spacing, acoustic balance
and tempo. It is difficult to grasp all the ways in which it can be used. Through the process
of creating the electronic instrument Gamelanyar (Morita 2018) I came to understand the
unique flow state brought about by the repeating the action of striking a key and at the
same time muffling the sound of the previous key struck as one kind of Rasa, and I came
to believe that if Rasa could be seen as a unit, it may be possible to understand it through

more well-known concepts.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 18123 Name Saki Watanabe

A style of artistic expression that goes beyond gender
Title

My research deals with the following question: how can we overcome conflict within various
areas, things and concepts? I decided to address this issue in order to position my experience
of searching for a method of using art to psychologically overcome the problems surrounding
interpersonal relationships that [ confronted in aspects of life such as gender, work, and family
as research with universal applicability. In other words, I consider the expression of these
differences as art. Through this paper, I will clarify the background of my master’s

project From the New World.

Chapter 1 describes my understanding of the problem that inspired me to research “a style
of artistic expression that does beyond gender,” the experience of drag queens, and Motoaki
Shinohara. [ used “the Kingdom of Differences” as a reference.

Chapter 2 examines three other works that inspired my research - the first is Hiso hiso
boshi by poet and film director Shion Sono. The second is exquisite pain by contemporary
artist Sophie Calle. The third is the work of drag queens and Teiji Furuhashi.

Chapter 3 addresses scripts and the idea of scripts as blueprints. My interest in
scriptwriting is based upon the fact that Hiso hiso boshi was first written as a screenplay.
Based upon Hiroshi Takahashi’s theary of script—writing, | address the possibility of
“meta—script—writing.” Then, using the research of Shuji Terayama nad Kobo Abe, I examine
ideas that are currently attracting attention about the role of scripts. I consider script to be a
“blueprint” and chose it as the format for my work because of a script’s meta aspects and
orthodox functions.

Chapter 4 looks at the work I produced before making my master’ s project. In parallel with
the preceding works examined in chapter 2 and the analysis of “script as a blueprint” from
chapter 3, I discuss the process of trial and error through which | came to create my master’s
project. | describe the process of creating this “blueprint script” using as text and as an
installation.

Chapter 5 discusses the content and form of my screenplay From the New World, and
summarizes in what ways it is a “script blueprint” that I created to serve as “a style of

artistic expression that goes beyond gender.”
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Submitter Student ID 19120 Name Rika AKI

Recollection mediated by tools, Human'’s livelihood seen from fishing tool “Long line”
Title

Nawabachi, a fishing tool used for longline fishing, was found left at home in Teshima in the
eastern Seto Inland Sea. | sought the background and the use of it through literature and
fieldwork. This study explains recollections of life which tools contain and discusses &4 of
left tools.

In Chapter 1 | describe Teshima, where | got the left tool referring to a book written by a
residents’ group in 2005 regarding illegal dumping of industrial waste which occurred in the
island in 1970s. Furthermore, | detail interest in left tools during mentioning the purpose of my
base called Teshima no Mado. Chapter 2 deepens understanding of the lifestyle of fishers who
used nawabachi and lived on the water searching Kagawa Prefecture Fishery History and
Tsuneichi Miyamoto’s books for the social background of the Seto Inland Sea. In Chapter 3 |
verify my understanding gained from fieldwork in a coastal area in the eastern Hiroshima
Prefecture, where the fishers was based and a survey for fishers who operate longline fishing
today in Kagawa and Hiroshima. Chapter 4 reinterprets fishing in Seicho, Kagawa referring to
Henri Bergson’s Homo Faber. Moreover, | focus on Hideyuki Onishi’s consideration for
technique and Yoshio Shirakawa’s reinterpretation of Art which he gets a clue from
Levi-Strauss’s Bricolage to perceive tools as molding. Chapter 5 describes the overall structure
of the art installation “an Island” that | created in this study by explaining my intentions for the
video, the story, the pictures and the tools in the art space respectively. Finally, | discuss the
current meaning of reinterpreting left tools as molding in life following the art installation
experience.
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Title New Aesthetic Value in Glitch

This paper examines the aesthetic value in the glitch art which shows not only the visual representation
but the technological nature of the glitch. The glitch art is an artistic form that uses the glitch as a
malfunction in computers. To research the value, this paper confirms the technical meaning precisely
and introduces the original definition of the word “glitch”. Then, with the definition and the derived
perspective of glitch, existing valuations in the glitch art will be updated.

“Glitch is the condition which is incorrect for humans but is correct for systems.” This is the
definition and this state is clearly distinguished from other computer errors. This definition reveals the
glitch has two different interpretations based on the human recognition and on the mechanical logic. In
reality, it seems two concepts exist. One sees its prominent visual effect and its affect like a surprise or
an enchantment, and another understands it as a phenomenon of the technology and the present. This
paper coins the former interpretation as User’s Glitch Perspective and the latter one as Developer’s
Glitch Perspective to make a distinction. These two can be contradictory. The former sees the glitch as
an accident by coincidence, but the latter understands it as an event which should be reproducible by
intention. The definition above implies these two perspectives and the contradiction in these. The
contradiction comes as a problem when it extends the glitch into the art practice.

The glitch art appeared as a visually digital expression in early 2000s on the background of the
success of glitch music as its precursor. Iman Moradi had worked on the theoretical speculation about
the glitch art. In 2004 he wrote Glitch Aesthetics which was a paper about this artistic form, and in 2009
published the jointly edited book Glitch: Designing Imperfection which consisted of many visual images
and some writing. He introduced a dichotomy of Pure Glitch and Glitch-alike. It is explained that Pure
Glitch is a result of coincidental accidents and Glitch-alike is other artificially mimicked representation.
His view has a heavy deflection to the User’s Glitch Perspective. It is a problem that his logic has no
space for the Developer’s Glitch Perspective. In Developer’s Perspective, the glitch can become a glitch
art with no depiction. After Moradi, many glitch art works have appeared with the Developer’s Perspec-
tive, nonetheless, yet many have mainly depended on the User’s Perspective to think theoretically the
glitch art. The purpose of this paper is to install the Developer’s Perspective into the tone of discussions
and to update the aesthetic value in our mind.

The artist as a developer is a concept which we should cover on thinking about the art using
computers. However this concept has not been enough considered despite the artist as a user has been
well often discussed. The glitch art as artistic form radically shows the obvious existence of both
developer and user in one artist. The glitch artist can be forced the position to be torn with the contradic-
tion if the two interpretation will make contradictory. The glitch art has a particular aesthetic value
which only to be both developer and user at the same time can suggest. The new value in glitch exists on
such a phase.
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il Weak ties generated at shared-kitchen:
itle
the case study of "Choimise kitchen"

As the era of mass production and large consumption ends, we are in the processof going from an
era of ownership to an era of sharing. Instead of merely sharing things and locations, we have
started to put an emphasis on connections to people born in those places through sharing.

As the historical backdrop changed, our relationships also changed from originally having strong
connections with territorial and blood relationships to being linked to companies and organizations
with industrial relationships, as well as how we related to people in regions also starting to change.
In recent years, various businesses in the sharing economy have increased, and shared kitchens have
also started in increase. In that circumstance, instead of merely sharing a kitchen, I have wondered
if it carries expectations towards producing connections with others. Based on that supposition, and
using the shared kitchen “Choimise Kitchen” in Ogaki, Gifu as an example, my goal in this study
has been in the search of the values and meaningfulness brought about by shared kitchens in the
region. [ want to clarify what is the communication induced by the diverse people who gather at
shared kitchens, and what kind of connections are formed between people as a result of shared
kitchens.

To people, in addition to eating, sharing a meal is an act that aims for communication with others.
Sharing food and the act of eating with friends forms important connections in the local community,
and it is also helpful in encouraging those connections. In this study, based on observing activities
over a period of one year at Choimise Kitchen during open events, if became clear through an M-
GTA analysis and interviews with participants via focus groups that there was a process of inducing
communication by means of using food as an intermediary. The results clearly showed that for the
communication between participants who were not that familiar with each other, eating together but
also particularly cooking together were both important in the formation of tentative connections
between them. These connections allow for the reexamination of one's personal values, and for
speaking out about troubles that familiarity consequently does not allow to be shown in daily life.
Encountering with a variety of others can also be a catalyst for rediscovering and re-evaluating your
own value from a different perspective, interest, or interest. From the results of this study, various
conversations are born out of creating a kitchen as a place for people to gather where they can cook
and eat together, and this implies the possibility of generating new ideas that cannot be obtained
from the knowledge and point of view of a single person. It can also most likely carry with it the
expectation in the region to serve as a safety net to watch over elderly people who live alone and

also mothers troubled with raising children.
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