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ABSTRACT

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

Media Creation, Master’s Program

Submitter ISI;udent 20114 Name TIkuya Tokumo

An investigation on the connection between the inside and the

Titl . : . .
e outside through the creation of "A window as 'in-between'"

The author's interest in re-conceptualising and redefining the existence of nature by transforming it through
architectural interfaces arose from the task of ‘a garden that receives nature’ during his undergraduate
studies. In this research, the author focused on the standardized window that we see in our daily life, and
produced a work by considering the origin of the word window, which is a coined term meaning ‘eye of
the wind’.

Furthermore, in the caves originally used by humans as dwellings, external nature entered and exited
through only a few gaps, while other holes existed for human comings and goings. Later, techniques such
as drilling holes in the walls of pit dwellings or stone-built houses became apparent. All of these were holes
that penetrated the walls. With the development of technology, the entrances and exits for humans and
nature became distinct. The window became a route for acquiring information.

Additionally, technological advancements enabled windows to transform from holes into transparent
membranes, providing a sense of openness to the building's interior. In this research, the author addresses
the issue of standardizing the use of windows as transparent films in standardized buildings. Windows exist
because humans instinctively desire to connect with the outside world, as nature is the foundation of human
existence. Therefore, windows are designed to provide a strong sense of connection. In standardized
buildings, windows are installed in conditions that run counter to this desire in terms of legal, structural
and environmental conditions. As a result, daily experience of window connectivity becomes standardized
and diluted, and the original sense of connection is lost.

To address these issues, this study defines the window as a ‘sensory organ’ for architecture. A sensory
organ represents an entity that allows architecture to acquire information from outside the walls, the same
as the human skin is part of the body’s function to take in information from the external world. By
presenting the role of the window as an interface through which external information is acquired, the aim
is to provide an opportunity to reaffirm that the presence of a window brings about a connection between
the external and the internal. In the author's graduation work A window as in-between, two window frames
were installed, one on the inside and one on the outside of the building, aiming to reconstruct external
information in a disconnected interior space.

In this work, the two window frames were placed in an abstract rectangular gallery and in Seseragi Square,
aligned along a straight line. The physical distance between the two frames is referred to as ‘Between’. In
relation to this physical distance, the curtains installed on the inner window frame change their sway
depending on the wind passing through the outer window frame, with the connection facilitated via the
internet.

By observing the two window frames and watching the movement of the curtain inside, the audience can
imagine the connection between the inside and outside.According to "connection through imagination™ this
work demonstrates that the window serves as an interface between the interior and exterior of the building,
making the audience sense it as a ‘hole’ that connects the two.

From the production of the author's graduation work A window as in-between under the definition of
‘sensory organ’, the relationship between the inside and the outside, which was diluted by the uniform
window, could be shown again in the viewer's image of the relationship of connection by the window.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter ISéUdem 21110 Name Azumi Shima

A Study on Changes in Perception of Each Aspect of Linear
Title Algebra and the Dissemination of Shader Technology through
Shader-Based Workshops

In recent years, VJ (Visual Jockey) performances have gained significant attention in live events, and GPU-
based Shader technology has increasingly been applied in artistic and educational contexts. However, as
Shader programming involves extensive use of vector and matrix operations, a basic understanding of
linear algebra becomes essential—posing a considerable barrier for learners, especially those with a
mathematical aversion.

This study aims to investigate whether a three-tiered workshop approach (introductory, intermediate, and
advanced) incorporating Shader programming can enhance interest in and comprehension of linear algebra,
while using VJ performances as tangible outputs to boost motivation. It should be noted that due to the
limited number of participants, the findings are preliminary.

In the introductory workshop, participants experienced pattern generation and parallel processing via
block-based tools and augmented reality, focusing on establishing fundamental concepts. The intermediate
workshop involved creating 2D, audio-reactive shaders using GLSL, and the advanced workshop combined
ray-marching techniques with a VVJ performance in an intensive, residential setting. Learning outcomes
were evaluated using the Kirkpatrick model (Levels 1-3) through questionnaires and an analysis of the
participants’ output.

While trends toward increased interest in linear algebra and improved understanding of Shader
programming were observed in the intermediate and advanced workshops, the limited sample size
precludes drawing definitive conclusions. Nevertheless, the use of concrete outputs—such as live VVJ
performances—appeared to foster greater motivation and application of the learned techniques.

The workshop approach integrating Shader programming with VVJ performance shows promise as an
educational strategy to enhance mathematical literacy, particularly in linear algebra. However, given the
preliminary nature of these findings based on a small sample, further large-scale studies are required to
conclusively determine its effectiveness.
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ABSTRACT

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

Course of Media Creation, Master’s Program

Miyazaki
Submitter Student ID 21119 Name
Nanako

The Video Work ‘Seeing Exercise’: An Artistic Study Focused on the Spontaneity

Title
Captured by Visual Media

This study aims to produce a video work that raises viewers’ awareness of the ‘spontaneity’ inherent in
visual media. In this context, ‘spontaneity’ refers to natural phenomena and events that unintentionally
appear in the footage beyond the filmmaker’s control or intention.

Chapter 1 outlines the research background and explores the potential of rule-based works. Rule-based
works are those created through the application of pre-defined rules set by the author, which are executed
by the author or others. Additionally, this chapter explains a key theme of the study—the difference
between human vision, which selectively focuses on specific objects of interest, and the camera’s vision,
which records everything uniformly in its field of view.

Chapter 2 describes two preliminary works in detail to deepen understanding of the camera’s perspective.
“I might not have needed to meet you.” is an attempt to verbalize each element captured in the footage and
compare the perspectives of humans and cameras. “False Diary” explores the relationship between visual
media and humans in modern society by tracing and redrawing images from daily life and the internet.
Chapter 3 examines the significance of ‘spontaneity’ in contemporary visual media based on prior
research. Dai Vaughan, in Let There Be Lumiére: Documentary and Realism, argues that the allure of film
lies not only in its narrative but also in incidental natural phenomena such as waves, wind, and smoke
captured unintentionally in the background. He terms this quality “spontaneity.” The chapter also
discusses Wang Bing’s documentary film “Tie Xi Qu: West of the Tracks”, highlighting how unintended
elements captured beyond the filmmaker’s intention enhance the visual appeal of the work. It concludes by
emphasizing the importance of fostering viewer awareness of “spontaneity” in modern visual media.
Chapter 4 provides an in-depth explanation of the master’s project,”“Seeing Exercise”. This work seeks to
heighten viewers’ awareness of the differences between human and camera vision while encouraging them
to engage actively with the video. Through this active engagement, the work aims to recreate a viewing
experience akin to that of early cinema audiences, who encountered the world anew through moving
images. The project consists of a two-part short film shot at Nagoya Port and Ogaki Castle Park. In the
first half, post-recorded voiceovers describe unnoticed elements in the footage to prompt viewers to
observe ‘spontaneity’ within the visual experience. The film concludes with a 50-second monochrome
silent sequence, evoking the visual world of early Lumiére films, thereby offering a new visual experience
through film.

Chapter 5 discusses the master’s project in detail. By adopting a rule-based approach and using
post-recorded voiceovers to highlight elements the creator wishes the viewers to focus on, the work
successfully reveals the difference between human and camera perspectives. Furthermore, by structuring
the work to encourage active viewing, it evokes the experience of early cinema audiences who, upon
seeing the sea depicted in films, felt as though they were encountering the sea itself for the first time—not
as a metaphor, but as a spontaneous, real presence. This conclusion is supported by an analysis of viewers’
feedback and comments.

Chapter 6 summarizes the research and discusses future prospects.
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Title "Digital Memory Box": The Practice and Reflection of Creating Works
Focusing on the Memory of Light

The Practice and Reflection of Creating Works Focusing on the Memory of Light This study discusses the
process and significance of creating the master’s project Digital Memory Box, which seeks to evoke
memories through "scenes of light" within the context of exploring unique modes of visual expression in
media art. Having previously engaged in diverse forms of visual production, including live-action,
animation, and projection mapping, the author began to feel limitations and dissonance in conventional
screen-based visual experiences. Inspired by the concept of tactile vision, the author developed Digital
Memory Box, a visual apparatus combining light sources and miniatures. The project comprises five
miniature boxes, each equipped with small displays and LED lights, arranged in space to be viewed from
specific angles. This work aims to prompt viewers to recall their personal memories. Chapter 1 outlines the
background and objectives of this research. Drawing from the author’s experience in visual production—
primarily in projection mapping—it explains the shift toward creating works that evoke inner memories and
emotions, rather than emphasizing spectacle or entertainment. Referring to the photographic works of
Harumichi Saito and the live-action visuals of Yasuhiro Tsuge, the chapter details two preparatory works:
the photographic series One Frame Per Person Recreation and the installation It Might Be a
Misunderstanding, clarifying the goals of this master’s research. Chapter 2 describes the specific methods
employed for non-screen-based visual expression. By examining inspirations such as Kimio Itosaki’s
Photomo, 19th-century optical toys like the "peep show," and Bandai’s "Hako Vision," the author conducted
prototypes integrating three-dimensional visual effects. This chapter emphasizes the potential of devices
that prioritize visual phenomena created by light interacting with physical objects. Chapter 3 provides an
in-depth discussion of the master’s project Digital Memory Box. The five works—Walking the Streets,
Streetlamp, Through the Gaps, Curtain, and After the Rain—each capture fleeting moments of daily life
and aim to evoke memories through scenes of light. The chapter further explains the deliberate design of an
active visual experience by focusing on the exhibition space’s arrangement and the bodily movements of
the viewers. In Chapter 4, the author reflects on whether the intended effects were achieved through the
exhibition and examines the types of visual phenomena generated. This chapter introduces the concept of
"tactile vision" proposed by film theorist Laura U. Marks, which served as a guiding principle throughout
the project. Additionally, comparisons are made with the works of filmmakers Ryusuke Ito and Taira
Kakeru to highlight the distinctive features of Digital Memory Box. The final chapter summarizes the
overall argument and discusses future possibilities for further exploration.
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ABSTRACT
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Submitter IS[t)udent 22106 Name Tomomi Goto

Exploring Intrinsic Healing in Artistic Practice:
Title through investigation and the creation of the master’s work
"Trust Thy Scars"

This paper discusses the process that leads to the conclusion that ‘essential healing
encompasses the time both before and after the pathological condition, when the person
in question decides their stance towards the condition according to their soul’.

This research explores the question of ‘what is Exploring Intrinsic healing’ in artistic
practice with transformative material. The starting point for the research background
is the physical, clinical and social awareness of recurring illnesses and conditions that
require healing, which emerged through the author's family’s illnesses and her
personal experiences. The research confirms the importance of the medical perspective
and the artistic perspective and proposes a basis for reconsideration and reflection. The
term ‘healing’ here implies a medical connotation, but it is not a technical discussion of
healing itself from a medical perspective. The attempt of this study is to reconsider
healing through artistic practice, and to provoke a new way of thinking about it through
the interpretations and concepts derived. The force of nature proposed by Hippocrates
is known today as natural healing power. That force of nature functions not only as a
natural healing power of the body and mind, but also as a power of decision-making
and self-respect. To maintain this power, it is important to create an environment in
which we can maintain both autonomous and heteronomous time. The study proceeds
by confronting matter and spirit, body and mind through artistic practice. The author,
however, realizes that what must be recovered from the system is not only the time of
the individual, but also the time needed to keep the soul alive and to preserve it.
Healing is also about attending to the voice of the soul before the body and mind are in
a state where they are visibly in need of medical attention. The timing of this ‘before’
the condition and the attitude towards treatment and the condition must be decided in
accordance with the soul (= awareness and self-respect) - self-selection and self-
determination are the path to self-acceptance. Healing is restoring balance to this
mind-body relationship and the whole, and the key to this healing lies in the soul. The
wounds we sustain in our daily lives speak to us so that we do not repeat the same
suffering. The important thing is to listen to their voice and follow their soul. Based on
the above observations, the author states that ‘Exploring Intrinsic healing is the time
including before and after the condition, when the person in question decides their
stance towards the condition according to their soul. By following the ‘soul’, oneself and
others are healed and feel life itself. In conclusion, at that time the healing process then
becomes the process to lead a creative life.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter Islgudem 22111 Name Shohei NIIZATO

Reinterpreting “Gemeinschaft" and “Aidagara” in Japan's

Titl . .
e Digital society

Tetsurd Watsuji (1889-1960) systematized Japan’s unique communal culture—dating back to the Edo period—
through the concept he called "Aidagara" in his work *Rinrigaku*. This body of thought is also known as
Watsuji’s- Rinrigaku. Since Watsuji’s- Rinrigaku argues that “social harmony takes priority over recognizing
diverse values,” it has often been interpreted as endorsing wartime totalitarianism, and has thus been studied
critically in philosophy. On the other hand, recent studies applying the "Aidagara" concept in different fields
have begun to emerge, leading to a renewed evaluation of Watsuji’s-Rinrigaku. This research seeks to interpret
Watsuji’s concept of "Aidagara" anew in order to explain various phenomena in Japan’s digital society. Although
the advent of the internet has brought global standards to the world, Japan has developed its own distinct digital
culture. In particular, I consider that phenomena within online communities—especially social media—may be
clarified by reinterpreting and applying Watsuji’s "Aidagara" concept.

This study is not intended to refute traditional Watsuji research. Instead, it aims to demonstrate the usefulness of
Watsuji’s-Rinrigaku by exploring its application to digital society. Watsuji defines "Gemeinschaft" as the range
of actions taken by members of real-world communities—such as teachers and students in a school—to fulfill
the “qualifications” they are assigned, thus maintaining those communities’ relationships. A major shift in the
sense of "Gemeinschaft" in online environments occurred with the spread of smartphones. Because it became
possible to connect with anyone at any time and from any place, users could form “friend” relationships in ways
different from real-world society. Watsuji describes “friends” as “people who mutually understand each other’s
expressions of shared communal connection,” which I see as encompassing online relationships that arise around
shared hobbies or interests. In internet-based relationships, no prescribed “qualifications” exist as they do in real-
world society. Discrepancies that arise depending on who sets these “qualifications” and how they are set can be
called “inconsistencies of mutual understanding,” in Watsuji’s words. Blocking or similar actions that erase
another’s presence often serve to resolve these inconsistencies.

To examine these phenomena in more detail, this study employs Hayashi’s (2023) analysis of a “Ten-Thousand-
Person Consumer Survey,” focusing on generational differences in perceptions. In addition, the author conducted
an independent survey concerning human relationships online versus those in the real world. Although this
independent survey was intended to supplement Hayashi’s analysis, it ultimately did not yield deeper insights.
In this research, particular attention is paid to Generation Z, often referred to as digital natives, and it was
confirmed that they are cautious about how they engage in "Gemeinschaft" . This attitude is believed to be
influenced by the COVID-19 pandemic from 2020 to 2023. Isono (2024) uses the examples of “out-of-prefecture
risk” and the so-called “self-restraint police” during the pandemic to argue that the local community model—
originally discussed by Watsuji in reference to the Edo-period “five-man group”—continues to function in
modern Japanese society. While social media has greatly expanded our exposure to new information and diverse
viewpoints, it has also increased our encounters with beliefs and claims that differ from our own. Ideally, such
differences should be acknowledged rather than condemned. However, to avoid being condemned oneself, there
appears to be a prevailing tendency in modern Japan’s digital society to preemptively exclude those with
differing opinions. That, I conclude, may reflect the actual condition of "Gemeinschaft" in this context.
Ultimately, this study demonstrates that Watsuji’s concept of "Aidagara" is useful in explaining phenomena
within Japan’s digital society. Its significance lies in reinterpreting the "Aidagara" concept through an approach
different from that of traditional Watsuji research.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter Islt)udem 23101 Name Mutsushi Asai
Title Research on the Observation and Evaluation of Vibes.

In this study, we have developed expressive activity spaces utilizing shared cognition independent of
language, such as the ambient visualization program "Share of Ambient" and the Multi-Participant Visial
Synthesizers”Superposition machine." Participants frequently reported experiencing a unique sensation
described as “a sense of unity not felt in daily life, distinct from the exhilaration of music live shows or club
environments.” However, the true nature of this sensation remains unclear. This research hypothesizes this
unknown sensation as "Vibes" and aims to observe its occurrence and examine methods for its evaluation.

Immersive contents are being utilized not only in the field of entertainment but also in the field of community
building, and it is known that complex mental effects such as enthusiasm and deep self-reflection occur
during immersive experiences that cannot be obtained in everyday life. In order to generate extraordinary
sensations through immersive experiences, it is necessary to set up an environment that facilitates immersion
and a sense of unity, and in order to understand the degree of such effects and the moment of their
occurrence, it is common to acquire and analyze vital data such as post-experience interviews, EEG, and
heart rate. However, these methods have issues such as noise during the acquisition of vital data and the
influence of the questioner's guidance during the interview on the results.

To address these challenges, this research proposes a novel approach where participants operate devices
themselves at the moment they experience the sensation, enabling real-time data recording. This method aims
to extract information based on the participants' intrinsic motivation and combine it with qualitative analysis,
thereby facilitating the observation and evaluation of phenomena that were previously difficult to capture. For
the analysis of phenomena, we referred to prior research that treated Vibes as a phenomenon and devised
three evaluation metrics —“Magnitude,” “Intensity,” and “Temperament” —to hypothesize evaluation criteria
for the Vibes.

As a device to trigger the generation of Vibes, a polygon synthesizer system that graphically represents sound
waveforms in real time was applied to create a “Superimposition machine,” a multi-participant synthesizer
that plays sounds with up to four participants, each responsible for a graphic representation. In order to
observe the vibrations generated during the experience of this machine in real time and analyze them after the
experience, a measurement system called “Vibes Watcher,” consisting of a recording device, foot switches,
and a pulse wave meter, was constructed for experimentation and analysis. The results revealed that Vibes are
generated by the superposition on the time axis of the positive sensations emitted by the experiencers, each of
whom has a different layer of consciousness to focus on.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter ohident 1 25103 Name Kosei IZAKI
Title Creation about "mushi" entering and exiting the body and contact

This study examines the significance of the creation of the master's work, mushi / your tube ,Tube by
focusing on the body that interacts with the interface.

In 2025, humans living in the present day carry smartphones with them at all times. We continue to
engage with information effortlessly and without resistance, as we interact with our devices. When we
take out our smartphones and touch the screen, do we do so intentionally or consciously, as active
participants?

On the other hand, the emergence of COVID-19 in 2019 forced us to become more aware of the physical
act of touching objects. It became clear that the "body as another" was implicated in this awareness.
Between human communication, there is a "body" as a "place" where non-human entities embedded in
the environment intervene. This study focuses on "contact" as a key concept. The research will examine
"contact" within computer interfaces, such as those found on modern touchscreens, and also explore the
"contact" with the body as "another," which can be both victimizing and victimized.

Touchscreens, commonly used in smartphones, highlight an issue where the "misalignment" between the
user's body and the target object is erased, resulting in the loss of the user's "agency." To recover this
"misalignment," the creation of a new dual structure is proposed. The concept of "mushi" is introduced to
explore this. In this context, the sensation of "mushi in the stomach" or parasites is examined, considering
the image of "mushi" that moves between the inside and outside of the body. The study will also delve
into the perception of "external" knowledge through misalignment, drawing on Pegio Koji's work and
interpreting it through the lens of interfaces and the body.

The "mushi" that mediate the internal and external elements generate a misalignment between "the
visible" and "the invisible." By incorporating "mushi" into the touch screen, the artwork attempts to
evoke the "invisible body" as an external entity.

The master's work, mushi / your tube ,was created as an interface functioning as a boundary where
"mushi" can enter and exit. When the touchscreen is touched, the character "mushi" moves in and out of
the body on the screen. The form of the installation constructs an ecosystem in which "mushi" move
between the continuous tubes as bodies of another, originating from the boundary.

The artwork examines the problem where the touchscreens used in smartphones erase the active effort to
correct the "misalignment" between the body and the object it manipulates. It presents the imaginative
effort to bridge the gap created by "mushi" (as characters and invisible bodies) as a new form of agency
in interfaces. Moreover, the installation form simultaneously accommodates the experience of touching
"mushi" and a bird's-eye view of the entire installation, generating an ambiguous experience of "mushi"
that cannot be categorized as either active or passive.

This work goes beyond traditional issues with computer interfaces and, through "contact," proposes a
model to deconstruct and reconstruct human-centered perspectives by engaging with the "invisible
body"—an external body. The work concludes that the significance of the piece lies in its function as a
device that prompts "contact" with the "external body" through the "mushi."
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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS[t)udent 23105 Name Yuri OKAMOTO

Regarding the formation of peer company communities and the possibility
of development in the printing industry

- Using Introduction of the company through interview analysis as a
catalyst for the workshop -

Title

This study conducted interview surveys and workshops based on these interviews with the aim of testing
the hypothesis that the current downturn in the printing industry could be overcome through collaboration
among multiple companies.

To test the hypothesis that the current downturn in the printing industry could be overcome
through collaboration among multiple companies, three phased hypotheses were formulated.
The three hypotheses are as follows:

Hypothesis 1: There is a possibility that the downturn in the printing industry is caused by factors other
than the "decline in demand for paper products due to the advancement of digitalization."

Hypothesis 2: It may be challenging for a single company to address the factors identified in Hypothesis
1 on its own.

Hypothesis 3: Collaborative efforts among multiple companies may make it possible to overcome the
situation described in Hypothesis 1.

To verify Hypotheses 1 and 2, a semi-structured interview survey was conducted with executives from
multiple companies. The interview survey revealed several factors that appear to contribute to the downturn
in the printing industry, aside from the "decline in demand for paper products due to the advancement of
digitalization." Furthermore, the survey indicated that companies are either facing or somewhat facing
difficulties in independently addressing the challenges identified in this study. Therefore, it was concluded
that Hypotheses 1 and 2 are valid.

Next, a workshop was conducted to verify Hypothesis 3. Based on the results of the interview survey, the
workshop's theme was set as "Creating a culture that visualizes the process of printed materials being
produced." This theme aimed to address some of the challenges identified through the interview survey.
The purpose of the workshop was to examine whether a community that enables collaboration among
multiple companies could be artificially formed and to explore methods for community formation.

Through the implementation of four workshops, the formation of a community was successfully achieved,
reaching the stage where participants independently engaged in activities. Additionally, specific steps
toward realizing the workshop theme were identified, and concrete methods for taking the first step toward
achieving the goal were determined. Therefore, it was anticipated that Hypothesis 3 could be considered
valid.

This study does not reach a conclusion regarding the generation of profit from products or services.
Addressing this point will require future trial-and-error efforts and practical initiatives. However, this
study's efforts have yielded certain results as a response to the hypothesis that collaboration among multiple
companies could overcome the current downturn in the printing industry. By further developing this study,
there is potential for advancing the printing industry through collaborative efforts among multiple
companies, including practical operations that take profitability into account.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS[t)udent 23107 Name Yoshie Kikuta

Dealing with loneliness

Title -Through my Master's work "Until my nails become my nails."-

The longer I remain connected to others, the more I may find the relationship burdensome, and when the
number of connections grows, the value of each individual relationship may fade. After this, I might sever
those tiring connections and retreat into a shell, believing that I know myself best. However, this often
leads to stubbornness, making it harder to hear various internal voices, and ultimately, I may find it even
more difficult to live.

I have long believed that there is a form of true loneliness that comes after the contemporary phenomenon
of "I don't need it all, because it's too bothersome" — a byproduct of constant connection and being
exposed in the modern world. Furthermore, I am skeptical of the growing tendency to see retreating into a
shell and shutting down human connections as the best way to heal from the exhaustion of relationships. I
feel that "loneliness" can trigger a gradual distancing from society, leading to the tragic situations of young
people who pass away unnoticed or those who, like people with schizophrenia, begin to see the world
through their own biases.

The significance of this thesis lies in delving deeper into what I perceive as "true loneliness" and seeking
ways to alleviate the suffering it causes. Through researching various forms of loneliness, I discovered,
from the work of contemporary philosopher Yoshihiro Tanigawa, that self-dialogue — the act of "housing
others within oneself" — and the resulting self-formation, which Tanigawa describes as "cultivating one’s
own garden," could provide a means of overcoming loneliness. In light of this background, I chose two
materials: the "voice-based Al app Cotomo" and "nail art," to explore self-dialogue and self-formation.

My master's thesis project,” Until my nails become my nails”, was created by designing nails around a
specific theme, conversing with the voice-based Al app Cotomo, and then redesigning the nails with the
same theme based on the conversation. This process was repeated multiple times. The aim of the project
was to clarify what kinds of conversations and designs were taking place during the creation process and
express the internal interference (stimulation) and the return (change) that occurred within the self. The
project encourages the audience to re-live my emotional journey through the practice.

In this thesis, I define the concepts of self-dialogue, self-formation, and the two terms "interference" and
"return,” which I intuitively used during the process, within the framework of dialogical self-theory. The
work is then analyzed to explore whether my practice succeeded in achieving self-dialogue and self-
formation. If successful, the thesis will discuss which aspects of the practice are useful for addressing my
concept of true loneliness.

Furthermore, through this creative practice, it became evident that in order to actualize Tanigawa’s idea of
"housing others within oneself" and the experience of "cultivating one’s own garden," it is not enough to
merely spend time facing oneself. It is equally important to engage with external interference, or stimuli
from the outside world, which plays a crucial role in self-dialogue and self-formation. This will be
discussed in the final chapter.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS[t)udent 23109 Name Nako Kominami

Research on posture support products for children with coordination
Title difficulties. -Through the case study of a student who has difficulty eating
due to coordination difficulties. -

This study focuses on children with “physical clumsiness. Children with physical clumsiness may have
various difficulties, among which we will focus on “maintaining seated posture,” which we believe has
a particularly large impact on independent living after completing their studies. Children with physical
clumsiness may have difficulty maintaining posture when sitting in a chair to learn, eat, or perform
other tasks, but without appropriate support, some may develop chronic back pain, joint pain, or other
orthopedic conditions that require treatment. In today's Japanese society, sitting posture may be a major
issue for the individual and those around him or her, as the act of “sitting” may accompany the
individual when learning at school or working in the future. Therefore, in the practice of this research,
we created a product that supports the seating posture of children as described above. This paper
discusses considerations for the design of the product in the above practice, based on the concept of
“ableism.” After presenting our position on “ableism,” which is opposed to the idea of “approaching
people without disabilities,” such as the use of a product that enables a child to sit in a so-called “correct
posture,” we considered products that do not deprive children of “becoming able to.” The accumulation
of experiences of “being able to do things™ leads to a richness and enjoyment of life and self-confidence.
It is also thought to have the potential to alleviate the physical and mental pain that the individual is
facing. Based on these considerations, we aimed to create a product that would not deprive the child of
“being able to do” and that would be compatible with “accessibility that is not n ablism approach,” and
to find one answer to the question of assisting physically clumsy children to maintain their posture
based on the results of the verification of this product. The research was conducted with the aim of
finding an answer to the question of how to support physically clumsy children maintain their posture.
In practice, we actually asked one student to cooperate with us and focused on Iunch time, when the
target student's posture is extremely unsteady, and produced a chair with armrests to assist with posture
during lunch time. Rather than correcting the student's sitting posture, we aimed to encourage the
development of the student's physical senses through the product, and to enable the student to acquire
as sitting posture that is comfortable for his/her body at his/her own pace. Based on the results of the
verification based on video recordings and observations, it is considered that the product was not
effective enough during this verification period in terms of improving the extreme hunchbackedness
caused by the armrests. On the other hand, we believe that the product concept was effective in three
respects: to allow the body to move freely, to facilitate acceptance of the product, and to allow for
flexible production according to the situation.
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ABSTRACT

Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation,
Course of Media Creation, Master’s Program

Submitter ﬁ:’;udent 23110 Name Shota Shimura

Research on Literary Experiences through the Integration of

Title Bicycles and AR - The Creation of the "Mobile Literature" Series

This study aims to expand the scope of literary experiences by developing and applying
a new literary form called “Mobile Literature,” which merges bicycles with Augmented
Reality (AR) technology. In Mobile Literature, novels written with specific locations in
mind are placed as AR text objects within real-world geographic space, allowing readers
to experience both the scenery and the story simultaneously as they move by bicycle. By
integrating physical movement and real-time environmental interaction into the
traditionally static act of reading, this bicycle-based literary form establishes new
intersections between literature and digital technology, presenting novel possibilities
rooted in spatiality and embodiment.

Furthermore, the study developed accurate display techniques for AR text objects based
on latitude and longitude data, enabling the narrative to unfold naturally when users
arrive at designated locations. Leveraging AR glasses and head-tracking technology
also enhances text visibility while in motion, significantly improving the reading
experience. In addition, the research pays particular attention to the design of the
experience and safety considerations, ensuring that the physical act of cycling is
seamlessly integrated with reading, thus allowing participants to focus on the text.

As a concrete example, the study produced “Mobile Literature: Suimon River
Never-Ending Flow,” set along the Suimon River in Ogaki City, Gifu Prefecture. This
work closely ties the narrative to the geographic features, culture of the city, and the
author’s personal memories through advanced AR technology, enabling participants to
experience the story’s progression in tandem with changing scenery as they cycle along
the river. Unlike traditional print media or e-books, here the act of movement itself
becomes a reading experience. Moreover, the story’s interpretation shifts depending on
how each participant engages with the surrounding landscape and space—for instance,
the impression of the same text passage may differ based on the season or weather,
underscoring one of the most compelling aspects of this literary form.

Based on participant feedback, the completed work isolated issues concerning AR text
visibility, narrative immersion, and safety, helping to identify directions for future
improvements. Going forward, the study seeks to pioneer new forms of literary
expression adapted to evolving mobile technologies while further exploring the
relationship between real-world locations and literature, particularly by introducing Mobile
Literature to various cities and regions to uncover diverse contexts inherent to each
place.
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ABSTRACT

Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation,
Course of Media Creation, Master’s Program

Submitter Stl;dDent 23111 Name JUNG Jieyun
Title To remain incomprehensible - reflections through the work ‘drift’

This study aims to explore the significance of deliberately affirming the state of “not knowing” within a
contemporary society dominated by communicative competence supremacy and excessive information.
With the advancement of information technologies and the widespread use of SNS, people are inundated
with massive amounts of information, leading to the idealization of “complete mutual understanding.”
However, due to the non-exchangeability of consciousness between oneself and others, perfect
understanding is inherently impossible, and the condition of “not knowing” tends to be dismissed as a lack
of ability.

First, this paper addresses the problems of communication in modern society and underscores the potential
for “discommunication” that arises from the interplay of “knowing” and “not knowing.” Next, through five
preceding works produced by the author—“Language, Noise, and Me,” “Mirror Between Others,”
“hitsujikaiD: How to Turn a Group into Individuals,” “hitsujikai@): tale, tale,” and others—the paper
investigates attempts to translate the inherent uncertainty of linguistic, visual, and auditory communication
elements into artistic expression. Furthermore, using the master’s work Tadayou - Drift as a key example, it
examines how a twofold structure composed of gallery and riverside spaces, along with one-way streaming
via Zoom, allows viewers to experience a state of “not knowing” and spontaneously engage in collaborative
interpretation and new forms of dialogue.

This practice diverges from conventional models premised on complete understanding and suggests that
discommunication has the potential to spark new relationships and creativity. In the piece Tadayou - Drift,
elements such as a sheep’s head, a riverside setting, and poetry readings foster an environment that
embraces ambiguity and uncertainty. This environment transforms “not knowing” into an opportunity for

shared re-interpretation of one’s inner world, thereby generating fresh empathy and creativity.

In conclusion, this research proposes that “remaining in a state of not knowing” can serve as a starting point
for new dialogue and empathy among contemporary individuals burdened by communication fatigue and
information overload. It further demonstrates that, as an artistic practice, actualizing the philosophical
notion of “solitude” through discommunication—based on trust between artist and audience—can lead to
new forms of interpersonal connection. Future efforts will involve examining how diverse audiences and
settings outside of the IAMAS context receive the value of “remaining in a state of not knowing,” and

pursuing interactive methods that actively encourage dialogue among viewers.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS]t)udent 23113 Name Masaru Tainaka
Title A double space to just be there

This study, taking personal experiences in online gaming as a starting point, aims to discuss original
interpretations and production methods concerning avatars and virtual spaces. At the same time, it seeks
to elucidate the artistic significance of the master’s project created, by referring to both performance art
and game art.

In the contemporary context of online gaming, players often have the opportunity to sense each other’s
bodily movements remotely through avatars, even though they occupy separate physical spaces. During
the COVID-19 pandemic, I personally experienced this in virtual environments. Beyond simply enjoying
the game, I found solace in the presence of others as perceived through their avatars. I intend to treat this
phenomenon as one form of human existence in today’s world.

In this study, I examined the structure by which one perceives anonymous others on a screen and how that
affects human behavior, then developed artworks based on those findings. In many online games, one
typically confronts an unknown individual recognized through an avatar. Unlike recognition in the
physical world, however, this perception is multilayered. First, we visually acknowledge the avatar in the
game world on the screen; simultaneously, we sense that an anonymous player on the internet is operating
it. Yet the other person’s physical states (actions or postures) do not necessarily match those of the avatar.
Often, the avatar is indirectly controlled via devices like a mouse or keyboard, so the player does not
always perform the same bodily movements. This ambiguity in the link between avatar and player is
precisely what allows us to feel another’s physical presence beyond the avatar. Even if it is uncertain
whether the other is focusing on the game world, we sense their presence on screen. Tracing these
indications of another’s presence led me to focus on what they are concentrating on—namely, the
“location of their awareness.”

In my master’s project, I used performance as a method to explore the imagination directed toward the
other across the screen. I analyzed what was happening in the work from two angles: “theatricality” and
“virtual space (a quiet shared space).” Regarding theatricality, I referred to three perspectives: theater as a
public show, the sociological theatricality identified by Erving Goffman, and contexts within performance
art. Meanwhile, the “quiet shared space” refers to an environment in which the self and others coexist
without speaking. Combined with avatars in this study, it enabled me to investigate the emotions—such
as a kind of wistfulness—arising from imagining distant others.

To express the concept of my own room connected remotely via the internet and the room of an
anonymous other, I divided the exhibition area with a wall, creating a dual-layered space. The wall
separating the exhibition area and the paper airplanes that can be flown over it both serve as metaphors
for communication on the internet. People maintain psychological boundaries for self-protection, while
simultaneously harboring a desire to reach out and touch others. I saw these opposing emotions as
paralleling the ambivalent situation in which the tranquility of one’s private room coexists with the
clamor of virtual space, leading me to present a double-layered space in my work.

Lastly, in examining theatrical methods employed in game art, I found no existing works—based on game
art references—that directly focus on avatars in online games while highlighting the emotional aspect of
facing another at a distance (for instance, wistfulness). However, by leveraging the “wall” motif often
seen in performance art, I believe I was able to offer a new form of expression regarding the player’s
consciousness in online gaming.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS]t)udent 23115 Name Santa Naruse

A Study on the Visual Experiences That Elicit Memory Retrieval Through
Title Exploratory Observation and Motion Perception: Through “Sight / In-
sight”, a Device for Exploratory Observation of Light in Motion

This study investigates how, within an environment that encourages exploratory observation similar to
real-world visual contexts, the perception of moving lights can evolve into a form of cognition
reminiscent of Biological Motion, ultimately leading to the recollection of associated memories. The
research is motivated by the author’s personal experiences of gazing out from a moving train at night: the
aggregation of lights— such as those from vehicles, streetlamps, and buildings—occasionally forms what
appears to be the shape or movement of a human or other living creature, triggering vivid,
context-transcending memories. In other words, upon perceiving the motion of these scattered lights
’perception’, one spontaneously transitions to a ’recognition’ of forms completely unrelated to the
original stimuli, followed by the ’retrieval’ of concrete scenes.

To examine this phenomenon, the present research focuses on visual experiences that begin with an ex-
ploratory observation of moving lights and develop into something akin to Biological Motion cognition,
thereby connecting to the retrieval of memory. Specifically, the author created the master’s project ’Sight
/ Insight”, inspired by nightly observations of urban lights seen through a train window. Instead of the
conventional point-light stimuli used in Biological Motion studies, this work employs actual LED point-
lights combined with apparent motion to produce a more ecologically valid simulation of real-world
stimuli. In designing these visual experiences, the concept of ’attention’ proposed by Henri
Bergson—expanded by Yasushi Hirai into ’exploratory cognition’—served as a theoretical underpinning.
This framework allowed the author to conceptualize the progression from perceiving moving lights
perception’ to recognizing the structure or motion of humans or animals ’recognition’, and eventually
recalling personal memories ’retrieval’, as a form of ’interaction with the visual environment.’

The ”’Sight / Insight” installation was exhibited publicly on two occasions outside the academic setting,
during which questionnaire-based validation was conducted to ascertain whether the intended ’interaction
with the visual environment’ would indeed occur. The results indicated that this interaction was partially
activated; however, the originally hypothesized sequence—moving-light ’perception’ leading to
Biological Motion-like ’cognition’ and then onward to memory ’retrieval’ did not emerge as clearly as
expected. An analysis of the outcome suggests that certain constraints in the current visual experience
design, as well as limitations in the validation methodology, may have influenced these findings.
Consequently, this study discusses potential refinements to the design of the visual experience and the
methods used to evaluate it. In conclusion, while the installation did provoke some measure of
’interaction with the visual environment,” further improvements in both the experiential design and
validation approaches are needed to fully support the transition from perceiving moving lights to
recognizing animal or human forms and, ultimately, recalling memories. Such enhancements may
contribute to a deeper understanding of how exploratory observation and memory retrieval can be
interlinked through visual stimuli that evoke Biological Motion-like cognition.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter Islgudem 23116 Name BAK Somin
Title For the Shame on the Destruction: Contemporary Reflections on Shame
and Shamanistic Art Practices

This study explores the concept of shame, which the author has continuously experienced, through
shamanistic art practices. It examines how the disconnection caused by modern technological
advancements and capitalist structures through postmodern worldviews fosters a unique form of
contemporary shame. It discusses the notion of "knowing shame"—Iliving with an awareness of shame and
its societal implications—and investigates how artistic practices inspired by shamanism can enable this
process.

The modern world, shaped by technological progress, has created what Sloterdijk describes as a
metaphorical structure, the "Crystal Palace," an insular consumerist environment by capitalism. This
metaphorical structure, coupled with the compression of space through advanced communication
technologies, alienates individuals from the materiality of their surroundings. As a result, people perceive
the world as an isolated, self-centered sphere, which generates a cognitive dissonance between their
subjective experiences and the external world. This dissonance shapes contemporary shame.

While often perceived as a negative emotion, shame in modern society holds the potential to disrupt the
capitalist cycle of perpetual consumption. Confronting the discomfort of shame enables individuals to
reclaim agency within societal structures. Shamanism, which embraces pain as a meaningful experience,
offers a compelling framework for this confrontation. Drawing on shamanistic methods of accepting and
sharing pain through ritual, art can serve as a contemporary medium for cultivating "knowing shame" and
fostering collective introspection.

This research materializes these ideas through three artworks—River, Circle, and Sacred Tree. Each piece

explores distinct forms and processes, they establish a cohesive space for shame. Rather than merely
representing the concept, the works facilitate an experiential process of "knowing shame." By uniting these
artworks in a single immersive environment, the study realizes its goal of creating "rituals for knowing
shame" through artistic practice.
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Media Creation, Master’s Program

Submitter Islgudem 23117 Name Masataka HASHIMOTO

Title

Media Literacy Education through Metacognition and Mutual
Understanding Based on Students' Experiences

Currently, high school students are situated in highly diverse and rapidly evolving media environments,
where observations show that even students in the same class do not understand each other's media
engagement. This situation indicates the necessity for media literacy education. This study aims to design
and implement media literacy education that aligns with the current reality of high school students, and
based on these findings, to elucidate the methodologies, possibilities, and challenges in practicing media
literacy education.

Through analysis of government statistics and through original research consisting of questionnaires and
interviews, the author investigated high school students' media usage patterns, revealing both the diversity
of usage in individually optimized media environments and students' dual recognition of positive and
negative aspects in their media use. Based on these findings, the author defined "developing personal
criteria for engaging with people and society through media" as a new element that comprehensively
encompasses various aspects of media literacy, and developed a lesson design grounded in constructivist
theory and media art perspectives.

In developing the lesson design, the author aimed to promote awareness of media literacy necessity,
acquisition of meta-perspectives, recognition of diversity, and consideration of possible ways to engage
with media through activities such as reflection and sharing of media experiences, analysis of media
elements and their relationship to personal experiences, and collaborative story creation and presentation.
In particular, by introducing Arts-Based Research (ABR) methodology, the author sought to deepen active
learning and mutual understanding through creative activities.

The implementation of these lessons demonstrated the effectiveness of the proposed educational approach,
as students gained new insights through viewing their media experiences from a meta-perspective and
engaging in dialogue with others. However, practical challenges emerged, including the optimization of
activities within limited class time and the establishment of evaluation methods.

Based on insights gained from this practice, the author explored potential implementations within
"Informatics" and "Period for Inquiry-Based Cross-Disciplinary Study". Notably, regarding the role of
teachers, the study revealed the necessity for an attitude of collaborative inquiry and learning with students,
along with the ability to design learning environments while flexibly incorporating diverse knowledge.

The findings of this study not only present a new practical model for media literacy education but also
provide perspectives for reconsidering educational approaches in an evolving society. Furthermore, this
study suggested that considering one's relationship with media could serve as an opportunity for students
to reflect on their social interactions, communication methods, and ultimately, their way of life.
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Media Creation, Master’s Program

Submitter IS[t)udent 23118 Name Mio MATSUI

The Possibility of Redefining "Aura" in Sonic Expression:

Title The Creation of the Sound Art (Echoing waves)

This thesis aims to explore the possibility of redefining "aura" in sound expression.

To achieve this, I first present a redefinition of "aura," followed by a discussion on the process and necessity
of "re-auratization" within this new framework. Based on these considerations, I attempt to identify the
potential for redefining "aura" in sound expression—namely, the recognition of the process of re-
auratization. "Aura" refers to the weight, authority, and presence of an artwork derived from its uniqueness
and existence "here and now." This concept was introduced by the German thinker Walter Benjamin when
discussing changes in the value of artworks and shifts in human perception caused by the advent of
mechanical reproduction technology. As art becomes more accessible to the masses through reproduction,
its value shifts from uniqueness and permanence to ephemerality and reproducibility. Consequently, not
only do art forms like photography, which emerged in the era of mechanical reproduction, come to be
recognized as artworks, but the very notion of aura in traditional art is destabilized, leading to a
retrospective transformation in perception. This results in a general loss of aura in artworks, a phenomenon
Benjamin termed the "loss of aura." This was the conventional definition of aura. From another perspective,
this shift can be described as a transition from "cult value" to "exhibition value."

However, according to anthropologist Nakashima and contemporary philosophy researcher Tsukahara, a
reconsideration of aura in the present age suggests that, even if an object is a reproduction, recipients can
actively attribute aura to it based on their individual desires. Tsukahara refers to this phenomenon as the
"aura of reproduction,” while Nakashima describes the entire process as "re-auratization." In light of these
perspectives, this thesis argues that aura is not something irretrievably lost due to reproduction technology
but rather something that undergoes a temporary "de-auratization," as Nakashima also points out. I propose
to redefine aura as something that can once again be projected onto objects.

Furthermore, 1 argue that the mechanism of "re-auratization," as described above, is necessary for
contemporary art. This claim can be explained by returning to the essence of art from an anthropological
perspective. The Lascaux cave paintings, created approximately 20,000 years ago, were drawn on cave
walls based on human desire, utilizing symbolic power to influence reality. Nakazawa describes this as
"magical art." Against this backdrop of the fundamental nature of art, I reference the arguments of
Nakashima and Sawaragi to critique the notion that contemporary art must serve a societal function or be
of practical value. Instead, art should function as a medium that conveys individual human desires "here
and now."

Today, we have entered an era where the distinction between original and copy is increasingly blurred due
to the advancement of reproduction technologies. Within this context, considering the nature of artworks,
I argue that the process of "re-auratization," in which recipients actively attribute aura to objects based on
their own desires, has become a necessary framework.

Based on these considerations, I examine several works classified under "sound art," a genre that reflects
the transformation of auditory perception in the age of mechanical reproduction. I critique these works
from the perspective of "re-auratization" and identify several characteristics of sound.

Furthermore, through my master's project, {Echoing waves) , I attempted to create a work that facilitates
a departure from symbolic perception and induces "re-auratization." I then analyzed this work in relation
to previously discussed themes, such as perception through symbols, the problem of original and copy in
the context of simulacra, and the characteristics of sound. By doing so, I positioned it as a concrete method
for demonstrating the interrelationship between these themes and the possibility of "re-auratization."
Through this analysis, I attempted to explore the possibility of redefining "aura" in sound expression.
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Animation that brings awareness to communication

Title

This study focuses on the transformation of communication in contemporary society, particularly the
devaluation of “ma” (the space between) and non-verbal elements brought about by the widespread use of
social media and the increasing emphasis on efficiency in face-to-face communication. This research
explores how animation, with its ability to manipulate time, can visually present “ma,” “observation,” and
non-verbal elements such as gestures and body language, encouraging viewers to reflect on their own
communication practices.

With the advancement of information technology, communication has increasingly prioritized immediacy
and efficiency. On social media, text and emojis are often used to convey emotions, while in face-to-face
interactions, the emphasis on time efficiency has led to a tendency to avoid silence or waiting. As a result,
deep interactions and relationship-building through non-verbal communication have become more limited.
This study reexamines these changes and aims to highlight the importance of observing and understanding
others through animation.

The research work Tell You Just Because visually expresses the role of non-verbal elements and “ma,”
adopting a format that allows viewers to interpret it freely. The character design consists of simple
geometric shapes (circles, triangles, and squares), eliminating specific attributes so that the focus remains
on movement and relationships. Additionally, the animation is presented as a silent film, without sound or
music, using rhythm and subtle shifts in timing to emphasize “ma.” This approach encourages observation
and creates space for viewers to interpret the interactions based on their own experiences.

In terms of animation techniques, this study references Norman McLaren’s Neighbours (1952). McLaren
defined animation as “the art of movement,” using pixilation techniques to create a unique rhythm and
manipulate “ma” in ways that visually amplify shifts in relationships and emotions between characters.
Similarly, this work employs repetition of movements and slight timing variations to encourage viewers to
notice and interpret the presence of “ma” in the interactions.

From an exhibition perspective, this study also draws inspiration from John Baldessari’s The Space
Between and the Japanese artwork Tagasode Byobu (Whose Sleeves Screen), investigating how “ma” and
“observation” function within spatial presentations. The exhibition is structured as a looping animation,
allowing viewers to enter and exit freely, observing at their own pace. This format fosters an experience
that resists the pressures of immediacy and efficiency.

Rather than critiquing the challenges of communication in the age of social media, this study aims to
reassess the significance of non-verbal elements and “ma,” exploring the potential for richer, more
thoughtful interactions. By visualizing “ma” through animation and presenting the value of observation,
this work seeks to provide an opportunity for viewers to reconsider their own ways of communicating.
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	23101_浅井睦_修士論文アブスト_再
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	23110_志村翔太_修士論文アブスト_再
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