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Since 2008, we have held a series of exhibi-
tions on interaction design, prototyping
and ubiquitous computing. This our third
year, we've entitled the exhibition “Tipping
Point”. As Malcolm Gladwell described
in his book “The Tipping Point”, a tipping
point is the event in which a previously rare
phenomenon becomes dramatically more
common. Many aspects of the world around
us are at their respective tipping points:
Interaction design has started to garner
attention, personal fabrication is catching
on as a novel manufacturing method, and
IAMAS—originally started as a school
dedicated to media arts—is also changing
its direction. In this exhibition, we would
like to show our current activities and
engage in productive dialogues about

these issues.
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Advanced Design Projcet
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This project’s goal is to examine the inter-
action between people and media by
carrying out advanced design work that
embodies futuristic ideas. At the same
time, we are collaborating with outside
researchers and enterprises to look into
how to connect these advanced designs
with society. This past academic year we
conducted joint research with NISSHA
Printing and TOMY.

We are also researching and developing
new sketching systems and design proc-
ess archiving systems in tandem with
other educational institutions. We plan on
actively spreading our ideas by publicly
presenting our research results at exhibi-
tions, symposiums and other events. In
this way we hope to share our results
not just with the general public, but also
with others in the interaction design

community.
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Advanced Sketching Sunao Hiruta, Junichi Kanebako, Katsuhiko Harada, Hiroyuki Satake,

Shunsuke Takao, Tetsuya Dota, Kyo Akabane
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Advanced Sketching is a web service based
on the sketch workshop designed by
Associate Professor James Gibson for the
Gangu Project. This service is composed
of a sketching application for touch-
screen devices and a website where users
can upload and share their creations. By
switching from paper-based methods
to digital drawings, users can directly
sketch on to devices such as the iPad and
immediately upload their work to the web.
Users are also able to collect sketches en
masse and organize them into a database.
This will allow the users in different
place to have a sketching workshop at
any time. The web site enables to share
the sketches with other workshop's
attendants and could also lay open for

other people.



7A€ RXR7—hAEVS

P BEAN REARE. BHE. £/HF— EMTH1T7. tHES

Process Archiving Kyo Akabane, Shunsuke Takao, Katsuhiko Harada, Sunao Hiruta,

Junichi Kanebako, Hiroyuki Satake, Tetsuya Dota
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Process archiving is a system that allows
the user to view a record of what they have
created throughout the design process.
We took the concept of a “version history”
from programmers and applied it to the
prototyping process, allowing designers
to track a project’s evolution all the way
from initial idea to finalized form. As part
of this system, we created an application
that utilizes a rotating stand to take a
360 degree video recording of the user's
creation. This enables users to see all the
unique characteristics of each iteration
of a project day by day. The shooting
system is set in the user’'s work space
and its interface is well-designed so
that it is easy to shoot each step of the
progress day by day.
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NISSHA Collaborative Project
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Since April 2010, Nissha Printing Co.,Ltd
and IAMAS have been working on a research
topic involving new tactual impressions and
sensing. By combining Nissha's expertise
in industrial materials, input devices and
printing, and IAMAS's expertise in physical
interaction design, we are exploring new
possibilities. Although touch panels have
become quite common with the advent
of smart phones and tablet devices such
as the iPhone/iPad, we are just scratching
the surface of what is possible. Operating
devices via touch is said to be very intuitive,
but from a tactual standpoint, the touch
panels are nothing more than glass plates.
In this exhibition, we display the working
prototypes that our first six months of

research have yielded.

NISSHA Printing. Co.,Ltd
Yoshitaka Emoto, Jun Maruyama, Tomohiro Hosokawa,
Tsunetomo Aisaka, Ryoki Kubomoto, Keita Takezawa,

Fumiaki Shibayama, Hiroshi Takenaka
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mekuri Prototyping: Kensuke Izawa, Jun Maruyama, Tsunetomo Aisaka, Ryoki Kubomoto,

Shigeru Kobayashi
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For a long time, electronic books haven't
succeeded commercially, but due to the
influence of devices such as Amazon's
Kindle and Apple’s iPad, electronic books
have quickly become common. However,
there are still interaction design problems
with reading books on electronic devices.
We propose two additional, new interfaces
for touch panel devices. The first one is the
flip sensor, which allows the user to turn
pages naturally, in a similar fashion to paper
books. The second one is the force sensor,
which enables the user to intuitively turn
pages by pressing a side of a touch panel.
We don't want to imitate the interactions
of humans and paper books, but are using
those as a base to explore the possibilities
of natural interactions unique to electronic

books.
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mitome Prototyping: Yuhei Yamamoto, Hisako K. Yamakawa, Yoshitaka Emoto,

Jun Maruyama, Tomohiro Hosokawa, Shigeru Kobayashi
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In Japanese society, official seals still play
an important role in document authenti-
cation. Though many alternatives have been
proposed to replace seals with various
personal identification technologies, none
of them have become widely adopted. We
employed a simple technology and de-
veloped new electronic seals for tablet
devices in hopes of designing natural
interactions between the screen, the seal
and the user. This technology can be used
with just an ordinary touch panel and no
additional equipment. In the near future,
this system can be expanded to do not
only authenticate documents but also
utilize advanced sensing technologies to
reflect the manner in which the electronic

seal was pressed to the screen.
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TAKARA TOMY Collaborative Project
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Since 2009, IAMAS and TOMY Company,
Ltd. have been running a collaborative
project focusing on developing “Interactive
electronic toys”.

In the Gangu project, which lasted from
2005 to 2009, we developed new electronic
toy concepts and prototypes. Through
the project, we developed a new design
process focusing on making working pro-
totypes, which the user can touch and
experience, and improved our prototyping
environment. In this collaborative project,
we are trying to apply the design process
developed in the Gangu project to com-
mercial toy development. We are also
attempting to merge that design process
with the TOMY Company’s product devel-
opment method and marketing strategy

for new electronic toys.
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lai (sword drawing) Tkanori Endo, Kyo Akabane, Hisako K. Yamakawa, Yasuyuki Suki,

Kenichiro Saigo(sound design)
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Samurai Domino is a concept toy, focusing
on the use of a wireless network, developed
in 2009 as part of a collaborative project
with the TOMY Company. By swinging a
sword-like device, the user can control a
number of objects.

lai is a part of the Samurai Domino series,
further developed from the original Samurai
Domino. With this prototype, the user can
feel a peculiar exhilaration in the swordplay
of samurai when they slash down the
bamboo-like device into two pieces with one
stroke. The prototype has been designed
with an intentional time lag between the
swinging action and bamboo’s movement
so the user can enjoy the same dramatic
impact and special resonance typically

found in Japanese period dramas.
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Papa-goto Yasuyuki Suki, Kenichiro Saigo(sound design)
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Papa-goto is a concept toy in the motif of
a playhouse. By moving the kitchen-knife-
like device up and down, the user can cut
the tomato and carrot objects into pieces
without touching them.

The toy consists of wireless communication
modules, an artificial muscle actuator,
motors, and a microprocessor unit for coor-
dinating them and for linking the user’s
gesture with the comical movements of

the objects.
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Kune-kune Kyo Akabane, Hisako K. Yamakawa, Takanori Endo
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Kune-kune is an experimental toy prototype
aimed at recreating an organic movement
with a simple mechanism. The combination
of plate springs, metal wires and motors
ingenerates the organic movement, which
gives the user a strange sensation. To
make this prototype, we didn't take the
normal design approach of pursuing
high technology and high functionality,
but rather we carefully reconsidered the
functionality of low-tech objects. With
intermittent, start-and-stop movement, the
prototype gives an optical effect similar
to stop-motion-animation of three-dimen-

sional objects.
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Soundlight Takanori Endo, Kyo Akabane
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Soundlight is an experimental toy that has
a simple function in which it translates
sound into LED light. As this prototype
is very first one, the quality may be quite
far from the final toy concept, but we
believe that this experimentation is an
important key to finding inspiration to
develop the concept further. The starting
point of this toy concept is that we could
have various ways to play by combining a
lot of things, even if each thing has only a
simple function. Normally, electronic toys
have rather high functionality and also
end up more expensive than other toys.
We have been looking at the possibility of
combining various cheap electronic toys to

provide several ways of playing.
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Secret fishing hole Takanori Endo, Hisako K. Yamakawa, Kyo Akabane
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Secret Fishing Hole is an experimental toy
prototype focused on haptic interaction
without using audiovisual information. The
electronically controlled actuator controls
the tension of the fishing line and the
haptic feedback from the servo in the
fishing rod gives the user the feeling that
a virtual fish got a nibble on the hook.
Although there are no visual effects and
sound effects in the interaction, the user
can directly feel the existence of the
virtual fish from the fishing rod, which is

the best part of actual fishing.






AEXZRYzF77AYzIF

Ubiquitous Ware Project
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At IAMAS, research projects are conducted
for a three-year period. Last year, the
research project “Ubicomp + Content Proj-
ect” reached its third year. This project
proposes prototypes for linking content
to ubiquitous computing. This year we are
continuing this research under a new name.
The term “ubiquitous” is used to describe
the phenomenon of computers pervading
our surroundings. “Ubiquitous Ware” is a
network connecting these devices, acting
not only as physical hardware, simply an
“object” one comes in contact with, but
also as software that is designed to take
the “idea” of interaction into account. We
take these two “wares” and combine them
to form “Ubiquitous Ware”. This project
aims to create a prototype that fosters a
new relationship between users and the

environment.
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Esper Domino Yasuyuki Suki

70y 7 RALHIERBIET 2T MBI ER
AEVOICHELLTEHLTENTWZ7AY S
T ZNTNDOT Ay VIEENZIEEEZEZREST ST
EMNTE RIDTAYINSESEZITBEEN. K
DOT7AyIHEINDESICESEHLET, 7By
EART, ETHDOT7 Oy 7 &ETERI/ELAE
CxVE,

Esper Domino are blocks that communi-
cate with each other wirelessly and fall
down in a chain-like fashion, despite no
physical contact. Users can pre-set the
order in which each of the blocks fall.
When a block receives a signal from the
previous block in the sequence, it falls
over and sends a signal to the next block.
Any block in the chain can be pushed

over to start the domino effect.
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Book Meter Yuzuru Sugiyama, Nagisa Mizuno, Tomoya Kashimada
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This is a support tool that analyzes cumu-
lative reading behavior and helps extract
knowledge from the entire reading experi-
ence, rather than just from the content
of the book. This tool is intended for use
with traditional printed books; a sensor
is attached to the bookmark, and can
measure the time between turning pages.
Time data obtained from reading books
sheds light on how much time is spent
reading and what readers felt. The concept
was created to build a new relationship
with books.
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Physical Dimmer Seulgi Kim, Ryusei Sakamoto, Daichi Shirai, Sho Minase, Kazuki Yoshimoto
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This prototype aims to develop intuitive
room lighting controls using body move-
ment. It is hypothesized that once
organic ELs and LEDs gain more use in
room lighting, the entire ceiling surface
will become part of the lighting. At
this point, we think a new method of
operation will be desired. Focusing on
the relationship between light intensity
and body actions, users will be able to
utilize this device to dim the lighting

directly above them through movement.
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team_hge: MTARE . LAMF, WX, mERTF. BH5ET

Hunter-Gatherer Colorist team_hgc: Kaori Takemoto, Yuhei Yamamoto,

Shigeru Kobayashi, Etsuko Kondo, Satoko Umaba
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This is a portable design tool that can
quickly collect attractive colors in your
surroundings. Upon returning home, you
can upload the collected colors to a
network and create your own personalized
color palette. It also keeps track of the
date and location of each color acquisition.
Users may also name the colors and attach
notes. You can also share data with other

users and download their content.
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inClip Tomoya Kashimada
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The clothespins are actually wireless de-
vices that have sensors embedded in them.
It can identify the color of the “color tag,”
and associate certain information with it.
Whether lined up on a shelf, put in a box,
or hung from the ceiling, color tags can be
arranged within a room to suit the user’s
needs. Users can also manipulate web

bookmarks, sound files, and other such

data in their computer using the color tags.
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Tchonophone series So Kanno, Yuhei Yamamoto
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We live among a lot of technology. This
technology emits light, electromagnetic
waves or electric waves. Technophone
series is a set of tools that can catch
these kinds of waves as sound and allows
the user to hear the normally inaudible

voice of technology.
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form. Yutaka Kitamura
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LHTWES, BEDOYR - 7ALIY TIToTW3 possible for individuals to manufacture
REEE, AERB, KEHBLEID LI BZEE things that until now would have been
RIZ[N=YFNT 7TV r—av]| EWSERA difficult to do themselves. Different from
ICEDE EWHET AL/ LT X TEZX DR current methods of mass production, mass
KAKZOTIH?2EDEZ DT, AVET MERE distribution and mass consumption, this
EYBRATEERLTUVES, unique approach is based on the idea of
“Personal Fabrication”. | think in the near
future we will reach an age of buying
products in data form instead of physical
form. We have been experimenting through

trial and error with conceptual products.
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Toward for the next step
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IAMAS has reached a turning point, and
will change dramatically next year, restruc-
turing from five studios down to three. We
will start working as a part of “Studio 1:
Interaction Media Research”. We will adopt
our expressive talents, cultivated through
media arts, to new areas such as inter-
action design. Utilizing a unique prototyping
method that enables students to quickly
create working prototypes from research
topics and ideas, we will work actively on
joint research with various industries. On a
societal level, we would like to be a hub
that enables communication between
related areas, and hope to work as a
cross-disciplinary base for producing new

creations.
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This is a book that collects together all the records of “TIPPING
POINT", a Ubiquitous Interaction Research Group exhibition held at
the AXIS Gallery in 2009. This book introduces the various projects
and joint research products. Recorded on the DVD are live demon-

strations of those products.

Form Saddle Stitch Binding

Size 147mm X 210mm

Contents Introduction, Advanced Design Project, NISSHA
Co-Project, TAKARA-TOMY Co-Project, Ubiquitous
Ware Project, Looking to the future
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How to use table of contents
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How to use table of contents
- Access from the list display in the menu.
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