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President’s Greeting Masahiro MIWA

Institute of Advanced Media Arts and Sciences
President

Many people gave us the honor of attending the Institute of Advanced
Media Arts and Science’s 16th Graduate and Project Research Exhibi-
tion, IAMAS 2018. | would like to express my profound thanks for our use
of the venue.

At IAMAS, students from a variety of undergraduate departments and
faculties engage in graduate research under the name of a single “Media
Creation Course.” In other words, IAMAS’ unique research / education
style is for each student to begin from the starting point of his or her own
field of specialization, and to proceed through the three-stage process:
“imagine (conceptualization), show (production), and explain (verbaliza-
tion).”

If our guests looked carefully or favorably upon our students’ work during
this exhibition, then | could not be happier. If something you saw at the
venue sparked your interest, | invite you to come take a look at that
student’s graduate thesis stored in our library. That thesis should contain
an explanation of what that student’s work asks of society as well as
what value it realized.

The exhibition also featured a presentation of our diverse project
research. | would be very pleased if attendees left with a sense of the
new “creation” that IAMAS is continually pursuing despite being a “small
school,” creation that goes beyond the framework of the fragmented
disciplines.

All of us, professors and students alike, hope that this IAMAS 2018
Catalogue give its readers a better understanding of IAMAS and that
they come come to know the now of our school while looking back on
this exhibition.
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About IAMAS

IAMAS (Institute of Advanced Media Arts and Sciences) is a Master’s
level graduate school established in 2001 in connection with the Gifu
Prefectural Information Industry Hub Softopia Japan Project. It enjoys an
international reputation as a limited enrollment graduate program with a
full complement of highly qualified instructors.

Founded on the principle of the convergence of art and science, IAMAS
melds the latest technological advances and cultural trends, nurturing a
new wave of creators whose cutting-edge creations and designs are
recognized as innovative.

The innovative educational opportunities at IAMAS enable students to
produce ground-breaking research in engineering, design, art, and the
humanities by specialization within their chosen field, consolidation of
knowledge from a variety of disciplines, and expansion into a new field.
Graduates of the program will be well prepared as creators to contribute
to their chosen field of specialization.
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Institute of Advanced Media Arts and Sciences | Media Creations Course
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At IAMAS, instructors and students from differing fields and research
backgrounds gather together to practice an IAMAS style education with
the goal of creating a new society. Through the process of re-questioning
meaning within society, we actively create and give form to ideas while
having a critical mentality towards the future, and have been consistently
involved in the creation of new art, manufacturing, and design. Striving
towards this social role, and working together with the various people
surrounding IAMAS, we aspire to create a future society. With a focus on
practical project classes, we go forward with work creation and research
as social and cultural implementations of media creation. Students and
instructors stimulate each other, and address real-world issues while
collaborating with people from businesses and local governments,
working towards the realization of their advanced and unique research
results. Each project has its own distinct characteristics in its theme and
procedure, and projects also function as an operation base to support
students’ individual, diversity focused media creation activities.
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Nanami INOUE Scene Sketch:Method of Ideation Using Concrete Depiction and Description
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Scene sketch is a method of ideation in which detailed
drawing and description is used to imagine scenes in
which proposed ideas would actually be used. The
method aims for a group to engage in ideation while
deepening their understanding of a certain idea by
presenting concrete information beyond the idea’s
functional aspects, information like what kind of people
specifically will be involved with the idea.
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Akihiro KATO

TRUSTLESS LIFE
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The board game “TRUSTLESS LIFE” is a work that
presents a worldview in order to explore the possibilities
of blockchain technology, a technology currently
spreading in the form cryptocurrency. Players experience
a society based upon the recorded level of credibility of
the inhabitants living in a special economic zone.
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Kazunori KITAZUME
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An experiential piece in which the user plays a game
with its game agent. The game agent plays along with
the player, and the system presents the sense of force
that erupts from the clash of their wills. This piece
provokes users to ask the question: “what am | con-
trolling and what am | not,” or, “what kind of relationship
can we build with Al?”
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AT 4T OEMEAA >80 NORAELEHNE
BERDBERONA NS ATHEERMICDWVTE
B’ZT3.

B{EEREE © OS : Windows10, CPU : Intel Core i9-7900X, GPU : NVIDIA GeForce GTX 1080 Ti

77— a s PythonEFWTHIEL Tz, ECH =L, AL N—RI7EDESE - #EET>TWV3,

S—LERS : pygame ZHWTS—LZHHIEL. Al[CEBIEZLZ2ERL. DELEFTIEZBREITZIAVY RERELE,
S—=LI—Y 1> MBS : Python,Keras, Tensorflow Z WL T Deep Q learning Agent = HilfE L 7z,

N=RIIT7HD VINIIT7 EOT—LEEBHRIAMTONRIHNS T LA TEZLSCHBLTVWS, DCE—Y—%FEAL.
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Shotaro KOSAKA

me, myself & us
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miFEVSBONES THRUVEREZIRZ LD &
HH 3,

A two-part documentary film focusing on myself and my
surroundings. In the first part, wanderlust, | assert my
future identity while reflecting on myself through a three
month stay in Europe. The second part is called fa(r)ther;
in it, | attempt to understand my estranged father’s
existence and what it means to be related by blood, a
bond seemingly strong but actually fragile, in the
aftermath of his death.
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LIREERIv. ERANRZTSNS, [E) ot
RICL > THEBEINEHEERICEET 2R
L. ELfemé UT IFARIRRE ZHHEL. Zh
SDERICDOVWTORRZITS LT LT
AVRI TS LIEEDSNS I ExE L TEA

'l

1

7

7,

69min / UHD (3840°2160) / 29.97fps / Stereo
BE - RY - &% . BiR BXE

MNEEPLFACOVWTHENICRETIRAIC
HVT. MBRECDVWTOARETS 2L
BEOHIDEDEEEZTVDS, ARRIF. =
NSDERICOVWTHEELGAS, FRIEC
ZNTNORKEREHICER - 9HZT52
&, ZLTENSETIC, EBXERE LTHIE
L7z"me, myself & us" B EDBEERDER
ZID LD RBIXDBENTH B,

MK - Panasonic LUMIX GH3, GH4 + Audio-Technica AT9941

#RE& : Adobe Premiere CC, Audition CC

1992%F, HHRMICETNS,
BAXFEMARREFRTERD(E
ERIREPRIRE S EZFHIF,. JE
RBEFETELBIv VI OETBRKIF
mZEHIELTVS,
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Ryota GOTO Tongari House - Create a place to talk at abandoned farmland -

PRI AVND R MERERTE STIERR(C
BUONZ" BERENE THY."FEIE TH
%, ®ld TR HINDZ) ZRHWT, FHER
BiMiE WS XAT I RIGFEABEORRESE
TIEAEEZ, WEROME IR B MiEZEH
HuTw cezd@d# iz, AFmTE. FBD
SEFRE/ONTEANROETRZTTS.

Tongari House is a “place to talk” and a “farming
equipment shed” built on what was formerly abandoned
farmland. Using Tongari House, | attempted to create a
new value for crop fields and to turn abandoned farm-
land, a place with negative connotations, into a place
where nearby farmers could gather to speak. In this
piece, | presented a record of my activities and the
knowledge | gained.
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Yumie TOMITA

BARADRERI E EZRER —ERAAREORLEER & TRORE—

Japanese Nutrition Intake and Health Consciousness:
Eating Habits in the Postwar Japanese Household and the Role of Housewives

f&LamxX TRARADREREE RRER Bk
BAREORLEEEHDKE) OBIFZERR
Y—CTRTYT %, HXEEDBAN. FHXA
BERRICO>THERT 3FROM. 711
RT—2 & LTITo iRm0 ESIHREAD
FEIY) ZRELATERT 3.

| exhibited a poster with an outline of my graduate thesis
“Japanese Nutrition Intake and Health Consciousness:
Eating Habits in the Postwar Japanese Household and
the Role of Housewives.” The poster features a timeline
describing the structure of each section of the paper, its
contents in chronological order, and the information |
learned through my fieldwork: conversations with elderly
women living in Yokohama.
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24

Solidifying

BE%Z L1 V—RICER. ZTNTNORERE
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“Temporal photography” produced by changing the
opacity of photographs layered on top of one another.
This piece, which morphs based upon an extremely slow
sense of time, gives rise to a new form of photographic
expression that does not belong to previous genres (and
one which could possibly be applied to any genre)
removed from the two extremes of photography and
image.
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.
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Arche-Tecton

HTADODNBZRT— M R—T 1> 73 BROD
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EZAM5. BRTEZLOEEZRAIVEZLTVS
Mg, 2BE9 3. AAETE. ZEZEIB
FRO—DOTULHMGWVENE LTOEEICHL
T, BHEOEFICL>TERTNZIBEZRE
EX:E

Urban skateboarding is the rediscovery of lines of
movement and the generation of space. From this idea, |
reconsider the “architecture” that has created many
spaces in modern times. In this research, | propose an
architecture that is based on body movement in contrast
to the construction of buildings, only one way among
many of creating space.
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A free paper about “hebo-oi,” wasp-hunting, and its
display. What is “eating bugs”, anyway? This project
shows that eating bugs is a cultural practice that
developed through an ordinary process. It shows this by
concretely conveying the cultural value of eating bugs - a
tradition passed down from long ago - by looking at
wasp-hunting, focusing on this relationship to the
environment around it and the creativity of the people
practice it.
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Kl k@& Music for multilayered temporal structures

Hiroshi YAMATO

AFEHELTDOU—RI—NEREEADE
TENSRBZERFR. HAESNZ1AZTC
N4 FeF2CETERBBTVRDUX L
ZEVEEL. ZhZHEELT 3 [ZEREEE
C&BEHR) LVWSFEZRIC. fffenrk,
ERZETY/ MNIFTTVRGERE/ER L.

A music piece that consists of a set of instructions for
performers and a series of lead sheets as meta-compo-
sition. It was created based upon a method called
“multi-layered temporal structures,” a technique in which
different rhythms and tempos are created from n/4
tempos based upon one shared beat. A video recording
of a piano trio performing this music was also created.
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http://dropcontrol.com

B5&EDER "Music for multilayered temporal structures”
URL: https://www.youtube.com/watch?v=3AuNz4GiLsl|
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La—F4>4 - 249 <4 :STUDIO MECH ( http://www.studio-mech.com )
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node hands
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An installation piece that depicts the emptiness of
today’s communication through the wriggling (move-
ment) of information. 20 or so mechanical devices
modeled after human hands gripping smartphones have
a back-and-forth with one another in a way that resem-
bles network communication. | would be pleased if you
paid particular attention to the movement of the thumb
as expressing the transmission of information.
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Art Thinking Project

Masahiro KOBAYASHI, Yasuhiko ANDO

(Time Devices) /¥R FREMTBITZES5IC. ALRFHDIRS - Ron3 ORFRHIEILT S
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BE4DEBZETLEYT—23a v T4RAY
Yav, XEk#Es. BEOBECHFTEZ
BMULTEELET,

The goal of this project is to support students in their
diverse art research and practice: from presenting a
work and planning its exhibition to performance, art
criticism, etc. We will investigate this through the
presentation and discussion of each student’s activities,
the discussion of readings, and the viewing and criticism
of exhibitions.
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In this research project, we think about tomorrow,
creating a vision of the future by distilling social prob-
lems, coming up with ideas to solve these issues, and
bringing these ideas to life as prototypes. As we try out
different processes like the prototyping methods
developed at IAMAS and Idea Sketch, we will also
examine those thinking tools and design processes as
objects of research.

KEERY NO—F5 70510k
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Prototyping Tomorrow Project
Nobuya SUZUKI, Kyo AKABANE
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New TOY

Ryota KUWAKUBO, Tomoko KANAYAMA
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Participants select their own theme, and, cycling through
the three stages, “create,” “convey,” “consider,” use this
theme to explore new forms of creation.We will not
concern ourselves about how our work fits the conven-
tions established about existing genres — whether or not
it conforms to ideas about what “art,” “design,” “enter-
tainment,” or “engineering” is or should be. Rather,
students can heartily delve into their own areas of
interest and create. We will discuss and evaluate each
other’s work from different specialist perspectives.
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“Mobile Arts” is an art project focused on tools and
devices that move — bicycles, drones, and more — as
well as the people who use them. We will search for new
forms of expression by considering what it means "to
move.” Our main activity in 2017 was the planning and
management of the event “Yoro Art Picnic,” which was
held in Yoro Park in Gifu prefecture.
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Mobile Arts
Masayuki AKAMATSU, Nobuya SUZUKI, Shigeru MATSUI, Yasuko IMURA, Akira SEGAWA
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Masami HIRABAYASHI, Takahiro KOBAYASHI
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In this project, we will conduct research towards the
creation of an environment that will allow for the expan-
sion of our experience. As we do this, we will consider
the potential impact of the singularity, i.e, the point at
which artificial intelligence outstrips the collective
intelligence of humankind. Our work will revolve around
topics like real space, information space (e.g., the

internet ) and intelligent robots. We will make full use of (BIROF) BA BE - BRE #
available technology, apply it in practical situations, and
consider ways of developing it in order to bring fu-
ture-oriented experiences to life.
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The former Neo village, located in Gifu prefecture near
the Fukui border, is a region rich with nature and cultural
tradition. However, it is also a typical example of a
depopulating mountain village facing problems such as
an aging population, empty houses, and encroaching
vermin. Starting in 2015 with Neo as our base, we are
enganged in activities to generate new kinds of creative
expression that connect the remembering and recording
of Neo with the future. We are attempting to grasp its
regional culture, a culture nurtured through a long span
of cyclical time, from a new perspective.
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Neo Co-creation

Tomoko KANAYAMA, James GIBSON, Takahiro KOBAYASHI, Shigeki YOSHIDA
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The themes of our activities are based around the
problems and issues that interest the project's members.
Without interpreting our theme as welfare, we set a
broader target. We will search for and discuss solutions
to our chosen problems as well as proposals from new
perspectives. This year we will introduce the proposals
we made for recreation via media in special education
schools. Also, we will hold and exhibit to showcase our
participation in the Art Market held at the Museum of
Fine Arts, Gifu.
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Technology for Welfare Project
Koji YAMADA, Takahiro KOBAYASHI
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Craft, Fabrication and Sustainability

Shigeru KOBAYASHI, James GIBSON
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In this project we inquire into the potential of a new field
of fabrication using "Fab" methods; Fab, a movement
which supports the intoduction of digital fabrication
technology, spreading like wildfire in recent years, and
one which bolsters a global network. We have explored
for a new way of thinking for sustainable small business-
es that combine handwork with digital fabrication. To aid
in this search, we collaborate with firms and individuals
active in the fields like design and materials, sharing
skills, knowhow, and techniques.



(FRRARE] aTH E_&R
(FRESEE] B . #HEF
(FRRHAR] 2014 FEE~ 2017 FE

T INWEMDERNE 25 UBRIERTEE
DEFEREE. 1EkL WML HEZER
TBEVSTEHMARZ ETREBL FILBERER
BHZRIHULTEX LI, ENGDZ LZHBF
Z. THRZMGERFEERFTBLHET0
17 hOEBTY,

The development of high resolution video does not
simply enable the depiction of finer images than ever
before; it has enabled a new form of creative expression
to come into being. The goal of this project is to further
explore image creation based upon this.
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HDII High-Definition Video Technology Creations Project
Shinjiro MAEDA, Akira SEGAWA, Yasuko IMURA
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The main topic of this project is to inquire into and
redefine the "media creation" championed by our school
from the perspective of the past, present and future.
This project identifies the library as a space where one
can tangibly feel the cycle of knowledge acquisition; and,
through archival research — i.e., documentation by
means of the collection and compilation of empirical
information; the reorganization and revision of knowl-
edge — create new works and put media research into
practice. Through such research activities, we consider
the function of the library, and work to create a library
befitting IAMAS.
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