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President’s Greeting

SUZUKI Nobuya

Institute of Advanced Media Arts and Sciences President

I would like to express my gratitude to you all for attending the “IAMAS 2024” graduate
exhibition. Up until the last fiscal year the graduate exhibition was held in conjunction with
the “Project Research Presentation,” but in this fiscal year due to circumstances, only the
“Institute of Advanced Media Arts and Sciences Graduating Class of 2022 Final Research
Presentation” was held. It was for that reason that the venue used was our university's school
building to deliver an event with an atmosphere that differed from other events until now.
At IAMAS, college graduates and those with working experience included all gather as
students from diverse backgrounds and specialties to devote themselves to media expression
research. Students investigate from the very beginning how they feel and whilst bearing an
attitude to give back to society they ruminate and pose a number of questions to themselves.
To accomplish that they go through the stages of elaborating and putting their ideas into
practice, and then realizing / verbalizing those concepts. Furthermore, the graduating students
of this fiscal year were matriculated when the novel coronavirus was rampant. Some lectures
were in-person and some lectures were taken online, and up until now we have advanced as a
unique research environment. I believe that there were perhaps some efficient elements and
some inconvenient parts too. Despite that, in the midst of that sort of situation the fruits of
the continued endeavors of our students are without doubt condensed into this exhibition.
In addition, the outcomes of the students research are not only shown in the exhibition but
also as writing in their master’s thesis papers. In the thesis’ the students summarize in what
way they interface with society through their research and further, what sort of value they
realized. If there is a work you have a particular interest in, you can have a look at them in the
library since they are all preserved there.

Through this exhibition, the limits of specialty and territory are transcended, and I would

grateful if you could feel our IAMAS which is constantly challenging new expressions.

03



04

BR

Contents

02 T
President’s Greeting

06 IAMASEIE
About IAMAS

20

22

24

26

28

30

32

34

36

38

40

EEX

iEREE

aiFE

SEFR

AERt

BEEX

rERX

HHRX

i) =2

AR

FHBABRE

F'I E &



44

45

46

47

48

49

50

7BYz7 MRS | Project Research

FEBRILRRR 7’070 54

Enhanced Experience Expression Project
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Time-Based Media Project

The Art of Listening
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Collaborative Design Research Project

Collaborative Design Research Project
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Technology for Welfare Project
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Event Outline
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About IAMAS

5 Rl 22 Al R B K 2% [TAMAS] ., I B IR A320014F
VBRI L 7R 2R BE RS (RN (5] LA IR [
+], AF4TRBMER—HL) TF, RIELIHEMMEICL S D
BOEBDRPZRERFZELTHEAMCBIRCFIL N, K4
i Institute of Advanced Media Arts and Sciences %> 5
IAMAS (4 7~ 2) EREIE TV 37, ZEffE B2 O G 22t
ZOMRIIT TALX— P LIIAMAS I, EfrofhEs
MR IIRL Z2235, FT LWL DS YR 7 A >, Jedfi
MRS E 2R SE T T AmELRRBE OB E
HiELTU& 9, IAMASOEHEOSEHRIER, T2, 794 v,
M T AR E ARG TOREbICLs 2
=—7 B EEAMLE T, eheh o, i o
JERHIRETRY, REDHERE L, HTH60HM Lol
I CHORTAZ LIS EoT, 2o iR D TEEM
JRBHT 2RE W2 F 2o £,

The Institute of Advanced Media Arts and Sciences (IAMAS)

was founded in Gifu prefecture in 2001 as a single department
graduate school providing Master’s and Doctoral degrees in

the Media Arts and Sciences. The Institute is widely known
overseas for its small group of excellent professors by the
English nickname, IAMAS. IAMAS, built on the founding
principles of combining the arts and the sciences, strives to
cultivate advanced aesthetic representers who, after absorbing
the most recent scientific technology and culture, will give
back to society through advanced forms of artistic expression,
manufacturing, and design, etc. The cutting-edge nature of

the IAMAS education provides opportunity for its students to
create unique research thanks to the diversity of their disciplines
including: engineering, design, art, philosophy, sociology,

etc. Each student will acquire the ability to deepen individual
research areas, integrate different knowledge, and expand his or
her own specialty into new areas, thereby developing the ability

to apply these areas practically in society.
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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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[Notes]
* Contains information on the master’s research exhibited at IAMAS 2024.
This consists of captions, illustrations, paper abstracts, and students’ names and profiles.

Captions and illustrations are not included for master’s research consisting only of a thesis.

* Artwork captions include the title of the work, an explanation, technical elements,
and collaborators.

* Illustrations consist of images of the exhibited works or performances held in the venue.
Mlustrations for some video works may include screenshots of such.

* The Japanese text is written by the students.

&L



f&LHFE | Master’s Research

ASAO Raku

TYRNWVAEY =Ry I A
Digital Memory Box
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The Digital Memory Box is a miniature scale model incorporated
into a small box. It has a peephole and inside the box there

are small lighting and video devices arranged alongside the
miniature model. This optical instrument materializes the
perspective of the artist by reproducing his memories of lights
that had a deep impression on him in the course of daily life.
This box was created with the hope that when viewers peep into

the box they recall their own memories.
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MOMOTARO

kKA XIS B DA TA =<V ATHY, BF—>arFx7  Momotaro is a 15-minute performance, performed using motion-
Fr T (B X L. 2 eic LD O 7R capture recorded “movements” and my own avatar which is
AL ¥ [ N - < -

B based on those movements. Additionally, this performance is
AREEN, SSIRRBH OMIRBFONELHML T D held using AR technology, and my own physical body. It is

¥, HRDIEMPREFR»FICL 64, 72770 —  based on a traditional Japanese children’s story, but illustrated
LR IR L7 4 R 7 IR TS T 0 2 and interpreted in a completely different way using my physical
a ° body and technology.
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The Expression and Artistic Creation of “Hidden Body” Using XR Technologies

SEAE. VR, ARZEDXREA G ER P BEEL TV, 2
DY FI, FAARADFRRT I 7+ —24-WEBY—E
ADPLRPFEEL T B, 2hicdh, A TEXREHA W
FREBAREL RS TE I L L, XREPA W RBID£|
. ARZEZINV BRI L (R 6N, 2D —FILLT, N—
Frn BRI TOIATORREM:, #hiZE Mo d S HE D
HbEBLLIARDER B H S, L L, EFHFEZ2DL
IBRARIAINV IR BUCID AT D TR, BER T2/
vY—(CCTRXRZP VT, 22 FEICL TV 20 R,
Hivh, BaBE. LT AL 72 ey— 0Bk LG h e £ 4

TeEMBTUCOWTHER T2 LEHNET S,

ENLORBUZ, BEFOXROEXBLIZHOR M=, Z
NEACIRAANCOCTEE T2LBRETHBLE
ZTW3,

VER B VEDH ATEMAM L OIA T LT, Mkl%E D
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ThHHRS NI SR DORIUTD LT,
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BIREOY =Y 2R T —< Y AERTH B, BRI D)
FEISIDVAS G, ), S, R LIcEoT EE LI
TLRAMK IS N B, 2 o TEEF I HRR
RPER, LIRS PR LA LR, L, 2
BED, (EEDPEX T LOREE VST T2, Tk
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TR, ASRAATHRETOH I LT, BEEERS R
PRSI oTLE o,
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Entwined within the Nuances of Light

L DR (Hokibte foBR) Ok 2 A le ok o) il
L TR PRI EEE L7 I R ZE A v A X v — 3,
LT i 2 HE AL OTIE, B, o, A
R ED R BRI LT BItRA2AEI BT
B, BAS BB LESORRF IR % T S KO
FIBRLRPHEL, “BH LD % B O LOBIRO RN ELT
EH BT, ‘

FRHRAL - B S RE — 7vv HEEE
FEM AV 2T () O BRI, 72 v, SRR

A sculptural spatial installation that deconstructs the barbed
upper tail covert feathers (those with eye patterns) of peacocks
and arranges them in concentric circles based on their color
range. The peacock feathers, which have a special color-
producing structure, have changifig visible colors depending
on the viewer's perspective,‘tlﬁe color of light, and spatial
relations. By confrontirig the infinite loop woven by the natural .
order of colors and lengths, one gets to experience color as a
manifestation of the relationship between the body and its

surroundings. -

HWEFE 3DEF VI Y I 2T R CIATAN v FHA KB E Y Iav —vay, V—F— I TH#
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BRDOENTHLAK LR Ts— DG AL A= MR O E—

Experiencing Color as a Manifestation of Relationships: The Creation of Artworks Using the Structural Colors of Peacocks
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TimeControl

AVET TimeControl i3 A8 ZZ AN 2 B A [l B
S OMBR BT REDEF IR L > TR DL LS
P HRIET D R HIRIEREBRVRaY 7YY ThH D, BIET
WEEAZCAER LB L2 BEL, oo e
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This TimeControl project is “ VR content to experience time
manipulation” that allows users to freely walk around in a
virtual space and manipulate the speed and direction of time
through their own physical actions such as their glances and
walking. It provides a new experience to observe strange

phenomena that cannot occur in reality and to feel changes in

the flow of time.
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Research on “time control experience content” using VR

WSR2, BIEEMER LD AT — VORI D
e RBLIAEMRI S (DD EIc bl > THEE TS,
BT AREDAY TN HCTIEIRO LI h —
DDV NVELTHEN T2ZTlchote, 2HLIRIER,
F7cb DRI B AL T2 TR E AT GBI 35k
LOIFALDENTHILF RS, IMETEMAG a7y
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AJIHA © meta quest2
B AR5 - meta quest2 (Oculus Link), PC
Y7 MG : Unity (REBZR 0O RGN #iFoREh

199944 &, IR S, ABERRFETT LI TP 2220, 20
2, 15 LB CVREM W I TIRFRIRIE RER | 0 FBLE i c i) fte,

RO N R WKV EBREESTHTO—2% R T Eon T L
BB1EHD, EDEARHIFE T, R OF N OZE b2 Rk
T 24050 LIRERIFRBRBAZANL S22 7Y%
AT D2 DFEM O Dk, EEBRNREROHIEL G R
RS ZETHRAET 5, HIEL G, FEloRh o2 b S
ES B2 D4 > DEH TR (A7 V220 [F I TR
WIR (=7=21)) LIRERIEARBRBAZ AL T2 D350
7o—38 R TEE THH) ORHEER LI, Thbk
FEICHIE L5 LS T TimeControl | 2 FEB I fRER LT
Lo, BERPICRONATERZ DRDA VR La— 2615
TR R T L, ARRFIE THEZE 35 TR IR VE SR 2 HiY
LLTcay 7 vy | OHY J5 2Rl Lz, ffamid, BURISARERE
DEHRFHBERBR 2 RE T 22BN+ T v (o
DIRED IR T2, Ll BHFZEORRLLT, AT
B o TV KON ~DMABRER SN 23> 7
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ChEcolREbO) R EEL, KEomhoz ey
BB THRBE OB TRE T 22y 7w Y Ic E R e
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Hiizs A& Cycloborg

Bicycle life form Cycloborg

Mz E 4@k Cycloborg 1 Z R Z R L Tc o A 7 22 F4i
TR R ENHP AT 2R - OAlE 2L
T, @ET2/my =& TRD SN2 8 L BB Bl
BERRE ST 0V /T,

The Cycloborg project explores new ethical perspectives and

technological views required in advanced technological societies

through the creation of cyborgs that coexist with a maternal

bicycle equipped with a system mimicking the womb.
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SHIOZUMI Shota

BMX Graffiti

BMX Graffiti

BMX Graffitild, AN — b 2w F 5 — L 24 172 AlVE
H T BIHINE TR TH 2, WHTHRRIC LTS
A& MRt 2R, Bl R EM T2 BN T5 2
LRRATE LT, BMXEWHI B R E LR LWMIANS LT,
PERDI 574574 7 —MUIZWIHEML X4 F IR L2 A
HUL XL AT,

BMX Graffiti is a study situated at the intersection of street
culture and artistic creativity. The project aims to explore

the possibilities of creativity in an urban environment and to
pioneer a new artistic method: by incorporating the dynamic
elements of BMX, it attempts to create a uniqueness and

dynamism not found in conventional graffiti art.
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BMX Graffiti Practice and Consideration

Rz 3B EmoOREFETH S, WHTZEMTr o747 %
Frotethid ki,

BEME» G PeELE R ERFE(BE TELT
D, PLRITHZH T ARIGREICRT LN TES, &
fou A7 —bR—=FICHRTHE»THILZBI(WIER?S,
BHFICLoTRRELECVTAFRLE->TVS, 20k
EFBRLLTOMMD»BRFASNDG— T, F77474LH
BRH 2 DR 1B 7o R BRIL IR O F A e,

Wk R OBMX Graffitil, FiEH LY 57474 O Hl#
AbBIEH T, BEFELLTO —HZIEBA, ALERNZ
KBANLHIES T2, BMX Graffitild, #iiokx
B CHEOEMEEAHL, ZOBHBRMEHR S
LICHEERECTVS, CO7 Fu—FI13, HHZEM 25k
ZREOBEEH SRR R F v S AN LIRS 5, BMX
DY LB XL 7574 FAD R R EMPBASEHL
&b, —FE R A 74—~ AR, HRICH ok IR 72
T—MERELT, &7, BN 28U 2 kil 35 A
FEERLLT, ZNZNELRBECRESN S,

il Rt
BMX®D 7 v—2 A7 v— i DS b Y7 — (284§ 2 S5 2 il 1,
2 & ¥4 b4 ¢ heeps://eriticalcycling.com/author/zumisio/
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19984 RN AL & o, JUMPESER 2B T 2480, 5724 T0  A I A, 15
:WFJE CldCritical Cycling # i< L CHIMEE By 217 o7z,

BMX Graffiti® 5 fitiic &, BMXAlc#&atane 2 7
VG R BRI 2 TR PBETHS, BMXD
Bl I E SR B, SAX—BT Vv —FuA—R ik
THLLTRAV I EEH $5, 2hicdh, BMXD My
PEFSNZLFABIC, ~A4Y I BHIFICH 2R, Y20
BErEBficAEishg, BR300 27v—EHEeHAv5
CLT SR RETaTVERIHTAILARfEL L2, 2O
J T BMXD XA F Iy 2 kB &L T 574 74 DB
KHE AL, BT ZEMEH LR A THRAET,

ZDEINLT, —BEIR A T4 —= v AR KA I I AR
EMICHIEL, AHBRRELOIFyo A ETH LOUE
Mt a2 IO LT VW2, CORFZEE, BMXEZ 57454
DR LRI P EREL, 2o 2N ARBOF
BELTHALTYS, CoRKREHZEMLEOB DY T2
HEL, Frica UL Bz Ea T oL 2HIEL TV,
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Informalized Void

Chiz, RAR0IERLBO»T2LHRELRZFTO R
Ry HEP O RBIEMTT, MZESHLT, vRy M2 (D
Te, b2 MWD B LI ITRELZHRI TV R T, &
TR, EBPHROZEMohic HE S5 &5 2 il
PEHBLTOZ TN, COEMM»EILT T2V T
il OB EH 2 REH LB RODYHIELELD
TLXI,
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This work consists of a group of robots that point as if chasing
an invisible object. The robots keep pointing at the void as

if there were something there. Recently, technologies have
emerged that make information appear in real space, and the
signs suggesting “something should be there” brought about by
this work can also be said to be a form of information that has

escaped from the screen.
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AR DR G T4 LB E RT3

FEREAUCHCI B O 24T o7c Db, A%, (5209 =1t k> TEL T
AFATBBOHR T, H Lo RBOIED S 2 Widk T 52 L) % 7 — < (AT
7258 211759,

E2HWT

HZENTFETHIN G2 TR S LB OV TOWSE

Research on a method of imagining an object existing in real space by using a device

that makes pointing movements toward an invisible object

FEDS P OMAGEBR P T2LE, TUATVAICEE TS
RO BRI G IRIRS N, TUAT VA LIS Z D%t 4

RBBT2LCHIOB R TH 5, T TIE, VRPAR
DIt B2 PR T H A2 —T2—AD Y R LG
DTOBN, COBA ISP DTUAT VAR I,
EHTR 20 B GRESN L TRENZD
FAATVAPEEBE B LI 2O G2 385+ 2 L o Tk X
BEDLRC, UL, BAMNZERNZARA—Y RIRZSTTHE
SRS UIE R/ RN REDIET TR ARV SE T
WR P IR 2B LT, T IS 2 DR R0 R %
HGS LI N FEPDIES, THLIEEEE O
M R REBUCEH T2 LT RADME 1 R BR
PR TEDOTRRGIESID,

CHLIH B OB LT, AL TR 26t Gkt L
TARHEAT, 2B BHE» DL 5D F 0]
KHERLTVLS, 2, VRI—IZVREELTOIAD, &
1R EIH BN DEPDIICF LRI, filtrdEL
7HL TV RINCRZB52F02FELT W2, 2LC, JEH

NGRS R R 2DEOR AL TER{TE, 29
L7c s B30 2RZIE0 T, RARORRE 25t S ohrE
R HOWTEORBE BN TH S, FEHE
SHLRBAI, EEMIAA—Y 2R T 20 TR, &
ARCARA—IRRIRTDFEN e G LTEEED
BT 20, Bl BB ORI ZE R AT
(NESESY

VD @ BAHT, AR, R, MR

N—=FY=7 ¥ Y7 )VH—KE—X— (Dynamixel XL330-M288-T), AV S Y7
KIEZE LRy OB EICEET L, 3D7Y VT
Y7+ y=7  Unity Elev Iav—2 2B/ B1E s+,

e a2 —F =7 fICUDPIELE TY 7V RALISESE

BEEAERMELT O LB S 2RISR HT52LT,
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This is Not Multiplication
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This work is an interactive art work in which the form of
digital numbers processed by a neural network collapses and
reconstructs itself based on the observer’s manipulation. The
neural network in the piece simply learns combinations of
forms. However, even if the media equipment that generates
the code lacks “concept” or “distinctions between meaning and
meaninglessness”, unconscious interpretation by humans makes

the creation of meaning possible.
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Moving Photo collage composed of 20 looping scenes
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A “collage by movement” work focusing on “movement and
development” in a video collage. Through analysis of her past
works she composed the video based on the movement patterns
that she grouped together. Using a high-resolution display

as a canvas, various elements move minutely and dynamic
transitions occur repetitively, with wriggling movements never

ceasing to continue.
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Expressive research of “Moving Photo Collage” for viewing on large screen display
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metarium

metarium
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This work expresses “a new movement in which control and the
absence of control coexist.” Computer-controlled disciplined
movements and non-controlled movements derived from the
uniqueness of the material are interwoven into a single dynamic
landscape. An attempt was made to integrate the subtle
movements of the liquid metal with the uniform movements of

motor control.
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Possibility of designing movements in which control and uncontrolled coexist, induced by magnetic liquid metal
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Observing Variation: in Sliced Loin Hams

Observing Variation: in Sliced Loin Hams
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Video Installation

This work captures the “play” in everyday life through the
differences in sliced loin hams, which appears to be uniform.
Mass-produced products have the same color and shape and
seem to have no “play” in them. However, when we observe
each piece closely, we notice that there are subtle differences.

In this work, I attempted to reveal the differences by contrasting

hams as a unit of the sales format of four pieces per pack, and

composing images, sound, and space.
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Observing Variation: in Sliced Loin Hams
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Observing Variation: in Sliced Loin Hams

Expressive research on video installations that reveal diverse differences
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Existing/Being
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By projecting images of limbs at the points of contact between
the structure and surrounding objects, the human body moves
back and forth between realistic material existence and an
existence that invites fictionality. This work deals with the
human body, a subject which has been connected to the lineage
of architecture and sculptures since ancient times. It is a work
which like in the field of architectural planning, presents the

relationship between images, objects, and people on a human

scale by using the space between people as a spatial expression.
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Installation Existing/Being

A Study of Spatial Expression Focusing on the Relationship between Structures and Projected Images

FAG K% CREFE R R L, BEFH Ckit o F I
botz, CNOCORERPIEL T, BRI 2ME~0ff
GRS LTe2S, RS 2 HC) & (g A 554 7 L OB
FRICEEM 2 HC KOs oo de, MG AN oA o kb, BEE
DRENAD T, Mg EELEY OV AT, P
M TTVAVIAR—VEEINL, EFEARY P TOT
Vxrvay vy IR EEMG L —BALL TS, 2L
RS RB B EEL R TI0 6RO~ LERHS
Wi, ERRMUGBEEDR IS S L2 R, &
LRAZEENITRD S, EHEL N2 EH,
~OFERO 77 A2 AETIHEFRIES>TLESTVRED
TRV,

Bl oM LSO BIRA~ ORI R H 5, B OB
GHANC A RERRBLHE L, AHOAr —VISECRE
IO TEEL NEHERCLLOTEZFHELRR T4
BERDHDHEEZDIIC o, SO BBIRISHL, FAl
[52b=v2 ] LSt ey MR SE O VBRI IS HE S
T, RS 2R L, O R % £
BT B LBAPHULICEI ST 27D DT L LTHA TR
o EHERI LT, B LTIE TR, 7— T4 AN TH B —-
FYPDLa— VAT —VIZHF D TR TS RBITFIE IR
M fEie, & AN H I3 TR R I 74 EDDH S
W2EMEDIY AL NMEREE S E L, B OMLE A
FAT D, BREFEERIL B HELED DI DT> THIZHE L L
TEIARHRFERN LI BRI Y 72D TR LR
BT, INODATY T ST ETGEM, 5 #BA
LR LB ERIEBA L ST A Z 10T RBELTEBT
B MEEDT,

AW OBIZ, B2 E M2 R, Mgk
BTHHILEBAICT S E e, NMEDIAXISFH VIR
TR —VMCEHTAFE 6220 Fkefilag b
T, BFELMGLANOBREERTLLTH S,

(b3 WB)E, AR PLENVD, UA4Y—2T AR
PRALIE B ORE SR ZE R E ST T b, Mg
M bZLTABLLCTRBILL, NDOIRIF - DERLEL
THEMMPLS 125, Mo LR PR B ThIs
LT ZAMVD IS B EORB [22 b2
WO TZIUTAB ORI DY, BRI ETAERT
H D, MEECHBE DL B2 H K2 SR ik CR
ICHERE T 2T T — 7 2, BEGTE R cHbh sk
IUNE DD ZEM P EFRIELTHCSIETa—
VAT =M DT TG LR L OBIRE TR LT L

fitiam o B,

35



36

Grasp(er)

Grasp(er)
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The hands, mirrored in each other, slowly change shape.

At first, the participant feels as if he/she is moving but the
movement is not his/her own, and after a while a comfortable
sensation arises as if the movement is his’/her own again. This
interaction in which the participant consciously seeks out the
sensation of comfort while moving is called grasp. This study
aimed to create a new experience by considering a design that
realizes this relationship of movement between the participant

and the work.
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A Study on the Design of Conscious Body Movements Toward Sense of “Jinba Ittai”:

Through Grasp (er), an Experiential Artwork withHand-Finger Structure Transformation
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This work is a theatrical experience using a website format that
is accessed with a smartphone which focuses on the theme of
how everyday use of social networking services (SNS) affects
one’s identity. By accessing the site, participants intertwine a
theatrical experience that is fictional yet realistic with their own

lives, prompting them to reflect on their everyday use of SNS.
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Learning by Cards: Satoyama
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The main purpose of this research was to develop and
implement an educational workshop themed around Satoyama
(traditional rural landscapes of Japan). The workshop is a game
composed of both physical cards and a computer-based game
system. The game was designed to consider the objective of
using [Problem Cards] and [Method Cards] extracted from
real issues and solutions in Satoyama to maximize as much as

possible the levels of [Economy], [Society], and [Environment]

of the Satoyama.
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Enlightening the Satoyama —Development and Practice of Game-based Workshops
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[Notes]
* Contains information concerning project research exhibited at IAMAS 2024.
This consists of project information, illustrations, and captions.
* Information on projects includes project title, research representative,
research team members, research period, and project outline.
* Illustrations consist of images of the exhibited works or performances held in the venue.

* Illustration captions contain information on individuals’ work created as part of the projects.

* The Japanese text is written by the research representative and research team members.
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Enhanced Experience Expression Project
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Research Representative: HIRABAYASHI Masami
Research Members: KOBAYASHI Takahiro, MAEDA Shinjiro
Research Period: 2021-

To be able to provide interactive realtime experiences, advanced
technologies and technologies that can effectively handle contents

and expression techniques are required. Creative coding that becomes
possible through coding technologies and expressions, experiences that
use music and videos coded live as expressions, and the construction of
a spacial experience from the fusion of real and virtual spaces through
AR, MR, and VR extended reality technologies are some examples.
Additionally, the fusion of experiences that use every sense, apart

from visual and auditory stimuli are another example of the drastic
evolution of expansion experiences borne from advanced technologies
and expressions. In this project, through the effective use of technology
and researching advanced expressions with appropriate technologies,
the goal is to create new expansion experiences. By coordinating with
the activities of the music event NxPC.Lab, we successfully use it as

a place to develop our research and promote practical research that
integrates research and development.
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Visions in Motion
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Research Representative: SEGAWA Akira
Research Members: AKAMATSU Masayuki, KUWAKUBO Ryota
Research Period: 2023

A moving body is defined as the passing of time that leads to a
phenomenon or activity that changes the body’s position in space. This
project finds motifs that become motives; explores methodologies and
insights to perform daily practices. Based off of the words of Moholy-
Nagy Laszlo (1947), the starting point is to keep intellect and emotions
in balance with social and technical elements, with the objective of
validating and exposing the process of materializing ideas.

This project uses the practices of the voluntary group “Critical
Cycling” (2016 -) as a base, and through the budding project "Practical
Cycling"; through regular exchanges of opinions with participants of
the research the project is put in practice.

As for the methodology, there is a focus on “Critical Cycling’s”
critical view of bicycle riding, and this project examines whether
practices related to some kind of “kinetic body” have artistic, social,
or academic significance. Practices here are imagined as being
developed in various ways, such as by creating graphics, poems, videos,
workshops, etc.
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Time-Based Media Project
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Research Representative: MIWA Masahiro
Research Members: MAEDA Shinjiro, OKUBO Miki
Research Period: 2018-2023

Ever since the invention of gramophones, photos, and movies,
mankind has expanded in various ways the possibilities of “expressions
using devices”, and it has become part of one’s everyday to pseudo-
experience events that do not exist “here and now.” Particularly,
including videos and acoustics, every type of “expression” is becoming
digitalized. The emergence of a “new time and space” on the network
that integrates them one after another has truly acquired a sense of
existence as a “second reality” for us.

Amidst this situation, what sort of meaning do the things that
were called “art” in the past have now to us in the present? In this
project there is a particular focus on time art, in other words, the
various “expressions” that have been executed in the elapse of time.
More specifically, this issue is tackled whilst being conscious of
“expressions using devices”. The project is an investigation regarding
the relationship between “machines” and our physical bodies.
Furthermore, this project also questions the relationship between

media and the existence of human beings.
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The Art of Listening
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Research Representative: KANAYAMA Tomoko
Research Members: YOSHIDA Shigeki, MATSUI Shigeru
Research Period: 2023—

Generally to what extent to are you conscious of “listening?”
“Listening” can be said to be the foundation of all the workings in
creating relationships with people. Further, “listening” is very critical
in our research and expression activities. From personal narratives

all the way to public interviews; researchers, field workers, artists,
archivists, engineers, etc. all practice “listening.” On the other hand,
whilst “speaking” is a cooperative generation activity from the

mutual interaction between a speaker and listener, there is a focus on
“speaking” with comparatively less discourse around “listening.” In
fact, there are probably many who believe that “listening” is passive.
Additionally, “listening” is an activity relating to the past and present,
with “listening" rarely being thought as being connected to the future.
This project is positioned in “listening” as an expressionary technique,
and through that methodology, practice, and from an approach of
philosophical significance, it will be thought of as a spontaneous and
creative activity.
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Collaborative Design Research Project

Collaborative Design Research Project
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Research Representative: SUZUKI Nobuya
Research Member: AKABANE Kyo
Research Period: 2023

Although the number of examples of design methodologies, such

as design thinking, etc., that seek to discover social problems

and solve them through the development of objects and systems

has been increasing since around 2004, it is time to examine the
methodologies themselves, including the people who implement those
methodologies, their rules of thumb, the setting of the target frame,
then the impact of the proposed solution itself. At an impasse in a
society based on consumption, and in a situation presently where we
are moving towards sustainability, we believe it is necessary to explore
new ways of asking questions and the impact and scope of the design
process involved, while taking into account the social nature behind
this shift and the changing values of people. Especially in rural areas
and companies, there is a tendency for design to be viewed as a tool,
and we are in a situation where we need to re-examine the relationship,
including our understanding of the process and our relationship with
design. In order to overcome the conventional modern design based
on cause and effect, we are experimenting with wholeness and its
impact, considering the relationship between the designer and the
subject of design, and examining the scope of design's influence on

society.
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Place Sense Media
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Research Representative: MAEBAYASHI Akitsugu
Research Member: KOBAYASHI Takahiro
Research Period: 2022—

Going to a certain place, feeling something, and thinking.
Transforming that experience, expressing, and talking about it. In the
space where all of these mix together, a new “place” is birthed, and our
“feelings” also transform...

This project will explore new possibilities for artistic expression
by rethinking the representation of “place” from multiple perspectives
through sensory media such as video and sound. Artistic expressions
from various fields such as visual culture studies, audio culture studies,
visual anthropology, and eco-criticism will be criticized and examined.
Furthermore, based on the knowledge of the artists, and researchers,
the participating members each will get hints about the production.
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Technology for Welfare Project
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Research Representative: YAMADA Koji
Research Member: KOBAYASHI Takahiro
Research Assistant: SHINODA Yukio
Research Period: 2014~

In contemporary society, it is not only our lifestyles, but also our
sense of values that are becoming more diverse. While living in such
a modern age, we solve challenges and flaws that we feel sometimes
using technology, we propose new ways of living and aim for a future
filled with hope.

This project handles extensive contents concerning our “welfare
situated closely” and is not just limited to “welfare in a narrow sense of
the word” represented by welfare for the disabled, etc.

On the other hand, the frequency of natural disasters has increased,
and it is thought that the scope of receiving harm is amplifying. Under
such threats, it is thought that of course to guard one's life from
disasters is crucial, but a method to live positively is also necessary
during disasters. This project also tackles against “disaster prevention”

as one of its themes.
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