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

for Media Creation

Submitter Student ID | 13114 Name uki Furugori

Web Service for self recognition when introduced through a SNS by someone and

Title by oneself

- Reinterpretation of how do you feel you and how do others feel you-

This research questions the “true self” and was is triggered by the interest in the feelings that inspire
insecurity and vague anxiety. I started working on this research because I wanted to solve the awareness problem
of the “self” that could lead to an excessive self denial or being denied by others, thus having a negative influence
for the person and its surroundings.

The approach of this research is based on representing yourself based on individual “attributes” and
“relationships”. The “attributes” are the inherent alternatives as a possible symbol of the “relationship”, which
is considered to be the memories and episodes that occur when sharing with oneself and others. The objective
is to investigate how the self-awareness is influenced by the change of the ego identity and self esteem of the
experience of reexamining yourself represented by words given by others and yourself.

For the purposes of this research, I created “Autoregressive visualization”, a tool directed to notice and rethink
the self-awareness by collecting information about the “attributes” and “relationships” on the web. This tool
gathers the attributes and relationships of oneself by introducing yourself and being introduced by others in
social networks. Furthermore, it is possible to visualize as character information the “Twitter posts” that were
made. I conducted interviews and surveys before and after using the tool to measure the change of the ego
identity and self esteem using an objective psychological scale to investigate what kind of influence its use had
to the self awareness.

he changes in the emotion, as a result of rethinking yourself and because of the existence of a variety of
complex factors, it cannot be said that there is necessarily an immediate increase to the self esteem and ego
identity, but a relation between the use of the tool and self awareness was recognized. Additionally, in relation
to the character information that was visualized, I considered the change of match-mismatch to the self
wareness by analyzing the data and focusing on the “self disclosure” that is exchanged with the communication.
The discrepancy of the feeling that the “self disclosure” is not being recognized or correctly understood by
others took me to the conclusion that it is the cause that makes positive or negative impressions of oneself or
others.

n addition to the originally intended usage of the self awareness tool, other uses included people who wanted
to see the appearance of an unknown person, people that expressed their desire to centralize the diversified
communication along with the words and actions to trust the goodwill of the others. People who used it to
deepen the ties that already exist between oneself and others could also be seen. I can suggest that it may play

role in establishing a friendly state beyond “friendly relation”.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation

Submitter Student ID | 14108 Name Yusuke Gushiken
A study of Media Creation Focusing on the Relationship Between Sound and the
Written Representation of Sound.

Title

In This study, focuses on the relationship between “sound” and “written representation of sound”, the
conversion of sound into letters. These two elements are used to produce works that reconsider the
concept of “listening to sound”. The purpose of this paper is to position my master’s project
“Mikiki-kikimimi” as “Media Creation Focusing on the Relationship Between Sound and the Written
Representation of Sound”.

In the modern era of information overload, sound is saturated with excess supply due to

advertisements flowing like flood, and the advent of flat-rate music service. It seems that our
experiences of actively listening to sound are becoming few. “Writing sounds in words” and “feeling
sounds from words”, these processes affect the auditory frames formed by language, sensation, and
experience. By incorporating these two relationships into “sound” and “the Written Representation of
Sound”, it is possible to show how we hear various sound.
The master’s project “Mikiki-kikimimi” is a work in which the listener discovers how he or she hears
sounds by written representations of sound loops. I employed the auditory illusion “auditory stream
segregation” — an illusion in which a sound loop seems to change as a listener continues to hear it. I
wrote down the change I heard as onomatopoeia, and displayed this on a screen to show the listener.
By doing so, I aimed guide the flow of sound that the viewer head. The listener is presented with
“sound” and “the written representation of sound” at the same time. He or she tries to find the sound
indicated by the representation, but when converting the sound into writing, the subjective and
physical sensation of the writer are added to this, therefore, the listener cannot hear the sound as the
exactly as it is written. Through the experience of finding from the loop how one hears sound, the
listener will reconsider what it is to “listen to sound”, and confront their senses.

In Chapter 1 of this paper, I will describe the background and the outline of this study. In Chapter 2, I
will describe “the relationship between sound and the written representation of sound”. In Chapter 3 I
will describe the master’s project “Mikiki-kikimimi” in detail. In chapter 4, based on Chapter 2 and
Chapter 3, I will summarize the master’s project and the whole of the research describe “listening to

sound”, and discuss issues and future development for my work.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID 14110 Name Hiroumi SATO
Title Music of spatial orchestration that uses sound of delay

Spatial orchestration is a new technique of composing music invented by
the author of this paper to transform musical tempo through distance. “spatial"
is here defined differently from its usual musical usage. It is rather the distance
between players and listeners, the difference of delay, communication
disorder: all phenomenon caused by distance. "Music of spatial orchestration"
was played at a large concert field to produce sound delay due to distance.

In music, the distance between two people translates to time because of
sound delay. In the same way, time translates into distance. Therefore,
Listeners can appreciate time in music as physical structure.

This translation will change when the music is played, so it is necessary to
calculate sound delay due to distance. This is called phase tuning and is
different from pitch tuning. Music is executed when the operation is written in
its score to process of calculation.

This paper shows how technology changes space and sense of distance and
considers the simultaneity of music. It also deals with composing, playing, and
listening to music that uses sound delay due to distance.
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An approach towards new composition with speaker

L3O REA, placement and space design

= H

Using DAW, a software for voice recording, editing and mixing, it is possible to
visually arrange sound using a computer display. Furthermore, using sound wave
editing software, it is possible to simulate various sounds digitally. That is
to say, music whose creation requires software can be completed with software

alone.

However, listening to music requires the mediation of a physical space. Thus, how
we listen to — how we receive the sound waves — of this music which has been created
within a computer depends on the conditions of physical space and the properties
of the equipment on which we play it. However, it could be said that this fact
is at present not highly valued; for, as the technology with which we create digital

music progresses, we see a trend of physical space being excluded and neglected

On the other hand, sound installations — a type of sound art that exhibits sound
determined by physical space — are a form of artistic creation that directly
connects sound and space. One might say that the structure of sound installation

pieces are a distinct contrast to music pieces made with software.

My graduate project, “Composition with Space Design,” 1is a sound installation
that uses physical space and the properties of speakers. This thesis aims to
compare the knowledge I gained from this work with the current state of modern

music, and to present the installation as a new form of musical composition.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 15102 Name OSHIMA Takuro
Title PLAY A DAY -The Musical Activities as The Massage to Society-

Jacques Attali, a French economist, analyzed society based on the musical system
in his book "BRUITS: Essai sur l'économie politique de la musique (1977)”, and he
predicted that the coming of “Composing” would destroy the established order that
was until now repeatedly accepted. This would be accomplished by the invention of
new instruments producing new noises.

I have been doing musical activities with the theme of “PLAY” - an attitude relating
personally to music - because of my personal concerns about the way audiences accept
existing music unaware.

My activities at my graduate school are focused on the intolerance of society as a
modern social problem through them, and I try to “massage” society with music activity.
I define in this research the intolerance of society as a tendency of society does not to
recognize individuals who deviate from established boundaries. In this research,
especially focusing on the field of music, I will present musical activities based on
“Composing” as a “massage” to the attitude unconsciously accepts existing music.

My master's project “PLAY A DAY” is a series of musical performance that use
improvised musical instruments / sound system created by combining familiar objects
and modifying everyday consumer electronics. In this way, I present different
viewpoints on values and behaviors that are usually considered obvious. My master's
project has been performed in various environments and conditions such as concert
venues, live houses, club events, shopping streets in the city, and on the train. In this
thesis, I will use the concept of “Composing” to reconsider my master's project as

practicing musical activities.
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ABSTRACT

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

Media Creation

Submitter Student ID 15103 Name Tomoe Okazaki

Study Of Visual Expression Focusing On Relationship

Titl
e Between Real Space And Video Space

Video is an illusion.It is a result of that the producers deliberate creation action, and there are
mechanisms and systems that have been arranged according to the will of the producer outside
of the video frame, and only images created by that apparatus are delivered to the viewer.Video
technology evolves day by day, we see the appearance of 4K resolution and the development of
CG technology.In the past, it people could be sure that real-time moving images such as live news
broadcast and relay video of events, were images showing the truth.In modern times, however,
technology for mapping previously recorded video onto the visual space of live video was born,
making it possible to make alterations to footage in real time at the stage of shooting before
editing.In recent years, interacting with images that respond to physical stimulus through
sensors,viewing images on smart phones or game machines with touch panels, and projection
mapping at events, these experiences are becoming generally available.In this way, the illusion
caused by video media is not limited to the screen; it is thought that the relationship with the
world outside of the screen become a part of it.Video media is said to be fictitious media, and
many art pieces criticizing film have been made.This criticism has become generally accepted, |
believe that people's consciousness is about to progress to the next stage fiction media criticism.|
observed this and expressed my interpretation through my master's project,"between here and
there".In this master's thesis, | summarized my studies up to the completion of this project, and
attempted to provide an opportunity to reconsider the nature of the illusion of modern videos
and the consciousness of the viewer.In chapter 1 of this thesis, | will describe the information on
previously recorded video and live video necessary for understanding video media, and | will
explain the goal of this research.In chapter 2, | will consider video artwork that is displayed in real
space, and the key points of those displays.In Chapter 3, we summarize the aims of and feedback
about prototypes built in the process of creating the final work.In chapter 4 we will explain in
detail the master's project 'between here and there' based on the contents of chapters 2 and 3.In

Chapter 5, | will consider the prossibilities of illusion and summarize the paper.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID | 15107 Name Kazuya SANO
Title The possibility of the media to form a creative community related to a specific region

The unbalanced modern world, and Japan covered in capitalism, consumerism, and the increasing
influence of “Enterprise”, is filled with feelings of stagnation and despair, and “artificial happiness” to
distruct us from these feelings. Because of that, most of us already stop thinking about a better world.
To break down this situation, Henry Mintzberg, Canadian economist, says that the influence formed
by “the third leg” - “all associations of people that are owned neither by the state nor by private

investors.” - is important to break down this situation.

Along with this Mintzberg’s idea, this research proceed discussion based on "the Creative Class"
hierarchy, the idea of Richard Florida, the American sociologist, and the tendency of the Creative Class
people to gather at places with them. 15 years have passed since the Creative Class was proposed, and
the people who are the center of this idea and their communication environment / means are rapidly
changing. In response to this, the author has been working on the "Digital Natives" which has been the
center of the Creative Class so far, and the influence of the Internet at a specific time of childhood -
adolescence, which is believed to be the center of present and future Presenting how to catch the group
called "Digital Residents" who was born around 1990 when he was born.

Based on the characteristics of the Digital Resident, the author form a community of creative
people (the author calls this "creative community" in this research) through activities mainly on the
Internet. By doing so, the author aim to find possibilities that it can have some positive influence on a
specific region, eventually becoming an influence to the enterprise and the government someday.

Especially this time, the author created the web media "Okhotsk Island" on the region of
Hokkaido, facing the Sea of Okhotsk, which is also the home of the author, and attempted to form a
creative community by people who have a relationship with this area.

As a result, despite the preparation period of about half a year and the operation of about four
months until January 2017, signs of the formation of places where they can contribute to the local
wherever they are, signs of influence to the people of the existing local community, and signs of
forming influence on the Hokkaido Okhotsk Sea side area were seen. Furthermore, there is also the
possibility that this effort will be expanded by continuing activities. And this media and activities can
be thought to be models applicable to some extent in other areas.

By generating many such small activities, it will lead to problem solving in the area, and that
model can be used in other areas, which in turn will lead to a positive impact on the whole world.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for Media

Creation
Submitter Student ID 15108 Name Yukio Shinoda
Improving Adaptability of Teaching Materials in Special Needs Education
Title
- Activities to Support the Introduction of Digital Fabrication Technology -

At the special needs schools that I visited in the course of my research, some of the teaching materials were
made by the teachers themselves to give personalized lessons suited to students with various disabilities.
However, these teachers had previously been limited to making their materials with hand tools. If
teachers—who know more than anyone else about the needs of each of their students—can produce teaching
materials as they see fit, then these materials will be better adapted to students.

Thus, to support teachers in producing teaching materials is to improve special needs education. And so [
began activities to further the application of digital fabrication technology to the creation of teaching
materials at the individual level.

For the aim of this study—contributing the realization of inclusive education—I offer a hypothesis that
following four steps occur when introducing and supporting the use of digital fabrication technology in
special needs education schools. 1st: Teachers will create their ideas specifically through their
understanding of how digital fabrication technology is used to produce teaching materials. 2nd: Teachers
will produce teaching materials using digital fabrication technology. 8rd: Teachers will teach using the
teaching materials, and they will confirm more positive reactions of the children. 4th: They will begin to
make new teaching materials to get even more results.

I named the activities "The Teaching-Material Makers Team". The hypothesis was confirmed by my
activities, and it was also confirmed that digital fabrication technology is effective for better adaptation to
students' needs.

This thesis documents the content and the background of Teaching-Material Makers Team's activities, the

activities' results, remaining tasks, and future plans for the development of these efforts.
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ABSTRACT

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

Creation
Submitter Student ID | 15109 Name Monami Shimada
An Expression of Motion and Time in Photography
Title
— Through the Master’s Project “ Motion-drawing of Shadow-Shibuya Crossing 1/8”

The function of the media "photography" is to capture a subject through an optical method aimed at grasping
the appearance of stationary object. However, since the invention of Sequence photography equipment by
Eadweard Muybridge in the 19th century, the recording of motion through photography began. Today as
technologies have evolved, digital photography and editing on computer has being widely used, and various
methods of photography and of representing of motion have been tried, and have been familiar. For example,
multiple exposure and long exposure are techniques for representing motion over time as a still image by
overlapping or accumulating a series of still images.
The subjects of this photography are not only moving subjects or animals but also gradually changing
landscapes. This technique evokes the feeling that these are not just static objects but things that change with
the passage of time. Nowadays, we can operate a camera with one hand or while holing it close to our body due
to its small size and light weight, The camera is not just fixed to the ground but can also be moved freely with
the body is.Taking photographs is now part of our daily acts, and photography can be described as a “simulated
experience medium” that allows the viewer to see through the body of a photographer.

"Motion-drawing of Shadow" is a series of photographic works based on the theme "Expression of motion and
time in a continuous state established between the subject and the photographer", shot from the perspective of

following a pedestrian walking in the city.

In this paper, I aim to explore the method of expressing motion and the possibility capturing a moment
through photographer, I will do this through my photograph seriese "Motion-drawing of Shadow" and my
master's project "Motion-drawing of Shadow - Shibuya Crossing1/8 " . It is configured as follows:

In chapter 1, I cover a photography technique which led the era as a pioneer in the capturing of motion through
photography: Eadweard Muybridge's Sequence photography and Etienne-Jules Marey's Chronophotographie.
I will look back on the method how it worked, then I will describe its transition to the present.

In chapter 2, I consider past efforts based on my above-mentioned theme, to clarify the characteristics and
background of "Motion-drawing of Shadow" and my master's project "Motion-drawing of Shadow - Shibuya
Crossing1/8 ".

In chapter 3, I outline the transition of my work leading up to "Motion-drawing of Shadow" and my master's
project "Motion-drawing of Shadow - Shibuya Crossing1/8 ".

In chapter 4, I consider how to characterize "Motion-drawing of Shadow" and my master's project
"Motion-drawing of Shadow - Shibuya Crossing1/8 ", and in the final chapter, I describe future how I will create

future pieces based on feedback I received about this work.
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ABSTRACT

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

Creation

Submitter Student ID /3/1. Name Jaeyoung Cho
Attempt to Reevaluate the Region

Title through Using Unofficial Local Characters

The cultural phenomenon of Japanese local mascot character culture has
proven its power through the movement to support the victims of the
earthquake in Kumamoto. There are also more than 200 local characters in
Korea, but they are often called wasteful use of tax money. The purpose of
this study is to analyze Japanese and Korean local characters, research the
special characteristics of Seoul in Korea, and consider a new structure and
role for local characters.

| made Seouly, an unofficial local character of Seoul. Seouly is in the shape
of Seoul, and he or she is representative of “hell-chosun” culture, and also
has very bad manners. The purpose of Seouly is to express real Seoul and
to help people re-evaluate Seoul. | have tried to promote Seouly and deliver
his or her message of Seouly accurately through online and offline activity.
In Korea, mascot costumes are not widely used, but | made a costume of
Seouly and actively engaged in public activities while wearing it. From
Seouly’s design to activities, | have through him or her studied a new
sturucture and role of a local charater.

There has been some trial and error, but finally Seouly showed results
through his or her costumed performances. Especially, during the
performance whose goal was to improve manners for children, parents and
children approached and spoke to Seouly readily, so Seouly could deliver
his message easily.

Through several experiments in Seoul where local characters culture is not
established, | could find the possibility of an anti local character like Seouly.
This was the first time that an unofficial character has appeared in Korea. |
wish to develop the possibility that was shown in this study, and connect it
to further activity.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for

Media Creation

Submitter Student ID 15114 Name Shogo Tanaka

Development and Implementation of Time-based 3D Scanner Using Smart Devices
Title

In recent years, the shape of an object can be recorded as 3D data by a 3D scanner. The three-
dimensional movement of an object can be recorded as continuous 3D data using continuous 3D
scanning. This continuous 3D data is time-based and contains physical position and size. Hence this data
is space-time data. It is possible that in the future anyone will be able to record and use this
spatiotemporal data by installing 3D scanning technology in smartphones and the like.

However, the significance and possibilities this recording and use of spatiotemporal data by individuals
are not being considered. I regard the fact that individuals can record and use spatiotemporal data as an
invention in the field of "new recording media".

Therefore, in this research, I propose an environment that can actually be used about the characteristics
and possibilities of spatiotemporal data recording, and from the feedback of users obtained by using it,
from the characteristics of the recording medium and the future use I aim to clarify the possibilities.

The master's project "Motion Player" records the three-dimensional movement of people and things
while performing spatial mapping and position tracking of the scanner using the iPad and Structure
Sensor, and reproduces and synthesizes from various perspectives in time and space it realizes the
environment that can be done.

Through various recording experiments using this, and the creation of a work by Yushi Yashima of the
video artist "Project Dive - Methods to trace a city". "Time-based 3D recording data", " Time-based 3D
recording data + record movement of viewpoint", I focus on the nature of "new recording media", the

characteristics of recording and utilization, and how to use it in the future.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course for

Media Creation

Submitter Student ID | 15115 Name MARIKA Tsukahara

Culture and Representation Study of Memorials

Title
—Research on the Characteristics of Memorials in Post-war Japanese movies—

After Japan experienced the disaster of the Pacific War, the act of "memorializing" continued for
seventy years. Memorial and events are held annually in various parts of the country, and "to
memorialize war dead" is treated as somewhat a matter of course self-evident. However, as more than
70 years have passed since the end of World War II and those who directly know the war dead are
shared decreasing, why do we "memorialize" the war dead? For us who live in Japan after the war,
what meaning does the "memorial" have? And how can we "mamorialize" the war dead? And I wonder
if we will continue to memorialize from now on.Pre-modern war dead ceremonies were religious rituals
that assumed the spirits of the dead as their object participarts, shared the pretense of comforting, the
dead and faith in divine and supernatural things was powerful. In the modern era long after losing,
faith in the supernatural religious beliefs the and religious emotions that support such a constitution
are diluted.That does not mean that the act of memorial itself has disappeared. The idea of comforting
the dead is unevenly distributed in various forms in postwar Japanese society and culture. One of
them is "image culture" such as photography, movies and television.The emergence of such culture
featuring images of the deceased brought various changes ranging from the representation of the war
dead to the form of the memorial itself in which the subjects are to be remembered. Contemporary
warfare memorialize of deceased people and image culture are closely related.This research is a study
of how contemporary war is deeply connected with the image culture through the analysis of the image
in postwar Japan's visual culture, in particular, a representation and culture study of the unevenly
distributed spirituality unevenly in the "movies", . Most noteworthy in this research is the possibility
that expressive actions themselves by themselves have a certain kind of spirituality.The essence of the
deceased who is the objects of the memorial is its non-existence and the impossibility of its
representation. To mourn the dead is "to not let the dead exist”. Memorialize the dead. The purpose of
this research is to clarify that the image which is the visual cultural media connects to the memorial in

the act of their expression without damaging the impermanence of war dead.
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Tit] "for the light surface" series
1tle
- Possibilities for Animation Realized through Projection and Display on LCD screen

Experimental animation takes an original approach in style and technique and attempts to
restructure the concept of animation. Experimental animation has proceeded through trial and error
until today, variety of works have been created. Those possibilities are not limited to a single
screen; artists who develop animation in a whole space have begun to appear. Two artists who do
this kind of work are “Tabaimo” who created an animation projected on a 360 degree circular
screen and the wall surface of Japanese room, and “Ishida Takashi”, who developes animations
that use three-dimensional space. In addition, in the recent years, there are a lot of artists who use
LCD screens including "Julian Opie" and "David Hockney" a medium to support animation and the
drawing.

On the other hand, an individuals became able to watch videos from on their mobile screens,
because to due to the spread of smartphones in the present age. Therefore the present situation
is one in which a large quantity of GIF animation are shared online, and viewed. However, to watch
an image on a smartphone to is to view it through a damaged or clouded screen, which may be
cracked or reflecting outside light. An environment has been provided which allows us to watch the

same image, but can it really be said that image we see is identical?

In this study, | investigate it about the possibility of creating animation expression in these times
when an individual can watch an image from their own Smart Phone unit. In the master’s project
“‘for the light surface’ series”, | aimed to create a piece with a texture the viewer could appreciate
only on the spot - the opposite of internet viewing - by projecting animation on a painted display. In
this master’s thesis, | consider the contents and results of past 4K animation works and the
experimental projections projection and display on LCD screen that led to the method known as.
Then | will explain the technique and creation process of the "for the light surface" series, and
speak about the animation realized through it, and about future possibilities for this of animation.
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We understand ourselves and the environment through sensation. While visual perception plays an
important role in sense, haptics also takes a large role providing a sense of reality. Some technology that
makes use of this are vibrating game controllers, 4DX theaters and three-dimensional force feedback
styluses. If we consider haptic sense alone, we find that it conveys to us information about texture, hardness,
temperature, weight, size, shape, and the like. We also find we can estimate the length and shape of an
object by the waving it around. In this way, obtaining using just haptic sense is an active perceptive act.

Developers of visual technology are trying to create more realistic images using high definition technology
such as 3D video and 4K, 8K video. The information obtained from haptic sense, however, is more limited,
and I believe that there is much more room for imagination in connecting the information gained from this
sense with other information. Therefore, in this research, I aim to create a piece that will evoke participants’
imagination from limited information by having them engage in active perception using their hands.

I first decided to use cubes of the same appearance to reduce the influence of visual sense, and the goal of
the activity was for participants to gather information about the cubes by manipulating them by hand. In the
process, I realized that by using story I could encourage not only structural understanding of the weight and
weight distribution, but also symbolic understanding of the meaning of a particular feeling; I noticed that
this changed the quality of the experience.

My master's project "Cubes Watched by Hand" consists of cubes of the same appearance but whose haptic
differences are felt when manipulated by hand. These cubes have stories attached to them; instead of
imagining the internal structure, the stories impel participants to imagine something not actually there.

In the discussion portion of paper, I compare haptic sense and other senses like hearing and sight to
analyze why the feeling of manipulating cubes by hand leads to a structural understanding of their weight
and weight distribution and other such aspects. I also attempt a semiotic interpretation of the role played by

story in producing images through mental association.
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An examination of the Master’s project “ Mother _ Me ”

The master's project “Mother_Me" is an Installation based on personal memory and interactions between my mother an
me.
This project was developed around the relationship of daughter who lives alone away from her mother and her parent's
home.
There is a gap between the two due to the differences in their roles as mother and daughter, and the distance between
their living spaces.
Our dwellings are usually an important basis for our lives.
Dwellings have changed their shape to respond to changes in the times, and the family structure has also changed with
them.
In the period of high economic growth after the war,
The focus of the modern Japanese family was for men to work outside the home and for women to do housework. At th
same time, modern housing with the same standards began to be mass-produced.
The purpose of this standardization was to divide the home according to human activity such as "eating" or "sleeping,"
and according to the roles within the family: the father, mother, and children. It is thought that this was a factor which
contributed to the decrease of interaction between neighbors, and additionally one that contributed to a decrease in the
interaction of members of the family itself, closing the relationship between parents and children.
The structure of a living space is packed with its era's thought of how the family ought to be.
The master's project “Mother Me" deals with the problem of the living space, centering on the relationship between my
mother and me.
While expressing the present state of society in which the exchange between “a mother and a daughter" or "parents and
children" has become closed, this project examines the possibility of opening the boundary between the two.
This thesis examines each element of the master’s project “Mother Me:” the relationship between mother and daughter
the structure of the installation dividing the exhibition space in half, and the texts written from both the mother and the
daughter's memory. | examine this as the creator of the piece and as a character within
the piece, using my personal history and memory. I will explain the significance of “Mother Me” and show the
possibility of this kind of piece.
The chapter of this thesis are as follows. In chapter 1, I examine works of female artists that take the relationship
between "mother and daughter" as their theme.
I would like to consider the distinguishing features of my work by analyzing the structure of these other pieces and how
they treat of this theme.
In Chapter 2, I explain the master's project “Mother Me” the background and the structure of the exhibition space, and
the structure of the piece's installation.
Next [ examine the significance this work in Chapter 3.
First of all, I explain the issues surrounding families and the partitioning of houses' living space, the issues upon which
my work is premised.
After that, | examine the piece's four main parts: the installation the drawer, the text, and the perspective of me as
creator of the work and that of me as I appear within the work, born from a dialogue with myself.

And then in the last chapter, I will give a summary and describe how I might develop the piece in the future.
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