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Submitter Student ID 14108 Name Yusuke Gushiken 

Title 

A study of Media Creation Focusing on the Relationship Between Sound and the 

Written Representation of Sound. 

 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. 

Examination Committee 

Chief Examiner Akitsugu Maebayashi 

Co – Examiner Shigeru Matsui 

Co – Examiner Ryota Kuwakubo 



WhÊ�Å�

�f±m¿ÃjmØjm?8-,Ä¥°²±?8-,Ä¥s�

WhÊ��Y» m·©^ 14110 `Z TÁj�

WhÊ�Þ` ÍÜ�%(Ý�Ôw+¨��³×«.F159CF3AEUb

� ³×«.F159CF3AE� �Ý��
�(�×Î��n³×�
�(¢

¦«�ÍÜ�¬Mi�+�	U�������µ»�%'º��)�#���(	

������*)(�³×«�� �G¾�È*)(%	�Ý��
�(³×�

� ª�'�l»�¼
�×�¢¦«�ÍÜ��#�$�Ý�Ôw�u�Ý�I

�2>@;1F3AE�
�(Ûo���ÍÜ�%��x
Ì��)(GÓ�¥

Ë+��	����+¨��Ý�Ub �GÓ�¥Ë+P×�®Ç�
(%	�

eI�vj�=-FB:��l�)�Ub��×Î�n³×I�tÖ�(��	

£|+��	½Ç�ÆÇ�%(�×Î�ÍÜ�¬Mi� �nÚ��l�)(�

����§g«Åd�%'�ª�(�¤��¶�)(�"�Ub��Ò��#�

�}¡«�i]�{(	���������+¨��Ý�Ub �àz��Ýß�

%(6@F;E0� ª�(áS¬�6@F;E0��~+X\�������

Ub�J�ÉÐ�)(���� �"��´�(	

� �Ê�� �7/<D4F�%(���Ôw�¯¹�ÍÜ×Ù$�Ç+ip�

���(��+�&������Ý��
�(_������Õ!(	¥R�


���ÝÑ�%��Ý�Ôw�(Q¸!+¨���Ý�+U���l�(��	

Â ����%	��a+����ºq�(	

Ê�r�c K� HÏ­y [� �LVOk [� �NÀ



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

Creation 
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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. 

Examination Committee 
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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. 

Examination Committee 

Chief Examiner KUWAKUBO Ryota 

Co – Examiner SEGAWA Akira 

Co – Examiner IMURA Yasuko 



修士論文要旨 

情報科学芸術大学院大学メディア表現研究科メディア表現専攻 

修士論文提出者 学籍番号 名前 

修士論文題名 

論文審査員 主査 副査 副査 

映像とはイリュージョンである。制作者が意図的に演出した結果であり、映像を表示するフレ
ームの外側には製作者の演出の通りにみせる機構やシステムが存在し、それによって構成さ
れたものだけが鑑賞者の元へと届くようになっている。映像技術は日々進化し、4K解像度の
登場やCG技術の発達だけでなく、過去にはニュースの生放送やイベントの中継映像などの
リアルタイムの動画は真実が映っている映像であるという認識がされていたが、現代ではリ
アルタイム撮影された映像空間にマッピングする技術が生まれ、編集よりも前の撮影する段
階でリアルタイムで映像に手を加えるという行為が可能となった。また、近年ではスマートフ
ォンやゲーム機などタッチパネルを使った映像視聴や、イベントに使われるプロジェクション
マッピングなど、各種センサーに反応する映像を使った体験が一般化してきている。
このように映像メディアによるイリュージョンは画面内の映像表現にとどまらず、画面外との
関係もその一部として形成されてきていると考えられる。
映像メディアは虚構のメディアであると常に様々な界隈から語られ、映像を批評する作品が
多く作られたが、現代において映像メディアが虚構のメディアであることは一般的にも常識と
なり、人々の意識は虚構のメディアを虚構として批評する段階から脱し、次に進もうとしてい
るのではないだろうか。そのような状況を観察して、読み解いた結果を修士作品《あっちとこ
っちとその間》として表現した。本修士論文では修士作品に至るまでの習作についてまとめ、
現代の映像のイリュージョンの在り方と鑑賞する人々の意識について再考察する契機となる
ことを目指した。
本修士論文では第1章で本研究における映像メディアを語る上で必要な実写映像やリアルタ
イム動画についての情報と、本研究の目的について述べる。第2章ではディスプレイを用いな
がらも実空間での上映・展示をキーポイントとした映像作品について考察する。
第3章では修士作品になるまでの試作品の狙いと検証結果についてまとめる。
第4章では修士作品《 あっちとこっちとその間 》について2章と3章の内容を踏まえ、詳しく解
説していく。

現実空間と映像空間の関係に着目した映像表現の研究

15103 岡崎友恵

前田真二郎教授 鈴木宣也教授 桑久保亮太准教授
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15103 Tomoe Okazaki

Study Of Visual Expression Focusing On Relationship 
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, I 
believe that people's consciousness is about to progress to the next stage fiction media criticism.I 
observed this and expressed my interpretation through my master's project,"between here and 
there".In this master's thesis, I 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, I will describe the information on 
previously recorded video and live video necessary for understanding video media, and I will 
explain the goal of this research.In chapter 2, I 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,  I will consider the prossibilities of illusion and summarize the paper.

Shinjiro Maeda
Nobuya Suzuki 
Ryota Kuwakubo
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修士論文提出者 学籍番号 15107 名前 佐野 和哉 

修士論文題名 特定の地域にまつわるクリエイティブ・コミュニティ形成のためのメディアの可能性 

 資本主義および消費主義が世界の大部分を覆い、「企業」の力が大きく強まってきたアン
バランスな現代の世界、そして日本は、閉塞感と絶望感と、 それらを紛らわす「まやかし
の幸せ」に満ちている。それにより、私たちの多くはより良い世界について思考することを
止めてしまっている。この状況を打破するためには、政府でも企業でもない「第三の柱」=
「政府や投資家に所有されていないすべての団体」による影響力の形成、が重要である。と
カナダの経済学者ヘンリー・ミンツバーグは述べている。

このミンツバーグの考えをもとに、本研究では、リチャード・フロリダの提唱する「クリ
エイティブ・クラス」という階層の考え方、またクリエイティブ・クラスはクリエイティブ・
クラスが多いところに集合する、といった傾向をベースに議論を進める。クリエイティブ・
クラスの提唱から 15 年が経ち、この考え方の中心となる人々や、そのコミュニケーション
環境・手段は急速に変化している。これを受けて筆者は、これまでクリエイティブ・クラス
の中心を担ってきた「デジタルネイティブ」と、現在そして今後その中心を担っていくと考
えられる、幼少期～青年期の特定の時期にインターネットの影響を受けてきた 1990 年前後
生まれを中心とした人々である「デジタルレジデント」という集団の捉え方を提示する。

 そしてデジタルレジデントが持つ特性を踏まえ、主にインターネット上を中心とした活動
によって、クリエイティブな人々によるコミュニティ（本研究においてこれを「クリエイテ
ィブ・コミュニティ」と呼ぶ）を形成する。それにより、特定の地域に関して何らかの良い
影響を与えうる、ゆくゆくは企業や行政にも劣らない影響力を持つ存在となる、そうした可
能性を見出すことを目指す。 

 特に今回は、筆者の出身地でもある北海道オホーツク海側地域に関するウェブメディア
「オホーツク島」を制作し、この地域に関係がある人々によるクリエイティブ・コミュニテ
ィの形成を試みた。その結果、半年程度の準備期間、そして 2017 年 1 月現在まで 4ヶ月程
度の運営にも関わらず、どこにいても地元に貢献することができる場の形成の兆しや、既存
の地域コミュニティの人々にも影響を与える兆し、そして北海道オホーツク海側地域に影響
力を形成する兆しが見られた。さらに、活動を継続していくことでこの取り組みが広がって
いく見込みもある。そしてこのメディア、および活動はある程度他地域でも適用可能なモデ
ルであるとも考えられる。

こうしたごく小さな活動が多数発生していくことにより、地域の問題解決につながり、そ
のモデルが他地域でも活用されうるものとなり、ひいては世の中全体に良い影響を及ぼすも
のにつながっていくと考えられる。 

論文審査員 主査 金山 智子 副査 小林 茂 副査 松井 茂 
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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. 

Examination Committee 

Chief Examiner Tomoko Kanayama 

Co – Examiner Shigeru Kobayashi 

Co – Examiner Shigeru Matsui 



修士論文要旨

情報科学芸術大学院大学メディア表現研究科メディア表現専攻
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修士論文題名
特別支援教育現場の教材自作における個別対応力向上に向けて

− デジタルファブリケーション技術の導入支援活動を通じて −

 筆者は、見学した特別支援学校のどの学校にも、先生方が自作した多種多様な教材教具がある

ことに関心を持った。児童生徒の個々に異なる障害を受け入れた授業や活動をするためには、市

販の標準教材では不十分な場合があり、それを補うものとして教材教具が自作されているということ

を知ったが、その自作方法は主に手工具によるものであることが共通していた。 

 手工具で教材を自作するのは、加工装置の整備が進んでいないからであるが、どのような整備が

必要というにも検討する時間を確保することが難しいのが現場の実情であることもわかった。そのよ

うな制約の中での教材自作には、作りたいものを十分具現化できていないものや、保留しているア

イデアがあると推察された。個々の児童生徒には何が必要かを最も把握している現場の先生が、

必要と考えたものに近いものを作れるようになることが、さらに個別対応力を上げ合理的配慮のレ

ベルを上げることになると考えた。 

この現状の教材自作の課題を踏まえ、その対策となり得る具体策の一つがデジタルファブリケー

ション技術（デジファブ）と考えた。そこで、「幅広い障害を持つ児童生徒のいる特別支援教育現場

にて、教材自作における個別対応力向上を支援することで、インクルーシブ教育の実現に寄与す

る」ことを研究の目的として、フィールドワークを始めた。デジファブを使った教材作成技術の習得

支援と使用環境を提供することで、次に示す i〜iv が起こることを仮定し検証することを試みた。 

i. 先生が、デジファブで可能なことを理解すると、教材のアイデアが具体化する

ii. 先生が、そのアイデアをデジファブで自作して、具現化する。

iii. それを授業で使い、児童生徒の従来と違う積極的な反応を先生自らが確認する

iv. さらなる効果を上げようと、新たな自作や改良を先生がする

 このフィールドワークを「教材自作部」と名付けて活動した結果、この仮説 i〜iv が自発的に実施さ

れた事例を確認できた。デジファブが、幅広い障害を持つ児童生徒の教育的ニーズに対応するた

めに有効で、合理的配慮のレベルを高めることに寄与できることを示した。 

 本稿で、「教材自作部」の活動を開始した背景・意義と活動内容・結果から得られた結論につい

て報告し、今後の計画について述べる。 

論文審査員 主査 山田 晃嗣 副査 小林 茂 副査 赤羽 亨
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Title 
Improving Adaptability of Teaching Materials in Special Needs Education 

- 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 I 

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. 3rd: 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. 

Examination Committee 

Chief Examiner Koji Yamada 

Co – Examiner Shigeru Kobayashi 
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写真表現における運動と時間の表出 

- 修士作品《尾行的運動描画-渋谷スクランブル交差点 1/8 の場合》を通して -

$���� �� 安藤 泰彦 	� 前田 真二郎 	� 伊村 靖子 

 光学的方法によって被写体を写しとるメディア「写真」の機能は、発明された当初は静止した事

物の姿を定着させることを目的としていた。しかし、19 世紀のマイブリッジによる連続撮影装置

の発明以降、写真による動態撮影が始まった。技術が発展した今日では、デジタルデータでの撮影

と、コンピュータでの編集が一般化したことで、写真の動態撮影は様々な方法が試みられ、見慣れ

たものとなっている。例えば多重露光、長時間露光は、一定区間の動態を瞬間の重なりや蓄積とい

ったかたちで画面に定着する技法である。ここで捉えられた写真は、動く人や動物などを被写体と

するばかりでなく、カメラの前で徐々に変化する風景の姿を写しとり、見る側にそれらが単なる静

物ではなく、時間の経過に従って変化する事物であることを想起させる。また、カメラの小型化や

軽量化によって、片手での操作や身体に密着させた状態での撮影が可能になるなど、カメラは地面

に固定されるばかりでなく、身体へと場所を移している。いまや、写真を撮ることは、わたしたち

の日常的行為の一部であり、写真は撮影者の身体を通して見る疑似的な体験メディアとも言える。 

 〈尾行的運動描画〉は、「被写体と撮影者との間に設定された特殊な継続状態における運動と時

間の表出」という作品テーマに基づき、街中の歩行者の後ろを付いていくという尾行行為に伴う歩

行運動を尾行者の視点から捉えた写真作品のシリーズである。本論は〈尾行的運動描画〉および、

修士作品《尾行的運動描画-渋谷スクランブル交差点 1/8 の場合》を通して、瞬間を捉えるとされ

る写真における動態の表出方法と表現の可能性を探究することを目指し、以下のように構成してい

る。第１章では、写真による動態撮影の先駆者として時代を牽引した、マイブリッジの連続瞬間撮

影やマレーのクロノフォトグラフィを取り上げ、当時の動態撮影方法を振り返るとともに、現代に

おけるその変容を述べる。第２章では上記の作品テーマに基づく、過去の取り組みを考察し、〈尾

行的運動描画〉および、修士作品《尾行的運動描画-渋谷スクランブル交差点 1/8 の場合》に至る

までの作品の特質や経緯を明らかにする。第 3 章では、〈尾行的運動描画〉および修士作品《尾行

的運動描画-渋谷スクランブル交差点 1/8 の場合＞に至るまでの作品の変遷を整理する。第 4 章で

は、〈尾行的運動描画〉および修士作品《尾行的運動描画-渋谷スクランブル交差点 1/8 の場合》の

作品に含まれる特性をとりあげて考察し、終章ではこれまでに取り組んだ作品制作を振り返るとと

もに、今後の展望を述べる。 



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 

Title 
An Expression of Motion and Time in Photography 

� Through the Master’s Project “ Motion-drawing of Shadow-Shibuya Crossing 1/8 ” � 

Examination Committee 

Chief Examiner Yasuhiko Ando 

Co – Examiner Shinjiro Maeda 

Co – Examiner Yasuko Imura 

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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非公認ご当地キャラを使って地域を見直す試み

　ブームと呼べるほどの社会現象になって、熊本支援運動では力を証明し
た日本のご当地キャラ文化。韓国でも200体以上のご当地キャラがいる
が、まだ文化というほどの定着はない状態で、税金の無駄遣いと指摘され
ている。本研究の目的は、日韓のご当地キャラ文化を分析し、韓国のソウ
ルの特性について論議した上、新しいご当地キャラの仕組みや役割につい
て考察することである。
　本研究のために制作したキャラクターはソウルの「ソウリ」である。ソ
ウリは、ソウルの地形の姿をしていて、「HELL朝鮮」文化に心酔している
し、マナーも悪いキャラクター。それは地域をありのままに表現して、市
民へ自分が住んでいる地域を見直す目的である。そのようなソウリを広報
し、ソウリのメッセージを正確に伝える為にオンラインとオフラインで
様々な活動をしてきた。着ぐるみが日常的ではない韓国でご当地キャラの
必須である着ぐるみ活動も積極的に行った。ソウリのデザインから一連の
活動の結果を含めて、新しい仕組みのご当地キャラを研究してきた。
　試行錯誤もあったが、最終的には、着ぐるみのパフォーマンスを通じて
成果を見せた。特に、子供向けのマナー向上のパフォーマンスでは、親と
子供がソウリにすぐ近づいたり、声をかけたりして、ポイ捨てに関しての
メッセージを上手に伝えられた。
　ほとんどご当地キャラ文化が定着されていないソウルでの様々な実験を
通じて、ソウリのようなアンチなご当地キャラの可能性が確認できた。ご
当地キャラ、しかも非公認であるキャラクターが実際着ぐるみを着て活動
したのは韓国で初めてのことである。本研究で見せた可能性を発展し、
もっと幅広い活動に繋げたいと考える。

瀬川晃 小林昌廣金山智子 副査
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Attempt to Reevaluate the Region 
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.
 I 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. I 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 I made a costume of 
Seouly and actively engaged in public activities while wearing it. From 
Seouly’s design to activities, I 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, I could find the possibility of an anti local character like Seouly. 
This was the first time that an unofficial character has appeared in Korea. I 
wish to develop the possibility that was shown in this study, and connect it 
to further activity.

Akira Segawa

Masahiro Kobayashi

Jaeyoung Cho

Tomoko Kanayama



情報科学芸術大学院大学メディア表現研究科メディア表現専攻

修士論文提出者 学籍番号 15114 名前 田中翔吾

修士論文題名 スマートデバイスを用いた時系列 3Dスキャナの制作と実践 

	 近年、3Dスキャナによって、物体の形状を 3Dデータとして記録できるようになった。

この 3Dデータの記録を連続的に行うことで、物体の立体的な動きを、物理的な位置や大

きさの情報と時間軸を持った連続的な 3Dデータ＝時空間データとして記録できる。今後

3Dスキャニング技術がスマートフォン等へ搭載されることにより、このデータの記録・利

用を、だれもが行うようになる可能性がある。

	 しかしながら、この時空間データの記録・利用を「新しい記録メディア」の発明と捉え

たとき、現在その利用について十分検討されているとはいえない。

	 そこで本研究では、時空間データを実際に記録・再生できる環境を構築し、それらの利

用を通して得た知見から、時空間データの性質や、利用可能性を明らかにすることを目指

す。

	 修士作品『Motion Player』は、iPadと Structure Sensorを利用し、人やものの立体的な動

きを空間マッピングとスキャナの位置トラッキングを行いながら記録し、時間軸・空間軸

についてさまざまな視点から再生・合成できる環境を実現している。

	 これを用いた、様々な撮影実験や、映像作家の八嶋有司による作品『Project Dive -

Methods to trace a city』の制作などを通して浮かび上がってきた、「3Dデータの時系列記

録」、「3Dデータの時系列記録 ＋ 視点の移動記録」という観点から「新しい記録メディ

ア」の性質や、記録・利用の特性や、その将来の利用方法などに焦点をあてて論じる。

	

論文審査員 主査 赤羽亨 副査 鈴木宣也 副査 小林孝浩
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 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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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. 
I 
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"for the light surface" series  
 − ディスプレイに投影／表示することで実現するアニメーション表現 

 

� アニメーション分野における実験アニメーションとは、形式や手法において独自のアプローチを

とり、アニメーションの概念を再構築しようとするものである。今日まで、実験アニメーションの

分野では様々な試行錯誤が繰り返され多様な作品が生み出されてきた。その可能性はシングル・チ

ャンネルに限らず、空間全体にアニメーションを展開する作家も現れだした。例えば、和室の壁面

や 360度の円形スクリーンにアニメーションを投影した束芋や、パースペクティブな空間自体にド

ローイング・アニメーションを展開した石田尚志などが挙げられる。また近年では、ジュリアン・

オピーやデイヴィッド・ホックニーなど、液晶ディスプレイをアニメーションやドローイングの支

持体に用いる作家も少なくない。 

 

 一方、現代ではスマートフォンの普及により、個人がそれぞれの携帯端末から映像を視聴するこ

とが可能となった。そのため、大量の GIF アニメが WEB サービスで共有され鑑賞されている状況

が起きている。インターネット上の映像ならば、時間場所問わず誰もが同じ映像を再生できる環境

が整った。しかし、スマートフォンで映像を視聴するということは、画面の傷やくもり、ヒビ割れ、

光の写り込みなどを通して映像を見ているということになる。同じ映像を再生できる環境は整った

が、果たして、私たちは全く同じ映像を見ていると言えるのだろうか。 

 

 本研究では、そのように個人がそれぞれの携帯端末から映像を視聴するようになった時代におけ

るアニメーション表現の可能性について探る。修士作品「"for the light surface" series」では、ペイ

ントしたディスプレイにプロジェクションする手法で、インターネット視聴とは正反対のその場で

しか鑑賞できない質感の表出を目指した。 

 

 本論文では、「ディスプレイへの投影／表示」という手法に至った過程を、過去に制作した 4Kア

ニメーション作品やプロジェクション実験の内容とその結果を元に考察する。そして "for the light 

surface" series の手法と制作プロセスについて整理し、それにより実現されたアニメーション表現

と今後の可能性について述べる。 

%���
 �� 前田真二郎 
� 桑久保亮太 
� 伊村靖子 
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Title 
"for the light surface" series 
- 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, I 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”, I 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, I 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 I 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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The master's project “Mother_Me" is an Installation based on personal memory and interactions between my mother and
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 the
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. I 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 I 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, I 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. 

Examination Committee 

Chief Examiner Yasuhiko Ando. 

Co – Examiner Masahiro Kobayashi 

Co – Examiner Akitsugu Maebayashi 

Mother _ Me 

An examination of the Master’s project “ Mother _ Me ” 
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