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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS[t)udent 19101 Name Runa Akasako
Title The potential for memory formation through narrative.

The purpose of this paper is to examine the possibility of memory formation through recursive
repetition of narratives through the author's past activities and the practice of creating master's works.

In narrative situations such as interviews, the narrator recalls various past experiences. The narrator
recalls a variety of past experiences in a narrative setting such as an interview, chooses what to say
from among them according to the relationship with the listener, and forms a memory by telling the
story. Based on this framework, I analyzed "Difference in Gaze," "Pouring Out, Pouring In," and
"2014," which I created before my master's thesis. The first two works consist of a video of an
interview with the author's grandmother and a text written by the author after reviewing it. In this
paper, I compared my memory of the interview with the text [ wrote later. In the third work, three
people, including the author, talk about the author's mother with the intention of reconsidering her
character. From the discussion of this work, the influence of the relationship between the listener and
the narrator on the narration is mentioned. As a result of the above, I have discovered some key points
related to narration.

The narrator recalls specific experiences in the narrative.

The narrator recalls specific experiences in the narrative, and memory is formed by selecting and
recounting them.

The narrator recalls specific experiences in the narrative.

(2) The narrative field is established by the relationship between the narrator and the listener.

The narrative space is established by the relationship between the narrator and the listener, and what
can be said or heard is selected according to that relationship.

The master's works were created based on the above. The master's work, "I see you in my eyes and I
see myself in your eyes," has a structure that recursively repeats the author's narrative with the aim of
recapturing the author's mother. Starting from an interview with my grandmother, [ wrote a text for
the author to narrate, filmed the narrative based on the text, and repeated the process of reviewing the
filmed images.

In this paper, from a comparative analysis of the text described in advance and what was said based
on the text, I focused on what was described but not said, and what was not described but was said,
and discussed the nature of narration. As a result, I found three aspects: the aspect of re-telling, the
aspect of avoiding judgment, and the aspect of self-presentation. In addition, I focused on the effect of
the listener's assumption on the narration of the author's story, and considered that the nature of the
narration changes depending on the listener's presence (real or assumed).

This work was a repetition of the process of organizing the memory formed by the narration by
describing it in the text, recalling the experience by recounting it, and reinterpreting the memory
formed during the filming by reviewing the video of the author's narration. I believe that this cyclical
process of recalling experiences and forming memories through the selection of narratives has the
effect of continuously forming memories.

It is assumed that the narrator and the listener in the works discussed in this paper have a close
relationship (mainly the author and the author's grandmother) and have a common base of experience.
Translated with www.DeepL.com/Translator (free version)
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ABSTRACT

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

Media Creation, Master’s Program

Submitter IS];u dent 19103 Name Atsumi Tomoya

A study of a context-based approach to increase interest and motivation
Title for research for students taking basic physics. Development and practice
of 108 application "Chierium”.

The Ministry of Education, Culture, Sports, Science and Technology (MEXT) has pointed out the
reluctance of Japanese high school students to engage in natural science in response to the results of
Programme for International Student Assessment 2006 (PISA2006), in which scientific literacy was a
central theme. Among the issues, the reluctance to investigate natural science has become a particular
problem. In response to this problem, MEXT established the course "Science and Our Daily Life" in 2009
to increase interest in natural science. However, according to the subject enrollment status of public high
schools in 2015, the percentage of students who took "Science and Our Daily Life" was only 11.5% when
limited to general courses. This result means that the subject is not offered in many schools, and it can be
inferred that the measures to increase the interest of Japanese high school students in natural science are
very limited. Another measure is the newly established subsidies for science education equipment by
MEXT to expand opportunities for experiments and observations. In addition, several surveys have
pointed out the difficulty of providing opportunities for experiments and observations, as well as the lack
of time and the increasing busyness of teachers. In summary, although the high school has taken measures
to increase interest in natural science, these measures have not been effective. In fact, according to the
results of PISA2015, the level of interest in science and willingness to investigate remained at a low level
internationally and has not improved.

On the other hand, we believe that the aforementioned problems such as low enrollment rate in "Science
and Our Daily Life" and time constraints of teachers can be solved if we expand our view to the
environment outside the high school. The low enrollment rate can be solved by utilizing smartphones,
which are reportedly owned by more than 90% of high school students. The time constraints of teachers
can be ignored in off-campus situations. In this study, to improve interest and motivation for research, we
created an i0S application called "Chierium" that follows a "context-based approach" , an educational
method that is expected to improve attitudes toward science. The reason we put it in the form of an
application is that it can increase interest and motivation for research in natural science outside the
classroom. This application is characterized by its teaching materials and search method. The teaching
materials are unique in that they relate physics to everyday life. For example, it is possible to view
educational materials that relate the mechanism of cloud formation to adiabatic transition. The search
method is characterized by its implementation of a search method without using words. Specifically, the
app has an Al camera function that allows users to search for teaching materials based on objects in
photos taken with a smartphone, and a unit search function that allows users to search for teaching
materials related to a unit in a physics textbook by selecting the unit on the app.

In order to verify the effectiveness of the application, we conducted a validation of the application for
62 high school students taking basic physics courses. The results of the validation showed an increased
interest and motivation for research. On the other hand, high school students wanted to research using the
application in class rather than outside of high school. From these results, we can say that the app is
effective in increasing interest and motivation to investigate, and that functional improvements are
necessary to make students want to use the app outside of high school.
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ABSTRACT

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

Media Creation, Master’s Program

Submitter I‘Q‘Et)”de”t 19107 Name Ryuto Kawamata
Title The "AESTHETICS" of Visual in Post-Internet Music

Mark Fisher, a British cultural critic, applied Jacques Derrida's Hauntology to popular music, and treated
"Hauntology music" as that which perceives an analog physicality from a digital source. Music critic Simon
Reynolds coined the term "dyschronia™ to accurately describe the crisis of cultural temporality that has
arisen since the 2000s, when the Internet became a daily reality. He argued that digital technology (video
sites, image archives, streaming services, etc.) has created a parallelism of cultures from different eras,
disrupting and collapsing the directness of cultural time, and that this has led to the enjoyment of nostalgia,
the reworking of past cultures and ideas.

In this post-Internet music environment, Lo-Fi (low sound quality, dub crackle noise) music and Lo-Fi
(VHS, glitch) visual images, which differ from Hi-Fi (high image quality, high sound quality), which was
one of the traditional evaluation axes, are being used through "tags".

In this research, | will define "AESTHETICS" as the lyrical emotions tagged with #sad, #emo, #chill, etc.,
and clarify them through visual analysis to construct an alternative "world view. Through the activities of
the original emo rap community "ZRkREE " with my collaborator Yoshiyuki Otani, we aim to improve
the vulnerability of AMV (Anime Music Video) to changes in platform regulations and present the
possibilities of the production environment using the video production tool "tokyo22," which is my master's
work. I will aim to present the possibilities of the production environment using the video production tool
"tokyo22", which is my master's work. And I entrust the possibility of a new community to the budding
counterculture of hyperpop that will emerge around 2020.

Based on the above, this paper will first clarify the background and purpose of the research in chapter 1.
Next, in chapter 2, titled "Anatomy of "AESTHETICS," I will explain "TAESTHETICS" and organize visual
analysis, and in chapter 3, I will discuss vapourwave and lo-fi hip-hop, which have been "ghosted" by the
accelerationist mainstream. Then, in chapter 4, | will discuss the production activities of the emo rap
community "ZREREE 1" and the video production tool "tokyo22", and finally, in chapter 5, I will discuss

the overall discussion and future prospects.
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ABSTRACT

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

Course of Media Creation, Master’s Program

Student
Submitter D 19113 Name Yuto HABATA

Titl A Study of Commonalities on Collaborative Design Practice in
itle
Case of Using Reflection

In recent years, the scope of design has become wider and more complex. This means that people perceive
problems in different ways, and that more and more problems are difficult to define. On the other hand, Sanders &
Stappers (2008), a leading researcher in the field of collaborative design practice where people collaborate with
others from diverse backgrounds, states that the "act of searching” for a design target is important in order to move a
complex society in a sustainable direction. In other words, the "act of searching” is important in order to tackle design
problems that are difficult to define, and the collaborative approach is considered to be meaningful for determining
the future direction by making new discoveries and interpretations through interaction with others who have diverse
backgrounds. It is thought to be significant.

For this situation, I think it is important to apply the concept of "reflection". Reflection is generally seen as
"looking back". It is often focused on the internal aspect of "the act of trying to connect to one's own growth
(=learning)". However, in design practice, the possibility of focusing on the external aspect of "identifying what was
done unconsciously and bringing it to a place of reconsideration by incorporating reflection into the design process"
is proposed. From this, I hypothesized that the application of reflection to collaborative design practice would be
important in promoting the creation of new discoveries and interpretations through interaction with others.
Specifically, I believe that there is room for consideration of two points: "the role of reflection in practice with
stakeholders whose relationships are ambiguous" and "the relationship between technology and reflection, taking into
account technological progress over the past 10 years or so".

However, the term "reflection” is interpreted differently by different people, and therefore, there are some studies
and activities that seem to be handled without a clear definition. As a result, three problems have arisen: "there is no
basis for comparison and discussion of ideas," "there is no situation in which appropriate feedback can be obtained
from others after designing it," and "the position of reflection in collaborative design practice is unclear".

Based on the above, this study investigates the current state of the concept of reflection and organizes them into a
typology. By doing so, I aim to present a common denominator for those who design reflection in collaborative
design practice. I will solve the above three problems and discuss my proposed hypothesis from two points of view.

First, from a survey of the literature on reflection, I proposed a definition of reflection and categorized it into three
perspectives. For each of these categories, I selected seven common terms that I thought were necessary. At the same
time, I indicated points that were unclear from the literature review and planned a practical investigation. Through
this practice, I proposed an additional eighth common denominator for technology.
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Institute of Advanced Media Arts and Sciences, The Graduate School of Media Creation, Course of

Media Creation, Master’s Program

Submitter IS];u dent 19119 Name Makoto Morishita

A Study of AR Play Using Human Bodies as Material to Improvise and

Title Decorate the Here and Now

There is a play called "trick photography" that uses optical illusions to change the apparent size of the
body and create a mysterious scene. I would like to focus on two aspects of this play: one is that it can be
enjoyed by people of all cultures and ages because it uses the non-verbal element of the body. The other
is that it creates a relationship between people, places, and things through trial and error in the here and
now.

However, since the illusion technique called "forced perspective" used in trick photography is based on
physical devices during the shooting process, the places and ideas where it can be worked on are limited
by physical constraints. In particular, I identified the following three issues: " It is not possible to make a
small body interact with a nearby object," "It is not possible to make a large body appear to be at the back
of an object," and "It is not possible to make a body appear to be in an off-limits place.

Therefore, this study aimed to eliminate the three physical limitations of the forced perspective technique,
and to make it possible to play with body combinations in places where this has not been feasible in the
past. By accomplishing this, I aimed to create the two effects of trick photography in various places
around us. And I hoped that through the process of playing there, we would be able to enjoy the
relationship between people, things, and places.

I used Augmented Reality (AR) as a method to realize the purpose of this research, which is a technology
that uses computers to add information to the real environment. By utilizing AR technology and making
the body a digital object, I aimed to climinate the three physical limitations. In particular, in order to
maintain the ease of trick photography, I created a mobile AR application. Specifically, I created
"ARama!", an AR application that uses the body as a material to improvise and decorate the here and
now.

I held hands-on sessions with "ARama!" at several exhibitions to investigate how people actually played
with it. As a result, the experiencers played with their bodies by making them smaller and placing them in
a nearby place, or by placing their bodies in a place that is not normally accessible. Thus, two of the
physical limitations were eliminated. Finally, based on these results, I argued that "ARama!" has become
"a play that allows us to enjoy and remember the here and now, which is passing away, with our friends,
colleagues, and family through the element of the body.
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A Study on Search Space and Search Method of Design Support

Title System Aimed at Inspiring Designers

Kostas Terzidis was working as an associate professor at Harvard University Graduate School of
Design, conducting research on architecture and computing in 2010, while writing about the
relationship between computing and design using two concepts of computation and computerization
in his book. He argued that computation is about the exploration of indeterminate, vague, unclear
and often ill-defined processes.

The use of computers in the design process enables designs that could not be reached by humans
alone, and provides suggestions to designers. Michael Hansmeyer, an architect and programmer,
who taught architecture as visiting professor at the Swiss Federal Institute of Technology has shown
in the "Subdivided Columns” project that by designing the process of generating forms rather than
the designing the forms themselves, it is possible to explore and design unexpected forms. In this
project, an algorithm that generates complex curved surfaces was used to generate a variety of
pillars with complex shapes that cannot be designed by humans alone, and a 2.7 meter pillar was
constructed after finding a design for the pillar. In this way, it is sometimes possible to find
unexpected forms by using computers to search through a huge number of forms in design.

However, Hansmeyer has reported that although computational exploration led to the discovery of
new designs, 99 percent of the shapes generated were not well-formed, and the remaining 1
percent had to be found through trial and error. Instead of producing a large amount of output,
designs using computational exploration may require effort to search and find worthwhile
candidates among them. In particular, when the purpose of the search is to find novelty or surprise
that is felt by the individual, such as inspiration, the search using a computer is difficult.

In this research, I focused on the Combinational Creativity proposed by cognitive psychologist
Margaret Boden. Boden defines creativity as "the ability to create ideas and objects that are new,
surprising, and valued. Therefore, the creativity forms proposed by Boden, can be interpreted as a
situation where ideas and things that are new, surprising, and valuable are born. Therefore, I
thought it would be possible to construct search spaces that contain novelty and surprise by
creating algorithms that refer to the three forms of creativity, as proposed by Boden. And I thought
that if I could create a tool that could explore a vast search space containing new and surprising
results, designers would be able to notice unexpected forms and possibilities through the act of
computational exploration.

In this study, we created the "Latent Space Explorer,” a tool that generates an image by mixing
two different images, with the aim of inspiring designers by referring to Combinational Creativity as
proposed by Boden. And then interviewed four designers, asking them to use the tool in a scenario
where they were thinking about design ideas. Based on the results of the interview survey, we
examined what kind of search space construction method and search method would be effective in
searching for inspirational results for designers from the images generated by the generative model.

The results show that the Latent Space Explorer allows designers with different design styles to
explore and find inspirational images from their own perspective. However, there was a problem
for long-term use due to the user's habituation to the image generation method of Latent Space
Explorer.

If the use of computers in design is further developed in the future, and if they can provide
designers with deep insights that greatly affect their everyday designs, the relationship between
designers and computers will change, and the role of computers in design can be further examined.
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for Media Creations

Submitter Student ID 20102 Name Makoto Amano

Listening to urban sound through the noise-canceling filter.
— Speculation and research on listening to “noise” through auditory media —

Title

People walking on the street cover their ears with earphones/headphones. The sounds we listen to
are modified and processed by the auditory media, so we are not aware of how we listen to them. In
addition, one technology that has been implemented in many products is a noise-canceling filter.
Noise-cancelling technology has evolved from passive to active and Al-based, allowing noise to be
eliminated with a high accuracy. However, products with the noise-cancelling filter treat all the
ambient sounds as “noise”, making it impossible for the user to be aware of “what noise is”. On the
other hand, practitioners of field recording in urban spaces use the characteristics of auditory media
to listen and record, and thus capture the relationships between people and objects in urban spaces,
which are not recognized when only listening to urban sounds as “noise”.

Based on the research findings, the master's research redefines noise as “Unacknowledged sound”,
and proposes and discusses a way of treating urban sounds as more than "noise" from both a
technical and a cultural perspective. Then, as a research practice, I will present a way of listening by
making a conscious noise-cancelling filter for future urban spaces. Specifically, the master’s research
will provide an opportunity to listen to noise (urban sound) through the noise-canceling filter, and to
actively listen to urban sound.

My research practice, "Listening to urban sound through the noise-canceling filter." is a project
congsisting of three works: “Ear-path”, “VOICE | NOISE”, and “Focus Change”. “Ear-path" is a
workshop to make people aware of how we listen to urban sound by applying the soundwalk, which is
one of the practices of the soundscape theory proposed by the Canadian musician Schafer in 1977.
“VOICE | NOISE" is a web application that allows users to hack a noise-cancelling system that has
already been released and control the “noise”. "Focus Change" is a video prototype of a
noise-cancelling filter as a "hearing aid" for listening to noise (urban sound) proactively.

In order to identify the challenges/possibilities of my project, two investigations were carried out.
Firstly, an analysis of the comments of audiences revealed a close relationship between
noise-cancelling filters and human consciousness, suggesting the importance of deciding on “noise”
based on human consciousness. Next, I interviewed three experts working in the fields of Al research,
urban composition and auditory culture. The experts evaluated this research as a technical approach
to Schafer's soundscape theory in contemporary urban spaces. This confirms that this research
focuses on the experience of listening to sound, viewing urban issues and technological environments
within the context of soundscape research.

The goal of this research is to hack the sound selection algorithm based on the user's awareness of
“noise”. As an update to Schafer's soundscape theory, it was concluded that a ”Focus Change” is
needed to re-identify urban sounds, instead of eliminating the urban sounds by labelling them as
noise'.
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Submitter Student ID 20103 Name Shunta Ishida

The Thinking Model for Conceptual Understanding ("Begreifen") of Good and Evil
in Ethics
—Creation of the "traffic right"—

Title

Evil, as a means of combating the absurdities of society, continues to haunt us. Can we
unilaterally exclude people because their beliefs and sensitivities are different from those of
society?If we look at the example of nightlife, it is difficult to say that it is evil when looked at
from the perspective of "enriching life". Nevertheless, in the current situation, if a person
deviates from the standards of society, he or she is labeled as evil, and there is a tendency to
eliminate evil as much as possible. However, even if we argue that the forces that eliminate evil
are evil, it is true that this is a reactionary value system - a shift in values based on
"Ressentiment” - and that in the end we are repeating the same forces that eliminate evil.

What we need now, then, is to acquire some understanding, some conceptual grasp of these
evils. The purpose of this research is to present a model of thought that expresses what good and
evil are and how our will chooses to act according to that good and evil. This is the purpose of
this research.

The flow of this paper is as follows: in chapter 2, I investigate cultural phenomena concerning
evil from the past to the present, and examine how good/evil swirls in these movements. In
Chapter 3, I trace the nature of evil in human actions and attitudes, focusing on Kant, who
analysed the action-relationship between the will, the cause of action, and action, and Nietzsche,
who regarded good and evil as reactionary values and explored the shores of good and evil. In
the fourth chapter, based on Kant's notion of unsociable sociability, which is a human proclivity,
and Kant's categorical imperative to derive morally good actions, I attempt a dialectical leap
between the dichotomy of animal nature: utilitarianism and human nature: normativism. The
fifth chapter explores the possibilities of action and attitude in the face of the perceived gap. In
the fifth chapter, I will explain the work Traffic Right, which I made as a model of how we can
acquire a conceptual grasp of evil and how we can confront the world with our actions and
attitudes. Finally, in chapter 6, I will discuss and look forward to the future.
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Title Understanding the process of habituation through autoethnography

Habituation is a process of non-associative learning where response to a stimulus decreases after repeated exposure
to the stimulus. Habituation is affected by the change in duration, intensity and frequency of stimulus. As we go
through our daily lives we are unaware of the things we are constantly getting used to or getting habituated to.
Over a period of time , without our conscious knowledge it could become an innate part of our identity. In this
research, to understand the process of habituation within myself,I look into the process of getting used to
people(new relationships), perceptual habituation and habituation to a social situation(here, abandoned houses) by
analysing my stay at Neo Village for a period of two months. I have used the autoethnography method to
understand the process- by journaling everyday incidents ,my reactions, interactions and thoughts and then
analysing all the data. Through the process many past memories were brought forward through certain incidents at
Neo. Revisiting the past from time to time while experiencing the present is the core concept for my artwork and
the narratives in the research.The process of habituation is a mesh of many events and many seemingly
dis-connected events could actually be connected in ways that are difficult to make sense of. Our past experiences
and memories have a strong influence in how we interpret, interact and the time we take to get habituated to a
relationship, sensation and social situation.
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ABSTRACT

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

Creation, Master’s Program

) Student
Submitter D 20113 Name DENG YUIJIE
Title BL culture spreading online and sexual diversity of Chinese youth

During the end of the 1980s, China implemented a reform and opening-up policy.With this policy, Japanese
animation has spread to Chinese society as an important part of overseas content. In the same year,the "one-child
policy" began, and children of this era had the opportunity to watch Japanese anime from the time they were in
elementary school,and the foreign culture of Japanese-made anime was accepted,so that they were called the
"cartoon * animation generation".

In 1987.the first Japanese animation in the theme of Boy’s love—BL animation was introduced to China,and it
was accepted mainly by women of the "cartoon animation generation". In recent years,China has seen an increase
in the phenomenon of Gay or Lesbian on the Internet,as well as in the number of rotten girls.In addition,as BL
works became more widespread in Chinese society, people began to behave and talk like BL for business purposes
targeting women,leading to the emergence of fads such as"male sexuality consumption"and"male sexuality
economy" (In Chinese, it means external and internal beauty for men).

The purpose of this study is to explore how BL culture,which was established in the wake of Japanese BL
animation, influences the sexuality of Chinese youth.

First,through a literature review,this paper will examine (1) the interaction of the history of Japanese and
Chinese cartoon,and China’s animation culture industry;(2) the influence of Japanese animation on Chinese youth
born in 1980 and 1990,including novel authors and cosplayers,since animation was introduced to China;(3) the
influence of Japanese animation on Chinese young people's desire for self-expression and the way they express
themselves in their works;(4) the unique development of the BL culture and content industry in China,especially
on the Internet.(5) clarifying the development process of homosexuality from the side of Chinese history,the way
of life of modern homosexuals and the relationship with the media,clarified 5 points.

Based on the results of the literature survey, (1) how do Chinese youth change their attitudes and perceptions of
gender diversity by seeing and reading;(2)how the Chinese youth whose perception of their own sexuality
changed by the BL culture is how they represent themselves in the present Chinese society,and how they think
about the present Chinese,Two tasks were set.

Through the results of questionnaires and interviews,we found that the work of BL influenced the changing
attitude of young people in China and the recognition of gender diversity.At the same time,it was suggested that it
was difficult to make it public.

In this paper,on the possibility that young people living in Contemporary Chinese society can change by BL
culture,(1) rebel and expression of young women to male led Society;(2)Social political intervention and culture in
the history of homosexuality;And(3)breaking away from the stereotypes of sex that are based on

heterosexuality,discussed from 3 points.
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Submitter IS];r,)udent 20115 Name Ayumi Nagai
Title How to design virtual reality experiences like hallucinogens.

Hallucinogens and virtual reality (VR) have come back into the spotlight in recent years. We are in the
midst of a psychedelic renaissance that has restarted research on hallucinogens for the first time in nearly
half a century, and a second VR boom that has begun with the Oculus Rift for the first time in over a
decade. Both are each used to enhance outcomes with mental health treatments, and their shared capacity
to transiently alter perspective and disrupt rigid patterns of mental experience may be common mechanisms
underlying their therapeutic uses.

Both are linked by the counterculture: Timothy Leary, the psychedelics evangelist in the 1960s, proclaimed
"PC is the '90s LSD", arguing that they can help us to create our own reality in his later years. VR
technology is a subset of personal computer, and it is a medium that has inherited that argument more than
any other.

Against this background, this master's research purpose is to design a "virtual hallucinogen" experience
using VR, and to practice the creation of reality.

"Virtual Hallucinogen" focuses on a distinct consciousness known as Altered states of consciousness
(ASC), which is induced by pharmacological (hallucinogens etc.), psychological (meditation and hypnosis
etc.), and physiological (sensory deprivation etc.) manipulations. This experience was designed with the
purpose of inducing an ASC equivalent to that induced by hallucinogens, and after considering the elements
of "simulation" of visual hallucination by hallucinogens, "stimulus" for brainwave entrainment, and "set
and setting" that affect the quality of the experience.

In the first chapter, describe definitions of hallucinogens and ASC, and some manipulations of artificially
inducing ASC. In the second chapter, suggest the significance of using VR to imitate hallucinogens by
deciphering placing between VR and hallucinogens from recent research trends, historical background, and
conflicting views on linking of both. In the third chapter, describe how this artwork was designed. In the
fourth chapter, analyze the experience of this artwork using psychological methods and conclude whether
the objectives were achieved. In the fifth chapter, discuss what hallucinogens and VR have to give to we
live in the capitalist realism.
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ABSTRACT
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Media Creation, Master’s Program

Submitter f’]t)“dem 20117 Name Kiyu NISHIDA

chain of responses :
Title Rethinking Lives and Communications from a Neocybernetic
Perspective

In this study, I produced my master's work, "chain of responses,” as an attempt to explore
communication between different forms of life and the relationship between ICT machines, including the
Internet, and life, using neocybernetics as a clue. The background to this study is the two questions posed
by my undergraduate work "Aloe vera Synthesizer", such as "How can we understand the functions and
indeterminacy of life?" and "How can we define the communication between humans and other life
forms?" In this thesis, I discuss lives, machines, and communications, which I examined through the
production of my master's work, referring to fundamental informatics, which is positioned as
neocybernetics.

According to fundamental informatics, the origin of the general communication model is the
information theory of Norbert Wiener and Claude Shannon, which was developed from the information
and communication research of the telephone. This model was a theory that deal with the transmission of
information between machines, but it became popular without sufficient discussion of the differences
between lives and machines. Against this background, Nishigaki reconsiders information from the
perspective of life, and proposes a communication model that can be applied to life in general. In the
modern age, ICT machines such as the Internet and computers have entered our social life, forming a
man-machine complex system. In response to this system, Nishigaki proposes a Type III application in
which computers support the dynamics of biological organization and transform real life into an emergent
field.

"chain of responses" is a work that creates a circular chain of stimuli and responses to light between the
performer and five plants. In this work, "transmission" based on stimuli and responses is positioned as the
primitive principle of communication for life on the earth. Each performer and the five plants are placed
in different locations, and the stimuli and responses are connected via the Internet. Light exposure and
interruption affect the photosynthesis of the plants, resulting in changes in the plant bioelectrical
potential. The changes are read by the machine and relayed to the next life via the Internet.

In this thesis, I have explained that the "chain of responses" is a practice of Type III application, its
potential to create meaning for life and to find communication between different lives.

The structure of the thesis is as follows.

In Chapter 1, I describe the “Aloe vera synthesizer”, which is a motivation for this study, and its issues.
I also look back over the relationship between life and information from the cybernetics by Norbert
Wiener and the information theory by Claude Shannon as an origin and describe the fundamental
informatics which is positioned as neocybernetics.

In Chapter 2, I refer to two related categories of artworks, one that uses the Internet for artistic
expression and the other that uses plants for artistic expression, and discuss them from the perspective of
fundamental informatics.

In Chapter 3, I describe the background of plant bioelectrical potential in terms of plant physiology and
engineering.

In Chapter 4, I describe the specific production process and intention of the work "chain of responses",
and discuss it from the perspective of fundamental informatics.

In Chapter 5, I summarize this study and discuss future prospects.
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ABSTRACT
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Submitter Islgudem 21121 Name Tomohiko KAI
Title Development of a new way in outdoor education by using mobile
devices

In outdoor education, "participants" are invited to engage with "nature and activities" by “leaders”.
The “leaders” - persons, are considered as intermediaries that connects participants with nature and
activities. “participants” - “leaders” - “nature and activities” This is the current educational model.
Here, think “leaders” as a media since it’s an intermediary. In these educational settings there are also
things like trees with name tags and written instructions for activities, not just teachers leading outdoor
education. However, the former have not been categorised as a media. Only people have been
considered a media in outdoor education. The reasons for this is because there is no layers of
information for these media, and if the participants will have less interest here “person’ has no interest
in these, nothing more can be conveyed. So, the experience will not be rich.

On the other hand, by the recent development of the media of information terminals, there is the
possibility that this problem can be solved by their use. With information terminals, it is easy to create
multiple layers of information and arouse the interest of "people" and the educational model so far in
outdoor education can be extended to "people — media (instructors, information terminals etc.) —nature
and activities". In other words, this attempt is the purpose in this study.

In this study, I proposed a nature rally using a tablet to extend this model. Specifically, since the nature
schools in Hyogo Prefecture, the target of the research, conduct nature schools in the field after
holding a pre-briefing session at each school, we created an application for imagining the nature of
the field at the pre-briefing session and an application for use in the field. For the pre-application, we
presented photos of the local landscape and asked the participants to imagine the tactile sensation of
touching the trees (tactile), the smell of the landscape (olfactory), and the sounds of the landscape
(auditory). In the local app, we created an AR(Augmented Reality) system that uses the illustrations
posted in the activity area as markers to make the object appear, and presents text information and a
voice that reads it along with the virtual character "Tochibo" to encourage the users to perform the
tasks at each point. The tasks at each point were not only visual experiences, but also tactile
experiences, olfactory experiences, auditory experiences, and experiences for team building, and
participants were able to take a commemorative photo with Tochibo at the Goal. At the end of the
Nature Rally, the participants had time to reflect on their experiences using the post-application.

As an evaluation method for this system, we conducted a survey of the children and their teachers
using a questionnaire after the experience, and evaluated the pros and cons of the activities in nature
using information terminals. The results suggest that the use of information terminals, or technology,
expands the media part of the educational model in outdoor education and, as a result, expands the
educational model itself. (497words)
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