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ABSTRACT

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

Media Creations

Submitter Student ID 18116 Name Sakurako NAGANO

Title Research on programmed online distributed video works

This study was a master's thesis that envisioned how video works should be presented and be
when it becomes difficult to exhibit works in a physical space such as a pandemic. The work is
intended to recover the positive "loneliness" that certainly existed in the past when interaction with
others was cut off, from a society that is moving rapidly to regain its previous routine after the
pandemic has subsided, and from our over-connectedness once again.

In March 2020, the author took a leave of absence from IAMAS and returned to Fukuoka, his
hometown, to begin working as a member of society. It was not a positive choice, but under the
special circumstances of the pandemic, | was able to ask questions about myself and continue to do
so. Arendt defined this as a state of "solitude. Arendt also said that in order to be in a "solitude," one
must be in an "isolation" state. During the pandemic, the author experienced what Arendt called
"isolation," a state in which one is politically protected from others, in other words, a state in which
it is safe to be alone and to continue to think about one's own production. As a result, the author
produced and exhibited a short animated film on the theme of "loneliness. This "solitude" is the last
one of Arendt's definition of "being alone. Solitude" is a story about the last part of "being alone," as
Arendt defined it, from "loneliness" through "solitude" to "solitude.

However, the exhibition held during the pandemic was threatened by the government's announce-
ment, and the question arose as to what should happen to video works when it becomes difficult to
exhibit them. The Internet is the first place to show works of art other than in a physical space. How-
ever, while publishing a work online is a convenient and easy way to present it, it also makes the
work into content, and functions such as seek bars and double-speed playback may prevent the
viewer from having the viewing experience intended by the creator. Therefore, based on a
programmed animation work that the author produced in the past, the author re-conceived and
created a new video work that can be viewed only through streaming distribution, with no beginning
and no end.

In his master's thesis work, "Toumeina Moji Koe no nai Kotoba," the author abandoned the
stereotypes that had held him captive, and by rethinking animation as a tool for expression, he
created a work that, while being a record of himself and his times, continues to confront the viewer
from the personal "place" of distribution. The characters on the screen, who embody a "refusal of
empathy," are tools of communication, but without words to make sense, and this attitude leads the
viewer into a state of "isolation" and "solitude".

This master's thesis work is a unique work among the author's past works of short animations
and installations. By examining not only the background of the work, but also the common threads
that run through all of his past works, | can summarize it as not only unique, but also a work that
was created in response to the needs of the times. He concludes that in order to continue creating
works as an artist, it is important to give form to one's experiences and thoughts of the time.
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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 21114 Name Akino Nishio

Expressive research of "Moving Photo Collage” for viewing on large

Title screen display

Collage, which originated in the field of fine arts , has been developed in a variety of areas up to the present
date. In recent years, collage with photographs is called "photo collage" , and it has been established as a
technique named "Animated Photo Collage" and "Moving Photo Collage" in the field of visual expression.
It seems that collage was already established as a way form of expression. Digital editing and composition
now a days have become easier , thereby combining different element has become common , and is often
used as a way of direction or image representation.
However, it is the current that situation the relation between the original intention as an expression and the
special quality of the technique is becoming vague.
In addition to the composition of the screen, it is important in video collage that how each element mores
and develops on the time axis.
This research explores the possibility of creating works that focus on “movement and development”.
{Moving Photo collage composed of 20 looping scenes)) is an exhibition type video work based on the
movement patterns that the author analyzed and classified the past works. In this work, the author applies
the classified various movements to each element in screen, and creates several different movement
patterns from the same element. The “element + movement” is applied as one material, and the combination
comes under review, Therefore video collage is refined from the point of view of ’collage by movement”
This work was created on the premise of a loop playback work using a high-resolution 75-inch display. By
arranging elements high density on a high-resolution canvas, it is possible that combinations of movements
become more diverse. Furthermore, by applying a loop on time construction, the author is able to freely
form rearranging all over the work within the same composition and time.
In this research, the author also analyzes the works of other artists and precedents, then compares them
with own classification. By considering the patterns of movement of the other artists’ works, this thesis
discusses the characteristics of this research and works in contemporary video collage expression, and how
the contemporary video collage is related to the production tools and media environment. It is the main
characteristic that the work in this research is “Moving Photo Collage” using photographs of the casual
daily scenery.
In the repeated process of “photographing, dismantling, and reconstructing”, the author recognizes
transformation of the structure and combination, therefore it becomes possible that familiar scenery and
objects are newly reviewed through the collage. Furthermore, there is expected that the constructed collage
overlap with viewers’ daily life and trigger a change in the viewers’ perspective on familiar landscapes.
This is unique to this research, which is different from collages using “materials that are distant from one’s
own life” called from magazines, the Internet, and other media.
Another significant feature of this work is that it is a “collage by movement” using photographic materials.
The photographs used in this research are basically stationary objects. By selecting and photographing
“motion less objects” from familiar landscapes and using them as materials for the video collage, the author
creates a process in which elements that do not move in reality are moved in the video.
By considering the combination moving materials in this way, the author attempts to create a work as a
“collage by movement” that goes beyond the conventional combination of colors, shapes, and textures.
Based on the above, this research explores the possibilities of contemporary “Moving Photo Collage”.
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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 Student ID 21117 Name Soichiro Higuchi

The Effects of Bidirectionality and Presence of Other Audiences on Rakugo in

Title Live Streaming

Due to the COVID-19 pandemic and subsequent restrictions on public events, traditional Japanese
storytelling theaters, known as "77f5" (yose), had to resort to streaming Rakugo performances without a
live audience. However, many of these live streaming lacked the immersive and powerful experience
compared to in-person performances. Performers faced challenges as they were unable to gauge audience
reactions, making it difficult to tailor their performances.

To address these issues, an analysis of the architectural structure of yose and the roles of performers and
audiences was conducted. The analysis revealed the existence of non-verbal meta-communication between
performers and audiences in face-to-face yose settings. Additionally, emotional contagion, where emotions
arise through unconscious imitation of others' body movements, occurred among audience members.

Building on this analysis, several cases of bidirectional interaction between performers and audiences, as
well as instances of audience awareness directed towards other spectators in live streaming, were described.
To evoke meta-communication and emotional contagion, feedback was devised from three human senses
(visual, auditory, and tactile). Among these, tactile feedback was identified as having a strong association
with emotions. The author predicted that tactile feedback would significantly contribute to enhancing the
experiences of both performers and audiences compared to visual and auditory feedback.

To validate this, a comparative study was conducted, referring to previous research, with the aim of verifying
the effectiveness of using tactile feedback as communication in Rakugo live streaming. The study defined
its objectives as validating the effectiveness of using tactile feedback as communication and investigating
the impact on the experiences of both performers and audiences, which were not present in traditional
streaming of Rakugo.

A series of productions and experiments were conducted to quantify laughter levels from audience
expressions and generate feedback from visual (animated cushions and lighting changes), auditory (laughter
playback), and tactile (vibrations from a vibration motor) stimuli. The author created a master's project,
"Augmented Rakugo," that allowed physically distant performers and audiences to share these feedback
elements. Using this project, experiments were conducted in collaboration with both amateur and
professional Rakugo performers.

The results indicated that tactile feedback was effective for meta-communication between performers and
audiences, while visual feedback, such as animated cushions, was effective for emotional contagion. Despite
some limitations, the study recognized areas that contribute to enhancing the experience of streamed Rakugo
performances.
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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 Student ID 21118 Name Yu Matsumoto

Title | p I/r ay complete stranger

The purpose of this study is to reconsider the existence of missing persons, and to incorporate
these reconsidered implications into representations that adequately communicate them to the
viewer.

Missing persons are generally represented as "objects to be searched for. However, what comes
into view by observing the formation of the word and the process of its representation is the
latent power of the word "missing person". What we see here is a situation in which the only
relationship that can be established between us and the missing person is that of "looking for" and
"being looked for. When we use the term "missing person,' we are assuming an objectified and
stable relationship of "l who are not missing/others who are missing," and "l who search/others
who are searched. However, if we keep in mind the worldview of human relationships brought
about by the recent information environment and the decreasing trend in the number of missing
persons, such stable relationships may rather emerge as a problem. This is because in this
stability, it is difficult to create an opportunity for reflection on the possibility that one's self or
others around one may become missing. Therefore, it is necessary to consider a different kind of
representation of the missing person. In this paper, we analyzed the bulletin boards used in
existing search systems to explore this other kind of representation. The tentative answer can be
summed up in the term "secondary subjectivity" of missing persons.

There are two situations of looking at a bulletin board/posting board: looking at the posting
itself inside a glass box, and looking at the glass box itself as well. First, the person who sees the
billboard recalls a person from the past as something that "once existed. However, by looking at
the glass itself at the same time, a strange presence emerges. The landscape across from the
billboard, which never moves, is reflected in the glass, and this becomes a metaphor for the
landscape seen by the person on the billboard. In the act of looking at the landscape one is looking
at, the gazes do not meet. In this relationship of the gaze caused by the reflection of the glass of
the billboard, the missing person begins to take on a subjectivity (aura) as a secondary creation. |
have organized this through the aura theory of Walter Benjamin and Hiroki Azuma.

To view it positively as an entity that continues to send us its gaze from the object that is simply
"being searched for" without any relation to our lives. That gaze from a stationary point quietly
asks where we are headed, as we continue to move busily in post-modern society. In this work, it
isimpossible to say that our whereabouts are not unknown. From a "search-and-searched"
relationship to a "mirror-image" relationship. The message board is a potential place for us to
question the possibility that we are the missing persons. For my master's thesis, | created a video
work "l p I/r ay complete stranger" using a variety of media to express these contents.
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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 21122 Name Tomoko Momiyama

Questioning the Politics and Ethics of ‘Listening’ in Postcolonial Practices
of Music Composition:

A Study on the Creation of “Listening Within the Opacities of Our Times
and Places”

Title

This thesis examines the master’s work "Listening Within the Opacities of Our Times and Places" in
the context of contemporary discourses in musicology, postcolonial theory, and feminist theory, with the aim
of questioning the meaning and responsibility of “composing” —which is fundamentally a Western concept—
—in the postcolonial era. It proposes the importance of investigating the politics and ethics of “listening”
through the practices of composition that engage with the others.

Chapter 1 outlines the background of the study, reviewing the decontextualizing nature and the
standardizing force of Western music and how Japan ended up colonizing their own “listening” by
systematically introducing Western Music to their society for geopolitical reasons. The chapter also
establishes the author’s positionality as a Japanese complicit in colonization, while having intersectional
identities and perspectives.

Chapter 2 organizes—in relation to previous research and case studies in musicology, such as Small’s
“Musicking” and its criticisms—the author's compositional practices to date around the following four
keywords: "music as an experience," "collective creation process and participatory performance,”
"performative listening," and "recording technology."

Chapter 3 studies the composition and revision of "During the war, There Once Was a Niwen Horipi
in My Father’s Village," which precedes the master’s work, and argues the criticality of “listening” with a
respect for sound’s own agency in postcolonial practices of composition.

Chapter 4 details the composition and presentation of the master's work, "Listening Within the
Opacities of Our Times and Places." While carefully examining the multifaceted nature and impact of media
technology in "listening,” the chapter introduces Glissant's "Right to Opacity" as a concept that may help in
“listening” ethically to the relationship between the Japanese and the Ainu, or between settlers and
indigenous people in Tasmania. Then, the chapter elaborates on the creative process and thinking behind the
composition of "Listening Within the Opacities of Our Times and Places," which invites the audience to
encounter with the other and “listen” to their voices in an aesthetic and ethical manner.

Finally, Chapter 5 contemplates on the significance and challenges of the master's works and proposes
a possibility, as well as a hope, in sharing the compositional powers through the repetition of re-composing
and communing between composing and listening while being open to the plurality of voice.
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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 22102 Name Takaumi Arakaki
Title The Expression and Artistic Creation of "Hidden Body" Using XR Technologies

In recent years, expressions using XR technologies such as Virtual Reality (VR) and Augmented Reality
(AR) have become widespread. This trend is influenced by the development of devices, and the expansion
of platforms and web services, making it possible for individuals to engage in XR-based expressions.
However, many of these expressions in XR tend to be spectacular. Examples include the potential of live
performances in virtual spaces and AR expressions superimposed on urban architectural spaces.
Nevertheless, the author aims not to focus on such spectacular expressions but to explore artistic
expressions that represent social conditions, structures, environments, and the relationship and imagination
between humans and technology (XR).

The author believes that these expressions offer possibilities different from existing XR expressions and
provoke thought about us humans who use them. In understanding contemporary society, neuroscientist
Takeshi Yoro explains in his book "Yui-No-Ron" that modern society is becoming 'brain-centric.' He states
that the opposite of this 'brain-centric' approach is the physicality embodied in violence, sex, and death.
Artistic anatomist Hidetoshi Fuse, an assistant to Yoro, interprets the relationship between the brain and the
body in contemporary society through the history of images. In his book "Searching for the Corpse in the
Age of Virtual Reality," Fuse asserts that Virtual Reality represents the epitome of this 'brain-centric' trend.

Using these perspectives as a starting point, the author engages in expressions of the hidden body,
represented by 'violence,' 'sex,' and 'death,’ using XR technology. Before creating works, the author
analyzes past expressions such as the dark dance centered around Hijikata Tatsumi, video and performance
art since the 1970s by Bruce Nauman, and contemporary works by Shota Yamauchi that capture the
relationship between cutting-edge technology and the body.

Building on these expressions, the author embarks on creating preliminary works. From "Violence In
Metaverse," an expression of violence in VRChat, to "Slave of Low Dimension," a stage piece viewed
through VR HMD, and then to "Slave of the Flesh," a real-time performance, the author reflects on how
these were produced and provides an overview and contemplation.

After these preliminary works, the final master's work, "Momotaro," is completed. "Momotaro" is a
performance piece that uses the author's avatar in AR and the physical reality of the body to depict the
demon-slaying scene from the Momotaro story. While following the narrative of Momotaro, the piece
portrays violence, death, and sex, leading to a different depiction of Momotaro. This evokes discomfort,
repulsion, and sometimes absurdity in the audience. However, this reaction is precisely the interaction with
the body intended by the author. In our contemporary society, where the body is hidden and distanced, we
have come to feel disgust and discomfort towards what should naturally be our own bodies.

In conclusion, the author believes that continuing to confront these circumstances is crucial for the future
development of XR and society, and for understanding the evolving relationship between the body and
technology.

Examination Committee

Chief Examiner Masahiro Kobayashi

Co — Examiner Masami Hirabayashi




i

MBI FRITR TR T AT ¢ 7T RIWIZER A T« 7RI LR

EtimCits | FEE T 22103 LA hixE M

BRDOENTH LK R 5

s+ . e
& 5m SCE4 — LA O A B T SRS O HIlE—

Kz, % [Bffo&N] L L, BEOERE LTRAES L2zl LT, BEDME
S EAMfEARROERFICOVT IR D S, REBRIEEBSIC X 2 RO EEL O M & g OfE

B BIFHEGR AT 4 THfOEIc XY, BRORBIIEHKIL L 2—TiT, BastxF%EIC
feo ik offifEBlsHEL I N TE 7z, ZOIETIE, B OEHRILDFHN D %2 T,
¥ e Bz 2 WENEEPCTHRCIE A, SR EEEOMHAFEMN & L TRA 2 LEMEZIRIEL T
b\Z)o

BRIICIX, #EGEZEFOMILED LERM & w5 IR (H ok % F5o 28 PR % %1 7= 7x
et e L i, EsHENEECiE R, BE, WE, G oxiiic ks TEL R T
5z, LEDPOIELERRENE AN T EREREOBEEL %2 R L. B 7 & RO
TR AL LTCEDIPPLEREEERBL TS,

ZOFETIZ, BRICHRTIBHRENT 7o —F% 3 o0h 7Y —icHpHLTw3, F—IC
UEWREE) & LCatn. BENIcaZzit2 27 7o —F, B WENGE) L LY
BRSO T2 2T 7u—F, 2 LCHE=IC REBNEE) & L CHiR2 Lo B8 e o
HERE LTIABT 7u—FThH 3, TNHDT 7o —F It 2 B O [ E e % fE
hlL., BEOBRICETENEFNRELR B AR R L7,

ELfEd TE2 VA OROMICV3] TR, 3 DOBEMRD 5 b, WHEHINER LR

MR, BREE LW L DR EZ R T 252 E32 2 L #EAICB W TERZHITEL 72, fLEDP
ER 28 & L CoRENES. RO E LTOBBA A=V % oTED, 2hb DR
WEEBSZDET 2 2 8T, EEMZ Db DR RRE OO ICEFEREZ R 72,

TEMTIEZE L <, BRI IEELC SR LU0 # X N2 R REETE R, 595
[BfR] oFENTHBZE, ZFLTEFNEZERORBO 7o 2 LTIRZ S 2 L DEEELIR
FALTW3, B AMoRRICE SR, BRIRLMHAER T2 e cELIMGBOENLTH D,
Thxk GRIc, BICHICRER T 2 2 & oML B I IOV TOEBE RS 2,

X £

B
i
il
mt

AR B Bl & IR BB

oy
>




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 22103 Name Ryu Ishizuka

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

This thesis centers on reinterpreting color as a "manifestation of relationships," framed within the context
of bodily experience, and focuses on the historical and systemic transformation of color perception and
value systems, addressing the issue of sensory fixation by symbolic fixed notions and the potential for
experiential perception of color. Color, significant in culture and art, has diversified through scientific
revolutions and media technology advancements, leading to a homogenization in the perception of different
colors' values. This study advocates for perceiving color not merely as a material attribute or information
but as an interaction between body and environment within the flow of color's informatization.

Specifically, it deals with the structural color of peacock feathers, particularly the decorative feathers with
eye patterns (ocular spots) on the male peacock's upper tail coverts, as a new material for color. It suggests
that color, viewed not just as a visual attribute but as a phenomenon arising from dialogues with the
environment, material, and body, can liberate the sensory fixation caused by the historical symbolism of
peacock feathers, emerging as a dynamic process of bodily experience.

The research categorizes phenomenological approaches to color into three categories: first, "Informational
Color," which perceives color as an attribute or function; second, "Material Color," which includes the
material properties in its perception; and third, "Experiential Color," which understands color based on
bodily experience in interaction with the environment. These approaches dismantle the existing fixed
notions about color and indicate different directions in color interpretation.

In the master's artwork "Entwined within the Nuances of Light" the focus is placed on both material and
experiential interpretations of color. The work, created with the unique iridescent structure of peacock
feathers, emphasizes creating a space where one can experience the spatial relationship between the
environment and material. Peacock feathers, with their strong symbolism as a special animal and the potent
imagery of their eye patterns, are deconstructed to focus on the inherent color qualities of the material itself.

Through the creation process, the study emphasizes the importance of understanding color not as an
informational attribute detached from materiality and corporeality but as a manifestation of various
"relationships." It asserts that color arises as a manifestation of relationships, based on human experience
and interaction with the environment, and should be apprehended as a complex and rich process of bodily
experience. This approach invites a renewed awareness of the complexity and richness of experiencing
color physically and responsively, recognizing it as more than just a visual phenomenon but as an integral
aspect of human experience and environmental interaction.

Examination Committee

Chief Examiner Akitsugu Maebayashi

Co — Examiner Masahiro Kobayashi
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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]t)udent 22104 Name Shuuto Imao
Title Research on "time control experience content" using VR

In the past, works such as Urashima Taro, which depicted the passage of time on a scale different
from that of real space, have existed in many fields, both in the East and in the West. Today, "time
works" have become an established genre in movies, animations, and other content.

This fact is an expression of our ancient curiosity about the phenomena that occur when time
changes. In recent years, the development of visual content has made it easier for people to come
into contact with "time-based" content. These "time-based" contents are sometimes introduced using
the words "experience" and "sensory experience. However, in the current situation, watching a
movie or playing a game does not allow the viewer to actually experience the changes in the flow of
time, but only to understand the changes in the flow of time within the work as an observer. In
addition, it is even rarer to find content that allows the viewer to intentionally manipulate the flow of
time to "experience and sense" it. The reason for not being able to experience the flow of time is
assumed to be that the viewer is not fully immersed in the space where the flow of time is changing.

To this end, this research will verify the effective conditions for designing content that allows the
viewer to experience changes in the flow of time and aims to experience the manipulation of time
itself, by repeating the creation and analysis of experimental works.

From the 10 studies, we examined the four elements for realizing changes in the flow of time:
"operation method," "objects," "sound," and "visual effects," and the three flows for making the
experience of time manipulation itself the objective: "discovery," "practice," and "liberalization.
Based on the above, we had the participants actually experience "TimeControl," a master's thesis
work, and analyzed the behaviors observed during the experience and the impressions obtained from
the subsequent interviews to evaluate the "content for the purpose of time manipulation experience"
proposed in this study. However, the current situation is not sufficient to propose a free time
manipulation experience for the experiencer, and each of the results left some issues unresolved.
However, unlike conventional video content, we were able to propose content that allowed the
viewer to feel a sense of intervention in the flow of time, which had been limited to recognition.
This means that we were able to demonstrate the possibility of time manipulation experiences using
VR to experience changes in the flow of time, unlike conventional "time-based" works.

Examination Committee

Chief Examiner Nobuya Suzuki

Co — Examiner Kyo Akabane
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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 Islgudent 22108 Name Shota SHIOZUMI

Title BMX Graffiti Practice and Consideration

Bicycles are the best means of escape. Especially after graffiti in urban spaces.

Its high mobility and ability to move quickly through narrow streets and roads allows for quick escape
after committing a criminal act. They are also quieter and less conspicuous than skateboards, making
them an ideal means of mobility for criminals. While this aspect as a means of escape is emphasized,
there are few examples of new experience extensions that cross graffiti and bicycles.

In combining bicycles and graffiti, this study's BMX Graffiti project goes beyond its aspect as a means of
escape and elevates it to a creative expression. BMX Graffiti focuses on capturing the
moment-to-moment, creating unique art forms in various urban locations. This approach transforms the
urban space from a mere stage for movement into a creative canvas: by combining the physical
movement of BMX with the visual art of graffiti, a temporary performance becomes a permanent work of
art on paper, or a visual record that perpetuates a momentary trajectory, each preserved in a different
form.

The implementation of BMX Graffiti requires the technical ingenuity to install a spray can designed for
BMX: a spray device fixed to the front wheel of the BMX sprays paint when the rider operates the brake
lever. This causes the paint to be painted on the ground at the same time the BMX trick is performed,
converting the trick movement into a trajectory. By using spray cans of different colors, it is also possible
to create a variety of visuals. In this way, the dynamic movement of BMX and the visual expression of
graffiti are integrated to redefine urban space from a new perspective.

In this way, they are elevating a temporary performance into a permanent visual art form and creating a
new cultural dialogue on the canvas of the urban environment. This study redefines traditional
perceptions of BMX and graffiti and uses them as a means of social expression. This practice aims to
rethink the way we interact with urban space and create new cultural meanings.

Examination Committee
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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 Islgudent 92109 Name Futa Takezawa

Research on a method of imagining an object existing in real space by
Title using a device that makes pointing movements toward an invisible object

When we have some kind of visual experience, it is common that a concrete image of the object of
interest is presented on a display, and we perceive the object "through" the display. Recently,
interfaces that present spatial objects, such as VR and AR, have begun to spread, but in this case, the
composition remains the same: a concrete image of the object of interest is presented on some
display-like device, and we perceive the object "through" the display-like device. However, this is
not the only form of relationship between us and the digital object. By examining relationships that
deviate from this form, we may be able to explore unknown visual experiences.

Against this background, this study focuses on the "behavior as if the object were there" that people
and machines perform with respect to virtual objects. This refers to the way that people wearing VR
goggles seem to wave their hands, try to touch, or look into the void "as if there were an object
there" from the perspective of the people around them. Even if the surrounding people cannot see the
virtual object itself, they can gain a certain awareness of the position and movement of the invisible
virtual object just by seeing such "behavior as if the object were there. I found in this the budding of
an unknown visual expression.

As the master’s work, I developed a device that actively utilizes this phenomenon to create a visual
experience in a real space. This device evokes the viewer's imagination toward an invisible virtual
object in real space by making the object "behave as if it were there. Specifically, we developed
"Informalized Void," a device that makes viewers feel the behavior of an invisible object by pointing
at it as it moves around in space.

In this research, I will present unknown possibilities for visual experiences in real space by
exploring expressions that evoke the imagination of the viewer on such a device. In addition, from
the practice for expression, I will gain certain knowledge about the design of the pointing robot's
movement for the "reality” of the invisible presence on this device.

Examination Committee

Chief Examiner Masayuki Akamatsu

Co — Examiner Kyo Akabane
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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 22112 Name Daisuke Hiramoto

Possibility of designing movements in which control and uncontrolled

Title coexist, induced by magnetic liquid metal

The technology to programmatically manipulate and control real objects using physical forces such as
magnetism, electrostatic force, and tension is indispensable for application to the system infrastructure of
industry and robot society. In addition, this technology has also been applied to the extension of media art
expression techniques and interaction research using real objects. In addition, recent advances in materials
research have led to the development of functional materials that can be artificially given functions
(properties) that do not naturally occur and can be manipulated in a computational manner, which is
expected to have a variety of technological applications. On the other hand, the motion design of new
materials has been focused on mechanical control to improve the accuracy of motion control, and the
unique motion of new materials has not been taken into account in the design.

Therefore, in this study, we present the possibility of designing a new type of movement in which
computer-controlled controlled movement and non-controlled movement based on the uniqueness of the
material coexist. The research process began with the generation of magnetic liquid metal, which is the
medium for creating a new motion design. By creating the material by myself, I thought that I could
incorporate the chemical knowledge during the creation process and the changes in properties due to
adjustments made during the creation stage as an element of the design. Next, we observed the movement
of the generated magnetic liquid metal through prototyping and manual experiments. We classified the
controlled and uncontrolled movements of the magnetic liquid metal, observed the elements of the
movements, and obtained feedback on the impressions and opinions we obtained by showing the prototypes
to others in the form of studies, in order to strengthen the conveyance of the final expression of the work.
Finally, the final output of the research was in the form of a "work of art". The reason for this is that motion
is perceived through dynamic images, and we believe that by actually viewing and experiencing the work
as a work of art, the findings obtained in the research process can be received instantly and sensitively as
an expression of motion, rather than through a static representation of language and images in the form of
a paper. On the other hand, in this paper, I would like to discuss the movements that compose the work
"metarium", which was created based on the author's impressions of the movements from the experiments
and prototypes recorded during the creation of the master's thesis and from the exhibition of study pieces,
as well as the movement attributes obtained from the classification of magnetic liquid metal as a component
of uncontrolled movements. The author also discusses the movements that compose the work "metarium"
based on the movement attributes obtained from the classification of magnetic liquid metal as a component
of uncontrolled movement. In addition, I will discuss the significance of the research to convey the
possibility of new motion design sensuously as a work of art, and the possible applications of motion design
in which control and non-control coexist based on the results of the research.
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ABSTRACT

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

Course for Media Creations

Submitter Student ID 22115 Name Asuka Morita

Observing Variation: in Sliced Loin Hams
Title

Expressive research on video installations that reveal diverse differences

In this research, the author has sought to create expressions that make various differences visible.In the
past, the author has used video techniques to visualize the subtle differences latent in objects of similar color
and shape that appear to be identical.One of his past works, "Lag," is a work dealing with the differences in
sausage, focusing on processed meat among other identical-looking objects. Through this work, he realized
that differences of various natures exist and are diverse.Based on this realization, I created the master's
work "Observing Variation: in Sliced Loin Hams" with the aim of not only visualizing differences in general,
but also making differences of various natures apparent and tracing the origin of each difference.

The master's work "Observing Variation: in Sliced Loin Hams" consists of four works, "Emerge," "Fill,"
"Facies," and "Breath," which were created using existing sliced loin hams as a motif and using sound and
images.Sliced loin ham has been integrated into people's diets as an anonymous, nearly circular object
through a uniform manufacturing/processing process.By focusing on the slight differences between
individual slices of sliced ham resulting from the manufacturing process and materiality unique to sliced ham,
I expressed and brought to light the latent differences in homogenized sliced ham in a video installation work.
Through this work, we analyzed the origin and characteristics of each of the nine differences we discovered,
and classified them in terms of "biological traces," differences brought about by the fact that the ham was an
organism, and "processing traces," differences brought about by the processing process.The framework was
obtained for a more detailed understanding of the differences that can be manifested in sliced loin
hams.Based on this classification, we will discuss the effects and limitations of developing this expression as

a video installation, the representations that emerge from the differences, and the positioning of the




expression that makes the differences apparent.Furthermore, based on this discussion, we will provide clues

for future expression.
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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]tDudent 22116 Name Kenji Monden
Installation Existing/Being
Title A Study of Spatial Expression Focusing on the Relationship
between Structures and Projected Images

I majored in architectural design at university, and after graduation I worked in design at an architectural
firm. Through these experiences, my sense of resolution of the objects that make up architecture has
increased, but at the same time, I have come to question the relationship between the objects and the
visual media that surround them. In recent years, the development of video technology has led to the
expression of images covering the surface of architecture, both inside and outside. Digital signage has
increased in commercial facilities, and projection mapping and stage images have become commonplace
at various events. These visual representations have transformed architecture from something to be
experienced to something to be seen. Huge images ask people to avoid approaching architectural surfaces
and to view them from afar. This creates a distance between architecture and people, and may be an
obstacle to accessing information about architecture.

Based on the above awareness of the problematic relationship between images and architecture, I have

come to believe that it is necessary to reconsider the expressions possible with modern video technology
and present a method that can reconnect architecture and people through expressions that are close to the
human scale.
In response to this current situation, I took a hint from the concept of "tectonic " and focused on the
material aspect of architecture, showing structural materials and joints, and speculated that asserting the
ontological aspect of architecture would be an effective means of engaging people and images. In
contrast, in the video, we were inspired by artist Lee Kitt's human-scale video expression techniques. In
addition, by referring to the human body and the way sculptors work with all kinds of materials,
including industrial products and video, we hypothesized that contemporary visual media may be similar
to the elements of painting and sculpture that have been eliminated in the process of modernization of
architecture. The aim of this research was to create a "motif of the human body.

The purpose of this research is to explore the relationship between architecture, images, and people by
combining two methods: a method that emphasizes the materiality of architecture and reveals images as
images, and a method that focuses on scale in accordance with the size of the human body. In his master's
thesis work "There/Iru", multiple structures that imitate the shape of the human body are arranged in
space using square timbers, bolts, wires, etc. When video images are projected onto them, they
materialize as the human body, and the space emerges as an accumulation of human behavior. The
projection and disappearance of images alternately change the viewer's perception from "there is an
object there" to "there is a person there," as in the title of the work, affecting the spatial experience.

Although this is not a method that can be implemented directly in contemporary urban spaces, it deals
with the human body, a motif connected to the ancient and continuous lineage of architecture and
sculpture, and by using the space between people as a spatial expression, as is done in the field of
architectural planning, it presents a relationship between images and objects that is close to the human
scale.
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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]tDudent 22117 Name Kanata Yamagishi

A Study on the Design of Conscious Body Movements Toward Sense
Title of “Jinba Ittai”: Through “Grasp(er)”, an Experiential Artwork with
Hand-Finger Structure Transformation

Embodiment has been studied, which deals with the relationship between humans and tools, machines,
etc. Especially in the direction of "a person embodies an object," which started with the report of the
rubber hand illusion by Botvinick & Cohen (1998), it has been applied to the extension of the body in VR
and robotics, and to designs that capture intuitiveness in interfaces in terms of the relationship between
the body and the object.

On the other hand, as in the case of playing musical instruments and horsemanship, "embodiment" also
includes the direction of "an object embodies a person" by adapting to the object. This relationship is
expressed in the phrase "Jinba Ittai”, which is unique because it can only be nurtured through the process
of learning by the person oneself in the interaction, and a fundamental joy for humans lies in the process
of overcoming difficulties.

How might we design the process of this type of embodiment? The work "Grasp(er)" was created to
address this question.In this work, the structure and movements of the fingers obtained by motion
tracking are transformed one after another, with the aim of changing the physical movements of the user
in accordance with the shape of the hand, and creating a sense of embodiment.

In the process of creating this work, 60 prototypes and 6 exhibitions were conducted, and the elements of
expression and composition related to the generation of a sense of embodiment were examined.In
addition, referring to a study by Fels, who classified the experience of art work into four types from the
perspective of embodiment, triggers were set up throughout the work that would enhance the sense of
embodiment.

We asked four people who have never experienced the artwork for the first time to recall what they were
thinking during the experience using the Video Cued Recall method, and analyzed the results in
combination with video recordings of the experience.

As a result, it was confirmed that in many situations, the sense of embodiment was improved through the
way the participants moved their hands and fingers during the experience, which changed according to
the composition of the art work. However, it was also found that the sense of embodiment cannot be
improved without the experience of seeing it as something, and that the sense of embodiment was lost
when the goal changed during the experience. These results suggest that for a sense of embodiment to
improve, it is important to have a period of time in which two of the four categories Fels classified occur
at the same time. I propose to name it "grasp" and extend Fels' classification.

Examination Committee

Chief Examiner

Ryota Kuwakubo

Co — Examiner

Masami Hirabayashi




(Emn e =)

BB EEZRFIERFEAT 0 T REWFER A T ¢ 7 KRB EL

ErmscRINg | FEES | 2us Al b Bk

b, | EXE BREENEATATT Ty b T4 LEHAT ATV A 7 A ORI B0%
=SS ~ 3 Tcode play/il Lzt ) DF2EE & i~

AW, BROGEEERE=ICB I 32 3E - ZoolbkEnzey— v )b« 2y FU—
FT Y=L SNS) ZEBAT 47Ty b7+ —LOERMANDT AT T «
T 1 TERUC N lF S 5028 7 S5 ot By ORI R 2@ U CELRT 5 2 L2 HINE T 5,

A==y a VEAEROKRICBNT, AT 77Ty b7+ —LIZHWVICHEE
LU, 233227 —yaryy—)lick %563, NLDEERAEZEZ 581517 1F
ANEHEEL TV D, BT BIEZ L DGEETOZICK DO EVE ., RN - HEEN
WKSNSEEDH D E->TWVWS, Flz, II9v b7+ —L0O7)Va) XLICZEEhDD, £
Xt Zook SNz i@z BHICNE L, ZUCK->THBD T ATV T4 T4 IKHL
T ORI MM 72 LIX LRI Z %,

SNSEC—REMIRZAZHCOERE « 7TAT YT 4743, AT47 7Y b T 4—
L7 ALK > TRO THEMNCEEINTWAEEND D, £z, LET5E
MOWICHENTHEEZRESREZL4H 5, TOXD MBI LT, AFFRIEHEO
(4% % momo] &Wo7SNSOHEHNZHT L, SNSI—F—72bENT Ty F T+ —L
ORMEERTER LTI R T AT YT 4 7 4 2R L, Fifiny7z 77 )L 31 X LSRRI R T
I B RBEDAREM 2R LT,

Fiz, TOXIESNS EOHCEFRICE LI LIEHEAMAEEENTENS L, A
MZRE T OICEH L, AT 77Ty b7+ —LEfWERO X T ¢ 752 IS
% IEBIFEEIEBEIC LDD, RERE D H i OSNSHH & REENICHR D IR © 52T & S
DFETT 2 IRE LT,

COFEENE, TEAZZETHBFEEDOR LS b RICHED S SNSHEHREED 5 ikat
TNTEHEL, MO ERZFHOI—YP—DHCERIC L > TEERESEIIES LH
ZBo MBEIIAST— T+ 2@ LT A M7 78 AL, FEDFLAINSICK B H
CORBHELMEEWVENDHEDHEDIRS N BB S, KREIIREHNZ T L A Vv —
ELTEINT % —/T. BIEDOXI BHE=FOHEANLHTHEZAOHET, T DiHEE
OFEIF, HEEEOHRTH HHICHENICHE S S #ilckiddr e LThiEDI 50
Do

CTOXIIT, HENIFAZ BICHEIN /A EHCORROREn 2R ML L, 7Y ZILZER LY
MZEMOM GBI BHCDEFEEET AT VT4 T4 ZHET AW 52 %, Th
&, SNSIC K> THIEE N2 HAENSHEN, KOEVWHOHEANEEDN S, BEFHAY
WAifEZE < & D, AEOHD S LE LI ZfWET & T, REDOZHEMEZED R
L. KOBDETATVT 4T 42T 5 ENAREICAR D, AFZeZ8 L T, SNSHF
RIEBIZEHCDT AT VT « T 1 OB D % _ETOMEBIORTEENEZIH 5 hic Lz,

A SR AL R TR | WK

4| KARER

Ho|




ABSTRACT

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

Media Creations

Submitter Student ID 22118 Name QINGXIN YANG

Research on the Formation of Self-Identity in Multicultural and Diversified Media

Title Platforms: Practice and Analysis of the Theater Project *code play/fith b2

This research explores the multifaceted and complex impact of the use of multicultural and diversified social
networking services (SNS) and other media platforms on personal identity formation in today's advanced
information society, through case analysis and theatrical practice. In the era of communication capitalism,
media platforms have evolved beyond mere communication tools, significantly altering people’s lifestyles.
Often, individuals engage with SNS unconsciously or inadvertently, incorporating multicultural values
shaped by platform algorithms, which frequently leads to questions and concerns about their own identities.

There is a concern that self-expression and identity on SNS, while appearing rich, are homogeneously
produced by media platform algorithms, and individuals often lose sight of themselves in the deluge of
information. Addressing such issues, this research analyzes Chinese SNS cases, such as 'Yu Hua' and 'momo),
to observe how users navigate and counteract the technological algorithms and dominant narratives to seek
new forms of identity.

Furthermore, given the often theatrical elements in SNS self-expression, the research focuses on this aspect
and proposes a practical approach to theatre that allows participants to actively reflect and introspect on their
everyday SNS usage, drawing on theatrical cases that critique modern media environments using media
platforms. This theatrical practice is designed based on the diverse cultural background and SNS experiences
of the author, a Chinese international student, and is thought to be beneficial for self-reflection for users from
other cultural backgrounds. Participants access the site through smartphones, confronting the author's
varied self-representations on SNS, while reevaluating their own daily behaviors. They engage as active
players, while also adopting an observer’s perspective to reassess themselves. This method positions the
theatre as a novel attempt to engage deeply with oneself in everyday life.

Thus, theatre provides an opportunity for active self-discovery, prompting reconsideration of one’s existence
and identity in both digital and physical spaces. It leads away from a self-image confined by SNS, towards
deeper self-exploration. By questioning what individuals truly value and what constitutes their authentic
selves, it becomes possible to regain expressive diversity and construct a richer identity. Through this
research, the potential of theatre in enhancing understanding of self-identity in the SNS era is illuminated.
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In this study, the main goal is the development and implementation of game-based educational workshops
themed on Satoyama. Satoyama in Japan symbolizes a sustainable environment where nature and human activities
harmonize, representing a significant concept. Spreading knowledge and raising awareness about Satoyama
is crucial in modern society, and especially meaningful for the younger generation who will shape the
future. Satoyama is a complex system that includes forestry, agriculture, and various socio—cultural
aspects. The problems faced by Satoyama cannot be solved with one or two simple solutions. To foster
understanding and interest in this complex system, a more comprehensible educational method is necessary.
Against this background, the author considered using games as a medium to be effective. To turn the complex
system of Satoyama into a game, a certain level of knowledge is required, hence the aim was to design and

implement educational workshops using games.

In the development process of the workshop, various types of cards and their functions, as well as the
composition and elements of the game, were explained in detail. This was done to propose a unique approach
that would facilitate participants’ learning and understanding. The study also involved a thorough
description of the testing and implementation process, targeting students and teachers both internally and
externally, followed by an analysis of the results. The practices received high evaluations from the
participants. A detailed analysis of the results highlighted that the workshops, which utilized games,
were rated highly in terms of educational effectiveness, the engaging nature of the game, and the structure
of the workshops. This study contributed to providing new educational methods and tools, aimed at broadly

enlightening people about the current situation and challenges of Japan s Satoyama
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Title Study of collective creativity in regional revitalization:

Focusing on actor network and synlogues

There are high expectations for creativity in innovation, such as entrepreneurship and start-ups, and job
creation in the region. State-led regional revitalisation initiatives are faced with a dilemma, as they are
required to set KPIs (Key Performance Indicators) in line with national standards, while on the other hand
there is a desire to emphasise qualitative aspects such as contingency and relationships for the creation of
innovations.

This research aims to explore the overlooked connections between people and things, the creativity that
emerges from these connections and how this can be made into something that can be valued, using local
development projects as a point of entry.

As a theoretical perspective, the study focuses on the idea of 'collective creativity', citing actor-network
theory and the ren/ren phrase, and sets the following research questions: 1. How are people and things
connected in local development projects and projects related to local development? The research was
conducted by the author as a research method.

As a research method, a total of three surveys and analyses were conducted: network analysis, co-talk
analysis and interview survey, using a case study of a local creation project in Yuzawa City, Akita
Prefecture, which the author was involved in implementing.

As a conclusion to research question 1, the author showed that "local 'stragglers' become mediators and

make connections”, "non-human actors and human actors are connected by 'controversial facts

m

and "a
place is created where region-specific actors can come together". In addition, as a conclusion to Research
Question 2, the study showed that 'internal ideas are shared' and 'internal ideas of others are layered'.

By following and analysing the linkages between actors closely, this study clarified 'how contingencies were
created' and 'how fermentation was encouraged' in the places created by these contingencies, which
contributed to the creation and transformation of ideas. The creation of a space in which non-existing
connections between people and non-human actors of the local culture and society can be made, creates a
space for emergence, from which ideas are generated. In addition to such an order, the non-human actors
as well as local people were important in connecting people and creating a place.

The three units of record conducted in this study and the possibilities between the four as a point of focus
for analysis were examined. It was presented that it is possible to evaluate region-specific collective creative

places in future projects related to local development by using a variety of records and reports.
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	21114_西尾秋乃_修士論文アブスト
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