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Introduction

This eBook is a collection of summaries of master’s theses by 
graduates of the Interaction Design Program at Tama Art 
University Graduate School, Department of Information Design.

Our Interaction Design Program has two research groups in 
Experience Design and Media Design that attempt to give form 
to otherwise formless “information.” With a basis in fine arts, we 
collaborate with people from other fields such as sociology, 
cognitive science, engineering and linguistics and utilize the 
latest media technology in our daily research and creation.

Producing works is part of daily life at any art university, and 
degree examinations are mainly based on exhibited works. In the 
field of information design, however, we also focus on articulating 
the thoughts and ideas that underlie creation, and both artistic 
works and theoretical papers are closely connected parts of the 
program. 

Through papers and production notes, this booklet presents a 
wide variety of works born out of attempts to design information, 
from books that make you reexamine characters and the act of 
reading to products that turn actions into tools, prints and digital 
photos that are shaped by time, and software in support of social 
services and learning.
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The Process of Designing in Time 

Wataru Kobara 
Master of Arts, 2012

Professor Yasuhito Nagahara

This study investigates whether a visual model, for example a work of art, can be 
considered a fixed entity separated from changes that occur over time, whether 
transformations or degradations occur through the introduction of temporal changes in 
the modeling, and whether the commonly performed act of waiting a "suitable time" is 
applicable to design as well. These explorations were done in conjunction with creation. 
The word "design" is used with a wide variety of meanings nowadays, but in this thesis it 
is used with a focus on the act of modeling, in particular visual modeling. 

With the widespread dissemination of electronic media via the Internet, most 
information today is transmitted as text. When searching for information on the 
Internet, you often come across old information that somebody uploaded several years 
ago. If it is accompanied by metadata like the date and time, you can easily see when the 
information is from, but plenty of information lacks such metadata which makes it hard 
to pin down how old it is. Since temporally new and old data can't be distinguished, for 
the reader who sees it for the first time there is no difference from newly generated data 
acquired in real time. Whether that piece of information is old or new is no longer so 
important, as long as it is new to the one who found it. Referencing past information is 
not a problem, of course; it is something we have been experiencing through books since 
long before the web.

However, mistakes do occur, for example when old material is not recognized as old, or 
when information that does not change over time is believed to be always fresh. 
Obviously, you can detach the information from time and always keep it in the same 
condition while letting the medium evolve. But on the contrary, wouldn't it also be 
possible to permit the flow of time, and produce shapes that transform and degrade? To 
utilize fluid conditions to produce shapes, just like when letting a stew simmer for a 
"suitable time."

I created a system that generates temporal changes in a digital environment to test 
whether it could be applied to modeling. For this system, I chose to generate changes in 
digital images, or to be more precise, images shown as a collection of pixels that appear 
before the viewer's eyes via the medium of a computer display. The reason was twofold. 
First, while digital images may be affected by preservation methods like lossy 
compression, they basically do not change. Furthermore, as I mentioned above, even if 
they do change, the existence of changes over time is not recognized, as they are 
believed to be unchangeable. Second, the act of editing binary data is rare among 
designers working today. Almost the whole flow of design work can now be performed 
on a single computer, but at the same time it is not very different from work done by 
hand. The work performed on a calculating machine known as a computer is highly 
physical, just like cutting and pasting paper on a desk. That's the current state of the 
graphic design process. The only real difference is that it is easier to make corrections 
compared to when cutting and pasting actual paper.

I devised three different methods of generating changes with differing approaches: 1.
Crack, 2. Pile, and 3. Disturbance, and the production using these methods is called the 
Aging Project. The respective approaches are generating new images, generating 
changes in the layout during the design, and generating already existing images, and 
they can affect all processes during the design work. 

Electronic information doesn't change abruptly, of course, the way it does in these 
experiments. However, what the introduction of aging to digital information might do is 
to rock the prevailing idea that it is desirable to digitize all information and replace 
information currently on paper with electronic information. In order to prevent changes 
due to aging of digital information, the information needs to be transferred to other 
media, and then again as those media age, in a loop of aging. The necessary information 
will move back and forth between paper media and electronic media like in a Zen 
dialogue, and in that process the characteristics of each medium will be vividly 
distinguished, I believe. 
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Crack

Pile

Aging Project
Programming / Size: variable

Disturbance
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Interaction Design in Cooking 
Interaction between Information and the Act of Cooking, 
and Creation of a Physical Prototype  

Yuta Ide 
Master of Arts, 2013

Associate Professor Akio Yoshihashi

1. Purpose of study

The purpose of this study is to explore design to support the relationship (interaction) 
between people and food-related information through information technology. It is 
basic research regarding interaction design in the field of cooking, and focuses on the 
actions performed during cooking.

 2. Research methods

(1) Observation of actions and thoughts during cooking, and the handling of materials 
and tools. Exploration of how to structure the cooking process.

(2) Extraction of an interaction model from the structured information to find 
relationships between actions and information in support of cooking.

(3) Creation of a prototype based on these relationships, and explorations of ways to 
support the cooking process.

(4) Research and creation of an interface and contents for the prototype.

 3. Observation

First of all, I observed cooking. In order to grasp how information is actually utilized 
during cooking, it is essential to extract actions and information from everyday cooking 
processes, which are performed from memory. That is because when thinking about the 
mechanism for delivering information during cooking, parts from older recipes that 
have already been pruned may play important roles.

In this thesis I describe two types of observations. Type A is observation of the whole 
process of preparing a dinner, while Type B is observation of the process of making a 
single dish in deeper detail.  [Fig. 1]  Prototype (preparing potatoes) [Fig. 2]  Prototype (curry) 

 4. Description and structuring of cooking

To clarify the actions during cooking and the purpose of the use of associated 
information, I structured the information about the cooking process obtained through 
observation.

 5. Prototypes

Based on the above-mentioned observations, descriptions and structuring, I created 
prototypes and performed evaluative tests.

The prototype in Fig. 1 (preparing potatoes) was created to test and evaluate the 
impression of changeable information displayed for natural "actions" during the cooking 
process.

The prototype in Fig. 2 (curry) was created to research the mode of expression and 
interface: what kind of equipment to use to support cooking, what information to show 
and how to show it.

Supervisor
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 6. Visualization of cooking actions

From the cooking support interaction prototype, I confirmed the importance of 
interaction that emphasizes the relationship between contents, tools and actions. From 
this, I created visualizations of the actual movements and rhythm of the actions during 
the cooking process as part of the related contents [Fig. 3].

 7. Discussion

The following points were revealed through the creation of the prototypes.

(1) There is no need to display support information all the time.
(2) It is important to construct a system that displays cooking information according to 

the user's proficiency.
(3) Visualization is an effective way of conveying cooking actions.

With these points in mind, a new interface was constructed.

 8. The cutting board interface "sabraw"

Sabraw is a cutting board prototype with a touch interface [Figs. 4, 5, 6]. It enables the user 
to view the desired information to the necessary extent whenever required. By making 
the information modular and operable, the board became easier to handle when 
cooking.

The prototype consists of an iPad inserted into a cutting board-shaped case. Information 
can be manipulated while using it as a cutting board.

 9. Conclusion

This study describes the creation of an information interface to use during cooking, 
based on the relationship between human actions and information. In the future, I hope 
to consolidate the feasibility of the interface, and further research the contents.

[Fig. 6]  The sabraw interface 

[Fig. 4]  The cutting board interface "sabraw" 

[Fig. 5]  The cutting board interface "sabraw" 

[Fig. 3]  Visualizations of cooking actions



Su
m

m
ar

y 
of

 M
as

te
r's

 T
he

se
s 

in
 In

fo
rm

at
io

n 
D

es
ig

n

06

About Visual Representation in the Composition of a Novel  

Tomoko Ito
Master of Arts, 2013

Professor Yasuhito Nagahara

The "meaning" and "iconography" of characters

Every day, we read lots of characters, and write many too. Characters are considered 
"signs made by combining dots, lines etc. in order to visually express words." The 
Japanese language we use today is written according to an agreement made back in the 
Meiji period to let the written language be based on the spoken language. Writing a 
sentence does not require any special education, and we can write as freely as we can 
speak. In actual fact, sentences are hardly ever read aloud while tracing the characters, 
except in classrooms and similar special circumstances. Characters have become a 
communication tool that puts the emphasis on an appeal to vision.

First of all, characters "carry meaning."

The character 私 refers to the writer herself or himself, or in speech to the speaker, 
corresponding to the word "I" in English. That is to say, the character 私 is a sign with the 
meaning "I."

Secondly, characters are "iconographic."

The character 私 consists of a 禾 part to the left and a ム part to the right, and the outline 
of the character can be seen as an image with the form of these parts. In other words, 私 
is an image with the form 私. 

Characters are combinations of these two properties. However, the components do not 
always go hand in hand. Sometimes characters can exist as meaning alone, or as images 
alone.

I made an attempt to collect characters in my own handwriting from my diary. They are 

all hiragana, katakana and kanji characters from Japanese sentences, but can be read as 
if they were alphabet letters. The form of the characters that I as the author intended to 
write is certainly alive in the original sentences in the intended way, but taken out of 
context they sometimes become totally unreadable or look like different characters. 
People don't read characters one by one, but as strings, as sentences. This collection is 
an attempt to show that the form and meaning of characters is fundamentally not that 
firmly connected.

 The visual information assigned to characters

In his style manual, Bunsho dokuhon, Junichiro Tanizaki writes that "it is permissible to 
utilize any means to appeal to the reader's eyes and ears in order to make up for 
insufficiencies in the expression itself." The author needs to consider already at the time 
of writing what the visual impression of the characters will be when set in print. Just like 
the outline of a character is the form of that character, an open page in a book is also an 
image. In this thesis, I examine something rarely mentioned in the field of design, namely 
the visual expression of words in the information of pure character strings, even before 
they are affected by the layout.

I regard the image of a page spread as the "iconography of the plate," which is composed 
of three types of elements mentioned by Tanizaki:  "furigana and okurigana issues," "kanji 
and kana assignment" and "punctuation." These are among the writer's tasks, and can be 
seen as part of the act of constructing the literary work.

After Tanizaki, Yukio Mishima and Yasunari Kawabata also wrote style manuals with 
similar titles. All three authors point out as characteristic features of the Japanese 
language the fact that it is written in a mixture of multiple character types (kanji, 
hiragana, katakana, Roman letters, Arabic numerals, etc.) and that sentence punctuation 
is ambiguous. These two points are the main factors behind the visual impression of text 
written mainly in Japanese. Tanizaki's A Blind Man's Tale is largely written in hiragana. 
That is because text in hiragana alone is difficult to read, and he thereby intentionally 
creates a visual effect expressing the blind old man's intermittent way of talking. In A 
Portrait of Shunkin he has reduced the punctuation to prolong each breath of the text, a 
diluted and flowing style of writing that aims to represent a pale and feeble mood. Both 
are intricate attempts by Tanizaki to influence the visual impression of the iconography 
of the plate.
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 Approaches to style through visual manipulations

While on the one hand there are approaches to visual manipulations through writing 
style, there are also approaches to style through visual manipulations. Furthermore, 
these include elements in the kind of characters ordinary people write in everyday life.

One famous example of everyday characters with such an inherent feature is the 
"rounded characters" used by young girls. Even as handwriting is becoming less common 
nowadays, new, similar girls' culture styles get invented, for example so-called gyaru-
moji. It is evident from these styles that the girls are aware of the characters' iconography 
when writing. Common to them is a desire to add "decorativeness" to the textual 
information. The fact that they are hard to read for "non-girls" inspires a sense of 
exclusivity as well. Using characters that are difficult or impossible to read for people 
outside a certain community sends a meta-level message to the reader of belonging to a 
select group. 

People also use different characters depending on the time and situation. Sometimes 
you're unable to express your true feelings in a sentence beginning with Watashi wa… in 
standard characters, but perhaps you can if you start with Atashi wa… and write with 
rounded characters instead. In this fashion, rounded characters and gyaru-moji can be 
regarded as examples of approaches to style through iconography, with the shape of the 
characters influencing both the reader, the contents and the writing style.

The iconography of characters, the iconography of the plate, and the meaning of 
characters are all related, and the reader can look at them from each point of view.

The traditional type of design that aims to raise the value of literature and book designs 
by emphasizing the contents has hit the wall. Writers need to design, and designers to 
write literature. Perhaps that may be a path to discovering new literary values and new 
ways of design. 

A collection of Japanese characters that can be read as English ("Where Characters are Born")

Typed gyaru-moji (The Pillow Book)
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Famipin: Design of a Networking Service 
in Support of Family Members Living Far Apart

Li Haozhou
Master of Arts, 2013

Associate Professor Hideki Yano

Background and objective of the research

Along with the many exciting things I encountered when I came to study in the developed 
country of Japan, I was also shocked to learn of social phenomena like the large number 
of people living alone and solitary deaths. According to newspaper articles, with the 
growth of the economy the social system changed, human relations became weaker, 
and Japan gradually moved from a society of kinship and regional bonds to an "alienated 
society." My home country of China, on the other hand, is still considered a society of 
blood relations and regional bonds, but with the rapid development of the economy, 
there has been a sharp increase in the number of young people who look abroad to 
acquire new values, and I'm afraid China too eventually may become an "alienated 
society."

That is why I decided to focus on family ties in blood and regional bond societies, and 
make use one of the good points of such societies, their emphasis on human relations, to 
design a communication tool for families living far apart. From interviews with both 
foreign students and their parents, I understood that the link to their families was 
important to family members living far away, but that they didn't have all that many 
opportunities to contact their families because of studies, work, or various other 
reasons. Current networking services have few contents that target families, and do not 
really support communication between family members living far apart. Therefore, I 
proposed a "networking service in support of family members living far apart," and 
created an information tool called Famipin that lets family members communicate 
easily even when far apart, to resolve any worries and anxieties within the family circle at 
any time.

Research method

In this research, I worked with design approaches that emphasize usability, and 
developed an application based on real experiences from the users' point of view. During 
the design process, repeated user tests and interviews were conducted, and the design 
gradually refined into an application prototype.

 Research procedure

The concrete steps were as follows:
1. Observation and recording of foreign students' experiences and thoughts.
2. Development of a user interface design idea with a "family tree" as its motif.
3. Interviews with parents, and the addition of their wishes to the design.
4. Development of a UI design plan that is easy for all family members to use.
5. Development of an application prototype, and improvement of the user interface 

through repeated user tests.

Throughout the above steps, the users' impressions and actual experiences were 
organized, and an application was developed with the users' standpoint in mind towards 
a service that is easy to use for the whole family.

Conclusion

This study proposes a service in support of family members living far apart based on 
actual experiences in order to further deepen the family relationship. An actually 
operable application was also designed.

Through interviews with foreign students and their parents from kinship societies, I 
grasped the needs of both the younger and the older generations, and selected a service 
to provide to them. Furthermore, through repeated user tests, user interviews, enquiries 
and surveys, I found that families living far apart really need and have high expectations 
of Famipin, and I designed the service so that family members who can't meet face to 
face very often still can maintain a profound relationship. In addition to students, people 
who are transferred abroad or to another city by their companies, leaving their families 
behind, can also communicate with their families at any time using Famipin. The service 
and the application are designed to let every family member live with peace of mind. 

Last but not least, through this research I have acquired skills and ways of thinking as a 
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feedback support sounds for the application. In the future, it is important to arrange the 
service for regionally bonded societies like Japan through further investigations. I also 
hope to complete the development of the application, and actually see it released.

designer that are indispensable when developing products for a broad range of users, 
from young people to the elderly.

 Future challenges

Through this research, I have been able to design a service for people from kinship 
societies, but I would also like to provide mechanisms for people in a regionally bonded 
society like Japan. Another remaining task is the design of operation sounds and 

[Fig. 3]  Famipin user interface

[Fig. 1]  Famipin Customer Journey Map (CJM) 

[Fig. 2]  Famipin application 
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iNMA: Interactive Music Appreciation Application
A new approach to music appreciation classes for adolescent users

Ezgi Oncul
Master of Arts, 2014

Professor Fusako Kusunoki

Music is apparently universal, and found in every known human culture, past and 
present.

Categorizing music only as an aural matter would be unfair, however. Sound is part of our 
everyday lives, but music is perceived through multiple senses, not just with our ears. 
The expressions “music” and “sound” differ in many ways, but the differences are fairly 
clear. While our ears are always open to whatever we hear, the filtering is superb.

From the perspective of cognitive science, music ranks among the most bizarre and 
fascinating features of human culture. The effect of visual load when we hear something 
deeply affects our perception. Music, or sound as a mediator, and visual aids to increase 
the effect on learning and recollection can be a turned into a nice combination for music 
education.

Furthermore, one of the most consistent findings in education is that collaboration 
makes learning more active, engaging and effective. Peer to peer co-located collabo-
ration is well suited to the average classroom with many students and one teacher. 
Unfortunately, PCs – the most prevalent classroom computing technology – are ill 
equipped to support such collaboration. As the term “personal computer” suggests, 
these devices were created for a single user interacting with the machine though a single 
mouse and a single keyboard. Consequently, the PC has not been able to support co-
located collaborative learning en masse.

Interactivity between students in class is highly in demand in recent years. Rather than 
the teacher being the sun of the class, the teacher’s new role is to guide the students to 
improve their abilities to search and set their own goals, within the range of a syllabus 
that has been professionally selected and edited by music educators and musicologists.
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In order to study the use of technology in schools it is desirable to have access to a typical 
classroom setup with the teacher planning the work and leading lessons, allowing the 
students to incorporate their own knowledge and experience.

The goal of the present research is to utilize technology in favor of “digital natives” – the 
new generation of students – and to create a user friendly interface which “digital 
immigrants” – the teachers of today – can easily use to build an interactive relationship 
between students in music classes using iPads as teaching modules.

Using a technologically enhanced space for the new generation of students should 
increase expectations of better learning in classrooms, and since the students of today 
are frequent users of social network systems, interaction within a virtual space is 
completely normal to them.

Even small visual influences on the processing of sound can have important 
consequences. Music educators should embrace the use of visual stimuli with a 
researched background suitable for the curriculum. Such stimuli are of course also 
intended to expand the limits of music listening in all genres, since today’s advanced 
technology is capable of giving a taste of the real meaning of composed music.
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The "Unreadable Books" Series
Research: Currents and Physicality in Self-Publishing

Miho Hirabayashi
Master of Arts, 2014

Professor Yasuhito Nagahara

"Self-publishing" can be defined as the activity of producing and distributing publications 
by private individuals and groups under their own responsibility. Since the mid-19th 
century, small groups have been publishing booklets in small numbers to express their 
opinions and as a means of communication with other people with similar interests. 
With the spread of the Internet into ordinary homes in the second half of the 1990s and 
the advent of blogs, social networking services and e-books in the 2000s, there are now 
many ways other than print for individuals to transmit information. Even so, the fact that 
analog booklets, zines and doujinshi are still being published is very interesting.   

Chapter 1 classifies the self-publishing system into four currents, and examines the 
properties and methods of production and distribution of each current: the "bulletins" 
created by the 19th century Art Nouveau movement and the literary movements in 
Japan, "doujinshi and fanzines" published under the new freedom of expression after the 
post-war lifting of the ban on free speech, "minicomics" with their background in 
counterculture, and "art zines" that grew out of the 1990s street culture. 

In response, Chapter 2 clarifies the impact of digital technology on both self-publishing 
and commercial publishing from three perspectives: the emergence of desk-top 
publishing as a creative environment in the late 1980s, the change in methods of 
expression and information transmission structures along with the spread of the 
Internet since the late 1990s, and the developments since 2010, which was proclaimed 
"year zero" for e-books in Japan. 

Chapter 3 takes a look at the music scene, which has been permeated by digitized media 
since the mid-2000s. As streamed music delivery becomes mainstream and recorded 
music media lose their physical reality, people turn to live events and devote themselves 
to participatory idol movements. Recorded media may have become formless and 
virtual, but the audience still demands a physical relationship with music. This return to 

bodily experiences is not limited to music. Many people are starting to feel 
uncomfortable with the de-somatizated communication of social networking sites and 
the like, and are looking for experiences with a real tactile feel and atmosphere. 

Chapter 4 discusses the effect of zines on the feminist Riot Grrrl movement that 
emerged out of the American punk rock scene at the beginning of the 1990s, and how 
people are returning to bodily and physical sensations in self-publishing as well, as 
exemplified by direct sales and communication events like Comiket and Tokyo Art Book 
Fair.

As indicated by the large number of magazines and newsletters that have folded since 
around the year 2000 due to the rise of the Internet, wide distribution of homogenous 
information in printed form has probably played out its role. In light of that fact, I created 
the Unreadable Books series, books that do not transmit information, to explore the 
relationship between readers and non-linguistic texts. For each work, an existing book is 
scanned in its entirety and then processed according to a certain set of rules.

Supervisor

The Unreadable Books series – A Certain Book (1): Signs
A paperback novel with everything removed except the punctuation and ruby characters [small-size glosses printed 
next to Chinese characters with difficult or nonstandard readings]. This work was presented at Tokyo Art Book Fair 
2013 (Kyoto University of Art and Design, Tohoku University of Art and Design Gaien Campus, September 21-23, 2013).
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The Unreadable Books series – Vestiges of Ginga
The author's 5th grade Japanese textbook with everything 
removed except the annotations.

The Unreadable Books series – A Certain Book (2): Characters
Using the same algorithm as for A Certain Book (1): Signs, only scattered 
characters are left behind.

The Unreadable Books series – Vestiges of Ginga (detail)
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A Study of Photographic Expression with Time Using Layering

Kim Hojung
Master of Arts, 2015

Professor Yasuhito Nagahara

Purpose and background of this study

In photographic expression, “seeing” overlaps with “shooting,” and is usually thought of 
as an instantaneous act. However, “seeing” intrinsically takes time, and in order to fix the 
time-bound act of seeing, the brain edits the information in real time. The information 
that enters through our eyes is first separated into its constituent components, such as 
colors, shapes and movements, and then reunited into a three-dimensional image. We 
are not simply passively receiving information about our surroundings; we are actively 
collecting and analyzing information, and combining it to create our very own world 
inside our brains. Based on such reflections, I focused on the processes related to seeing, 
and decided to try to utilize “time” and the “act of seeing” in my work.

Organization of the thesis

This study was an attempt to explore the possibility of visualizing the flow of time 
involved in the “act of seeing” in photographic expression. It was also a process of 
discovering my own expressive language. 

The thesis consists of two parts: the first half is a survey of the literature, and the second 
concerns the creation of original work.

(1) Survey of the literature
In chapters 1 and 2, I provide a general overview of the relationship between time and the 
act of seeing, and investigate the concepts of “seeing” and “time” as logical pre-
suppositions for the study. I further probe the notion of time and the temporality of 
photographs by examining actual examples of representations of time. Chapter 3 
discusses the technique of “layering,” which is used in the creation of the original work in 
the second part of the thesis, and mentions some previous examples of layering.  

(2) Creation of original work
Chapter 4 and 5 are about the creation of my own work, linking “seeing” with “time” and 
utilizing the method of layering, as described in the first part. The works can be largely 
divided into two types. In the first type (Type I), I tried to visualize time within the 
framework of the photographic medium and obtain a three-dimensional effect by 
layering photographs. In the second type (Type II), I moved away from the photographic 
framework and attempted to visualize time through interaction in a medium in-between 
photography and movies. Both Types I and II are visual representations of the concept of 
time, using long exposures, continuous shooting techniques and layering.

Creation

For the Type I works, I used long exposures and transparent film to visualize the flow of 
time included in the act of seeing in a photographic piece. By using layers of transparent 
film I wanted to be able to consider shapes, colors etc. separately. The reason I selected 
the method of layering when creating these works was that I felt it overlapped with the 
way the sense of vision layers previously separated information in the brain. I also felt it 
suitable for representing time, and decided to work with transparent materials and long 
exposure techniques. Since I didn’t want the viewer to focus on the actual subjects, I 
chose to shoot ordinary flowers by the roadside, in parks and similar everyday locations. 
I then shot a series of pictures of animals that move, in contrast to the non-moving 
flowers, in order to compare the difference in effect when layering.

If the works of Type I are visualizations of time within the framework of the photographic 
medium, for Type II, while still using photographs, I attempted to visualize time in a 
medium between photography and movies. If a photograph is a record of a moment in 
time, a movie can be considered a record of a temporal sequence. By combining these 
concepts, I aimed to create photographic works that evoke temporal sequences in a 
different way than a movie. These pieces are simultaneous representations of scenes 
shot at different times at the same location. Space is disassembled and reconstructed 
with a shifted time axis. The viewer can play around with the image by tracing with their 
fingers on the iPad screen, causing time to freeze within the traced area. The image 
freezes for 10 times as long as you touch the screen; in other words, the stop time is 
proportional to the length of touching. Humans can’t actually stop time, but by creating 
this piece, I wanted to offer an experience of stopping unstoppable time, of manipulating 
time. Since the playback time axis is basically selected at random and since each viewer 
will trace different parts of the image, everybody can experience their own unique time.
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Type II
 Time freezes only within the traced area.



Summary of Master's Theses in Information Design

Authors: 
Wataru Kobara, Yuta Ide, Tomoko Ito, Li Haozhou, 
Ezgi Oncul, Miho Hirabayashi, Kim Hojung 
(Tama Art University Graduate School,  Interaction Design Program)

Translation: 
Jan Fornell

Design: 
Iuko Matsukawa

Date of publication: 
1 April 2015

Production and publication: 
Tama Art University Graduate School, Information Design Course, Interaction Design Program
2-1723 Yarimizu, Hachioji, Tokyo 192-0394, Japan
www.idd.tamabi.ac.jp/design/graduate/


