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Our project began with a presentation on "personal interests.” Next, we were divided into teams of three and each decided on their
own theme and gave a mini-museum presentation. Through presentations and exchange of opinions, the participants considered
the theme of the project and the method of exhibition. Then, we brainstormed ideas for project themes.The results revealed
particular interest in three themes: viewpoints, sound, and virtual theme parks. Therefore, this project aimed to form groups by
theme and provide new discoveries and interest in each therne through [T-based hands-on exhibits. In the first semester, we delved
deeper into the theme, deepened our understanding of the subject matter, and determined more detailed planning details, In the
second sermester, production will be carried out and exhibited based on the project decided in the first semester.
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Hakodate is home to many archaeological sites designated as World Heritage sites. However, it is estimated that few people
have a deep interest in Jomon culture. Therefore, we decided to create an opportunity for both children and adults to become
more interested in the Jomon culture by providing a new exhibition methed using |T technology. The name of the work is also
inspired by ancient ruins such as Machu Picchu and the Mayan ruins, and has the connotation of recreating the beginning of
history.
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We thought that it might be difficult to grasp the image of the exhibits only from the materials placed in a museum. Therefore,
we propose a three-dimensional and experiential exhibition method. Users would be born in the museum at first, and then they
would be able to see images of the Jomon world in the museum. When they return to the museum, they will have a deeper
understanding of the exhibits.
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The video of the Jomon world shows the exterior and interior of dwellings, hunting with bows and spears, and the making of
earthenware. The items featured in the video were displayed in the museum. The figure below is part of the actual one.
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Wouldn't it be interesting if we could wear glasses with the eyes of non-human creatures to see the world? Therefore, in our project,
we consider reproducing the perspective of living creatures as much as possible using academic evidence. Our goal Is to provide an
extraordinary spatial experience by creating VR images that take into consideration the colors and viewing angles of each creature.
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Humans use vision as one means of perceiving the outside world. However, not all creatures perceive the same outside world.
Therefore, consider creating opportunities to experience and deepen understanding of other creatures' perspectives.
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In creating a pseudo-viewpoint VR video of a creature, the viewpoint of the creature is shot using a drone equipped with a 360 *
camera. The footage is then edited using Adobe Premiere Pro and displayed on VR goggles (VIVE Cosmos). In addition, we will create
and exhibit models of creatures and captions related to eyes.

X
REERE
XA 221\— Member
BEEEE BHMn LB AN

Kashima Shiryu Usul Wataru  Urushiyama Hiromu  MaedaYuunosulke

Group-C

HR

EREEML T CEHBEVARIKHBINZIETIIHLT, HiItGRAPROEELE
S5 CEEBENE LIEREEY 2701, tEE LTI, BES - BFETNEZEATHER
EDBEICEDERA V29T 4T BEREODBTETRLEVSIABRTH S, HSICAEL
T, BB ESEICEBRERLCEVEL S GEMEET (1.6mX1.6mX1.6m) 2L 2
feo MREICIZCOEEAT REBHFELTESSTETRENES) EVWSYATLLE
FREDHEEEBHS TELREDMRBEZRDTESLML,

The project was designed to create an environment that would bring about new discoveries and awareness of footsteps in our
daily lives, which we do not usually listen to consciously. The plan was to create an interactive footstep sound exhibit in a
soundproofed space that responded to the movements of the visitor. The structure of the space (1.6m x 1.6m x 1.6m) was
designed to avoid a feeling of oppression, based on previous literature. We hope that visitors will deepen their perception of the
footsteps created by the interaction between the system and the visitors who experience "footsteps by having them stomp their
fieet” in this space.
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When the experiencer steps on his or her foot, the system matches the action and a footstep sound is emitted from the speaker.
An ultrasonic sensor (HC-5R04) Is used to detect the footsteps. In addition to the footsteps, the system also supports the
experience by projecting information such as the material and location of the sound being played.
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