Museum IT:
Through a Chain of Inspilaation Creating
a Rich Cultural Experience
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Under the theme of "human movements," this project created experiential exhibitions with a particular focus on
"unconscious movements." In the first semester, students learned the fundamentals of exhibition design through museum
visits and brainstorming, and established two themes: "Everyday Choices" and "Uncanny Valley." In the second semester,
to realize exhibitions based on each theme, surveys were conducted and interactive exhibition installations and a website
were created. The "Human Movements Exhibition" was held at the Future University Hakodate Museum on the 3rd floor
from November 18 to 21, providing 278 visitors with interactive experiences that prompted reflection on their unconscious
behaviors.
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The purpose of this project was to provide visitors with an opportunity to reflect on the unconscious movements of
mind and body that they experience in daily life through experiential exhibitions utilizing information technology. By
visualizing and experientializing psychological and physical responses that are often overlooked in daily life, we aimed
to create opportunities for visitors to reexamine their own behaviors and emotions.
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From November 18 to 21, we held the Human Movements Exhibition at the third-floor campus museum. The exhibition focused on unconscious human movements and presented ten works under two themes: Uncanny Valley and Everyday Decision-Making, with five
works in each category.
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The Uncannily-FUNny group created five exhibits that focused on the boundaries where people perceive "human-
likeness," allowing visitors to experience the uncanny valley phenomenon. The exhibits covered five themes: uncanny
mirror, uncanny hand, uncanny voice, movements with discomfort, and impossible picture. In an era where Al and robots
are becoming part of everyday life, the exhibition aimed to help visitors become aware of the fluctuations in their
sensibility regarding "how close to human something can become before it feels uncomfortable."
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In creating the exhibition, we combined a variety of techniques, including silicone and plaster modeling, Python-based
face morphing and audio processing, and video editing. Through repeated prototyping and refinement, we also gained
practical technical knowledge, such as understanding material properties and adjusting algorithms.

=34 g

Uncannily - FUNny Q&I{EZEEIZz8 L T. Fh7eBIE TARKRS ) ZECERHIELR B R

BDEWVEITTIE G . ABDFORNYE « #2358 - BiFC D" XL L > TELB e ZzE

AT, R *EE B - RAOADDEEN S BREBR LIS LT APE

%721:@(/1'\ Y ERENENERBRD. NEBEETHHNRDAEZS K ED S =
IR 7=,

Through the creation of Uncannily — FUNny, we learned that the causes of “uncanniness” are not limited to visual
differences, but often arise from subtle mismatches between human sensitivity, experience, and expectation. By
designing our exhibition from the four perspectives of touch, vision, hearing, and cognition, we discovered that the points
at which people feel discomfort vary widely. This allowed us to recognize how even slight changes can significantly alter a
person’s impression, highlighting the delicate nature of uncanny sensations.
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The interactive nature of the exhibition was highly engaging. Visiting with multiple people allowed us to observe individual
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From entry to exit, the museum provided a thoroughly engaging experience. The effort invested in exhibition planning and
preparation of components was conveyed with remarkable clarity, exceeding expectations.
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The FUNnel group created five exhibits that focused on the everyday act of “choosing,” something we routinely do without
conscious thought. The exhibits covered five themes: locker selection, ice cream selection, seat selection, notebook
selection, and umbrella stand selection. Through these unconscious choices, the exhibition aimed to help visitors become
aware of their own habits and personal tendencies.
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For this exhibition, we conducted both a Google Forms survey and hands-on, experience-based surveys. A total of 113
participants responded to questions covering all five types of choices in the Google Forms survey, and 64 participants took
part in the hands-on surveys for “Umbrella Stand Choice” and “Ice Choice.” The exhibits were created based on the
results gathered from these surveys.
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We learned data collection methods that combine Google Forms surveys with hands-on, experience-based surveys, as well
as techniques for statistical organization and visualization. Through the creation of exhibits using tools such as laser cutters
and Arduino, we developed methods for integrating technology and design. Based on reflections from the first day of the
exhibition, we added directional panels and instructional text, which helped us recognize the importance of improving the
exhibition from the visitor’s perspective.
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differences in perception and response, which enhanced the overall enjoyment.



