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The current state of the Cooperative Museum Evolution System Kiyoka FUSHIMI*The Open University of Japan In this study smartphone terminals were used to enable collaboration between the Great
and the requirements of museum recovery Erika ISEKI-Hiroshima Kokusai Gakuin University East Japan Earthquake Disaster Museum, other museums, and cities around the world.
Yoshitaka YABUMOTO - Kitakyushu Museum of Natural History & Eleven participating museums (art museums, natural history museums, city museums) in
Human History various fields, both domestic and overseas, collaborated through an internet support
Seiya IKEMOTO - National Museum of Nature and Science system (Co muse System: Cooperative museum evolution System) that we designed. As
Makoto MANABE - National Museum of Nature and Science well as the participation of overseas organizations, English letters and audio commentary
Kouji TAKADA -Fukuyama University were added to the Japanese characters and commentary. Following experiments, the visual
quality was improved by adding pictograms. The aim is to provide a more user—friendly
system. This paper presents the current state of the system, with a consideration of the
requirements involved in assisting the museum after the Great East Japan Earthquake.
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Improving pictograms and the visual literacy of the Cooperative Erika ISEKI*Hiroshima Kokusai Gakuin University Characters are mainly used by participants to navigate the Cooperative
Museum Evolution System=Experiments to verify the quality of Kiyoka FUSHIMI-The Open University of Japan Museum Evolution System (Co muse System). Our goal is to develop
line thickness Yoshitaka YABUMOTO - Kitakyushu Museum of Natural History & better pictograms, and thus improve the comprehensibility of the
and objects. Human History visual support. By developing line thickness and clarifying the
Seiya IKEMOTO *National Museum of Nature and Science objects in the pictograms we can produce high quality smartphone
Makoto MANABE - National Museum of Nature and Science visuals that are easy to understand. We carried out experiments on the
Kouji TAKADA *Fukuyama University pictograms used in our system and verified their effectiveness.
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Method of Visualization and Typeface Creation through Shingo SADAKUNI+Faculty of Informatics, Shizuoka Institute of In the art education for kindergartens and the lower classes of primary schools, various
Formative Play of Character Science and Technology formative play are being carried out. One of it is formative play of character in which
children shapes characters in various ways.In this presentation, we propose a system that
captures characters produced through this play into a computer and visualizes it. In
addition, we report the practice of formative play using this system.
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Scene Skecth: Ideation Using Concrete Depiction and

Nobuya Suzuki, Nanami Inoue
Description Institute of Advanced Media Arts and Sciences
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“Scene Sketch” is a method of incorporatates the idea sketch used in the conventional
design process plus the step of adding the idea’s story. This method spend more time on
each idea and write out detailed information and add meaning by multiple stories in a
common format for a single idea, so that it becomes possible to clarify the difference
between each point of view. After first using scene skecth to externalize thinking and
objectively reinterpreting the idea, it would be possible to share the idea, persona and use
case, by seting up time to do concrete writing and drawing.
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Practice of Lessons to Learn Information Design for Elementary,
Junior High and High School Teachers
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In the government course guidelines of the revised edition of 2020, information design will
become an essential subject in high school curriculum. The content of the subject is to
learn the basics of communicating information. However, the high school teacher has not
prepared the contents of the course. We developed and taught lessons to learn the basics
of information design. In this poster, we will report the result of the lessons.
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A tool for improvement of design literacy through comparing old
and
present townscapes
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Seeing and walking are one of the most effective ways to deepen the understanding of
towns. Our goal is to improve the design literacy of architecture and townscapes by
comparing their changes. We developed an Augmented Reality application, utilizing
historical photos.

Regarding its feedback, the target of our new system expands to an area including multiple
buildings and townscapes.
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The Records of the Catastrophe created by Citizens

———What is Visual Literacy required for Creators and Recipients
of

these Records?
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Even today, more than 7 years after the the Great East Japan Earthquake 2011, there are
people who still continue to face the memories of the disaster, record and express various
things related to it in order to share them. This study focuses on the activities and records
of “the center for remembering 3.11”, an archiving platform where citizens, artists, experts,
and staff collaborate to record and disseminate the disaster, and examine these approach
to transmit their memories from the perspective of the consciousness of being “Affected
Parties”. I also consider what the visual literacy required for creators and recipients of
these records, in order to transmit them to “Unaffected Parties”.




