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1. Background and Motivation

The main reason for applying for this overseas research program is
closely related to my research topic—exploring how to transform 2D
comics into 3D physical works. Since my research is centered around
comics, I chose to study in Japan, a country with a rich anime and
manga culture. Considering the development of technical skills, I
decided to attend Tokyo University of the Arts. [ hoped to broaden my
creative thinking and hands-on abilities through interactions with
professors and students, as well as by observing the work produced in
classes.

2. Introduction to the Host Institution

Tokyo University of the Arts is located in Ueno Park and comprises two
major faculties: Fine Arts and Music. It also has graduate programs
such as Film and New Media, and Global Art Practice. The university
hosts 1ts own art museum and 1s surrounded by renowned cultural
institutions including the Tokyo Metropolitan Art Museum, the National
Museum of Western Art, and the Tokyo National Museum. With such rich
artistic resources, students enjoy convenient access and often receive
discounted admission.

3. Academic Learning (In—Class)

During the program, I enrolled in a studio-based course and also
audited an undergraduate course on sculpture theory. The studio course
was similar to practical courses in Taiwan, but the most valuable
aspect was the exchange with local students. Through discussions and
observing each other’ s works, I was able to reflect more deeply on the
meaning of my own creations. Discussions with professors about my
research topic also yielded many inspiring suggestions.

The sculpture theory course focused more on conceptual thinking.
Renowned artists such as Takashi Murakami, Yoshitomo Nara, and Motohiko
Odani were invited to share their creative experiences. In addition,
faculty members discussed exhibition methods and display techniques,
which greatly enriched my understanding and interpretation of art.

4. Experiential Learning (OQut-of-Class)

In my free time, I frequently visited the National Museum of Western
Art to draw inspiration from special exhibitions. In line with my
research focus, I also visited locations such as the Ghibli Museum, the
Fujiko F. Fujio Museum, and Tokiwa-s0, to gain a deeper understanding
of the history and techniques of manga expression. Through observation,
[ noticed that Japanese people have a particularly keen sensitivity to
the details of daily life—even the flow of wind and air—which 1is
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reflected in their works and is something I find worth learning.
5. Tangible Benefits of the Program
o (Gained a clearer understanding of the cultural and artistic
differences between Taiwan and Japan through firsthand experiences.

o Improved my technical skills and learned new creative methods.

« Benefited from Japan’ s rich artistic resources and high
concentration of museums and galleries, which helped expand my
artistic perspective.

« Collected a wealth of practical information and creative
inspiration relevant to my research on transforming comics into 3D
forms.

o Enhanced my Japanese language skills through local interactions,
enabling a deeper understanding of original texts.

6. Reflections and Suggestions

This one-year research experience had a profound impact on me. Beyond
gaining skills and knowledge, I developed a deeper understanding of
Japanese perspectives on art and life, which will have a lasting
influence on my future creative thinking. After returning home, I
shared my observations on cultural differences with classmates, leading
to many engaging discussions.

Although I regret not being able to visit the Kyoto International Manga
Museum, I was deeply inspired by my visits to the Ghibli Museum and the
Fujiko F. Fujio Museum. Seeing the original artwork of pieces that
accompanied me throughout my childhood was especially moving.
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