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1. Project Proposal

1.1 Context

Our first impression of a mask may be that of an object that conceals our human face. In the Oxford dictionary masks have three meanings.
1. something that you wear over your face to hide it, or to frighten or entertain other people
2. something that you wear over part or all of your face in order to protect it
3. a manner or an expression that hides your true character or feelings
These three layers of meaning work together to express the key word 'hide'.
According to Maslow's hierarchy of needs, "physiological", "safety", "belonging" and "love" , “Esteem”, "Self actualisation" and "Transcendence" are used to describe human motivation. The development of masks is described in terms of different human motivations. The role of masks has evolved over the course of their development, depending on the needs of humans.
As far back as 18,000 years ago, ancestors sent out incantations and wore masks to disguise themselves, to conceal, to chase and to join forces to round up wild animals. They believed that by wearing masks they had the same spirituality as the animals, and at this time masks became a necessity for survival, for hunting and for primitive religious practices. (Li and Li, 2004, p. 6) The 9,000 year old stone masks on display at the Israel Museum in Jerusalem appear to have been unmodelled on skulls, in order to imitate the spirits of dead ancestors in public rituals. (BBC, 2014) Masks were inextricably linked to religious rituals, courtly rituals and folk practices to exorcise spirits and drive out epidemics. As society developed, the religious dimension of masks continued to fade and the need for entertainment grew, leading to their constant use and optimisation in theatre and dance, evolving into one of the art forms that could reflect the different cultures of each region and country. The masquerade was born as a fun social party that evolved from the rituals. Thus meeting the needs of people's relationships.
But with the advent of the information age, our exposure to masks is becoming more distant, more often from the stage, television and the internet, and the use of masks is becoming more of a necessity in terms of context. And because of the global epidemic, masks have entered our lives, creating a new twist and bringing masks back into people's everyday lives. What kind of existence does the mask have for us, do we have a new need for it, each era has given rise to new forms of understanding of the mask, and whether there are more possibilities for the mask in our information age is something I would like to explore and study.
Masks can easily become the focus of the audience when they are displayed on stage or screen, which leads to their use as props in various artistic expressions, such as illustration, film or games. I intend to divide the study of masks into three directions.
1. Virtual masks: masks produced in the context of virtual worlds, possibly in games, films, animation or television series.
2. Psychological masks: the research will focus on the Persona proposed by Jung, combining Ego identification for a comprehensive comparison and exploring the design of a pattern of psychological masks in conjunction with Grounded theory.
3. Physical masks: a study based on the existing presence of masks that can be touched.
Through the analysis of these three directions, a model of visual mask design is developed to further establish the possibilities of visual masks.

1.2 Research Question

Mask:
What is a mask?
How does a mask come into being?
Why do masks exist?

Mask and people
What are masks to us?
How do mental masks come about?
Why are there mental masks?

Mask, era and area
What is the relationship between masks and different eras?
How have eras influenced changes in masks?
Why do masks appear different in different eras and regions?

Questions that have arisen from research into psychological masks.
1. how to collect data?
2. where to observe?
3. how to make observations?
4. how to conduct a valid data analysis?

How to design visually through knowledge of the masks?
How to visually code mental masks through coding?

1.3 Related work

According to Persona, the understanding of psychological masks does not only stop at masks only at facial expressions, but also includes psychological traits, all our manners and grooming, to our behaviour, expressions and mannerisms, hair and clothing, etc. All belong to Persona.(Jacobi, 1980) Under this understanding, there are also many theories related to it in the history of psychoanalysis, such as (Jacobi, 1980) Under this understanding there are also many theories related to it, such as defence mechanism, ego identification, false self. It is hoped that a comparative understanding of these theories will lead to a more effective analysis of psychological masks.
In addition to this, initial attempts to collect and analyse data on psychological masks were initiated through interviews and observations.
The physical masks were summarised by means of a data search. Data was collected according to the different regions where the masks were located, the different functions of the masks and the materials used to make them.
Regions: African masks, Oceanian masks, Mexican and South American highland masks, Northwest American masks, Japanese masks, Greek and Roman masks, ancient Egyptian masks, European masks, masks from all over China.
Functions: witch masks, skull masks, hero masks, ancestor masks, ghost masks, ritual masks, evil-suppressing masks, gourd masks, totem masks, theatre masks, entertainment masks, abstract masks.
Materials: gold, bronze, silver, iron, jade, copper, marble, stone masks, ivory, plaster, porcelain, wood, clay, tortoise shell, animal skin, paper, plants, glass, bamboo heads, clay sculptures, etc.

1.4 Solution (with desiderata ("desired things"))

In this project I will attempt to visually code psychological masks based on Grounded theory, through the analysis of information from observations and interviews. In addition, possible possibilities of visual communication design will be explored through the forms produced by physical masks, the influence of different regional cultures on the masks and the way they are made. Finally, based on the collection and analysis of virtual world mask data, the possibilities of mask application in the context of the information age are explored in an attempt to identify the specific values and presentation of the final mask design. In this process, the Golden Circle may be used to code different mask forms, while at the same time, according to Maslow's hierarchy of needs, an attempt is made to analyse the possibilities of modern people's needs for masks. Throughout the project, I am working through an interpretivist approach, with a preference for interpreting people's perceptions and perspectives, which may incorporate personal subjective emotions, and hopefully a degree of objectivity through the collection of data from different perspectives.

1.5 Aims and objectives

Objective.
A reinterpretation of the definition of a mask
An understanding of the origins of masks
To compare and contrast masks from different regions
Coding of psychological, physical and virtual masks

Objective.
To develop an understanding of the definition and development of masks by reviewing existing masks
To design masks by coding and
Develop a design model based on the study of psychological, physical and virtual masks
Document project analysis, design and results
Ensure that projects are managed correctly

1.6 Tasks and timetable

I break my project down into broad phases:
· Research
· Design (Practice)
· Testing
· Documentation
Where the survey phase is based on the subsequent survey design, the flow of the entire project is not entirely linear and there may be duplication between the survey and design phases, as well as design adjustments based on inspection results.
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2 Research design

To ensure that my approach meets your research objectives and that I am using the correct analysis of the data, plan from 5 parts based on my research questions.

2.1 Overall aims and approach

My final aim is how can I research psychological masks, physical masks and virtual masks to achieve new visual designs of masks? And hopefully, through the research study, more people can come to grips with the fact that masks do not have to have only negative effects on people.
Firstly before starting the process of designing the research I thought about my research questions accordingly. It is planned that this will be done through different research methods, but most of all I will use qualitative methods.
Especially in the method of investigation for mental masks, there is a need to understand subjective experiences and the abstract notion of how people treat mental masks. I will also look at physical and virtual masks in order to understand their specific contexts and cultures and to explore the possibilities of mask design through the study of them.
In terms of research philosophy, the focus will be more on interpretivism, the overall social study of human perceptions and management and the unravelling of their commonalities.
In terms of research approach, the main focus is on the Inductive approach, analysing what people say and drawing out a new way of decoding from other people's views and opinions.

2.2.1 Case study
A detailed study of the background, culture and characteristics of physical and virtual masks. Data can be collected using different methods. Direct data that cannot be collected directly can be supplemented.

2.2.2 Grounded theory
A research method used in order to generalise new ways of coding through the systematic analysis of abstract data. Data is collected through long periods of immersion and close observation of the behavioural dynamics and visualisation of people in different locations.

2.2.3 Autoethnography 
By reflecting on one's own observations during the research process and by adding data to the difficult aspects of the mental mask research process.

2.3 Indentify my population and sampling method

2.3.1 Defining the population

My project focuses on three areas: masks, the relationship between people and masks, and masks and visual communication design. For my research, it is divided into three directions: psychological masks, physical masks and virtual masks. To make the research more manageable and to draw more accurate conclusions, I narrowed down my focus. In the psychological mask study, I started with data collection on the behavioural patterns of people in coffee shops and the colour of their clothing to draw out patterns. From there, further data collection was carried out through methods such as interviews. In terms of physical masks, research was conducted on masks that already existed and were made in order to better understand aspects such as the background and culture of the masks. In the case of virtual masks, the masks from the video game "Shin Megami Tensei: Persona" were used as the main case study and will be further developed.
2.3.2 Sampling method

The sample is mainly selected by means of Non-probability sampling. As there is no specific target population, the non-random way of selection is used in order to achieve a better selection of the population, for example, by observing and collecting data in a café. In the case study, I had to collect as much data as possible in order to gain a deeper understanding of the background and culture of the masks, rather than generalising.

2.4 Choose data collection methods

There are different ways of collecting data for different research directions and methods.
[image: ]

2.5 Decide on my data analysis strategies

2.5.1 Case study/ background study
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2.5.2 Grounded theory

Grounded theory focuses on psychological mask research.
The process of grounding a theory is a spiral iterative cycle of processes.
Step 1: Collecting data
Observation:
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Figure 1.
As shown in Figure 1, people in the café were observed in context, and abstract data was quantified by observing and recording people's specific behaviour and outward dress. From this, particular phenomena were identified.
According to Spardley's three stages of participant observation.
1. Descriptive observation
Designate the café as the main observation study site, observe and record people's behavioural characteristics and outward appearance to gain a sense of reality in the research field and to further develop research questions
2. Focused observation
Narrowing down the perspective of the relevant topic and identifying relevant patterns from certain characteristics.
3. Selective observation
Look for more evidence and examples in the field.
This structured observation can help to better guide the coding process.

Interviews:
Open-ended interviews with relevant mental masks were conducted in the earliest stages of the study, without too many boundaries of established questions from which research exploration in the field of mental masks was hoped to take place. As the study progressed later more targeted interviewing was conducted. The episodic interview, for example, was more effective for some cases where the interviewee was required to recall some particular experience or situation.

Step 2, coding.
According to the Coding Procedure of Straussian Grounded Theory, I will code to the data collected.
1. Open coding
The main aim is to express data and phenomena as concepts. (Flick, 2022, p. 59)
The first step is to segment the data, for the study cases on text, either based on the text of the interview transcript or graphically, for example. The segmented texts are numbered to form codes, and initial associations are made based on the content of the codes, which are then classified and systematised according to different correlations to form substantive class genera.

2. Axial coding
The codes from the open codes are refined and differentiated.

3. Selective coding
The abstracted data formed by the axial coding in step two is continued to be recommended to bring the concepts into focus.

Step 3. Sampling.
Considering the infinite possibilities of population integration into a research project, it is important to qualify the decision on a reasonable sampling. More so for research on a psychological level. Observations and interviews are currently being conducted around cafes, and depending on how the observations progress, the sampling will be further narrowed or focused.

I hope to analyse the masks through case study and grounded theory, and to develop a new visual language for the masks by understanding them in more detail. As the research project progresses, it is hoped that the mask designs researched can be further applied.


3 Data analysis of research

The current data was recorded during the observation of the café and a case study of the future design presentation was carried out.

3.1 Observation analysis

Number of people observed:
	Woman
	56

	Man
	45

	Sum
	101



Data analysis:
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The data is currently analysed mainly on people's appearance clothing, focusing on the colour of the clothing, with the upper body, lower body and feet as the three areas to be observed.
Points of concern.
1. A high number of messages
In terms of the choice of colours for the upper body, black and white are the most prominent and are relatively calmly distributed between men and women.
On the lower half of the body, the colour is dominated by black, followed by blue, with black trousers being the preferred choice for men.
In the foot area, the choice of shoes, white is the most prominent, followed by black, with the majority of women choosing white shoes.

2. Missing points
Upper body: no men chose yellow, black and white, red or purple. Brown was not chosen by either gender.
Lower body: pink, black and white, green and brown are also absent.
Shoes: no males chose pink and green shoes, while blue shoes were not available for either side.

3. Concerns
Pink is mostly used by women in terms of gender attributes, and interestingly more men than women choose pink tops. And almost no one, male or female, chose pink for the bottom half of their body.

By analysing the observed data, it was possible to conduct interviews with people who stood out, such as "men who wear pink tops", in order to gather more focused information.

3.2 Exploration of applications

Case 1
Cornelia Geppert - A video game that helps us understand loneliness
The video game 'Sea of Loneliness', designed by artist Cornelia Geppert, for how to struggle with the 'monster' of loneliness and self-doubt, helps people to better cope with the complexities and struggles of mental health.
It is difficult to get people to feel fully when you share their feelings and Cornelia Geppert wants to help people cope with their feelings of loneliness through the use of interactive storytelling i.e. video games that make them understand loneliness and allow them to experience real loneliness.
Emotional outbursts are expressed through people turning into monsters when they are controlled by their inner emotions.
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In the form of a person who is "I" (the main character)
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The whole game is in the mind of the main character and how to overcome the inner struggle, the sea is the main character's tears and the weather changes with the mood.
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The only walking bag is the backpack, the one that stays with the protagonist for the rest of his life, and when the protagonist cannot handle his own emotions, the backpack gets bigger.

Multiple manifestations of loneliness:
1. The loneliness produced by social exclusion - Giant Bird
[image: ]
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The corresponding play processes that arise from the experience of bullying.

2. Emotional loneliness. For example, when parents reluctantly stay together for the sake of their children, it leads to a breakdown of the child.
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3. Depression: hiding one's feelings as a white wolf, when the disguise is removed when interacting with the main character, a black wolf appears (depression)
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4. Self-doubt: When self-doubt is too great it can hinder the way forward and can only be made smaller by transforming it into reasonable doubt.
[image: ][image: ]
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5. Self-destruction: expresses a sense of suffocation with the act of the monster dragging the protagonist to the bottom of the sea and drowning him.
[image: ]

6. Pleasure and obsession.
[image: ][image: ]
Yellow and purple are contrasting colours, expressing the process of change when pleasure to obsession.

The whole game is a great way of communicating emotions and ideas by visualising these different emotions and at the same time incorporating them into the gameplay so that you can experience them first hand. The feedback on this game has been very good. So I wanted to express my practice in an interactive way.
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