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Civic Creative Base Tokyo (CCBT) opened on October 23,2022 as a place for people to harness their creativity
through art and digital technology in ways that meaningfully engage with society.

This publication systematically documents the various activities that CCBT organized for its first roughly
eighteen months until March 2024 (the end of fiscal 2023). During that time, 288 core program events were
held, in which 37,684 people participated. CCBT started as a new arts and culture platform for a wide range of
stakeholders. From 2023, it launched the CCBTx program with various Japanese and international partners
across different fields, further expanding its mission to cultivate civic creativity through the core programs out
into the city.

Along with introducing thirty-two projects and events held at CCBT, this report features interviews with
artists and other participants. We hope these pages convey a sense of the forward-looking actions and social
experiments triggered by CCBT, Tokyo's new creative hub.

Inclosing, we wouldlike to express our deep gratitude toall the artists, creatives, participants, andinstitutions
who have taken partin CCBT's activities to date.

Civic Creative Base Tokyo



Co-Creative Transformation

of Tokyo
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Making Tokyo better through the intersection of
creativity and technology
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Civic Creative Base Tokyo is a hub for developing your creativity in ways that meaningfully engage
with society through art and digital technology. Equipped with creative spaces and studios, CCBT
organizes a wide-ranging program of events and projects to serve as a driving force for making
Tokyo better through creativity and technology.
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An Engine for Civic Creativity That Triggers Pilot Experiments in Tokyo
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Facing all manner of challenges arising from globalization, we
must now search for alternative futures through technology
and creativity. In an age when choice diversifies and possible
futures intersect, Civic Creative Base Tokyo aspires to bring
together both members of the public as well as creatives,
corporations, and universities from around the world to think
about a new Tokyo cityscape. With its expertise and scholarly
rigorous approach to art, design, and technology, CCBT
undertakes a wide range of experiments and projects for
enabling the public to harness their creativity socially.

CCBT functions as a lab for creatively partnering with
various ‘“players’—Japanese and international artists,
creatives, designers, researchers, technicians, engineers,
corporations, cultural institutions, and members of the
public participating in its workshops—and proposing new
values. Across different fields and specialties, and cultivating
production-led functionality and a network of talent, CCBT
is a platform for utilizing the know-how and techniques that
accumulate in a city. And by striving to make the ideas, tools,
and more collaboratively developed and created through its
projects accessible to the general public, CCBT also serves
as an engine for civic creativity, triggering both creative
practices and forward-looking actions.
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Four Missions for Engaging Civic Creativity
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CCBT aspires to be a place for
encounters with art and technology,
and for learning how to live creatively.

Thinking about the future of Tokyo
in partnership with various others,
CCBT designs the society to come.

Welcoming artists and creatives
as partners, CCBT makes and
disseminates new artistic expression.

Forming connections with peopleand
the city, and building an international
network, CCBT strives to be a hub for
digital creativity.
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Five Core Programs for Generating a Cycle of Literacy
and Inspiration, Proposal and Action
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The Art Incubation program selects artist fellows to be CCBT
partners via an open call. By providing new opportunities to creatives
and making the process behind their projects accessible to the public,
the program aims to produce artistic expression, inquiries,and actions
that can make Tokyo a better city.
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The Camp program comprises intensive workshops for
developing new ideas and tools in collaboration with various
others. Through lectures that teach ways of thinking, hands-
on sessions for obtaining skill sets, and group work with fellow
participants, the program creatively engages with social problems
and produces the actions that Tokyo needs for the future.
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Taking advantage of CCBT's function as a lab, the Showcase
program’s exhibitions introduce works of media art as well as their
creative processes and technological contexts. The exhibitions
offer opportunities to experience ideation at the intersection of art
and technology as well as the creativity ingenuity made possible
by tech, and provides inspiration to members of the public.

The Workshop program includes workshops and other
educational events about crafts, coding, and more, featuring
expert instructors from various fields, harnessing the equipment
in CCBT's Tech Lab, and turning CCBT into a place for coming
into contact with digital creativity. Members of the public acquire
digital skills and enhance their literacy and fluency.
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The Meetup program features talks and lectures for learning
and thinking about civic creativity and the intersection of art and
technology through various topics related to art, tech, and design.
The events bring together creatives, citizens, and corporations
from around the world to share ideas and build a community.
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Yebisu International Festival for Art and Alternative Visons 2023
202211.26-12.25 Off-Site Project: FORMING SPHERES

Tokolo Asao + Hiramoto Tomoki + Iguchi Kota
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Aportal toavirtual, underground city
opened upin the heart of Tokyo! An
outdoor screening of a film about skaters
exploring animmense subterranean world.

This sectionintroduces the core programs organized from the opening
of CCBT in October 2022 through to March 2024. It introduces the
indices (keywords) for civic creativity advocated by the players

(program participants).

CCBTI 77055 LOEnMk
Timeline of the CCBT Core Programs

2023.03.10-03.21

AUGMENTED SITUATION D
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LtzA Y REL—> g Y ARBEEEA—F > 7T LA Xz HE, Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR

EX VA An installation based on the emblem design for the 2020 Tokyo
Olympic and Paralympic Games on show at Yebisu Garden Place.
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Maywa Denki's factory inside CCBT?!
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2022.08.31-10.22

CCBTIE+H
CCBT under construction
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Anurban, outdoor exhibitionin the heart of Shibuya! Artworks i

appearsin XR (cross reality) in the cityscape! AUGMENTED
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Civic Creative Base Tokyo Opening Event: Future Tokyo Undokai (Sports Day)
Inukai Hiroshi + Developlayers
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Trying out new technology-based sports WL T3D,

day competitions! Over 200 people from How does creativity observe

children to adults take part.

the world? What criteria
doesitusetoask questions?

Deviation Game ver 1.0
AR + Playfool
TomoKihara + Playfool
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2023.02.25 m Agame that searches for ways for humans

“Importing” new proposals into society
through collaboration and learning NA—1S5KES K Y—=X1 Vol.1: SKETRET 2. HROILHE and tech to evolve together by competing
and collaborating with Al. Since its debut at

about design approaches and the key Hello from the Global Creative Laboratories! Vol. 1
CCBT, the game has toured the world!
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CCBT 2022 artist fellows selected

- Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR
- Tomo Kihara + Playfool

-SIDE CORE

-InukaiHiroshi + Developlayers

- Tokolo Asao + Hiramoto Tomoki + Iguchi Kota 52 5 #H5 D TL P S A CCBT I KES | 2023.0511

BERO SR EBZMIC, =ML EFAY

e - B OV T, BRAZDENE LI | _
Laboratories! Culturalinstitutions from five cities around the 2023 FE CCBT 7—7 1 X b+ 2023.05.15-06.15

world gather at CCBT to discuss the possibilities 7 = 0—BKHH
for arts and culture of lab-focused activities. Open cf’” launched for CCBT CCBT H{ET !
2023 artist fellows CCBT undergoes renovations




2023.09.16-1119

MPLUSPLUS
Embodiment++

DY voror
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“Inspiration Dojo’ starts!
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Learningtogether and discovering the
inspiration of creativity
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A series of original workshops in which participants discover
the fun of creativity and new ways to make things through
encounters with art and technology.
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An exhibition of the work of globally acclaimed
MPLUSPLUS's sound-video-light performances. It
alsofeatures a performance by massive robotarms
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Making the future from past medie

2023.07.07-08.20

EHRET 1L I3y "XATFTAT7T7—F 2971 —X2023: REBESR,
Media Art Studies 2023: Playing with Your Eyes (Directed by Iwai Toshio)

Engagingin a vital fusion of Web 2.0 and 3.0,
thereal and the virtual

2023.08.12-09.03

Future Ideations Camp Vol.2 | setup() :
7Ry IF—YTHLLL—LEDL S
Future Ideations Camp Vol. 2 setup(): Making New Rules with Blockchains

BRRDAEACRBEBRTEEZ T LA IV FH
CCBT (2&#5 | "EEE, >V —X0BERbRR.
Aplayground to experience the mechanisms and principles
of the movingimage at CCBT! It also includes arestored
version of the Time Stratum series.

2023 FE CCBT 7—7 1 A b+ 7z O— 5 {RE

- TMPR (&R5EE+IE)IIZ—M+XLE+HE—S)
+ Synflux

+ contact Gonzo

+ Snoezelab.

+ ELECTRONICOS FANTASTICOS!

¥ < SN
FoEFvy>7OF—<iE "7AY Y
Fr—>i 8% (BH) - NFT - DAO
DF - HRBICERYBHE L]
The second camp explores blockchains

CCBT 2023 artisit fellows selected
- TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)

- Synflux
- contact Gonzo and dives into new ideas on (crypto)
-Snoezel ab. currency, NFT,and DAOs.

-ELECTRONICOS FANTASTICOS!

2024.0112-01.21

B #RIPT (35.39.36.02/139.42.5.98)
TMPR (&iR5%2% +iE)IIF—8B+XILE +FEH—=)
Moving Point Observation Station (35.39.36.02/139.42.5.98)

TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)

2024 44 2} -2 HsuRyREe.

At ANERBET S (5% 5<)
1t 574 o0 &8 A ' CCBT (Z 3% !

200 Z%BA B TRASM.

An observation station where humans
and Al work together!? Over 200 people
take partin this first-of-its-kind event.
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Hello from the Global Creative Laboratories! Vol. 2: Cultural
Facilities Responding to the Times

o T&f "B SR, Vo2 | BRO—%
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R &> 7 D5 RA CCBT I,

The talk series returns with labs from the USA,
Germany, and Indonesia that pursue innovative
experimentations and initiatives.

SEHITSI
ILZbAZOAR-T7PYHPRT4AR!
Electromagnetic Matsuri Parade

ELECTRONICOS FANTASTICOS!

2024.02.02-02.18

CCBT X FELLFMRIKE 2024

"Poemsin Code SrR5T47 + 7— FORE/
TAYI IV TEREShBBE,

Civic Creative Base Tokyo X Yebisu International Festival
for Art & Alternative Visions 2024

Poems in Code: Generative Art Today and Programming-
Generated Moving Image

72/00—3BhY LAICED

Technology enables participation

2024.02.09-02.14 ) (1D

Future Ideations CampVol.3 | 1> 21— 77
THeLDE M ERBITE7—I>avT
Future Ideations Camp Vol.3: Co-creating
Opportunities for Inclusive Encounters Workshop

SEIBLAZF v TDT—7IE
MY IN=STHFFAV 0 &
HDBRBICH TS ) U —F EXNEE
o, HLLRREERR |

The third camp explores inclusive
design, featuring on-site research and
dialogue, and new proposals about
social welfare.

2024

KEIHERLIE, HRELZEL
1o "TREBER 20> IF T RRO
BT—RRY OBHORNER |

The Electromagnetic Matsuri Parade is
held for one night by Tokyo Bay with the
Generator Festival Float and musical
instruments made from old household
appliances!

my binta, your binta // lol ~ roars from the skinland ~
contact Gonzo

FEN T + —< > RN E %R, contact Gonzo A
RL2BACEREOBREZHEE & #£A,

A new performance by contact Gonzo, sharing pain and
the sensation of physical contact with the audience.

2024.03.05-03.10

AT+ Eh>T - EVTRLTHZHIRI—XL Y - TR
Z2X—=ZLv TR

See, Touch, Hear: Playing by Sensing

Snoezelab.

X EF - OALWELZAVLTAREZET 7T 2OREERK
¥ 5 MHAINZ 22 A CCBT ICHARIREA —7 >,
CCBT transforms into a creative space stimulating the seven
senses through light, sound, smell, and more.

2024.03.15-03.24

Algorithmic Couture Alliance

—— FIINE Ty arEHSHIEE

Synflux

Algorithmic Couture Alliance: Digital and Fashion Dialogues
RBBTFIINT 77TV r—arvey—Fa
F—FHA Y OEREEERK - BRETZ YUY —
F7OSIT b,

Aresearch project on further possibilities in the field of
digital fabrication and circular design.
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Note

- In principle, Japanese and other East Asian names appear in the
following order: surname, given name. Exceptions may be made for
personal preferences.

- Profilesandtitiesare correctas of December 2024.

- Venueinformationis notincluded for exhibitions and events held at
CCBT.

- Organizer information is not included if the organizer is Tokyo
Metropolitan Government and the Tokyo Metropolitan Foundation
for History and Culture's Arts Council Tokyoand CCBT.
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Fantasy Reverse-Engineering Digital Tech in Music Performanceson TV:

How Do They Do That?
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John Maeda: Design and Artificial Intelligence
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Is CCBT aDigital Community Center?
Building Communities at Creative Hubs

154 ASRERERESARSYILTBABDATF AT T—h
29T 1 —A~EHBRHLOBEEWIIOORE 2121 ~,

Four Hours Live Get-Together Special
Media Art Studies for All: Meeting lwai Toshio

155 RF5—% Xcontact Gonzo —E{EDILIR L AEDEZE

Stelarc x contact Gonzo: Extended Bodies and Physical Collision

156 RETD.BUE/ Iz 9—/AX=2 /FTo/0P—:

Cyberfeminism Index|Z# % Z &M A KK LB

Intersectional Bodies/Genders/Images/ Technologies:
Ambiguous Practices and Theory in the Cyberfeminism Index
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Future Tokyo Undokai
(Sports Day)
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Designing a community for the future through new rules and
experiences, created with members of the public
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Led by esports producer, game director, and inaugural CCBT artist fellow
Inukai Hiroshi, this new type of sports day was made with participants
recruited via an open call. Over the course of around a month, the team
worked to develop equipment to be used in the competitions, devised
rules, tested the new sports, and finally held a hackathon to refine the
competitions into a full-fledged sports day. Involving some two hundred
members of the public, Future Tokyo Undokai (Sports Day) triumphantly
welcomed the opening of CCBT with an event encapsulating its mission of
civic creativity.
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Venue: Shibuya Jinnan Elementary School

Gymnasium

Sponsored by Tobu Hotel Management Co,, Ltd.
Incooperation with Shibuya City
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Photo: Sato Motoi

Future Tokyo Undokai (Sports day)
Program

MC: Happymax mishima
Music: Kishino Yuichi, sei, Itoken, Hosoma Hiromichi

Opening ceremony and warm-up exercises

1.Shake and Pass YCAM Ball
Teams competed to shake aball containinga
smartphone.

2.Defend Tokyo Tower
Teams competed to knock down soft replicas of
Tokyo Tower.

3.No Longer Human
Players competed to retrieve balls without being
recognized as humans by Al.

Cheering battle

4.Mission Impossible

Players had to cross an obstacle course while dodging
lasers.

5. Spinning Soul

Teams turned objects containing the CCBT Spinning
Rod, whichmeasuring the spins.

6.Scramble Crossing Ball
Players tried to carry objects on their head over a
replica of the famous Shibuya intersection.

Closing ceremony and awards ceremony




L—L%DL %, EE%#D23, Z L THEEBHEE D2 > TTL1T %, RABLIZ. ZOREDEEHS,
OEME% . FF (Development) & 7L A (Play) ##i&hE. "5 14ROy 7L (Developlay) s &£ &fF 173, %
UL TF—LPRR—=Y ZLTEHREVWINIRIERIZ, T—H—& LTEIFTRL, #LHPEEMNIZSM
L. BSTHAYTHELS8IEROHY FEBSHDTT, CCBTOA -T2V IA Ry Motz TRERD
RROEBHR, G, 2VIAT47E70/0Y—%BL T, $JICHRPAEFRNICAESEB 2 TR LS
ZAETo ADDF— LW FHEFEZHEL. ABBICRIEHERTEVORRE /LM, BERLSML. FiHK
IZEDLEI TV YT HERELE LT, ZERBALRDPHBEL. KREROERIZCOLWTEZ, Thhrbditss
IZTFHA Y L TWLK DRSS CCBTIE. ZOEBEBRA T4 ROy TLA,T52 BRI —FLE LT,

[(RROREDEBHR ) THAEL 4 DOHAERR

18

L—IL%D<3 N EE%ZD(3
Making Rules Making Tools

RR=YTF—LHRTI—02ayvT
2022F9A19H

25 ERBRXERE LY ¥ — KA
HZENT ) —F

Sports Competition Collaborative
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Sports Tech Collaborative Workshop

Workshop September 11,18, 24,2022

September 19,2022 Venue: FabCafe MTRL, Shibuya Cultural
Venue: Shibuya Cultural Center Owada Center Owada Multipurpose Arena
Multipurpose Arena

Participants made the rules and tools, and then designed the sports day and played the competitions. “Developlay” is the name
that Inukai gives to the process of creating the Future Undokai (Sports Day) that combine elements of development and play. This
concept seeks to position people in games, sports, and the microcosm of society that is a sports day event not only as users but
as active participants in the creative design. Serving as one of CCBT's opening events, Future Tokyo Undokai (Sports Day) came
about through citizen-led efforts with creativity and technology. Four teams developed new competitions, which were played
at a four-hour sports day. Musicians also took part and performed a theme song for the new competitions. Working with a wide
range of people to think about the future of Tokyo, and collaboratively design the society to come, CCBT got off to a great start as
a creative hub thanks to this developlayed sports day.

19

Four New Competitions Created at Future Tokyo Undokai (Sports Day)

Bk EEHREDCS L1493
Making Competitions and a Undokai (Sports Day) Playing
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Competitions
Undokai (Sports Day) Hackathon October 23,2022
October 22,23,2022

Venue: Shibuya Cultural Center Owada
Multipurpose Arena, Shibuya Jinnan

Elementary School Gymnasium

School Gymnasium

Venue: Shibuya Jinnan Elementary

R EARIHENERAEEE

Future Tokyo Undokai (Sports Day)




BAFI S %A T 15 in CCBT
Maywa Denki Shibuya Factory in CCBT
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Harnessing the CCBT facilities and specialist capabilities to the max, a comprehensive
showcase of making and creative ingenuity across art, technology, and design

Photo: Tada (YUKAI)
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To commemorate the opening of CCBT, the art group Maywa
Denki held a special event introducing the ingenuity and
originality of its output that inventively fuses artistic imagination
and technology. CCBT transformed into a Maywa Denki factory,
showing visitors how they make their unique gadget art as
well as exhibits of sketches, prototypes, and finished products.
Eighteen talks, workshops, live music performances, and other
events were also held. What kinds of creativity will CCBT make
possible in the future? Aiming to explore this question to the full,
Maywa Denki Shibuya Factory has continued to drive CCBT’s
activities.
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Maywa Denki led workshops for making the
Gumbass and Bone Bar gadgets. Many children
were initiated into the secrets of the Maywa
Denkisoldering iron.

FTEFrvDELOABR (X705 7)) Z#4E - lR5s L
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Exhibition Area Tld. CCBT%420DIT ) 7IZHlF. ThoDEEAHBE
Through sketches, prototypes, and toys visitors could try themselves,
the exhibits introduced the process by which Maywa Denki turns
device art into commercial products, from the Na-Cord in 1996 to the
immensely popular Otamatone.
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Maywa Denki develops unique gadget art that it calls “nonsense
machines,” and which it shows at “mass promotion” events like live
music concerts and exhibitions, and develops into “mass production”
commercial products as toys. Collectively, the group calls these two
strandsof activities “massproart.” Maywa DenkiShibuyaFactoryin CCBT
1 L ] divided the venue into four distinct zones and offered a comprehensive
showcase of Maywa Denki's practice. CCBT was the Formula One car
andMaywa Denkithe driver racing itaround the track at maximum speed!
1 Maywa Denkiand the CCBT team planned and ran the program together
4 while exploring how to make the best use of the facilities, functions,
and specialization of the site. Maywa Denki president, Tosa Novmichi,
likened this to the origins of minerals, saying: “New creativity does not
come from nothing. First comes the scaffolding for making something.”
Having held its first solo exhibition in Shibuya in 1995, the program of
events at the newly opened CCBT marked Maywa Denki's return to the
area after a thirty-year absence. Maywa Denki Shibuya Factory helped
erect the scaffolding in Shibuya for fresh creative practices born fromart,
technology, and design.
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Pop-Up Factory

Every day, four workers assembled toys. Visitors
to the factory could see Maywa Denki gadgets
like the Gumbass and Sushi Beat being made.
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Live Music Area

A mini Maywa Denki concert and talks with
various guest speakers were held. When the
Maywa Denki members were not around,
the instruments were programmed to play
automatically.
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What the heck is CCBT? This is a question that's still bouncing around inside my head. Reading the explanation,
CCBT seems to be a kind of hub for media arts and digital creativity. | guess it's a place for making something new by
combining art and technology. OK; in which case, let's try throwing everything we do at it. We'll recreate the Maywa
Denkifactory in the venue and develop and make toys! That said, | don't know if we're allowed to set up a factory right
inthe middle of Shibuya! During the exhibition, we'll hold live music concerts! But it's gonna be pretty noisy! Atany rate,
well do some crazy stuff to seek out CCBT's potential. Please come along and see.

Tosa Novmichi (President, Maywa Denki)
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Maywa Denki (art group)

Maywa Denkiis an art group led by Tosa Novmichi. Dressed in the blue work
overalls that recall the small manufacturers who drove Japan's postwar economic
growth, the members develop and present “nonsense machines” through
concerts and exhibitions in Japan and beyond. The group also creates products
for commercial release, such as the note-shaped electronic musical instrument
Otamatone, which has sold 2 million. In 2016, Maywa Denki held its first major
exhibition at McaM in Shanghai. Its other exhibitions include a solo show at loma
Aimasi Art Center in Beijing in 2021 and at Tsukuba Museum of Art, Ibaraki, in 2022.
Its prizes include the Award of Distinction at Ars Electronica in 2003. In 2023,
Maywa Denki celebrated its thirtieth anniversary.
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Speakers: Fukuhara Shiho (artist, researcher), Saito
Seiichi (Artistic Director, Panoramatiks), Miyasaka
Manabu (Vice Governor of Tokyo / Supervisor, CCBT)

lkenoya Yuka (YUKAI)
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Symposium: Civic Creativity and Innovation: Digital Creativity’s Future Visions of Society
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CCBT Supervisor and Tokyo Vice Governor Miyasaka Manabu joined other guests to discuss the current
state and potential of civic creativity. Inspired by the civic tech initiatives that appeared after the 2011
Great East Japan Earthquake thanks to Code for Japan, Saito Seiichi proposed a vision of civic creativity
encompassing an aspiration to innovate and improve society through the creative means of art, design,
and more. Fukuhara Shiho advocated engaging with various challenges and possibilities in the world, not
by consolidating them into a single solution but rather by using art to create more open discussions and
opportunities to understand. Miyasaka noted the importance of environments where people can participate
and upload their ideas and creativity today, at a time when service providers as well as consumers are
changing due to digital transformation. The event shared expectations and prospects for CCBT'’s activities
as a place in which Tokyoites can continue to “upload” their own competency to society at large through
creativity.
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Speakers: Uchida Maholo (Director, TAKANAWA
GATEWAY CITY, Center for Cultural Innovations
Project, East Japan Railway Foundation for Cultural
Innovations), Ichihara Etsuko (artist, fantasy inventor),
Miyasaka Manabu (Vice Governor of Tokyo /
Supervisor, CCBT)

Moderator: Ogawa Hideaki (Creative Director, CCBT /
Co-director, Ars Electronica Futurelab)
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Symposium: Making Tokyo More Creative, Making Tokyo Better
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Moderated by Ogawa Hideaki, who was appointed CCBT's Creative Director in April 2023, this symposium
featured practitioners involved with culture in the city from varying standpoints. In Tokyo, as a city where
creativity and technology are highly advanced, the questions of what we harness creativity for, and what
is needed to trigger movements that benefit not only entertainment or technology but also the whole of
society, are vital ones today. The symposium proposed the pursuit of efficiency alongside improving livability
and public services, and the ability to beautify everyday visual experiences. Discussion also focused on the
importance of civic participation in community development, and on achieving a balance between digital
transformation and regulation. At the event, anticipation grew over the new efforts that CCBT can make
possible, bringing creativity and government more closely together.
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CCBT's core programs enable civically engaged practices at
the intersection of creativity and technology. CCBT launched
in 2022 with four programs, to which Showcase was added in
2023. These core programs aim to produce a cycle ofideas
(Meetup), inspiration (Showcase), literacy (Workshop), action
Art Incubation), and prbposals (Camp) to harness people’s
eativity in ways that intéract meaningfully with society. The
programs work g} Conjunctlon with one another and nurture
onomous communlty In which various stakeholders
CCBT grow into a widely accessible







32

7—bk A4 FarR—> 30 EhEHER

Art Incubation Overview
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Artistic Expression, Exploration, and Action Changing Tokyo

for the Better through Creativity and Technology
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What CCBT Artist Fellows Do

1. Develop and present new creative projects and research
Conduct creative activities and R&D while based at CCBT, and exhibit and
present the results of those projects at CCBT and around the city

2. Make their creative activities and research processes public
Foster opportunities for members of the public to come into contact with the
intersection of creativity and technology through creative endeavors and
making these processes public as well as holding workshops, lectures, and
otherevents

3. Collaborate and co-create with others
Lead collaboration with the various kinds of people who come together at
CCBT (members of the public, artists, designers, engineers, etc)) and the
organizations and groups in the CCBT network, and build a platform for co-
creating the future

Support Available for Fellows

1. Production Support
Financial and environmental support for fellows in the form of production
costs of up to ¥10 million and facilities for working on the project and holding
meetings, etc.

2. LevelingUp
Opportunities for advice and technical support from mentors and other
expertsto helprealize the project

3. Promotion
Promotion via the CCBT website and social media channels, publicity in
pamphlets and venue signage, and documentation and archiving of the work/
project

4. Management
Help with procedures for using venues necessary for exhibiting work/project
widely, venue operation, equipment use, artwork installation, etc.

2022 EE
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Artist Fellows
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AsamiKazuhiko +God Scorpion + YOSHIDAYAMAR: AUGMENTED SITUATION D
Tomo Kihara + Playfool: Deviation Game ver 1.0

SIDE CORE:rode work ver. under city

Inukai Hiroshi + Developlayers: Future Tokyo Undokai (Sports Day)

Tokolo Asao + Hiramoto Tomoki + Iguchi Kota: FORMING SPHERES
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Mentors
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Isu Taeko (art director, graphic designer), Ito Takayuki (R&D Director, Yamaguchi
Center for Arts and Media), lwaya Tamio (graphic designer), Saito Seiichi (Artistic
Director, Panoramatiks), Takekawa Junichi (Director, MUTEK Japan), Hosokawa
Asami (GeneralManager, Sapporo International Art Festival Executive Committee
Secretariat)
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Themes

-New artworks using technology

- Performing arts and interactive art stagedin the city
- Videos/films about Tokyo youth culture

IvhY—-EHE 2022%7820H~8H10H

Application Period July20-August10,2022

R 20224 8H31H Announcement of Artist Fellows August31,2022
ISERE 701 Applications 70
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Snoezelab. MISE fimmersive Inclusive Sensory Environmenty
ELECTRONICOSFANTASTICOS! " & #1751,

TMPR (lwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
“Tracing the Landscape That Al Beheld: An Artificial Intelligence Travelogue”

Synflux “WORTH: Digital Fashion Platform”

contact Gonzo “my binta, your binta// ol ~roars fromthe skinland ~*

Snoezel_ab. “lISE (Immersive Inclusive Sensory Environment)”
ELECTRONICOSFANTASTICOS! “Electromagnetic Generator Parade”
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Isu Taeko (art director, graphic designer), Ukawa Naohiro (contemporary artist
/ CEO, DOMMUNE), Kuze Shozo (artist, engineer / 2023 CCBT Art Incubation
Program Mentor), Takekawa Junichi (director, MUTEK Japan), Tanaka Miyuki
(curator, producer), Hosokawa Asami (General Manager, Sapporo International
Art Festival Executive Committee Secretariat)

ES)L Application Outline
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- Projects and artistic expression that engage with aspects of Web3 creativity like
NFTsand XR

-Music and performing arts aiming to build anew scene for the digital age

- Projects accessible to both able-bodied and disabled people

- Platforms that are socially engaged or participatory for members of the public,
such as hackathons and workshops

IvhY—- BB 2023%5811H~6H4H
R 2023478130
ISR 14144

Application Period May 11-June 4,2023
Announcement of Artist Fellows July 18,2023
Applications 141
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Draw a loncliness that Al can't recognise
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KIFEH + Playfool

Tomo Kihara + Playfool

Deviation Game ver 1.0

HowB I ANHORREZ AINBEICERBTESVE, HILLRREEBLICH?

Now that Al can effortlessly imitate us, what is “new” artistic expression?

AKEE (AF4T77—T1 R b, F—LEARE)
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B ATV TOTLT FPIRNKERDA 550 arTHAUR%EE
To ZDH. TLRTILY LIZHLR % & < RS Waag Futurelab x> KE
@ Mozila Foundation & Al D R EIZEREZ L THLTOY I bE1T
S0 EEDERIETILZAT LY A=A S+T+ARTSPrize () >V, 2024 %)
IZC Honorary Mention % 32 & Victoria & AlbertMuseum (A > K> 2022 £)
IZTRRENT,

Kihara Tomo (media artist, game designer)

Kihara Tomo makes experimental games and public installations that aim to draw
out unexplored questions from people through play. After graduating from Keio
University, he completed a master's degree in interaction design at Delft University
of Technology in the Netherlands. Kihara has since worked on projects focusing on
the social impact of Al with such institutions as Waag Futurelab in Amsterdam and
the Mozilla Foundation in the United States. His recent works have been awarded an
Honorary Mention at the Ars Electronica STARTS S+T+ARTS Prize (Linz, 2024) and
exhibited at the Victoria & Albert Museum (London, 2022).

Playfool (FH#4+—, P—F 1R k)

Playfool I, #=TJL - Ay Ry (EEH) &3ILY~ - -HF (BE) I
£B7—b - FHA A=z b, HEZVEENIZ, LT/ 09—
EDBEREINAT B, REFEIZ. 7057 boslfEr S, 1 ¥ RY
L—yay, ILFAT« THHELRIES . HZVOREN THRRNA
BUEEBALLBAS, 77/ 05— EHHAMNICEDEAR—Z%EIY H
To FRIEAYRYDT4 7 M) TRRT7LN—MEYER T+ —>D
F—Z M) TIGAEMEYE (MAK) FETELBRENTL S,

Playfool (designer, artist)

Playfool is an art-design unit by Daniel Coppen and Maruyama Saki. Its work
intervenes in the relationships between society and technology through the
medium of play. Its multidisciplinary and experimental practice comprises object-
making, installations, and multimedia productions, which emphasize play’s
experimental, reflective, and intimate qualities to create participatory spaces that
engage critically yet whimsically with technology. Playfool's works have been
widely exhibited at institutions as the Victoria & Albert Museum (London, 2023),
Ars Electronica (Linz, 2024), and MAK (Vienna, 2019-25).

Photo: Kawachi Aya
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This project explored the mutual evolution of humans and artificial
intelligence through a game in which people both compete against
and collaborate with Al. In the game, an Al with image recognition
technology is pitted against a human team comprising one
artist and up to four respondents. The artist draws a picture of
something that the game specifies, though in such a way that the
human players recognize it but the Al cannot. The humans and Al
attempt to guess what the subject of the picture is. If the Alanswers
incorrectly and at least one of the human respondents answer
correctly, then the humans win. If the Al answers correctly, the
humans lose. In other words, the game tests whether it is possible
for humans to create new forms of expression not yet contained
within the datasets that have been used to train Al.

The field of Al has today experienced remarkable growth,
becoming able to imitate some intelligent activities of humans
almost perfectly, including generating images and writing text.
However, just as the rise of the first photographic machine
paved the way for the Impressionists, history has shown us that
whenever a new technology emerges that can imitate human
forms of expression, people have found ways to deviate from that
and create new forms. Building on the Imitation Game, a thought
experiment devised in 1950 by Alan Turing, Deviation Game does
not use Al to generate something, but rather exploits Al's ability
to identify forms of expression that previously existed, and so
searches for possibilities for human expression to deviate from the
past.



Deviation Game ver 1.0

TF—LDREBAERETIE, 7—T1 A MEOHLBEERD
26ERINDT -7 >3y ThFEE, EROBLE LT, KL
BIL—NL%ETAMLE LI, £/ BESTIEN—Y 3
VIODHEBRERICMA, F—L%xBLTEDIZKED
EF—T7DERTT— Y E2RTTPIRTICEMLTH
BT Z2T7ILTYVXLTHB-SNEZFRAWTIIYEY S
L. BELTER, ZII2IE "Xy WD BEICEK
NBBINYEAVWNYDA X =Dk, "EFE 1N
THHRBOA X - ORHDEVE, AFOEEHD
NATR, XEMERIZL B X—YDER, Z L TAI
HEFEOEBT—YDORYVEDFEEIPUBENTEET,
TF—LEZENE L, SHOAIZELZBET XM E#R
ZAREEF, AFVR-OY RYORBRALET — LDEM
LK ™NowPlayThis2023, X X 7 1 7 7 — b DR KD =T
KIPILZATLY bAZH2023; I2HXK[E, BEISED
ADFEEX RIRIET7—LBRHRDL ISI2EL. NI
FEVWABDORES £ 72328 (Deviation) LTI £ 3,

Over the course of the game development, the artists held and
led six workshops. These served as places for experimenting
and testing out various rules. At the exhibition, the 1.0 version of
the game was presented in addition to a textile exhibit, which
was based on the vast amounts of high-dimensional data
gathered through the game, and then mapped using the t-SNE
algorithm that compresses data into two or three dimensions
to make it visible. From the diverging concepts of bread and
telephones among people of different ages emerged such
issues as unconscious human bias, the differences in our
images of things caused by our cultural backgrounds, and
biases in Allearning data. Prompting us to reinterpret Al through
the format of a game, Deviation Game subsequently appeared
at Now Play This 2023, an experimental game festival in London,
and Ars Electronica Festival 2023, the largest media art festival
in the world. As games continue to evolve and reflect the rapid
advances made in Al technology, human creativity will also
continue to deviate from this.
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7—2 %3y 7 "Deviation Game —AlL Hi% & HAIT 5,
Workshop: Deviation Game—Competing and Co-creating with Al

Photo: Tada (YUKAL)

Outline

FT4I—ay - F—LE ver1.0 —Eih 5B~
20234 3H4H~26H

Deviation Game ver 1.0—From imitation to deviation
March 4-26,2023

7 —% % 3 v 7 "Deviation Game — Al & 355 & AT 3,

20234 3H4H. 58. 108. 128, 17H. 198

F=2 ARV NEFOABT—LET—MIEZZEEIIOVWT,

20234 3H5H

B AKR#HL+Playfool, AMEF (F—F 4 A M FILRILZ hO=H-
TYNYT =), ROBEX T4 77 —T 14X )

Workshop: Deviation Game—Competing and Co-creating with Al
March4,5,10,12,17,19,2023

Talk: The Impact of the Latest Al on Games and Art

March5,2023

Speakers: Tomo Kihara + Playfool, Kunoh Kyoko (artist, ambassador of Ars
Electronica), Taniguchi Akihiko (media artist)
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Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR
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AUGMENTED SITUATIOND
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International urban XR exhibition in Shibuya
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Asami Kazuhiko (producer)

In 2018, Asami Kazuhiko was involved in launching and
running NEWVIEW Project, a joint venture by Psychic
VR Lab, PARCO, and Loftwork. In 2021, he joined
Psychic VR Lab as a producer. His wide-ranging duties
include everything from STYLY-based project design to
project management. Major credits include NEWVIEW
Project, ULTRA TOUR by STYLY, Shibuya Fantasy
Aquarium powerd by XRscape, and MONDO GROSSO
XRDJLIVE.
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God Scorpion (media artist)

The media artist God Scorpion’s work explores
metaphysics, the philosophy of religion, and technology,
and themes of changing temporal and spatial frames.
His interdisciplinary and multimedia work utilizes
extended reality technology and unfolds in various
spaces, from the city to outdoors, indoors, and the body.
God Scorpion is a founding member and senior art
director at Psychic VR Lab Co,, Ltd., which provides the
extended reality platform STYLY.

FHW(TZ— - PYTYVIrPA4T7 . Fal—5—)
IR EMHTOEZFRREZ S & I2. THOESE,
#HRAV 75, B, 7o/ 0P —-0BABIC
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TSSS: Super Spectrum Specificationy (2024, FH
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B 4 L2 % —, "ATAMIARTRESIDENCE, 2023
~24EETOATSLTALI Y —,

YOSHIDAYAMAR (art amplifier, curator)

Based on his experience of living in both the mountains
and the city, YOSHIDAYAMAR examines the history
of the land, social infrastructures, place, and the
reuse of technology, and envisages alternative
social relationships through exhibitions, art projects,
publications, and running spaces. His major art
projects include Extraction, Reversal and Distribution
of Urban GENE (2024, BankART Station, Yokohama).
Maijor curatorial credits include SSS: Super Spectrum
Speciftation (2024, Warehouse TERRADA G1-5, Tokyo).
YOSHIDAYAMAR is co-director of Art Site Kozushima
2024 and 2023-24 program director of Atami Art
Residence.

Photo: Tada (YUKAI)
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Exhibition information center. Visitors installed an app to view the
augmented reality content.

HEER

ALTEMY "Weaving Behavior

ANY "Decoration

Ty FRO—EF > MEREL (VR) /HiHEEM (AR),
GROUP + YuyaHaryu B DF A,

CfEfb Ta—-320—)L,

Markus Selg "THE PORTAL / MAGNOLEYE

Simon Weckert "A(i)R Pollution,

suzuko yamadaarchitects "centergai,

"Scramble Crossing Program

"Street fashionas mediumto explore acityy /X7 # =< > 2 7—)

Exhibited works

ALTEMY, Weaving Behavior

ANY, Decoration

God Scorpion, Mushi-Musyu (Beginningless and Endless) (VR) /
Tokoyo-Kakuriyo (AR)

GROUP+Yuya Haryu, Repair of the water environment in Shibuya
KODAMATACHI, Chorus Crow!

Markus Selg, THE PORTAL / MAGNOLEYE

Simon Weckert, A(i)R Pollution

suzuko yamada architects, centergai

Scramble Crossing Program

Street Fashion as a Medium for Exploring a City (performance tour)

This Shibuya-set urban exhibition showcased cross reality (XR),
an umbrella term for both augmented and virtual reality. Integrating
sculptures and two-dimensional artworks with XR tech, it featured
a diverse lineup of eight groups and individuals from three cities
around the world, not only visual artists but also architects, fashion
designers, and musicians. There was also a vocal music workshop
for elementary school students, who created the singing voice for
a character made by an artist and then sketches that floated in the
air thanks to AR. Through such use of AR technology, a new kind of
exhibition appeared linking different artistic disciplines, artists and
members of the public, and urban space and infospheres.

In the exhibition, people visited locations in Shibuya listed
on a pamphlet and then used their phone to read a QR code so
they could experience an AR artwork right there in the city. In
addition, the exhibition's program of related events included a
guided tour led by performers as well as a lecture for creatives
about the use of AR. AUGMENTED SITUATION D expanded the
field of an exhibition out into the city itself, introducing a wide and
interdisciplinary range of creative expression that encapsulated
Shibuya street culture, and, through a fusion of art and technology,
demonstrated potential for developing an artistic city that is hybrid
and scalable.



IOy RRaA—E4 ¥ TRAEKR(VR) /BRI (AR),

T : suzukoyamadaarchitects "centergai,

Top: God Scorpion, Mushi-Musyu (Beginningless and Endless) (VR) / Tokoyo-Kakuriyo (AR)
Bottom: suzuko yamada architects, centergai

#MhEEES "AUGMENTED SITUATIOND,
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AUGMENTED SITUATION D Urban Experience Exhibition
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The exhibition featured nine new participatory works that used
the VR/AR creative platform STYLY. The lineup included new
works conceived around Shibuya and based on research about
the district’s history, culture, and environment, and interviews
with residents. For Repair of the water environment in Shibuya,
GROUP conducted research on the numerous rivers that are now
hidden underground due to urban development, and produced
a simulation of the water level in Shibuya in the year 5000. God
Scorpion's Mushi-Musyu (Beginningless and Endless) (VR) took
inspiration from Edo-period writings and the Sarugaku-zuka
burial mound in Shibuya that dates back to the sixth century
AD, creating a new story rooted in natural science. Berlin-based
Simon Weckert's A(i)R Pollution compared air pollution data in
various cities around the world, and presented a visualization of
Shibuya’s urban environment.

ARLAIBY 3 | mED—U>ay T
AR Choir Vocal Music Workshop

BAOERAERICHER | ARAVFTYYHEET -2 3
v 7

Make Your Art Appear in the City! Augmented Reality Content
Workshop

Outline

#iE B ER"AUGMENTED SITUATION D,
2023%#3H8108~ 21H
21  CCBT. shibuya-san., % M IEH AKX M 6 &EFT

AUGMENTED SITUATION D Urban Experience Exhibition
March10-21,2023
Venues: CCBT, shibuya-san, and other locations in Shibuya
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AR Choir Vocal Music Workshop

February 12,2023

Venue: Shibuya 7thFLOOR

Instructors: Komatsu Kazumichi (composer, visual artist, DJ), Miyoshi Yuka (vocalist)
Make Your Art Appear in the City! Augmented Reality Content Workshop
March 18,2023

Instructors: Asami Kazuhiko, Discont (artist, creative director)

Artist Talk: Qualia of the Cross

March 18,2023

Speakers: Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR, Inoue Gaku
(architect, co-director of GROUP), Simon Weckert, Tokisato Mitsuru (artist),
Yonezawa Shu (artist, animator)




Art Incubation
2022

42

SIDE CORE

rode work ver. under city
ZAb)—FrOREDIB. ALBHREOBED) FEZBRRETS

Rediscovering our relationship with urban environments
from the perspective of the street
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SIDE CORE

20128 & W EEBRH. X Y N—IEHAKE. MTH. ALAE. BRE
FAL = LTBANELNSM, ARV —FALFr—DREAHN LA
HEBMEEAICLTOY 7 FEER. BEOERR. BEANONA R
BT ayOiiRE BNICTEHHERICE T 2REOIGR. 2T —<IC
BN -BAZBEOTES, "RAKIOY S VI 2022B FRKA—F1 1,
(20224, FHFEMEE., BHR). KOEME2021EZ 0 CARN S — #Hfo
BRIV RR7—"7,(2021F, 757 LEME. ER) R EERAORE
RIZEAIZS,

SIDE CORE

Featuring Takasu Sakie, Matsushita Tohru, and Nishihiro Taishi, SIDE CORE launched
in 2012. Harimoto Kazunori also participates in the collective as a video director. It
develops projects in public space through the lens of street culture. Unfolding both
indoors and out, its practice explores ways to expand expression in urban space with
the aim of changing mindsets, intervening in interstices, and broadening expression
and actions. SIDE CORE's work has appeared in a wide range of exhibitions in Japan
and overseas, including Roppongi Crossing 2022: Coming & Going (2022, Mori
Art Museum, Tokyo) and Ripple across the Water 2021 (2021, Watari Museum of
Contemporary Art, Tokyo).

Photo: Tada (YUKAL)
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In this project, SIDE CORE made the latest entry in its rode
work series that examines architecture and civil engineering
from the perspective of the street, investigating post-disaster
reconstruction, urban development, and more. The series
started in 2017 with a work made in Ishinomaki, Miyagi, and
subsequent iterations have been set in Tokyo as it underwent huge
redevelopment for the Olympics. With a focus on underground
urban space, SIDE CORE conducted research for the new
work on a giant underground retention basin, disused water
treatment facility, and abandoned subway station — all sites
that people ordinarily do not see — and filmed skateboarders in
these subterranean locations. Footage from the different spaces
was edited together, conjuring up a vision of a huge imaginary
underground city. In addition, the team did 3D scans of the spaces
along with the filming, creating a 3D model based on this data.

The model and film were shown on two large screens installed
next to Meguro Observation Well, a site in Meguro, Tokyo, for
monitoring groundwater levels in aquifers and underground
shrinkage. An empty site transformed into an urban interstice
and was opened up for the installation, inviting viewers to enter
a subterranean world. An exhibition was also held at CCBT,
showcasing the process of creating the work and including the
materials, documentation photographs, and filming equipment
used in the project. Along with presenting ways to look anew at
the city in which we live, the exhibitions offered an opportunity to
rethink how we interact with the city.
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Filming for rode work ver. under city took place at nine
underground locationsin Tokyo. Many of the sites function as part
of the infrastructure that underpins our lives. The most ambitious
filming was done at an underground regulating reservoir by the
Kanda River and Route 318, which is a facility for preventing
flooding that includes a tunnel measuring 12.5 meters across and
4.5 kilometers long. Technological advances have ushered in the
digitalization and opening up of all sorts of urban environments,
but subterranean spaces remain mysterious and unknown. This
work is made through the eyes of skateboarders moving through
these spaces as a new portrait gradually emerges of a city
shroudedindarkness.

The shoot was meticulously planned, based on research
and repeated visits to potential locations, with the environments
and conditions, including the ecosystems of the underground
spaces, in a constant state of flux. Over the course of this, three
skateboarders (professional skateboarder Morita Takahiro
and Skate Team Z-Flex’s Kaetsu Leon and Sakurai Issei) did an
improvised performance. The work momentarily captures the
always-changing city as it becomes increasingly systematic,
and the incidental scenes that arise. Completed with the help of
numerous collaborators, rode work ver. under city will be updated
inthe future withnew scenes and editing, developinginto a project
that reflects the continually shifting nature of the city.

Outline

rode work ver. under city,
20234 3818H~26H
=215 1 BEREBHE 2

BIERT "under city desk,

2023%F3821H~26H

k=24 AR > b+ Tundercity meeting,

2023%3H23H

& SIDECORE. HEBE (7 ROXT —%— BREREE), WIkE
(7 =7« X b, TransfieldStudio #£ME=E. IJIIEEFRETR)

B83E @ 7 "under city desk.
Related exhibition: under city desk

rode work ver. under city
March 18-26,2023
Venue: empty site next to Meguro Observation Well

Related Exhibition: under city desk

March 21-26,2023

Talk: under city meeting

March 23,2023

Speakers: SIDE CORE, Morita Takahiro (professional skateboarder, videographer),
Yamakawa Rick (artist; Co-Chair, Transfield Studio / Director, Yamakawariku
Architects)
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Inukai Hiroshi + Developlayers
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Future Tokyo Undokai (Sports Day)
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Creating and collaborating with others on a collectively made unique sports day
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Inukai Hiroshi (esports producer, game director, sports-play expert)

Inukai Hiroshi studied under film director Yamamoto Masashi, and launched his
career initially as a film director and Tekken player. He later worked as a developer for
fighting games. A pioneer of esports in Japan, he has represented his country at the
World Cyber Games, Cyberathlete Professional League, and Electronic Sports World
Convention. Inukai's accolades include awards at the Japan Media Arts Festival and
Ars Electronica for such projects as the spatial information science-themed Songs
of ANAGURA: Missing Researchers and Their Remaining Devices (2011) and Sports
Time Machine (2013). He is one of the driving forces behind the sport co-creation
event Future Tokyo Undokai (Sports Day). His research on games and different forms
of play has led Inukai to dub activities that transcend the conventional boundaries of
artand sports as “sports-play.” He is a board director of the Undokai Association.

Photo: Sato Motoi
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Future Tokyo Undokai (Sports Day) created and held acompletely
uniquesportsdayeventinwhichpeople cametogethertoharness
technology and collaborate on making new competitions,
rules, and equipment. Unlike conventional sports day and other
sports events that feature predetermined competitions and
races, the newly devised competitions were created collectively
by participants. The project kicked off in August 2022 prior to
the opening of CCBT, and included an orientation, workshops,
hackathon, and online event. The pandemic affected the
management of the events and the creation process, but the
sports day was eventually held successfully as one of CCBT's
opening events (p. 16). After the sports day, an eighty-minute
documentary about the project was made and screenedat CCBT.
Marking both CCBT's opening and the start of its Art Incubation
program, Future Tokyo Undokai (Sports Day) encapsulated the
program’s goal of co-creating and collaborating with others as
a CCBT partner. Over the course of seven events, Future Tokyo
Undokai (Sports Day) involved more than two hundred members
of the public, and formed a basis for a community that continued
to develop with other artist fellows’ activities and further CCBT
projects.
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Talk: Thinking with Game Designer
Inukai Hiroshi: What Is Future Tokyo
Undokai (Sports Day)?
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Future Tokyo Undokai (Sports Day) Hackathon

October 22,23,2022

Venue: Shibuya Cultural Center Owada Multipurpose Arena, Shibuya Jinnan
Elementary School Gymnasium

Future Tokyo Undokai (Sports Day) Competitions

October 23,2022

Venue: Shibuya Jinnan Elementary School Gymnasium
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Talk: Thinking with Game Designer Inukai Hiroshi: What Is Future Tokyo
Undokai (Sports Day)?

August 6,2022

Venue: Shibuya Jinnan Elementary School Gymnasium

Sports Competition Collaborative Workshop

September 19,2022

Venue: Shibuya Cultural Center Owada Multipurpose Arena

Sports Tech Collaborative Workshop

September 11,18, 24,2022

Venue: FabCafe MTRL, Shibuya Cultural Center Owada Multipurpose Arena

Meet the Creators and Make a Future Tokyo Undokai (Sports Day) for
Everyone

November 5,2022

Future Tokyo Undokai (Sports Day) Documentary Premiere

February 26,2023

Speakers: Inukai Hiroshi, MODOC team

Guest: Yamashiro Daisuke (visual artist, video artist)
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Tokolo Asao + Hiramoto Tomoki + Iguchi Kota

FORMING SPHERES
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A traditional Japanese checkered pattern in light and shadow, created by digital fabrication
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Tokolo Asao (artist)

Born in Tokyo in 1969, Tokolo Asao studied architecture
from childhood and later under Egashira Shin. He began
creating patterns on September 11,2001, on the theme of
connecting. His interdisciplinary practice encompasses
art, architecture, design, and more. He also designs and
produces three-dimensional objects based on the same
principle. Major works include the Tokyo 2020 Olympic
and Paralympic emblems, Dai Nagoya Building lower-
level glass pattern, and TOKOLOPATTERN MAGNET.
Tokolo has taught part-time at the University of Tokyo's
Faculty of Engineering since 2016 and its College of
Liberal Arts since 2018.
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Hiramoto Tomoki (space designer, architect)

Born in 1987, Hiramoto Tomoki graduated from
Keio University's Graduate School of Media and
Governance with a master's degree in X-design.
He was involved in the launch of FablLab Japan as
a student and established wip in 2015. He has been
designing across scales from products to spatial
design using digital technology. For the Tokyo 2020
Olympic and Paralympic Games, Hiramoto worked
onthe podium project and was part of the team behind
the 3D drone animation for the opening ceremony. He
is the author of 3D Printing Handbook and a regular
contributor to designmagazines.
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Iguchi Kota (video designer, creative director)

Born in 1984, the New York and Tokyo-based Iguchi
Kota founded TYMOTE Inc. in 2008 while a design
student at Musashino Art University. In 2013, he
founded the creative association CEKAL. In 2020, he
created the Tokyo 2020 kinetic sports pictograms,
the first in the history of the Olympic and Paralympic
Games. Iguchi also served as video director at the
opening ceremony, and was part of the team behind
the 83D drone animation.

Photo: Tada (YUKAI)
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FORMING SPHERE at Yebisu Garden Place Center Square
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Combining three different types of quadrangle, the kumi-ichimatsu-
mon traditional checkered pattern became popular in Japan during
the early modern period. Tokyo 2020 Olympic and Paralympic
emblems designer Tokolo Asao treats these quadrangles as
individual units, making a group or set of such combined units, and
adjusting those rules to create a new kumi-ichimatsu-mon. The
two emblems unveiled in 2016 each used forty-five quadrangles,
combined according to those rules. Revealing the elements
that differ among countries, cultures, and ideas, and yet also
transcending those differences, the design created an expression
of diversity and harmony.

Three people involved in the drone show at the opening
ceremony for the Tokyo 2020 Olympics worked together as artist
fellows at CCBT and reconfigured an original kumi-ichimatsu-
mon pattern into a light and shadow sculpture. It was presented at
Yebisu International Festival for Art & Alternative Visions 2023 that
projected light onto the sculpture, transforming it into an installation
created through the interplay of light and shadow. Alongside the
unveiling of the new work, CCBT hosted an exhibition showcasing
how FORMING SPHERE was made and the Olympic emblem was
developed. Pairing Tokolo's unwavering exploration of geometrical
Japanese motifs with Hiramoto's digital fabrication and Iguchi's
dynamic motion design, the exhibition introduced the process of
the research and collaboration.
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FORMING SPHERES developed the kumi-ichimatsu-mon
traditional checkered pattern from the Tokyo 2020 Olympic and
Paralympic emblems into a sphere. At the opening ceremony
for the Tokyo 2020 Olympics, the team transformed the sphere
into a globe using drones flying in the sky. To turn the kumi-
ichimatsu-mon into a geometrical sphere, the team conducted
many computer simulations using arhombic triacontahedron—a
convex polyhedron with thirty faces—and succeeded in
generating a sphere with 120 faces. For this new work, the
120-faced sphere and its inversion with 122 faces were placed in
the space and then spun, the negative and positive intersecting,
at times overlapping, and diffusing light throughout the space.
The prototype exhibition showcased the creation process as
well as the simulations of the drone performance and the actual
winners’ podium that included a geometrical rendering of the
kumi-ichimatsu-mon pattern.
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Yebisu International Festival for Art & Alternative Visions 2023
Off-Site Project

Tokolo Asao + Hiramoto Tomoki + Iguchi Kota: FORMING SPHERES
February 3-19,2023

Venue: Yebisu Garden Place Center Square
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Special Talk Session: FORMING SPHERES

February 3,2023

Venue: Tokyo Photographic Art Museum 1F Hall

Speakers: Tokolo Asao, Hiramoto Tomoki

Moderator: Seki Akio (Curator, Tokyo Photographic Art Museum)
FORMING SPHERES Prototype

February 7-16,2023
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Interview with
Playfool
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Playful Creativity,
Opened Up by Art Incubation

Photo: Tada (YUKAI)
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Developing the Project as a CCBT Fellow

Saki Our friend, the media artist Kihara Tomo, told us
about the open call for artist fellows and that's how we
gottoknowabout CCBT. We did aprevious, small-scale
collaboration with him, since when we'd talked about
the possibilities of Al and games, and tested out a few
ideas. The open call came at the right time, because it
would enable us to take that project to the next stage,
so we partnered with Tomo for the application. We got
together in Tokyo and quickly finished up the proposal
for our submission.

Daniel Tobehonest, we hadn'thad many opportunities
to develop a project like the Deviation Game, because
we always struggled with how to position it due to
the nature of its theme. The Deviation Game is both
a game and a technological experiment. The CCBT
program was really open to this kind of interdisciplinary
approach and so we felt that the project was a good fit
for encouraging people to think about how to build a
good relationship with Al.
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Playfool is a London-based art and design studio comprising Daniel Coppen and Maruyama Saki. Its
play-centric practice applies unique approaches to art, design, Al, and cutting-edge technologies to
workshops, installations, tableware and other products, and more. In the Art Incubation program, Playfool
worked with Kihara Tomo to create the Deviation Game, which has since appeared in many cities around
the world following its debut at CCBT. The two members of the internationally recognized Playfool here
discuss the process behind the project and the approach to their practice whereby they shuttle back and
forth between art and design while pursuing various forms of play.
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Making the Deviation Game, Where Humans
Outsmart Al

Saki Initially, we brought along lots of ideas and started
testing them out. At that stage, we were envisaging not
so much a video game, but more like a board game for
playing with Al. Tomo had researched Al models for a
few years and was exploring ways to use Al that could
function as a game. We playtested several ideas in that
regard, thinking about how we could develop them
further. The idea of humans outsmarting or tricking Al
was the most enjoyable to play, and the interaction with
Alfelt natural. This ultimately became the foundation for
the Deviation Game. Until then, Playfool's projects had
focused on play without rules; this was the first time for
us to create rule-based play. But what was particularly
interesting was that we realized how setting rules
actually made human creativity more apparent. That
experience led to our next project, How (not) to get hit
by a self-driving car.* Inmany ways, the Deviation Game
helped us gain a better understanding of the broader
meaning of play.
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Daniel After we presented the first version of the
Deviation Game at CCBT at the end of the program,
we exhibited it in the UK and other countries. It was
fascinating how people’s strategies and the human
win rates varied so much from country to country. In
Tokyo, forinstance, the winrate was around 60 percent,
but in London, the Al was much stronger, with humans
winning only around 30 percent of the time. Exhibiting
the Deviation Game in different locations revealed the
cultural differences, as well as the biases in Al learning
data toward English-speaking countries. These
distinctions are very interesting but also a bit scary.
Yet despite the differences between countries, the
response to the game was universally positive, which |
think shows its ability to transcend cultural boundaries.

Critically Engaging with Technology through Play

Saki We always want to maintain a critical perspective
toward technology. We believe that people should
approach new technology not simply as a tool for
enhancing productivity, but with a more inquisitive
and skeptical mind. For us, technology includes not
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only contemporary innovations but everything humans
create, from social systems to older forms of technology.
We are constantly exploring how our relationship with
these technologies evolves or is constructed in our
changing society. Why does a particular narrative exist? If
there's a sense of unease, how do we want to relate to that
technology? In searching for the answers to such questions,
we intervene in less visible areas, uncovering new insights
alongthe way.

Daniel By using technology as a starting point for social
intervention, we rediscover new aspects of ourselves.
This forms the core of Playfool's interests and is what
drives our practice. The kind of play we seek goes beyond
exploring game formats and methodologies; it's a way of
understanding and shaping our world—and worlding of
each other—much like in early childhood development.
However, it can be difficult to pursue projects that are
experimentalandctitical. Inthe designfield,inparticular, while
academic discourse is open and robust, client needs often
dominate in practice, leaving limited room for experimental
approaches.Inthis sense, mediaart offers a fertile ground for
experimental and critical approaches. That's why we were
so grateful for an environment like CCBT, where you can
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engage directly with technology and focus on bringing your
ideas to life, even without concrete proof that it will work.

Experience of Making a New Work at CCBT, Where
Conventional Thinking Is Discarded

Saki During the three months of the residency, leading up to
the presentation of the results at CCBT, the three of us were
primarily based in Tokyo, working intensively at the CCBT
Tech Lab. I think we were there aimost every day. In terms of
the creative process, our ideas were significantly influenced
by the experience of working in the same space as other
artists whom we trusted, who inspired and pushed us to think
outside the box. It is hard to articulate exactly how it affected
us, but their values and aspirations motivated us to raise our
standards. Had we carried out the same project without
CCBT, in a different environment or framewaork, it probably
would have turned out totally different.

Daniel During the residency, many people became involved
with our project in various ways and offered invaluable
support. Ordinarily, when starting a project, we try to stay
withinthe expected parameters, but CCBT was full of people
who actively dismantled those frameworks. Witnessing
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others break or push beyond the boundaries of the existing
scope to make a project, we realized how confined we had
been by the “correct” way of doing things. For example, we
were deeply impressed by how SIDE CORE, another 2022
artist fellow, deviated from the rules, creating work that felt
like a genuine intervention in institutions and society. This
period was when we began to feel the limitations of design
practice. Engaging with such process and approaches
at CCBT showed us a new, wider world. We realized that
it was possible to take a much freer approach, and this
was a significant revelation for us. The CCBT team was
very encouraging no matter what, and everyone was fully
committed to improving the quality of the work. Our mentor
was very candid with us and worried that the initial plan we
made for the exhibition wasn't feasible, but gave us good
advice about what to do at that stage.

What makes CCBT unique was its willingness to take
risks with artists, even when success was not guaranteed.
Uncertainty is an inevitable part of working on art projects,
but what was incredible about CCBT was that it provided
the necessary support and stayed with us throughout the
process, helping us shape the project into its best form. This
comes down to a relationship of trust, allowing us to follow
the project through completion.

Saki When you undertake a project with British institutions,
the emphasis is often on ensuring a safe space for
everyone—safe in the sense of psychological safety. At
CCBT, there’s a safety net of trust, an environment where
artists are free to experiment and pursue their ideas. That's
CCBT's biggest appeal, | would say. Our way of working
and developing a project changed significantly through our
experience at CCBT. It truly was anincubator.

*A street-based game by Tomo Kihara and Playfool in which players try to cross a road
without an Al detecting them as pedestrians.
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The City Made Visible Through Technology

Harimoto Kazunori I'd originally studied media art, so
| was immediately interested when | heard from a friend
about CCBT as a new facility focused on technology-
related creativity. Although | couldn't see the full picture
at first, | sensed this was a place where we could
experiment as we went along.

Matsushita Toru To be honest, in the beginning |
didn't have a concrete image of what we could do as
SIDE CORE in the media art field. Media art tends
to be seen as involving special technologies, but |
think that technology actually implies a wide range of
areas, and the scope of what media art covers is also
changing. Meanwhile, Harimoto had a vision for our
ability to create new work with CCBT at an early stage.
We didn't fully understand his vision at the time, but as
we worked on the project, | began to feel that perhaps
media art—which had once seemed like something
remote—was in fact becoming more accessible.
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The art collective SIDE CORE is working to shed fresh light on the city through street culture, using public
spaces and the street as a stage. Participating in the Art Incubation program, it created the new work rode
work ver. under city exploring urban subterranean spaces, many of which remain shrouded in mystery, in
response to the increased digitalization and visualization of urban environments. Even after its unveiling
at CCBT, the work continues to evolve along with where it is presented in order to capture how the city is
changing. SIDE CORE members Takasu Sakie and Matsushita Toru, along with participating film director
Harimoto Kazunori here talk about the collective’'s creative process involving CCBT and its attempts to
overcome barriers in street culture and public administration.
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Harimoto A big reason we applied for the Art
Incubation program was because the 2022 themes
included “videos/films about Tokyo youth culture,”
aspects of which tie in with our earlier work. We'd
already made several works using the city as a stage,
such as videos showing people skateboarding around
skateparks made to look like streets or construction
sites. We also expected that as fellows in the program,
we could getinvolved with other artists and technicians,
and that seemed likely to lead to new kinds of creativity.

Takasu Sakie With rode work ver. under city, | saw alot
of potential for thinking about the cycles that technology
bringstocities. Towhat degree we realized this potential
I'mnot sure, but | think there is enormous possibility for
new forms of expression to come out of collaborating
with people who can use technology toits fullest. It was
very stimulating to work with others proficient in media
that members of SIDE CORE aren't, like 3D scans of
space, programming, and so on.

Matsushita When we look at the city, we understand
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spaces through digital tools like Google Maps. The
transformation of cities into networks shapes how we
think and see things, which is also true for social media
and other digital platforms. By adopting perspectives
that view cities through technological interventions,
new versions we wouldn't have noticed through regular
physical experiences have emerged. Reconsidering
cities through technology became one of the themes
of the work.

Picturing Urban Underground Spaces: The
Journey to rode work ver. under city

Takasu Our previous pieces in the rode work series led
us to the opportunity for this project. The first work from
2017 is set in the Minamihama district of Ishinomaki,
Miyagi Prefecture, a place caught in the vortex of post-
disaster reconstruction. We showed a continually
evolving urban environment through skateboarding
in the form of a video installation. That project later
developed into rode work ver. tokyo, which fimed the
ongoing redevelopment of Tokyo as seen through the



lens of skateboarding onstreetsunder construction. We
became CCBT fellows to create the latest work in the
series. While planning our shoots in Shibuya, though, we
realized that skateboarding on the street is effectively
banned,andit would be difficult to get permission to film.
Since shooting on the street seemed like a no-go, we
arrived at the idea of turning the tables on this restriction
by accessing and filming underground spaces that are
usually difficult to enter.

Matsushita At CCBT, we did a lot of legwork in
preparation for shoots. The biggest challenge was
getting permission to film from all nine locations, but
from the production stage CCBT staff was properly
supportive in the negotiations with each of the
organizationsinvolved,so we were ultimately able to film
there. | think it would have been quite difficult to make
these preparations as artists alone. The CCBT team
also accompanied us on the filming days, which gave
us the feeling that we were truly creating something
together. We'd received support from other programs
inthe past, but this was the first case where people were
willing to work with us to this extent.

Takasu We exhibited the work at a site with
connections to the underground, Meguro Observation
Well, which monitors Tokyo land sinkage and
groundwater levels. We held an outdoor exhibition with
a large viewing screen. We'd been making decisions
about how to show the work as we were filming, so
things didn't necessarily go according to our initial plan.
[t became a pretty experimental process.

Matsushita We'd finished the work in time to present
it but showing it elsewhere would require adjustments
to fit those spaces and various other conditions; this
is because cities are constantly changing, and it is
especially important for the rode work series to capture
these changes. The post-disaster recovery is not yet
finished, and cities change from moment to moment.
For this reason, a characteristic of the series is that it is
continually updated, with new shots and edits added
eachtimeitis presented.

Discovering Subterranean Spaces and Their
Influence

Matsushita One part of this project that really left an
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impression was the new discoveries we made about
the space known as underground. While conducting
our research down there, we noticed expanses of
space that hadn't been recorded digitally and which
were not visible from the surface. For instance, we saw
water storage tanks below land with poor drainage
corresponding to the area of the buildings, and also
complex networks of subways, highways, and sewage
pipes everywhere. This implies there could be a
subterranean “Upside Down Tokyo” roughly equal in
area to the one aboveground. The underground space
may even belarger. Also, rather than scary, it felt calming
to enter the pitch-dark space below ground. | could
hear sounds more clearly than usual and it felt aimost
meditative, asif I'd entered my own head. | experienced
firsthand the influence underground spaces have had
onmysticismand science fiction.

Takasu Filming in the tunnel at the underground
regulating reservoir below Route 318 has also stuck
with me. We did a 3D scan of the space in the dark, but
filming was very difficult without electronic signals, and
we had to find ways to communicate while shooting.
Stepping foot in a gigantic underground space the
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size of a building was a brand-new experience, and |
remember moments when my own senses of location
and time became fuzzy.

Overcoming Hurdles between Street Culture and
Public Administration

Matsushita From the perspective of street culture,
there’s a tendency to view public administration as an
oppositional force. Bargaining is needed on both sides
in negotiations, and it often feels difficult to get them
to come together in the same fight. This is also true of
relationships between governments and individuals—I
think there are some areas where the ideas of the group
and the individual differ. However, it's possible to build
relationships of trust through a give and take of different
standpoints. Even if an adversarial relationship isn’t
completely resolved, it's important to communicate
and deepen mutual understanding with dialogue. For
example, this time we didn't even imagine we'd receive
permission to fim skateboarding. But with CCBT's
support, we were able to do things we didn't think
were realistically possible. The outcome was that we
could create a good work, and | think that on the public
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administration side, they were able to find new ways to
use the places they manage.

Ibelieverelationships betweenpublicorganizations
and individuals will be increasingly important going
forward. At a time when politically and economically,
the future doesn't look so bright, we need to create
methods and environments for the large scale and the
small scale to coexist. CCBT doesn't simply provide
resources for artists to make works; it plays a role in
fostering relationships between public institutions, like
Tokyo Metropolitan Government, and artists through
communication. | think this is a different undertaking
than those at existing organizations like museums. So, |
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canforesee many artists applying for CCBT fellowships
and the potential for people from a wide range of fields
joining the list of participants each year. This could be
called a model for a kind of collective impact in which
peopleinvolved in both large and small economies look
for ways to work together.

Interview: October 2024
Interviewers: Shono Yusuke, Shimada Mei (CCBT)
Profile p.42
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TMPR(&RRE+1E)IE—E+EILE+HH—S)

TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)

Al RTEIERZWUS ATHIEERT

Tracing the Landscape That Al Beheld:
An Artificial Intelligence Travelogue
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Normalizing the symbiosis of technology and humankind
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TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
Formed in 2023, Tokyo Motion Point Researchers (TMPR, or Tempura) is a team that
researches ways to play with the city, straddling the digital and physical, the high-
tech and handwork, and human and nonhuman perspectives. lts members include
designers and programmers whose work focuses on objects, surfaces, and the
interpersonal.
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TECH LAB

Scarcely a day goes by in which artificial intelligence is not
discussed in terms of its rapid developed and anticipated
applications for our lives. This project worked with members of the
public to explore how technology affects our lives and what kind
of relationship we will have with it in the future. In order to enable
public input for its experiments, the project opened the Moving
Point Observation Station at CCBT, which was both a workshop
space and participatory artwork. More than two hundred people
took part over nine days.

Participants went out into Shibuya, guided by the routes shown
on their phones and set in order to enable cooperation between
technology and humans in observing the world. The experiences
that participants had through their bodies sometimes differed from
and sometimes matched the Al predictions. Talks were also held
with various guest speakers, sharing their perspectives on the
experiences. A documentation book was produced collating the
data that was obtained as well as the assessments and insights
that emerged, and the process of developing the project. Through
this gradual process and the participation of people with various
expertise, and utilizing a fictional story, the project prompted us
to update our perceptions of the technology beneath the surface
of everyday life, and attempted to normalize the symbiosis of
technology and humankind.
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B AR (35.39.36.02/139.42.5.98)
Moving Point Observation Station (35.39.36.02/139.42.5.98)
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Participants in the Moving Point Observation Station acted as
operators observing the world in partnership with Al, forming
teams of at most four people, and went out into Shibuya. Given
fictional roles, the participants walked along roughly thirty-minute
routes randomly generated by an original computer program,
experienced and discovered various things, and returned to
the observation station. The operators were then given a “diary”
of the experiences that Al predicted they would have on the
routes. The diary was generated by Al based on a photograph
of the respective participant’s face, information about their route,
and more. The participants corrected the diaries and found
discrepancies between the Al predictions and what they had
actually experienced, but also felt a strange sensation when they
began questioning themselves if they had or had not experienced
what the Al predicted. This experience enabled participants to
realize the differences that always exist between quantitative
evaluation made by Al and our own feelings, and reality and Al
predictions from past data. In this way, the project aimed to provide
participants with stimuli for critically interpreting the technology
thatis part of everyday life.
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Outline

") ELAIFR (35.39.36.02/139.42.5.98), Moving Point Observation Station (35.39.36.02/139.42.5.98)

2024 FE1B12H~21H January 12-21,2024

BEERR TMPRINEEREIT Y F— L2023 / CET, TMPR at Tokyo Biennale (Central East Tokyo 2023)
2023%10A23H~26H. 29H. 11A4H~5H October 23-26, 29, November 4-5,2023

=25 I FT-LBEYI—IL—L1E Venue: Etoile Kaito Showroom 1F

F=24~RY FFTMPR7—F 1 X b + b—2 with KR, Talk: TMPR Artist Talk with Kihara Tomo

2024 1B 13 January 13,2024

EE TMPR(BERRFB+BIIZF—M+ELE+FH—2). KR Speakers: TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata

(AF4TT7—T14 XM T—LHAKE) Kazue), Kihara Tomo (media artist, game designer)

Photo: Tada (YUKAI)
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Synflux
WORTH: Digital Fashion Platform
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New forms of creativity emerging from the meeting of
rapidly evolving digital technology with fashion design

Synflux (RRFa25F 17+ THILYIFKRSFY—)
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Synflux (Speculative design laboratory)

Synflux is a speculative design laboratory using cutting-edge technologies to design
fashion for the planet. It aspires to attain a cyclical society where we can express our
creativity freely while being considerate of nature and the planet, and to make next-
generation design systems. It undertakes research and development for optimizing
manufacturing and fashion design processes, and evolves platforms for making
clothing sustainably in collaboration with various brands and manufacturers.

Photo: Tamaki Kai
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Synflux’s project attempted to redefine digital fashion for a
sustainable fashion future. Digital fashion has recently become
known as something that appears in virtual spaces like games
and social media. Synflux, though, advocates renewable and
generative fashion that transforms manufacturing systems and
clothing design through digital technology.

Synflux’s Algorithmic Couture design system optimizes
clothing pattern paper and pattern data to minimize material waste.
This enables a reductionin loss, which usually accounts for around
15-30 percent of all textile and materials, and also makes it possible
to generate numerous pattern and design variations on a screen.
Premised on such a system with next-generation technology,
this project researched a wide range of topics — from future
consumption environments to identity and physicality — through
dialogue with Tokyo-based, internationally active designers and
brands. The results were published online and presented in the
form of an exhibition, and a series of talks and workshop were also
held to engage critically with the issues and think about them with
members of the public. Through these efforts, the project explored
the diversity of digital fashion that intersects not only with virtual
spaces but also physical experiences and manufacturing.
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Algorithmic Couture Alliance:

Digital and Fashion Dialogues
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This exhibition included examples of items made using the
Algorithmic Couture design system, and a video featuring
conversations with the four collaborating brands. The virtual
and physical spaces of digital fashion as well as the relationship
between the system and creativity all devised from the project's
research were presented as a diagram. The six-hour “Open
Dialogue” event held during the exhibition brought together leading
researchers and practitioners from fashion, art, media, and culture
as well as members of the public, and new keywords were added
to the diagram. Through the “Open Dialogue” event and exhibition,
Synflux aimed to construct a creative alliance of torchbearers for
realizing the future of generative fashion.

_E © Aigorithmic Couture Alliance ® 7’AY = 7 b %§
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Top: Algorithmic Couture Alliance project website
https://aca.synflux.io
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Bottom: Interview with Otsubo Gakuto (Manager,
NEUTRALWORKS, Goldwin Inc.) on the website
https://aca.synflux.io/articles/002-neutralworks
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Top: Open Dialogue: Fashion Design for the Digital Self
Bottom: Online Talk: Algorithmic Couture Alliance: Digital
and Fashion Dialogues

Photo: Yoshiya Ryo

Open Dialogue: Fashion Design for the Digital Self

Keynote Lecture: Future Fashionand Democracy in the Age of Digital Media
Lecturer: Shimizu Tomoko

Lecture: Fashion in Digital Platforms—Sequences of Accelerating Images and
Easy Consumption
Lecturer: Fujishima Yoko

Lecture: Creative Community Practices Connectable to Artand Fashion
Lecturer:Hara Chikei

Lecture: Communities and Inclusive Practices in Fashion and Art Projects
Lecturer: KanamoriKaori

Workshop: World Café for Thinking about the Digital Self and Smooth Fashion
Design
Facilitators: Kawasaki Kazuya, Fujishima Yoko, Hara Chikei, KanamoriKaori

Outline
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Algorithmic Couture Alliance: Digital and Fashion Dialogues
Dates: March 15-24,2024

BfS 1 X~ b : SUPER DOMMUNE FAlgorithmic Couture Alliance

—— FYINET Py avEDHEBNE

2024%3H15H

=¥  SUPERDOMMUNE

BB )IBAE (AXF25F17 - T7v>aryTH4F+— Synflux
KA RHERRIMHRCEO), EFRAM (ARFa25T717 -
TrvaryFHAar—, SynfluxkRXESHEFHERCDO). BB
F(77v>avfERE, SynfluxkREH CCO, IMERFEE
HRPIERE) . FIER (R E EMR. DOMMUNEESE).,
HRE (RBBERZ TV 1V 2EHERR) . HLEEA (BRE)IZ
FREEFREZHAELIR). REHE (IHERFEELRFBHL
%), R)IEE(BRER. ALTEMYKR)

F=TVFATA=T T FOINRIERBOD BT 7y avTFHA2 72,

2024 £ 3 A 20 H

BB, BKATF (X7 1 7THRE, UEERR). BIRBF.
BR5IW(A Y TFa_RYFYh-Fal—%—) 5% (DRIFTERS
INTERNATIONAL Representative Director / #k = &4t precog 7/ ¥
IAb->=7-7072—4%—)

Online Talk: Algorithmic Couture Alliance: Digital and Fashion Dialogues
March 15,2024

Venue: SUPER DOMMUNE

Speakers: Kawasaki Kazuya (speculative fashion designer / CEO, Synflux
Co., Ltd)), Sano Kotaro (speculative fashion designer / CDO, Synflux Co., Ltd)),
Fujishima Yoko (fashion researcher / CCO, Synflux Co., Ltd.), Ukawa Naohiro
(contemporary artist / CEO, DOMMUNE), Ashida Hiroshi (Associate Professor,
Faculty of Design, Kyoto Seika University), Inoue Masahito (Associate Professor,
Department of Human Environmental Sciences, Mukogawa Women's University),
lida Yutaka (College of Social Sciences, Ritsumeikan University), Tsugawa Eri
(architect / Director, ALTEMY)

Open Dialogue: Fashion Design for the Digital Self

March 20,2024

Speakers: Kawasaki Kazuya, Shimizu Tomoko (media researcher, cultural
theorist), Fujishima Yoko (fashion researcher / CCO, Synflux Co., Ltd.), Hara Chikei
(independent curator), Kanamori Kaori (Director, DRIFTERS INTERNATIONAL /
Associate Senior Producer, precog co., LTD.)
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contact Gonzo (performance group)

The performance group contact Gonzo stages improvised performances in
various urban spaces, and creates moving image and photography works. Since
participating in the Yoshihara Jiro Award Memorial Art Project in 2007, it has attracted
attention in the field of contemporary art and taken part in many international
exhibitions and art festivals. It currently comprises four members: NAZE, Matsumi
Takuya, Mikajiri Keigo, and Tsukahara Yuya. The group’s wide-ranging practice
encompasses performances, installations, publishing magazines, selling works
online, and holding the irregular Avalanche Festival performance event to test out
randomideas.

Photo: Kono Yurika
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This was a project to make a new performance by contact Gonzo,
a group whose work has centered on physical contact and
responses generated by that. The work focused on the skin, a
sensory organ that controls the sense of touch across the whole
body, and an interface and boundary between the self and others.
Through multifaceted research and a public lecture with a cell
biology expert, the project investigated how our skin works and
then turned that into a performance. The resulting performance
included several original, wearable devices that convert data from
physical contact between people as well as its speed and pressure
into electrical signals, plus eight massive woofers. This hyper-
amplified the sensations and physical experience received and
sent through the performers’ skin, and which then spread across
the venue as sound pressure. This proposed a new style of viewing
and performance, one that was experienced not just visually but
also physically through the skinand other ways.

Along with putting the research about skin and the group's
experiments online, contact Gonzo also held a workshop for
exploring the functions of the skin with members of the public.
Applying the idiosyncratic approaches we have come to expect
from this group, contact Gonzo engaged with transmitting,
expanding, and sharing physical experience, which is likely to
change through the development of information technology.
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Suggesting a process of penetrating the skin and reaching the
hypodermis, audiences descended a spiral staircase and arrived
at the main hall two floors before ground level. The dimly lit space
contained a dark black ring-like stage without rope, under which
was set up a sound system for powerful low-pitched audio.
This sound system amplified the moments of collision from the
improvised physical contact between the performers during the
show, and which reached the audience as sound pressure.

This project featured input from several collaborators,
including an artistic director and sound engineer. Derived from the
idea that humans have just one alimentary canal, whichis thus both
internal and external, the project involved devising clothing that
can be reversed to wear, and even writing a science fiction novel.
This meticulous research process was shared within the team,
supplementing and expanding the concept behind the work. The
venue included exhibits of related works and drawings inspired by
the research.
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Workshop: Welcome to the Skinland—~Perceiving Information
via the Skin
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Performance stage: my binta, your binta // lol ~ roars from the skinland ~
March1-3,2024
Venue: HILLSIDE PLAZA
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Talk: Closed yet Open, Systems and Borders—Deep-Layer binta
December 19,2023

Lecturer: Nagata Kazuhiro (cellular biologist, poet)

Speakers: contact Gonzo, Tsuda Kazutoshi (researcher)

Workshop: Welcome to the Skinland—Perceiving Information via the Skin
February 17,2024
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Shoezelab.

IISE (Immersive Inclusive Sensory Environment)
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Returning to a child’s mindset and experiencing an inclusive environment
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SnoezeLab.

Snoezel ab. is the pairing of Hashimoto Atsuko, a specialist in making Snoezelen
sensory rooms and developing digital content for infants, with Ichikawa Nozomi, who
builds sustainable teams. It is a collaborative platform comprising corporations and
organizations with a shared ethos.
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Snoezelen began in the Netherlands in the 1970s as a leisure
activity for people with severe intellectual disabilities, and became
widespread in Japan mainly at welfare facilities. Snoezel.ab.s
project at CCBT used design and technology to propose a new
kind of sensory room, based on the Snoezelen philosophy. See,
Touch, Hear: Playing by Sensing was an experimental, Snoezelen-
themed exhibition that stimulated the five senses as well vestibular
sensations and proprioception through light, sound, scent,
vibration, tactile materials, and other elements.

The experiential exhibition showcased newly
developed products and initiatives by Japanese corporations
and others. Creating sensed communication through stimulating
the five senses, vestibular sensations, and proprioception, the
exhibition produced an environment in which young children,
those with intellectual disabilities, and more could share their
thoughts nonverbally. People with disabilities and their families
were actively involved in the running of the exhibition in order to
realize the inclusive environment that Snoezel ab. aims to achieve,
and in this way proposed a vision not only in terms of the facilities
and equipment, but the overall management of the project. Held
alongside workshops and talks, the exhibition aimed to promote
understanding of sensory rooms in Japan, and considered
the future of Snoezelen rooms enabled by the intersection of
technology and well-being.
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See, Touch, Hear: Playing by Sensing

ZAX=AL Y - 2o H )= )L—LOKREDIC Y DEFARTH HBEAK
FEHRTFAFTLAEF—LDIL Y #FHIT2MIIEEIC&L A
T2y b7 —LTHB. AX—ALY - TR, BRETIE, BE®
Hif, ToI=F7, Avy—% ZLDAFRL—F—I2LBHBHD
beETEUYY =SSR, A= TSR, TFLALTITISR,D
3ONaA—F—HHELE LIz T2 Y ) —FK, Tldk. NANAH
DR ANCEERZEDOH S FELLELDHHBEEX, BRI AR
B, BETERINI—FT—%, BAAREOTOF I Mok ZE
BETHA Y TMR—2TFR, Tld, BABA Y 950747 -7
NYzoyarvE BREEICEOLSTENRLDZ I EEBETH
BEIOY Ty, ZLTCT7LaAL7YT77IR, Tk, BEPKRAR
HEOHHEEHEIEHEEIBET 2N 7 HEBLE LI YFA,
NBh&E. Z LTEEDIBRINMBEEICEASGL. AX—XL Y - TR
WPBUFEA Y IL—YTRBEIC Y IMMERINE L,

Snoezelab. is a collaborative platform by Hashimoto Atsuko,
a specialist in Snoezelen rooms, and Ichikawa Nozomi, whose
does sustainable team building. The exhibition featured three
areas—Sensory Lab, Immersive Lab, and Taste your own through
Lab—made possible through partnering with corporations,
organizations, engineers, mentors, and more. The Sensory Lab
designed the space through products from various corporations,
including playground equipment suitable for severely disabled
children and infants too young to crawl, and an area with fantastical
light, color,and sound. The Immersive Lab area used immersive and
interactive projections to create experiential content that anyone
could enjoy regardless of their body. The Taste your own through
Lab area featured a cafe where young disabled and neurodivergent
people served guests. The venue embodied the kind of inclusive
environment-building that Snoezelab. does, involving the
intersection of user, caregiver,and space in areciprocal way.
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See, Touch, Hear: Playing by Sensing
March 5-10,2024
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Talk: Multisensory Rooms and Inclusive Parenting Environments

October 27,2023

Venue: Creative Space 8/ court

Organized by: PEOPLE DESIGN INSTITUTE

Workshop: Finding “My” Emotions through Smell

March 6,7,2024

In cooperation with: Kajikawa Mikuri (Pola Orbis Holdings Inc.)

Talk: More Inclusive Playing, Parenting, Working

March 8,2024

Speakers: Snoezelab., Akiyama Masaaki (Director, General Incorporated
Association Burano), Nagamine Reiko (General Incorporated Association mogmog
engine), Otsuki Masami (Chief Community Officer, Polarisinc.)

Venue: Creative Space 8/ court

Organized by: PEOPLE DESIGNINSTITUTE

Closing Talk: Toward a Future Made Possible by Technology and Well-Being
March 10,2024

Speakers: SnoezeLab, Itoh Yuichi (Professor, Department of Integrated Information
Technology, College of Science and Engineering, Aoyama Gakuin University), Kuze
Shozo (artist, engineer / 2023 CCBT Art Incubation Program Mentor)
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ELECTRONICOS FANTASTICOS! (participatory art project)

Led by the artist Wada Ei, this project brings together various collaborators to
resurrect disused electrical appliances as new kinds of musical instruments that
gradually form an orchestra. It is currently active in five cities in Japan and via an
online laboratory as a participatory art project with close to a hundred members.
To date, numerous types of appliances have transformed into musical instruments,
from cathode-ray tube TV sets to electric fans, extractor fans, video cameras,
air conditioners, and telephones. Participants draw on their creative ingenuity to
reconfigure the original function of these electrical appliances for musical purposes,
whichis then channeled into fantasies that conjure up “electromagnetic native music”
and festivals from these obsolete forms of technology.

Photo: minami (Top), Yamamoto Mao (Bottom)
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Led by the artist Wada Ei, ELECTRONICOS FANTASTICOS!
is a project that brings together various collaborators to
resurrect disused electrical appliances as new “electromagnetic
instruments” and gradually form an orchestra. During its time
as a CCBT artist fellow, the project worked toward creating the
Electromagnetic Matsuri Parade, a whole new kind of festival
involving all kinds of participants playing the instruments and
parading around Tokyo. ELECTRONICOS FANTASTICOS!
conceived a system to worship electricity and power the
instruments through solar panels. Participants built new
electromagnetic instruments and a festival float capable of
generating power. In March 2024, the highly unusual festival
appeared at Higashi Yashio Greenway, next to Tokyo International
Cruise Terminal.

While based at CCBT, the project held open studio events
and workshops for collaborating on the float, instruments, and
music with various kinds of people. Wada also led rehearsals
of the festival's “electromagnetic” music. Parading around the
park for about an hour, the performance involved some seventy
participants in a procession that stretched for thirty meters,
watched by around four hundred people. The result was a
contemporary, interdisciplinary,and collaborative platform mixing
music, art, engineering, science, and design.
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When household appliances have served their purpose and
returned to the wild, they transform into electrifed supernatural
creatures and begin to sing. The heart of the festival beats
in the generator float, powered by electricity generated from
sunlight.Supplying electricity from the float, old appliances
are resurrected as musical instruments. Parade through the
electromagnetic wilderness. Now, let's make some noise!

At the heart of the parade was the Generator Festival Float with solar panels,
which generated electricity that was stored and then used to power the
electromagnetic instruments. The parade also featured a special new kind
of festival music dedicated to sound and electricity, an indispensable part of
our lives. In order to bring all of these elements together as a parade in the
performance, the organizers meticulously planned the arrangement of the
performers and equipment, how to move the roughly one-ton float, the best
playing style to make an impression on an audience, and the structure of the
performance.

The festivals that the common people have made and kept going and
the old electrical appliances whose manufacture underpinned the Japanese
economic miracle in the postwar period could both be described as
aspects of culture rooted in the everyday lives of Japanese people. Through
reviving and passing on disused appliances as well as the principles of co-
creation inherent to Japanese traditional festival culture, ELECTRONICOS
FANTASTICOS! spurred the civil society and its latent creativity. In the face
of growing scrutiny of the impact that artistic practices using technology
have on the environment, the performance brought fresh awareness of
the existence of electricity in our lives, and proposed a new vision of self-
sufficiency.

Outline
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Electromagnetic Matsuri Parade Performance
March 17,2024
Venue: Higashi Yashio Greenway Park
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Kickoff Meeting

October 7,2023

Venue: FabCafeMTRL

Speakers: l[denuma Mayumi (chief designer, Hitachi Orchest-Lab), Okubo Katsuhito
(owner, Denki-yu Bathhouse), Kishikawa Masanori (Kanda Shrine, Shinto studies
researcher), Maekawa Kumi (R&D manager, | JUST INC Denki Bank),Yamamoto
Sonosuke (chief player, Tokyo Orchest-Lab), Washimi Rinichi (chief engineer, Hitachi
Orchest-Lab), Wada Ei (chief conspirator, ELECTRONICOS FANTASTICOS!)
Open Studio

December 16,17,24,2023 / January 8,13,27,28,2024
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Interview with
Ukawa Naohiro
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The Role of a Physical Hub

Closely Positioned for Revitalizing
the Energy of the City

Photo: Otsuto Masashi
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Building an Ideally Close Relationship

We talk idiomatically of things being just the right
distance apart to retain a congenial relationship while
staying separate. When | accepted the request to be a
mentor, | anticipated being able to build a relationship
in which people within walking distance of one another
share the best ideas and skills they have accumulated
atthe intersection of art and technology. The exchange
is now very natural: | do CCBT shows at DOMMUNE
or I goto CCBT to give talks as a mentor. | think this
kind of proximity is one of the most important elements
for building a relationship today. With the closure of
many record stores and clubs, the Shibuya area where
DOMMUNE and CCBT are located has almost entirely
lost its former image as a music district. This was
followed by efforts to turn Shibuya into an IT hub like
Silicon Valley, known as Shibuya Bit Valley, and which
received aboost with the return of Google to Shibuyain
2019. The spread of remote work since the pandemic
and the increasing diversification of reality with the
arrival of developments like extended reality have given
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Ukawa Naohiro runs DOMMUNE, a live streaming venue located mere minutes from CCBT, and has also
served as a mentor for CCBT'’s Art Incubation program. His close partnership with CCBT has resulted in
numerous works by artist fellows and collaborative live streams. Having opened up highly unusual means of
dynamically cutting across different disciplines in art and media through contemporary technology, Ukawa
discusses the changing face of Shibuya, supporting artists as a mentor, and visions of connecting the public

and the city through art.
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value again to creative expression in physical spaces
or through physical experiences. And it's in times like
these that the concept of civic creativity becomes valid.
If art can play a role of connecting the public and the
city, the advice | can give as someone who has a studio
onthe nineth floor of Shibuya PARCO is limitless.

As Shibuya transforms from the epicenter of
youth culture to a family-friendly district, the number
of people interested in art that uses technology or
media like we find at CCBT seems to be increasing
year by year. Immersive museums showcasing digital
art, for instance, are packed with families and tourists.
Art that foregrounds such technology and which is
like an uncharted amusement park can transcend
contexts, language, generations, and age, and be
shared experientially. Of course, the art that CCBT
deals withis replete with more complex forms of artistic
expression. At any rate, Shibuya has today entered a
new phase inits history. And that's why | think Shibuya
has the opportunity to go beyond the Bit Valley and
transform itself into a media art district. In this way,
CCBT’s approaches are a good fit for present-day
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Shibuya. For my generation, who looked up to the
postmodern Shibuya of the 1980s and then immersed
ourselvesin the extreme Shibuya of the 1990s, we have
mixed feelings about what Shibuya has become today,
but the redevelopment also makes total sense from
a certain perspective. On the other hand, it's difficult
for artists and individuals to advocate a grandiose
principle like civic creativity. It's precisely because it's
an official project by Tokyo Metropolitan Government
that it has the ability to achieve such a goal. CCBT is
not only a place simply for disseminating art, but also a
place offering improvisation and layers of information
exchange and reciprocal transmission between artists
and members of the public — and this is such an
important role. Its uniqueness lies in how it thinks more
deeply than artists about the interface between art and
the public. Artists tend to prioritize their own creative
practices, but CCBT and us mentors understand the
importance of the communication between art and
the public that lies beyond such individual activities.
More and more artists, too, are realizing the possibilities
of such public participation through the mentoring
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process.

Mentoring’s Role in Creativity

I've been mentoring for quite a long time. | taught at
Kyoto University of the Arts (formerly Kyoto University
of Art and Design) for eighteen years until 2019, so
I've grown accustomed to teaching. I'd coach new
nineteen- or twenty-year-olds each year, coming into
contact with how young people were changing over the
course of time. | had the opportunity to teach members
of the Yutori Generation when they came of age, and
I've always been close to young artists, from digital
natives to Gen Z. | remain on good terms with them, and
we sometimes do shows together at DOMMUNE or
other creative projects. Andit's because I've withessed
activities by such a diverse set of artists that | think | can
provide accurate advice about the support they need.
Media art tends to be quite design-heavy, ending
up a bit like a device for taking some sort of pleasure
home with you. Immersive art particularly functions
not as catharsis but as a device for experiences that
provide pleasure. A good feeling can be designed and
that design is shaped by communication. But catharsis
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is hard to design. In that kind of area, advice can be
more hindrance than help. If not mentoring more than
necessary would lead to a really genuine work, then
it's better to leave the artists to it. As a place that utilizes
technology and media, and celebrates civic creativity,
CCBT hosts many designable projects. The work
of mentoring is also about contributing in the form of
communicating with a focus on brushing up the design.

For example, the art collective contact Gonzo has
been active since the mid-2000s and seen various
shifts in its physical performance-centered practice.
The group’s firstidea for its residence as an artist fellow
at CCBT was about communicating through the skin.
During the early stages of the mentoring, we thought
more vaguely about how we could turn the skininto a
device, and then explored how we might communicate
with an audience through that. We exchanged various
ideas, such as sharing the heat of the water through
your skin when you submerge your body in the same
bathtub as others in a bathhouse, and then get out
and go to the changing room, where you share the
sensation of your skin drying in the breeze of a fan. Or
of integrating the first impression of water touching the
skin, of the sound of rain, of humidity, of the feeling of
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raindrops on the skin. We examined these ideas from
various angles and held discussions, and arrived at a
form of body art that uses a sound system with ultra-
low-frequency subwoofers. In an attempt to implement
that idea, the group created a device that vibrates
not only the eardrum but also the eyeball, brain, and
internal organs through low-frequency sounds. The
performance that contact Gonzo put on ultimately
branched off into a slightly different dimension, but the
way in which the work developed was really interesting.

During the course of working on a project, there are
moments when things make dramatic leaps forward.
The project by Tokyo Moving Point Researchers
(lwasawa Brothers + Horikawa Junichiro + Miyama
Yu + Nakata Kazue), for instance, explored the theme
of going for a walk with Al, but as that developed,
the role of the participants shifted from walkers to
observers. Ultimately, the team created the Moving
Point Observation Station, and the experiences of the
participants serving there as observers became part of
the work. These dramatic changes are very important
for creating something.

Potential for Art to Compete with Gentrification

The issue of gentrification in the redevelopment of
Shibuyais notlimited to Tokyo, but similar to the situation
in other cities like New York and Manchester. Many
artists and creatives in these cities are lamenting the
loss of individuality and raw energy in their
neighborhoods. During the dot-com bubble in 1999 and
2000, IT CEOs moved to San Francisco and rents
soared tenfold, making it impossible for artists to afford
to live in the city, and resulting in the loss of the city’s
artistic side. | waslivingin San Francisco at that time and
keenly felt that change. This is a situation unfolding in
cities across the world, though I'm paying close
attention to developments onthe High Line, an elevated
trail along a former railroad in Manhattan. It's a
2.3-kilometer promenade with almost nightly theater
and other events. The architect Tsugawa Eri, winner of
the top prize at the Shibuya Park Ave. 2040 Design
Contest and who also took part in AUGMENTED
SITUATION D, was involved in The Mile-Long Opera: a
biography of 7 o’clock,” which reminded me of 1960s
Japan, especially the kind of street theater by the likes of
Terayama Shuji. As urban culture disappears and
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gentrification and standardization prioritizing comfort
and convenience advances, we should restore the
unique character of Shibuya, making it once more a
space for theatrical spectacle. In order for the city to
regain its energy and for international alternative
cultures and cultural atomization to evolve, surely
nothing could be better than merging CCBT—a place
for members of the public—with the vision of
DOMMUNE, which has a status as a kind of world café
in both cyber (online) and physical (studio) spaces? As
Shibuya expands at an “transnational” distance, | hope
that we can together build the future of this area in a
relationship that is closer so people can share their
creativity.

*An experimental contemporary opera staged nightly from 7 pm. on
the High Line in New York.

Interview: September 2024
Interviewers: Shono Yusuke, Shimada Mei (CCBT)
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Ukawa Naohiro (contemporary artist/ CEO, DOMMUNE)

Filmmaker, graphic designer, VJ, writer, university professor, and artist
of the "right now,” Ukawa Naohiro is active across various fields. His
practice freely blurs the lines between fine art and pop culture. When
DOMMUNE was established in March 2010, the live-streaming studio
and channel marked a record-setting number of viewers, attracting
attention from Japan and beyond. Inits tenth year, in November 2019,
DOMUNE moved to the ninth floor of Shibuya PARCO. Newly named
SUPER DOMMUNE, it has continued to evolve with cutting-edge
technology. In 2021, Ukawa received the 71st Minister of Education,
Culture, Sports, Science and Technology's Art Encouragement Prize.
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The first Future Ideations Camp explored ways to “import”
computational art and design is into society. Computers have been
increasingly used in art and design education curriculums since
the 1990s, and now the significance of using technology to design
and create is being rediscovered. Not only learning to program and
code, the inaugural camp explored their practices and potential to
transcend the individual and evolve into new social proposals and
means of collaborating with others.
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Future Ideations Camp Vol. 1
Import *

Lecturers / Facilitators
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John Maeda (technologist / Vice President, Design and Artificial Intelligence,
Microsoft), Golan Levin (artist, engineer, researcher, educator), Toyoda Keisuke
(Project Professor, Institute of Industrial Science, University of Tokyo / NOIZ /
gluon), Seo Hyo-jung (artist), Aida Daiya (museum educator), Aramaki Haruka
(artist), Oshima Ryo (programmer, interaction designer), Hori Hiroyuki (programmer,
technical director / Founder, PAN. CO, LTD.), Inafuku Takanobu (programmer),
Kimura Yusaku (technical director, engineer), Masaki Ray (graphic designer),
MATHRAX (Kuze Shozo + Sakamoto Mariko) (artists, engineers, designers)

Program Directors
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Hagiwara Shunya (wed designer, programmer), Hayashi Yosuke (Ul designer,
programmer)
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When you want to incorporate someone else’'s code into your own, you use the “import” command. Conversely, when you allow someone else to
import your own codes, you “export” them. In the world of programming, this import-export process is constantly updating; behind every program
is someone else. Mediated by computerized devices, coding is similar to examining ourselves, others, and society at large. We need people from
diverse backgrounds and varied expertise to come together to repair and rebuild biases and glitches. At the camp, computerized art and design was
treated as the driving force for nurturing a community, and exploring speculative ideas for society and the future. As part of their final assignment, the
participants were divided into groups and asked to produce prototypes for new digital signages in Shibuya, tools for children to play with, and clock
mechanisms that could be experienced by all.
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The exhibition introduced the camp and the seven prototypes made by the participants.
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John Maeda “Design and Atrtificial Intelligence”

DAY 1
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that considered human flocking, collaborative drawing,
and wordplay as a way of thinking about the principles of
algorithms and computational thinking through the body.
The keynote lecture discussed how computational design
opens up the digital, physical, and informational spheres
in the field of architecture. Through examples of artistic
practices that turn daily coding into digital signage, the
discussion evolved into how computer art and design can
unfoldinour cityscapes.

DAY 2
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Participant self-introductions
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“Body Drawing” Instructor: Seo Hyo-jung
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“Algorithmic Art Unplugged” Instructor: Golan Levin
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Toyoda Keisuke, Seo Hyo-jung “Computational Design:
Reconfiguring Urban and Civic Creativities”
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Golan Levin “Media Art Histories, Education, and
Futures: An Individual Perspective”
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Ranging from students to homemakers and company
employees, the participants gave presentations introducing
their activities. This was followed by a workshop involving
the open-source software NodeBox 3. and PoseOSC, which
analyzes and digitizes poses in front of a camera in real time.
The participants recorded the movements in pairs on laptops,
and then developed games and drawing systems through
data analysis. Golan Levin's keynote lecture discussed the
history of computer art that has continued to evolve with
technology, and examples of art made with Al, the topic that
everyone s talking about right now.
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“New Clock Systems”

Lecturers: Aramaki Haruka, Oshima Ryo + Kimura Yusaku
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“New Tools for Children’s Games”

Lecturers: Hori Hiroyuki, Aida Daiya, MATHRAX
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Ten instructors and facilitators came together to kickstart
the participants’ group work. The participants were divided
into groups of four or five and given one of three themes to
work on: Digital Signage as a Public Space, Gakki (musical
instruments) as tools for children, and Clocks and Systems.
After brainstorming and testing the devices, the groups tried
making something using various approaches, and then each
group presented its plan to the others. The groups worked
hard on completing projects over two busy days ahead of the
final exhibition.

Starting with Design By Numbers, developed by John Maeda and his team,
programming has expanded through its use in art and music, and the range of
programmers has also diversified exponentially. We are not simply the users
of software provided by corporations but are now able to create, extend, and
incorporate codes and programs as needed. The idea of Future Ideations is not
TITEKEY T 5 &%, about keeping ahead of current trends or prediicting the future, but rather revisiting
the past to create and imagine a future that could have been.

Program Directors: Hagiwara Shunya, Hayashi Yosuke
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Exhibition preparation and setup
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On the final day, the groups rushed to complete and exhibit
their projects. Each team also produced presentation slides
and a documentation video. In the afternoon, the groups
showed their work, gave presentations, and shared positive
feedback and responses with each other.

CALM
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Gentle signage in billboard-heavy Shibuya that calms you
down.

Members: Abe Kazuki, Kawa Asuka, Nagata Kazuki,
Namikawa Kosaku

Digital Billboard as a Landscaping Device

FEYNYA R—JaERMEBE RIT, ZM% Y7
L—L73%

AYN— AHRB. Y3 AR - T - ANLET N
FEAR, £2N7

Digital signage that functions as a landscape device to
reframe the space.

Members: Ishii Asuka, Joyce den Hertog, Ono Shintaro,
Senbaku
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Bumpy Surface
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A device that captures urban texture and flow, and “plays” the
city.

Members: Koroyasu Yusuke, Naruse Santa, Oyama Takafumi,
Suzuki Yuko

Disnome
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Stop time by directly controlling the second hand. Turn
chaosinto sound through human interventionin time.
Members: Endoh Katsuya, Kobayashi Masayuki, Kuwazaki
Maria, Nikujaga, Masumoto Kei, Matsumura Tomoya

Chronos / Kairos
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A multifaceted, skeptical look at the temporality of the body
that controls and restrains us.

Members: Anai Yuki, Kominami Akane, Haneda Misa,
Matsuoka Yuma
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Origin of Tense
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Simultaneous display of two temporalities: ground wet from
the rainand dry ground under shelter.

Members: kumo moku, Shibata Kazuhide, Liu Yumeng,
‘Yamagishi Kanata
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Time Weight
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A N— kumomoku, HH—%F. Ya-I1EI, WL
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Weight measured in imitation of the six-digit display of a
digital clock.

Members: kumo moku, Shibata Kazuhide, Liu Yumeng,
Yamagishi Kanata
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The second Future Ideations Camp focused on blockchain
technologies, the basis of decentralized networks and encryption
technology. Alongside the implications of blockchains for
governance, finance, healthcare, and marketing, they are also
attracting attention in arts and culture as a technology that can
protect and pass on artworks to subsequent generations, and
new ecosystems and modes of artistic expression are emerging
through decentralized autonomous organizations (DAOs) and
non-fungible tokens (NFTs). Offering a hands-on introduction to
blockchain systems as well as examining data management and
distribution, governance, and trust, the camp curriculum aimed to
conceive fresh proposals and models for future societies.
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Future Ideations Camp Vol. 2
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setup(): Making New Rules with
Blockchains

Lecturers / Facilitators
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Erick Calderon (Founder and CEO, Art Blocks), Aida Daiya (museum educator),
eziraros (artist),Hsieh Jo-Lin (Contributor, Volume DAO/ Co-Founder, Sandwishes
Studio), Lo Shih-Tung (Volume DAO member, artist, curator), Suganuma Kiyoshi
(Social Co-Creation Director, Yamaguchi Center for Arts and Media), Takase
Toshiaki (Founder and CEO, TART KK), Tanaka Kaoru (generative artist),
Nagashima Toshiyuki (design engineer, technical director / CEO, METAPHOR),
Oxhaiku (artist), Fujihata Masaki (new media artist), Matsuhashi Tomomi (Mercari
Inc. / Arts and Law), Mizuno Tasuku (lawyer, attorney), Zhang You-Sheng (Co-
Founder, Volume DAO), wildmouse (blockchain engineer)

Program Director
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Takawo Shunsuke (artist / President, Japan Generative Art Foundation)

Photo: Muramatsu Masahiro
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The camp featured twenty-three selected participants and sixteen instructors. The five-day curriculum was designed to increase
understanding of blockchain technologies, with participants learning different themes over three days — money (currency), NFTs, DAOs
— that then culminated in two days of group projects. The lectures rethought how money and NFTs work, while the hands-on session
attempted to turn NFTs into original currencies and artworks. In regard to DAOs, which are new forms of organization that arise from the
intersection of open-source movements and smart contracts, the camp was an important opportunity for participants to come into contact
with new communities developing in Taiwan.

Bringing together people to explore the theme of technology and consider its potential, the camp reflected new approaches to society
and how we can use technology to achieve those. The participants themselves formed a community growing into an immense cultural
sphere, and which is ultimately part of the culture that blockchain technologies are trying to build.
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Erick Calderon “Individual Expression through On-
Chain Generative Art”
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The first keynote lecture was by Erick “Snowfro” Calderon,
the founder of NFT platform Art Blocks, which launched the
global generative art boom. The development of technology
has individualized design, which was previously mass-
produced and anonymous. Generative art allows us to
create an infinite number of variations from algorithms. The
appearance of blockchain has enabled such variation to have
market value. Calderon emphasized the future role of artists in
the search for such possibilities arising from encounters with
blockchain.

DAY 1
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Participant self-introductions
TERoffiif, HE: SKEXH
“Value of Currency” Lecturer: Aida Daiya
TE®EDC B B BHEEH
“Making (Crypto) Currencies”

Instructor: Takase Toshiaki

BRIBIEN "I & HSOEEL
Fujihata Masaki “Art and Cultivation”
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The first day kicked off with self-introductions by the
participants. In order to increase understanding of blockchain
technologies as the basis for digital currencies, the lecture
introduced the history of money, the idea of exchange
value, and case studies of art and workshops. In the hands-
on session, participants undertook a thought experiment
dismantling money right down to its functionality and then
applying its defined requirements for implementation.
Participants also wrote basic codes and deployed an original
currency on a blockchain. The keynote lecture by artist
Fujihata Masaki examined the relationship between value
and price in NFT technology. Today, when technology for
reproduction makes it possible for digital data to become
public property, art is redefining our understanding of public.

DAY 2

"7 — BN NFT, #E0 : BPE

“Art Practice and NFTs” Lecturer: Tanaka Kaoru

TGenerative in Smart Contracts,

S56M : Oxhaiku

“Generative Artin Smart Contracts”

Lecturer: Oxhaiku

faLsyav e LTINFT 22K %,
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“NFTs as aCollection” Instructor: Tanaka Kaoru
[HO]" 22— FraAY F5 2 F%E>TNFT 22 3,
56 : wildmouse

“NFTs Using Smart Contracts” Instructor: wildmouse

[KL3 Jeziraros, F+ ¥+ 37 x> "Volume DAO O
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eziraros, Zhang You-Sheng “Art and Beyond: The
Dynamics of Volume DAO”
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The lectures and hands-on sessions all focused on NFTs
and featured internationally active artists, who demonstrated
how using NFTs and presenting work with blockchains has
opened up their practice globally. In the hands-on session,
participants used a Ethereum testnet to make a collection
on OpenSea, and directly minted art. Participants also
copied code by wildmouse, an engineer whose work has
undergirded a lot of NFT art, and learned ways to reference
and implement NFT image data and metadata from smart
contracts. In the keynote lecture, members of Volume DAO,
a group of collectors in Taiwan using the blockchain Tezos,
talked about the third day's theme of DAOs.
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DAY 3

"Basic Elements for Practicing DAOs
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“Basic Elements of DAO Practices” Instructors:
eziranos, Hsieh Jo-lin, Zhang You-Sheng, Lo Shih-Tung
A s

World café
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Group work & brainstorming
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The third day focused learning about DAOs, its processes,
andmethods. Theinstructors were fourmembersof Volume
DAO, who drew upon their Taiwan-based DAO practice to
discuss the importance of communities that decide things
democratically instead of top-down, and the necessity
of collaborations that produce new forms of creativity. In
the hands-on session, participants experienced making
the multisig wallets used to store money in DAOs, and
used tools for voting on proposals. Participants learned
concretely about DAO processes that enable new works
of working, and what this actually entails. The world café
featured a discussion among the participants about their
interests and concerns. This led the participants to divide
into five groups to begin working on their final projects.

DAY 4

IN=T7—=2
Group work
PERR

Group presentations

KEFH "Web3 BT ZEDTH A
Mizuno Tasuku “Legal Design and Web3”
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Among many other tools, the smart contract stands out due to its inherent
autonomy and transparency, but is also useful as a medium allowing individuals
and communities to save and implement their aspirations and objectives in code.
The discussions that filed the five-day camp shed new light on the social issues we
experience today, allowing a more comprehensive and thorough understanding

of the problems and means to tackle them. The curriculum consciously created

Tokyo.
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Participants formed five groups to work on themes (art,
society and lifestyle, work, communication and community,
market) exploring newly conceived proposals, based on
what they had learned over the previous three days. The
instructors not only served as mentors giving advice to
each group, but also went through the process of making
the projects with the participants and held discussions
with them along the way. In the afternoon, the groups
gave interim reports and received feedback. The keynote
lecture was given by lawyer Mizuno Tasuku, who discussed
blockchains asanew means of personal autonomy through
technical architecture that can replace existing forms of
contracts.

DAY 5
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Group work
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Final presentations
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The groups worked hard on their projects, from writing
the concept to preparing an exhibition plan, making the
work, and coding it. The final presentations were held as
participants viewed the exhibits, allowing participants
to give feedback at the same time. This resulted in a
constructive discussion befitting the camp's focus on
blockchain, whichis constantly evolving.

BRRER
Results Exhibition

anemergent and sustainable platform for participants and instructors to become
nodes in generating a new movement in the field of blockchain technology in

Program Director: Takawo Shunsuke

2023.08.31-09.03
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The exhibitionintroduced the camp and the five prototypes made by the participants.
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Circular DAO

RIEE CBEENKICHR L., BONAFTREZRIET
Y=y bDTFHA

XyN—HHEEA. BTG, EREMHE. FHER
Designing a market in which creators and viewers grow
together and uncover hiddentalent.

Members: Umeda Masato, Tanaka Takumi, Toma Tomoaki,
Mori Tatsuya

IkariNFT

REFBORRICLER "RY, 20300 ICHET
%5% 2 Y HT. HEBAIDOHS

XY= BT RARBZ. BREEAR. FILE
—BA. EEEE

A social sculpture creating a place for loosely practicing the
anger (ikari) necessary to achieve democracy.

Members: Wu Yiping, Okubo Toshiyuki, Kajino Kentaro, Terae
Keiichiro, Keigo Tsuma

Islands: curation media + NFT marketplace
A-—HY—HEEORETELAD "8, AL, BB
DXEBLT Iy b 74— 4

XYN— AR HAHE. BEEAR PEMC
A platform on which users build individual ‘“islands”
according to their own sensibilities, and nurture unique
culture.

Members: Kumagai Akira, Suzuki Yushin, Takahashi Ryuta,
HabuKazuhito

2B IZTu

Stew Unity

Ty FlhENIc B EBEEE T LY F—>
NFT & LTRR

AYN— ' SHEBERMBB, NKAEF. sawako.
TAMAFREEDOM. teshnakamura

Glitchy banknotes and graffitias fully on-chain NF Ts.
Members: Aida Torajiro, Ogi Kumiko, sawako,
TAMAFREEDOM, teshnakamura

conVerse

AI2=7—>avOREETYA Y TELIHHED
Fry bZRAT LA

A v N— tava, RAZEA. Samuel YAN. FEEF #h 8.
HEXRE. Ril#EF

A decentralized chat system for designing communication
methods.

Members: ava, Sakamura Kusuke, Samuel YAN, Shono
Yusuke, Tajima Takumi, Réyka Yuiko
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CCBT x Yebisu International Festival for Art &

Alternative Visions 2024

Poemsin Code
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Poemsin Code: Generative Art Today and
Programming-Generated Moving Image
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The results of the first two Future Ideations Camps were further developed
with participants and then presented at Yebisu International Festival for Art &
Alternative Visions 2024 as an outdoor screening of generative art. A roughly four-
meter screen was installed in the central plaza of Yebisu Garden Place, showing
work by twenty-seven artists, including all Future Ideations Camp participants
and invited artists from Japan and beyond.

Program Directors
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Seo Hyo-jung (artist)

Seo Hyo-jung creates installation and performance
pieces that aim to provide new perspectives on daily
life by blending media technology with common
objects that we encounter in our surroundings. Her
interest in media literacy education drives her to
explore the various possibilities of coding through
creative computation classes and continues to work
on various projects in this field. Recently, she has
been dedicating her main focus on generative art,
an art form that uses coded algorithms to generate
images. This approach allows her to develop unique
and dynamic visual forms that can evoke different
emotions and reactions from the audience.
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Takawo Shunsuke (artist / President,
Japan Generative Art Foundation)

Takawo Shunsuke was born in Kumamoto in 1981.
He has advocated daily coding as a daily habit of
writing programs like a diary since 2019. In 2021, he
willpresenthisNF T artproject Generativemasks. He
established the Japan Genertative Art Foundation
from his artist's earnings. In parallel with presenting
his works, he is currently engaged in activities to
promote and educate the public about generative
art, which is the art of algorithms and computation.
He is an associate professor at Konan Women's
University's Department of Creative Media Studies.

Photo: Maruo Ryuichi
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Presenting video media as a public space through personal
coding practices. New approaches linking art and the city,
born from the Future Ideations Camps.
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The screenings program, Poems in Code: Generative Art Today and
Programming-Generated Moving Image, showcased generative
art created by computer software algorithms as examples of trends
in art and alternative visions, as encapsulated in the festival name.
Generative art has gained attention as a way of utilizing NFTs, which
was something explored at the second Future Ideations Camp.
This program, however, treated programming and coding as a form
of contemporary moving image language through such means of
expression. And by presenting creative expression made by individuals
through programming on a large screen in a public space, Poems in
Code endeavored to demonstrate how digital signage in the city can
function as anindividual and community forum for video media.

This effort embodied the computational art and design theme of
the first Future Ideations Camp and its attempt to think about digital
sighage as a commons. Showing the affinity between public signage
and generative art, which is characterized by its use of repetition and
algorithm-generated symbols, the program attracted attention in
Japan and internationally, and demonstrated the potential scope of
these practices. Through this partnership with Yebisu International
Festival for Art & Alternative Visions, the ideas born from the CCBT
camps developed into ways of linking art and the city, and the city with
the civic.

M {ER Exhibited works
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Top: Seo Hyo-jung, Borrowed Landscapes
Bottom: Takawo Shunsuke, Geometric Rhapsody
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FLOY— - FYRL M4,

$a>a7 - T4 712 MAfteryouFlorals,
IR%ET TREMEL

eziraros "Walkin Progress: behind the scenes,
Fingacode "Living In The Most Uncertain Situation
v o - 1)—)N—< > "Daily Sketches,

mole”3 Tlife-forms of colors,

714> — - )= "There'sNoDistance,
7%« > TOSeaSunbirds,

Yazid "Homage to Broodthaers,
RERRB* v 7EINE - BE

PRI RO TER A D BRI

Oxhaiku "view from high-rise, (masterpiece, ultra
detailed, best quality)

RILFEE "TREIHD,

INKRAEF TH LY T EKE,

NHREE TEOREELST,

$AME "XENIT L ‘Coded Language” Saul
Williams,

t>/\Z "Dailyladders,

HEXE "BftEE#HAM

teshnakamura "(B® %) FfZEETWS,
YaAZ-F¥ - ANLLZ BluetoGreen,
SRIIRAE "codecplay,

_hyp "tear blob tracking v0.0;

HanedaMisa "l canfeel youbecause |lamhere.
mossan99 "Opt-ill-VO1s

Samuel YAN "RREZRE v2024,

Exhibited works (from top left to right)

Invited Artists

Alexis André, 14

Joshua Davis, After you Florals

Saeko Ehara, Flowers In Season

eziraros, Walk in Progress: behind the scenes
Fingacode, Living In The Most Uncertain Situation
Zach Lieberman, Daily Sketches

mole cubed, life-forms of colors

Casey Reas, There's No Distance

Alida Sun, O Sea Sunbirds

Yazid, Homage to Broodthaers

CCBT Future Ideations Camp Participants
Abe Kazuki, Pulse of Sphere

Oxhaiku, view from high-rise, (masterpiece, ultra detailed,
best quality)

Qyama Takafumi, Become a scenery

k-ogi, Orange and light blue

Kobayashi Masayuki, Retracing Azure Memories
SuzukiYushin, Vectors of Sentences “Coded Language”
Saul Williams

Senbaku, Daily ladders

Tajima Takumi, For whom do all the flowers blossom in the
spring?

teshnakamura, Just alive (with no particular aim)
Joyce denHertog, Blue to Green

Namikawa Kosaku, codec play

_hyp, tear blob tracking v0.0

HanedaMisa, / can feel you because lam here.
mossan99, Opt-ill-VO1

Samuel YAN, Noise Planet v2024
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Special Workshop: Weaving Code Poems
Together!! (for Future Ideations Camp
participants)

Ahead ofthe screenings, acreative workshop was held
for participants in the Future Ideations Camps. In
addition to teaching participants generative art
techniques, it shared the creative approaches and
mindsets needed in advance of presenting their work
at Yebisu International Festival for Art & Alternative
Visions and screening their work in public space.

- For beginners: Making an animation with NodeBox

- Forintermediates: Coding movement with p5.js
-Free creativity

Outline

HHEFBRRE 2024 F 7Y ER

"PoemsinCode —x %5717 - 7—hDRIE

/7RSI T TERENIME,
2024 £2H2H~2H18H
245 BUEH-TYTLAR wV5—[L5

Yebisu International Festival for Art & Alternative
Visions 2024 Off-site Project

Poemsin Code: Generative Art Today and
Programming-Generated Moving Image
February 2-18,2024

Venue: Yebisu Garden Place Central Plaza
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"Poemsin Code
2024 £ 2 H3H
HiE 24 - eavar, BEEN
EFL—%—: EMH3& (CCBT)

Special Workshop for Future Proposal Camp
Participants: Weaving Code Poems Together!!
January 7,2024

Instructors: Seo Hyo-jung, Takawo Shunsuke
Yebisu International Festival for Art & Alternative
Visions 2024 Special Talk Session: Poemsin
Code: Generative Art Today

February 3,2024

Speakers: Seo Hyo-jung, Takawo Shunsuke
Moderator: Hirota Fumi (CCBT)
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Seo Hyo-jung is an artist and educator whose work pursues the polyvalent possibilities of coding through
creative computer classes at universities in South Korea and producing daily generative art. Based in
Korea, she is actively involved with media art in Japan, having deepened her connections to the scene via
participating in workshops and exhibitions. She took part in the first CCBT camp as one of the instructors,
exploring issues related to public video screens in Shibuya. She here discusses her workshop process as
well as the possibilities for creativity since the democratization ushered in by the spread of digital tools and
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Interview with
Seo Hyo-jung
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The Potential of Creating Together,
Pioneered by Public Screens
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A Relationship with Japan Leading to Aspirations
tobe a Media Artist

My aspirations to be a media artist came from my
encounter withthe scenein Japan.InKorea, |happened
to see a Japanese TV show called Digital Stadium
(NHK, 2000-9) and got interested in media art. After
that, | would visit Japan in the summer holidays, seeing
exhibitions and taking part in workshops, which
became animportant routine for me and an experience
that ultimately led to who | am today. The pandemic
made it difficult for me to visit Japan, but | got inspiration
during that time from social media, where | could see
Japanese media artists doing their work while thinking
carefully about the meaning of new technologies and
theirimpact onsociety.

| later felt something very significant in the launch
of CCBT; how it was bringing together artists in a camp
format, and creating a place for people to steadily make
art together through shared experiences.

Generally speaking, art can sometimes seem
academic or elitist,and while that enhances the value of

social media.
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art, it also makes it rather inaccessible for most people.
In that sense, Yamaguchi Center for Arts and Media
(YCAM) would appear to adopt an ideal approach as
amedia art hub. YCAM is accessible even for novices
and offers opportunities to deepen an understanding
of media art through taking part in workshops. I initially
knew nothing about the kind of activities CCBT would
pursue, but | had hopes that it would develop the kind
of initiatives that YCAM has cultivated in the energetic
setting of Tokyo.

In addition to expanding access to art, what is
important about CCBT is that it is training people—that
is, human resources. In Korea, there are strong efforts
to promote media and digital art at the national level
and the country is pouring a lot of money into this field.
As such, artists and curators are doing lots of exciting
things, and enjoying increasing chances to receive
global recognition. But whenever the state is involved
in supporting projects, there are staff reshuffles every
few years, making it hard to build up know-how. Building
and utilizing a knowledge base is essential if we want to
achieve development in the long term. For the field to
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develop robustly, the ecosystem related to economics
and value—having collectors and recognition of the
works—also have to grow at the same time. More
research is needed, for example, about the basis for
valuation and distribution systems that differ from the
conventional ones found in the art market for paintings
and photography.

Engaging with Concepts Specific to Shibuya

When | received the offer from CCBT to take part in
Future Ideations Camp Vol. 1: Import *, my firstidea was
about making physical movements visible through
technology. That's because | thought | had to come up
with a theme befitting the involvement in the curriculum
of leading figures like Golan Levin and John Maeda.
Though | was overjoyed to be joining them as one of
the instructors for the camp, | also felt pressure to up
my game. The previous year, | had exhibited working
using public screens at Incheon Airport and in central
Amsterdam and Singapore, and so when | came to
ponder what kind of project | could do in Shibuya, |
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ultimately changed my mind and decided to focus on
the use of screens in public space. After all, the first
image that comes to mind when we think of Shibuya
is all those video screens surrounding Scramble
Crossing. When the lights change at the crossing,
people suddenly start moving fromall directions. Itis the
mosticonic vista of Shibuya. Whentraffic signals turned
red, pedestrians stop, and then move when the lights
turn green. Our daily lives are actually shaped by these
unseenrules.|seetherole of the generative artist not as
making images but rather the rules that create images.
That's why with this workshop program, I tried to create,
here in Shibuya, a point of intersection between the
unconscious rules that exist within the crisscrossing
movement of people and the rules expressed through
coding. Itis highly meaningful to proposinginthe city art
created by code.

In the camp, we started things off with all the
participants talking about their impressions of public
screens and how we might show desires on a screen.
Shibuya is a place where information flows out from
the city to the people, especially through advertising.
Unless we're aware of our desires, we'll get passively
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swallowed up by the deluge of information. At the
workshop, we started not with individual works but an
exchange of views, which was an opportunity to share
our regular attitudes and feelings about public screens.
And thanks to that process, we got some interesting
ideas.

Poemsin Code: The Significance and Role of Artin
Public Space

In Korea, the law mandates the use of part of building
costs for installing sculptures and art. This has led to
the need to rethink the significance and role of art in
public space. Within the nonstop flow of commercial
messages, how should we use some of that time for
public purposes? This debate about the public nature
of video screens deepened during the CCBT camp
and led to Poems in Code: Generative Art Today and
Programming-Generated Moving Image, the program
of screenings at Yebisu International Festival for Art &
Alternative Visions. Originally,the plan was to show work
by aboutten people selected fromaround the world, but
that felt insufficient. Making the screen “everyone’s” first
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Seo Hyo-jung leading the “Body Drawing” workshop at Future Ideations Camp Vol.1

Future Ideations CampVol.1 TD 7' —7"7 — 7 DT
Group work at Future Ideations Camp Vol. 1
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Leading a workshop for the worksin Poemsin Code

required the participation of everyone, so we decided to
make it a place more accessible for regular people, with
a focus on the CCBT camp participants. | oversaw the
coding beginners’ workshop, while Takawo Shunsuke
led the session for those with more experience.

The biggest appeal of seeing a work on a large
screen is that the people there enjoy it together. What
tends to get attention about interactive art is the
relationship between computers and humans. But
for a viewing environment, | think the vital element is
the interaction between members of the audience
watching the same work. At the outdoor screenings
at Yebisu Garden Place, that kind of natural exchange
seemed to emerge more easily than at other locations.
Children danced in front of the screen, for instance.
Something really interesting took place.

CCBT’s Potential as an Inclusive Place

What particularly impressed me at CCBT was the
level of care put into accessibility. English-language
help was provided for non-Japanese participants and
visually impaired participants also got support. | had a

strong sense that this was an open environment where
anyone cantake part. Thisreally seemed to accomplish
CCBT's principle of being a place for anyone.

Our approaches to creativity are undergoing
immense change. Previously, creatives who could use
specialist tools were the ones who made the works,
but anyone today is easily able to make images: we
are witnessing the democratization of creativity.
Alongside this change comes the question of what
makes something made by a regular person different
from something made by a specialist. And now with
the emergence of Al-generated art, we start to doubt
if something was made by person or if it was actually
made by Al. We've arrived at atime whenartisnolonger
something created by just one person, and we are
searching for more diverse approaches.

Collaborating with others is one of the approaches
that artists should take in creative environments
today. Collaboration between specialists is, of
course, important, yet in addition to that, we now
need approaches that treat the general public not as
audiences or viewers but as fellow creatives able to play
an active partin making something. CCBT offers awide
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range of layers: artists can create specialist work with
support from the team, but canalso integrate input from
members of the public through the Meetup events, and
uncover new concepts and meaning. At a time when Al
and platforms are developing, CCBT's appeal lies in its
ability to test out, in various ways, the possibilities not
of artists creating alone but of creating with others. As
a place for collaborative creativity in a new age, CCBT
hasincredibly impressive, latent potential.

Interview: October 2024
Interviewer: Shono Yusuke
Profile  p.100
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The third Future Ideations Camp explored inclusive design, which
incorporates the perspectives of people frequently excluded from
design processes, such as those with disabilities and senior users.
Itis amindset and approach employed in developing products and
services that anyone can use, and has widespread implications
for product and service design, business, education, and more.
The curriculum focused on dialogue and communication with
others in terms of inclusive design, and provided opportunities to
interact with users of welfare facilities. Learning practically about
coming up with concepts and ways to create diverse spaces, the
participants searched for new tools and ideas for making inclusive
opportunities.
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Future Ideations Camp Vol. 3
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Co-creating Opportunities for
Inclusive Encounters Workshop
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Art projects and workshops aspiring to boost diversity and social inclusion integrate inclusive design approaches, and feature disabled people
and other lead users right from the planning stages, working collaboratively to uncover diverse perspectives on issues. Of particular importance
is dialogue and communication between culturally, cognitively, and physically diverse people. In addition to bringing together participants with
different specialties, this camp involved five welfare facilities as design partners. Participants came into contact with welfare facilities, sharing time
and interacting with users, and obtaining insights from various perspectives over the course of fieldwork, along with learning how to question design
and develop concepts and ideas. Participants made prototypes with digital fabrication technology, creating tools together that create inclusive
opportunities. Across the curriculum, participants and people from welfare facilities exchanged creative input, and encouraged new realizations and
changes in perspective, aiming to make richer ideas and forms of artistic expression.
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Ahead of the start of the camp proper, the directors and
participants held an online session to get to know each other.
After the directors and team introduced themselves, the
camp theme and curriculum was explained. The session also
included anintroduction to the five welfare facilities serving as
design partners and a central element of the camp program.
Through explanations and photographs, participants learned
about each facility's users and the daily activities and work
that goes on there. Hearing about the features of the facilities
and the directors’ recommended points, the participants
then received the information to consider when selecting
their design partner. The second half of the session saw
participants divide into breakout rooms and hold mini mixers.
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The first day of the camp saw the directors give
explanations about inclusive design, and share the
significance of devising inclusive ideas derived from
users’ challenges and possibilities. After the twenty-two
participants gave self-introductions, they conducted field
research at welfare facilities. They separated into groups
and visited their choice of facility. Their research focused on
how to use their five senses to verbalize insights, searching
for what makes them uneasy, and realizing their own bias.
The participants interacted with members of staff and
users, and deepened their understanding through actively
observing and experiencing what happens at each facility.
They then shared their insights within their group, which
then presented the three core findings to everyone else.
Alongside their fieldwork, the participants gained insights
into their ownunconscious biases, and experiencesinmore
diverse forms of communication.
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“Designing out Exclusion: How Good Questions and an
Inclusive Process Enable Innovative Design Solutions”
Lecturer: Julia Cassim

Sign language interpretation (English/Japanese-
Japanese sign language): Iwata Mayumi, Takagi
Machiko
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The second day of the camp started by devising design
questions based on participants’ insights from their field
research. Design questions are a compass for improving
the direction of a project and, as necessary, correcting its
trajectory, and vital for creating the focal point of the ideas a
project is exploring. Participants exchanged opinions with
the staff at the partner facilities and asked questions about
how to do certain things, after which they sketched out their
ideas and presented and shared their progress with everyone.
At the lecture, Julia Cassim used case studies to describe
three forms of exclusion in design that are hard to perceive:
emotional exclusion, cognitive exclusion, and digital exclusion.
She also introduced ways to re-question the design contexts
facing anissue and guide you to a solution through the design
process.

112
DAY 3

Lecturer: Takahashi Kosuke
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“Quick-and-Dirty prototyping”
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In the first half, the instructor Takahashi Kosuke introduced
the process from ideation to output. The lecture began with
the participants trying out LINKAGE, a tactile communication
game inspired by Takahashi's interactions with a deaf
friend. Takahashi shared a “jumping ideation” approach
for producing new ideas out of distant things as well as the
importance of enjoying something together with others. In
Takahashi's newspaper workshop, participants experimented
with processes for devising ways to show and convey
products, and for expanding perspectives by delving into
deep, individual case studies. During the second half of the
day, participants selected a design question from the three
they came up with in each group the previous day, and then
engaged in quick-and-dirty prototyping. The participants
worked hands-on by trial and error, using what was in the
venue and learning the process of turning their ideas into
something concrete.
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Case studies of digital fabrication in the welfare sector
Lecturer: Ito Shin’ichiro
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Lecturer: Iwasawa Brothers
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Group projects, planning with mentors, prototyping
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Participants enjoyed an introduction to the equipment in
the CCBT Tech Lab and case studies of digital fabrication in
the welfare sector, giving them conceptual suggestions as
they prepared to enter the production phase of the camp.
This was followed by a lecture by the Iwasawa Brothers
about their practice, introducing examples of designing
spaces through combinations of familiar objects and the
discovery of affordances in the everyday landscape that are
not constrained by existing uses. The instructors showed
participants a new kind of approach in which communication
emerges from sharing incomplete projects, and through not
setting a clearcut goal or temporarily presenting something
that is still a work in progress. The directors, instructors, and
CCBT technical team joined the groups to provide mentoring
for both the conceptual and production aspects of the
proposed projects. The groups planned their projects with
help from the mentors, and then began preparations for their
final presentations and the prototypes.
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Co-creating prototypes in groups
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The groups worked on making their prototypes for the
final presentations. Each group tried different approaches,
such as going to a welfare facility to get new ideas at the
recommendation of a mentor, or trying out their idea at a
welfare facility and then making modifications. New people
joining a group introduced fresh viewpoints and broadened
the perspectives, but other participants struggled with
how to communicate with other members of their group,
and adjustments had to be made to ensure the goals
were achieved. To prepare for the final presentations, the
participants were urged by the directors to emphasize the
story behind their concept, rather than the level of perfection
of their prototype, and the importance of presenting their
project in such a way that it is understood by people coming
into contact withit for the first time.

BRIES  Final presentations
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Presenters: all participants

Coordinators:instructors, program directors, design partners
Sign language interpretation (Japanese-Japanese signlanguage): Ishikawa Alice, Shinozuka Masayuki
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The final day of the camp comprised the final presentations, held in a hybrid format in person at CCBT and with online
streaming. Each group reflected on the encounters they had, particularly what they came to realize, and presented
ideas that create new connections with places, incidents, and people who have never interacted with the facilities
before, andideas that aimed to promote new discoveries, perspectives, and exchange within the facilities.
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Stories of making things shine light on the community and create
connections.

Members: Okubo Toshiyuki, Shibata Narumi, Nakajima Chizuru,
Yoshimura Yuichi

Design Partner: TEN TONE (Kawata Yushi, Shibuta-san, UNO san)

bhicLoih, HABDIZH

My Garden, Everyone’s Garden
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Cultivating a garden that is everyone's and in which a place that feels
like "your” garden coexists harmoniously with other people’s gardens.
Members: Asanuma Hinako, Inokuchi Yohei, Shikichi Kaori

Design Partner: Atelier fucca (Ishizuka Hiroko, Mr. Miwa, Abbie)
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Stride Stories
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Asystem forinterweaving ateam'’s story and individual stories.
Members: ltokawa Emiko, Sakabe Yuma, Sakuma Kokona, Suzuki
Tomoko, Hirayama Riki

Design Partner: Strideclub (Hara Mai, Sawada Kazuhiro, Aizu Shoko,
Hashiguchi Yasuharu)

Yes/No Collection
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A symbols-based communication tool for talking through the body.
Members: Inagaki Yusuke, Kojima Chika, Ono Asuka, Kanda Michi,
Kimura Shoko

Design Partner: Heartpia Harajuku (Sugita Kei)
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Friend Ticket
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A ticket for departing on a journey of interactions in which connections
betweenindividuals, or between facilities and communities, are formed.
Members: Takahashi Chika, Mishima Taiki, Lumico Harmony, Henry
Zhang, Takahashi Ryuta

Design Partner: Welfare Workshop Friend (Furuto Tsutomu)






Showcase
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Media Art Studies 2023: Playing with Your

Directed by Iwai Toshio

BRGDLEA L [FREZERL, ERL.

2K BEHDTLAITFI VK]

A playground for experiencing and discovering how moving image works,
and then making your own!
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CCBT transformed into a playground for experiencing, discovering, and creating the principles and mechanics of moving image
with a series of events overseen by the media artist and picture book author lwai Toshio. Along with going back to the origins of
moving image, Media Art Studies 2023: Playing with Your Eyes explored and showcased the wonder and awe intrinsic to the
medium through major examples of lwai's work. The program also included replicas of nineteenth-century animation devices,and
three restored and recreated works from Iwai's early Time Stratum series. CCBT demonstrated its capacity as a creative hub with
lab and studio facilities to “recirculate” historical works for the future.

FaLovay: EHEIH Director: Iwai Toshio
TasILTaL o ay  BREX, BAEKT Program Directors: Hashimoto Norihisa, Myokam Hiroko Photo: Sato Motoi
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Try! Animation Devices and Special Exhibits

The twenty exhibits included nineteenth-century optical and
animation devices such as the thaumatrope, phenakistiscope
(phenakistoscope), and praxinoscope, and works by Iwai Toshio
that employ the same principles as these devices. Visitors could try
actually using and experiencing the devices, which were replicas
made under the direction of Hashimoto Norihisa. Evaluating and
utilizing digital data on such devices in the collection of Tokyo
Photographic Art Museum, students majoring in moving image
made the exhibits and undertook repairs during the exhibition.
Instead of content, which is what we tend to notice about videos,
the exhibits focused on allowing visitors to handle optical devices
and experience what it is like to use them. In this way, the exhibits
aimed to aid understanding of the mechanics and principles of
moving image—a picture that shouldn't move yet appears to do
so—and facilitate encounters with rich emotions through the body.
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Discover! Replaying the Time Stratum series

The Time Stratum series (1985-90) is an early, major work by Iwai
Toshio that uses a monitor as a strobe light source to animate
pictures and objects. Though Iwai later developed the series into
the well-known Bouncing Totoro exhibit at the Ghibli Museum in
Mitaka, Tokyo, Time Stratum had not been shown publicly for over
twenty-five years due to aging of the equipment. In partnership
with Tokyo Photographic Art Museum, CCBT restored, recreated,
and exhibited three of the works from the series (Time Stratum |,
Time Stratum lll, Time Stratum V). Moreover, in conjunction with the
Toshio lwai Archive & Research project by the artist and Myokam
Hiroko, the process of this “rebirth/replaying” was documented,
and formed the opportunity to assess the challenges and methods
for dealing constructively with the heritage of new media works
that use video, computers, and so on.
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Make! DIY Corner and Workshops

The venue featured a hands-on area where visitors could try
out the principles and mechanics of moving image. It exhibited
the results of the four workshops held during Media Art Studies
2023 as well as other examples and devices made by university
students majoring in moving image, allowing visitors to experience
optical and animation devices in an accessible and direct way.
There was also the Flower-Shaped Phenakistiscope, a kit
devised by lwai Toshio for the exhibition. Based on the nineteenth-
century phenakistiscope, the kit comprised worksheets and the
Phenakistiscope Test Machine, and was designed to be easy for
anyone to use. After drawing on the worksheet and adding stickers,
visitors used wire to make a phenakistiscope and then see how it
looked when turning it on the machine. It proved popular with many
childrenand parents.
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Events

Starting with an opening talk featuring Furukawa Taku, an
animation artist who made the phenakistiscope better known, ten
tie-in events were held. The results of the workshops for learning
how moving image works through trying animation and optical
devices were also exhibited in the venue. A talk about restoring
and preserving time-based media works was held online, and
the archived stream remains available so that the discussion can
continue to help develop knowledge about protecting our art
heritage.
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Top: The “Let's Make a Red and Blue Animation” workshop for elementary
school students

Bottom: A work made at the “Make an Animation by Turning” workshop
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Presenting the results of the three-day “Primitive Media Lab in CCBT"
intensive workshop

TEnBEALEIFA) BROKT
Using the Flower-Shaped Phenakistiscope kit
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Iwai Toshio (media artist, children’s book author)
Born in 1962 in Aichi, Iwai Toshio started making
experimental animations during college, and in 1985
became the youngest recipient of the Contemporary Art
Exhibition of Japan Awards for Time Stratum Il, which was
inspired by nineteenth-century animation devices like the
phenakistiscope and zoetrope. He subsequently became
a pioneering new media artist whose wide-ranging output
includes the TV show Ugo Ugo Lhuga, the Bouncing
Totoro exhibit at the Ghibli Museum in Mitaka, the Nintendo
DS game Electroplankton, and the Tenori-on electronic
musical instrument made for Yamaha. lwai won the Golden
Nica at Prix Ars Electronica for his 1996 performance
with Sakamoto Ryuichi. He made his debut as a children's
book author in 2006. His bestselling series The House with
100 Stories has sold 4 million. In 2022, a comprehensive
overview of his career, Which One's Which? Iwai Toshio: A
Retrospective A House of 100 Stories and Media Art, was
held at the Museum of Modern Art, Ibaraki.
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Hashimoto Norihisa (primitive media artist)
Hashimoto Norihisa creates minimal yet powerful work
from perspectives rooted in various devices related to
the history and development of moving image. He has
run numerous video media workshops and his major
work includes Panorama Ball (1995) and Super High-
Resolution Human-Size Photographs life-size (2003).
Hashimoto's work has appeared at such festivals and
exhibitions as Echigo-Tsumari Art Triennale 2006,
Hashimoto Norihisa's World: Magnifying (Insect) Glasses
and Globes (Gallery A4, 2011), Matsudo Art Picnic
(2017), and Echigo-Tsumari Art Triennale 2022. He is
a part-time instructor at the Musashino Art University
Department of Imaging Arts and Sciences.
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Myokam Hiroko (curator, archivist, researcher)
Bornin 1976 in Ishikawa, Myokam Hiroko graduated
from the University of Tsukuba School of Art and
Design and Institute of Advanced Media Arts and
Sciences, and did graduate studiesin mediaart history
at University for Continuing Education Krems. After
astint as a curator at the NTT InterCommunication
Center, she began working on various projects and
research related to documenting and preserving
mediaart. From 2013, she was involved in digitizingand
building a database of video art for the Inter Media Art
Institute in DUsseldorf, Germany. From 2018, Myokam
co-founded (with Kimura Noriyuki) Eizo Workshop,
which strives to uncover dormant cultural and artistic
resources, and link them up with future creativity.
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Engaging with the Difficulties of Preserving and
Recreating Media Art

| first held the rumor about this slightly unusual place called
CCBT that was about to open during my solo exhibition,
Which One’s Which? Iwai Toshio: A Retrospective A House
of 100 Stories and Media Art, at the Museum of Modern Art,
lbarakiinaround summer 2022. 1 was very intrigued because
| heard it would be a place that supported production and
restoration in ways different fromart museums.

At the solo exhibition in Ibaraki, | was showing media art
for the first time in a while, restoring my old works by myself
and experiencing just how difficult it is to re-exhibit media
art. A lot of media art quickly embraces the cutting-edge
technology of the day. As time goes by and the technology
trends change, it becomes harder to obtain the equipment
that the works originally used, making it hard to re-exhibit
them. I have myself encountered this problem several times.
One approachtothisis to update the equipment and remake
the work, but | find it a real struggle to learn how to use new
technology by myself and remake a work, and it is also
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Iwai Toshio is known as a media art pioneer in Japan and as the author of the bestselling picture book series The
House with 100 Stories. For the first iteration of Showcase, one of the CCBT core programs, Iwai's Time Stratum was
restored with help from the CCBT, and exhibited for the first time in around twenty-five years as part of Media Art
Studies 2023: Playing with Your Eyes. The program included exhibits of twenty types of nineteenth-century optical
and animation devices, and offered opportunities for visitors to explore the appeal of moving image physically and
experientially. In this interview, lwai discusses the importance of creative environments to media artists, and the

recent process of restoring the Time Stratum series.
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possible that the artistic nature of the work itself changes
if made with different equipment. That being said, if we do
nothing, then we lose media art works forever.

Over the past few years, I've been asked to speak at
symposiums about this issue, and I've been pondering
how | can preserve my past media art works for the future. |
happened to meet the researcher Myokam Hiroko and we
got talking, over the course of which we decided to launch
the Toshio Iwai Archive & Research project, archiving,
restoring, and reproducing my past work and materials. The
reproduction of Piano - As Image Media that | showed at
the Museum of Modern Art, Ibaraki was part of this project,
and the tasks involved with exhibiting it were filmed and
documented, and a talk | did with Myokam detailing the
restoration was published online. By leaving behind these
materials and information, future researchers, curators,
and younger artists will take an interest, leading to the new
circulation and assessment of media art.

Neatly synchronizing with these efforts, CCBT
approached me around the end of 2022 with an offer to
work together. | went right away to take a look at the site,
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but CCBT had just opened, its Tech Lab was not yet ready,
and there was almost no equipment for making work. At the
meeting, CCBT proposed that | do an exhibition in which |
revive the Time Stratum series. Time Stratum is a series of
installations | created from 1985, when | was a student, to
1990, and what you might call the major works of my early
period. It was last exhibited in Japan in 1998, since when
the works have been in storage. The series was made
with CRT monitors and projectors, video players, and the
MSX computer that was then very mainstream, but these
items of equipment are no longer produced, nor do their
manufacturers offer technical support. It was very uncertain
if we would be able to restore the works. First, the CCBT
team came to my warehouse at my family home in Aichi,
and the works were inspected and sent to Tokyo. The
team found a specialist who can repair MSX computers,
and searched for and bought a used CRT projector. In this
way, we gradually made progress with the restoration.
As aresult, three works from the series came brilliantly back
to life and were exhibited as part of the Media Art Studies
2023: Playing with Your Eyes program that summer. The aim
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wasn't simply to revive the series but to document things as
much as possible, from the process of how we restored the
works to the procedure of assembling them, how we packed
themup, and the source code for the computers. Thismeans
it is now possible for the works to be exhibited and restored
even without my involvement. And in fact, at lwai Toshio x
Tokyo Photographic Art Museum presents: The Light and
Movement House with 100 Stories—Connecting Visual
Devices in the 19th Century and Media Art, an exhibition held
in 2024 at the titular museum, | had a completely hands-off
role and the CCBT team was able to take care of preparing
the exhibits.

Intersection of Picture Books and Media Art

To be honest, | haven't been active in media art these
past years. In 2008, | published a picture book called The
House with 100 Stories that was an unexpected hit, and |
subsequently becamebetterknownasapicture book author
than a media artist. There was even a time when | thought
my past media art needn't see light of day ever again. But
looking back now, | realize that the nature of print media that |
learned from picture books and my interactions with children
were really important for steering my practice in its current
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direction. Compared to the fragility of digital media, printand
other forms of analog media is really durable and has many
advantages, like being immediately accessible to anyone.
Even though it's handled by children and suffers some wear
and tear, a picture book can be read without problems and
easily repaired. It's precisely because | spent time working
with the digital that | could realize the benefits of the analog.
What | wanted to achieve with the Time Stratum series in
the early part of my career was the evolution of nineteenth-
century analog animation and moving image devices
through high-tech and digital means. Computers were still
pretty basic back then, though they later advanced by leaps
and bounds, and my media art also changed accordingly,
but | came to feel uneasy about making work that was so
reliant on the digital. It was around this time that | started a
family and my interests shifted increasingly to analog toys
and picture books. Children today are increasingly addicted
to their phones or tablets, so probably more people now
would appreciate the value of work that bridges the analog
and digital like | was previously aspiring to make. At Playing
with Your Eyes and the Tokyo Photographic Art Museum
exhibition, | wanted lots of people to understand the mystery
and appeal of nineteenth-century animation devices, and
for myself to make new discoveries by learning again about
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Top: Iwai Toshio, Time Stratum Il
Bottom: lwai Toshio, Time Stratum |V

Photo: Sato Motoi



P2 T NBARZVDD LB VWERLTWET,
TR &S PERRMEEEMETORESR D, 1918
ROT7FOVBRREEBOEBICARERIZHUD T
T SADANIZHI > THRLWER L, EESL X
FTATT7— b DRRATHIZTNODEBEFZUVET Z
ET, HTBhERBELEZVWAEB-TWET,

CCBTHH =Y, AT 477 — FDEEREHRE

CCBTIE. TI7ZALRYy IHERLTVWBI LN
KEREATT, TNEFTHEADIZEA L DEMEEIC
. AT« 77— MEHLND LS %H L WERTICHE
WLIERY Yy 7IEBET, 7—T 1 A NEEDEMD
SENHITRTERFLEAAL, BAOTHEAIT, BRH
ICEEAEENIE, BOoBEICRITD2IFZLE2HY £
HFATLI, TH. CCBTAGHHEERREN ST/ =H
WREy 7R L., —BICREEEL LN SEBR
LTHH52¢T. BESOBEAFRLLEDOLTESIC
FETELIENRTEET,

F7. CCBTIZIINEWEA LT Y 7 FRE WD HIE
BEFAHHIELBATT, L—H—INIHEP3IDT
VY7 —FT, beob LEEBRESZDHTDL(
TLESZEBHTEET, ElE. RERBKEIFZEARAOT
BT, 7274 v I7RB&EEL S, RIPEIEM
THEAPTCIALTERIMEZLTWE L, £25

these devices that are the origin of media art.

Exhibiting and Passing On Media Art with CCBT

CCBT's big asset is its resident technicians. Most art
museums in Japan do not have employees well versed in
the new technologies usedin mediaart, so the artists have to
bring in all the equipment, assemble it themselves, and rush
to repair it if something happens during the exhibition. But in
the case of CCBT, you can consult with the technical team
from the production stage and set up the venue together so
they understand everything, meaning you can then leave
everything to them during the exhibition.

Another of CCBT's strengths is that it has a small Tech
Lab for creating work. With the laser processing machine,
3D printer, and other equipment, you can make small parts
right there on-site. During my student days, | used to make
things myself in the campus workshop, from graphics to
videos, woodwork, and metalwork. But after | graduated, |
no longer had access to that kind of environment, meaning
| had to ask younger students or find a company to handle
parts of the production. In terms of moving image or
computer programming, | can do most things at home, but
processing equipment is necessary if you want to make
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something sculptural. That's why | had to go overseas for a
time to seek out better creative environments. In the 1990s, |
undertook residencies as a visiting artist at Exploratorium in
San Francisco (p. 149) and ZKM in Karlsruhe, Germany, and
the facilities there were far superior to those in Japan, and
having an in-house technical team was really convenient
and stimulating. At Exploratorium, for instance, the exhibition
space and workshop were separated by just a low fence,
meaning visitors could watch artists at work and talk with the
museum team. This also makes it possible to provisionally
exhibit the things you create, see how visitors respond, and
then change it. With its glass wall, the CCBT Tech Lab has
a somewhat similar atmosphere. | did a roughly three-week
residency at CCBT for the Tokyo Photographic Art Museum
exhibition, and the work | was doing in the Tech Lab was
visible, so | could have quite funinteractions with people who
cameto CCBT for meetings or to take alook at the site. 'm so
happy that such aplace, thoughmodestinsize, could appear
inJapan.

Creating and Improving Results in a Place for Learning
and Taking Happiness Home

I don'tknow how CCBT willdevelopin the future, but I hope it
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becomes a place where people think something interesting
isalways happening. A place where there are always exhibits
that stimulate people in universal ways, like the Playing
with Your Eyes program that | directed, and where you can
experience cutting-edge art. Like its name suggests, | hope
itbecomes a base for civic creativity; not just for showing but
where anyone cantake partinresearch and creativity, where
grown-ups and children alike have an enjoyable time and go
home happy. | want it to develop even more into a place that
listens to visitor responses and feedback, that improves and
evolves, and where visitors and staff learn from each other.

Interview: September 2024
Interviewers: Shono Yusuke, Hirota Fumi (CCBT)
Profile p. 119

125

L OvEa— 9 —RTLEEZ Y —BEERELTLIEH
REDEANEE

T BEABRANBEAEBO T — > avT "TVIT4T
AF 47T + ZHRinCCBT, DIRF

Top: Iwai Toshio’s personal warehouse for storing computers and TV
monitors

Bottom: “Primitive Media Lab in CCBT" workshop, led by Hashimoto
Norihisa
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Embodiment++
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A robotic arm performance that
considered future physicality’s expansion through technology
|
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This exhibition showcased devices used in sound-
video-light stage performances by the internationally
active MPLUSPLUS, and a robot performance created
by MPLUSPLUS CEO Minoru Fujimoto. The exhibition
introduced MPLUSPLUSs endeavors in terms of
researching and developing new means of expression, and
embodiment through technology. The exhibits included
eleven original products developed and presented by
MPLUSPLUS in the decade since it was founded in 2013,
and three installations by Fujimoto.

2023.09.16-11.19

Photo: Kabe Sohei
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HB{ER:  Exhibits i

Humanized Clock (2@28)m
Morphing Elegance — Robotic Choreographer (2018, 2023)
Vitality of Light— Light-emitting Existence (2023)
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Minoru Fujimoto, Embodiment++

Throughout MPLUSPLUS's practices in developing
devices and performances lies CEO Minoru
Fujimotos pursuit of “upgrading the human body.”
A researcher of wearable computing and a former
dancer, Fujimoto has recently exhibited works where
he has appropriated the technologies for human
augmentation for use in physical spaces. The “++"
in MPLUSPLUS is the programming command for
increawhe value of a variable by one, meaning
to increment, increase, and enlarge. Embodiment++
exploresthethemeof extendingoraugmentinghuman
physicality. The three installations of five robotic arms
are also a performance without humans. While the
robotic arms surpass the human in both speed and
optical resolution, Fujimoto imposes a form of control
(choreography) that is taken from human movements.
In turn, the speed, motion range, and resolution that
is made possible by technology also form an attempt
by Fujimoto to pursue the undiscovered abilities and
movements of our physical bodies.
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Product Exhibits

MPLUSPLUS is known for its use of LEDs in performances by music
groups like EXILE and AKB48, and for its appearance on Americas
Got Talent. The members of MPLUSPLUS have developed many
products and systems for use as tools for dancers, musicians, and
other performers, fusing art and technology to pioneer a form of
Gesamtkunstwerk or “total artwork.” An ensemble of stage directors,
choreographers, sound creators, and engineers, MPLUSPLUS'’s
collective creativity reveals the human act of creating and
methodologies that are born from the inseparable tie between art
and technology, preceding conventional market notions of art versus
entertainment. The exhibits featured a comprehensive selection,
ranging from an early work consisting of 9,000 LEDs and 450 digital
numerals to the group’s latest, a 6.8 x 2.6 meter fabric display loaded
with 17,280 LEDs. Visitors could touch the exhibits, which, at certain
intervals, transformed into an extraordinary installation in which
104,000 lights, video, and sound all operated in sync.
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Unknown Rhythms —Humanized Clock

EBR{EM Exhibited Works
Quantified Dancer (2017)

LED Pole 4types (2018-20)
LED VISION BAG (2019)

LED VISION BOOK (2020)
LED VISION SUITCASE (2019)
LED VISION BOX (2021)

LED VISION FLAG small (2019)
LEDHAPPI (2023)

LED VISION SLIDE (2019)

LED VISION FLAG (2018)

LED VISION DRONE Cloth (2023)
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Today, many researchers and artists are engaged in the subject of human
augmentation, and | have explored my own unique take on this through
my work. Instead of aiming to make a robot that approaches the human, |
have made a robot that achieves an astounding level of speed by limiting
it to a single function. | made a space that is like a waiting room and the
products in that public space suddenly start to dance. The frst exhibit |
made was Humanized Clock, something | had conceived for some time:
a performing robot clock whose hands move like the limbs, neck, and
other parts of the human bodly.

Minoru Fujimoto (researcher, artist/ CEO, MPLUSPLUS)

AIMI & M++DANCERS IZ &k 2HAIRX KD S Y X7 =023y T
Workshop: Rhythmic Gymnastics X Light Dance with AIMIand M++ Dancers
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Photo: Otsuto Masashi

Events

In addition to talks with media artists and musicians from the same
generation as MPLUSPLUS, the program of events included
workshops featuring technology like wearable computing as well
as dance, both of which are signature features of MPLUSPLUS's
creative output. The events formed an opportunity to develop new
approaches to artistic expression with members of the public in
terms of human augmentation, virtual reality, visualization of body
art, urban design,and more.
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Minoru Fujimoto (researcher, artist/ CEO, MPLUSPLUS)

Born in 1983, Minoru Fujimoto performed as a dancer while undertaking PhD
research into wearable computing at Kobe University. After a stint teaching at
Tokyo University of Technology, he founded MPLUSPLUS in 2013. Harnessing his
ownexperience asadancer, the group puts onstage eventsand develops systems
thatenable new kinds of live performance. He was responsible for choreographing
the lighting for the Tokyo 2020 Paralympic Games opening ceremony. At Ars
Electronica 2010, Fujimoto presented Lighting Choreographer, which expands the
expressive capability of the human body through lights. He held the solo exhibition
MOVIN'in 2021, where he presented the giant installation Humanized Light, which
measures seven meters and adapts humanaugmentation to a space.
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MPLUSPLUS (creative technologists)

Founded in 2013, MPLUSPLUS is a crew of creatives from across disciplines and
fields, including directors, choreographers, sound artists, robotics engineers,
and hardware and software engineers. Armed with its know-how about
performances that harness sound, video, and light, and uniquely stabilized
wireless synchronization, it develops new technology and pioneers novel forms
of expression. MPLUSPLUS has staged performances for numerousinternational
events and corporate projects, including the CARNEXT 2023 World Baseballl
Classic. Along with M++DANCERS, which develops performances using
MPLUSPLUS's original systems, the group created MPLUSPLUS STAGE in 2022
to put its products and know-how into practice. That same year, MPLUPLUS
performed onAmerica’s Got Talent.
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1. Making Things with Creatives
The “Inspiration Dojo” workshops feature curriculums designed and led by various
_creatives, including artists and engineers. The participants meet them at CCBT
©and then experiment and create together, experiencing the fun of making things
- throughart, design, and technology.

2. Nurturing the Ability to Realize Ideas

The ‘“Inspiration Dojo" curriculums focus on originality, with the instructors

‘supporting the participants so that they can achieve their own ideas. Through the
pro}:éss ofimagining their own creative expression and using their hands to realize
it, the participants stimulate their creativity and nurture their abilities to put ideas into

. practice.

g Inspirations at CCBT
- The ‘“Inspiration Dojo” workshops deal with themes related to other CCBT
.._programs like Showcase and Art Incubation. CCBT offers participants ways to
- explore new forms of expression and experiences after acquiring the basics at the
“Inspiration Dojo” workshops, providing a forum for encountering further creativity
that lies beyond those initial sparks.
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It was fun to make stuff.
| want to come again.
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Introduction to Digital Fabrication

Laser cutter workshop:
Making a plastic figure
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In this workshop, participants learn the basics of
algorithm design and how to use a laser cutter.
They utilize a system for making original patterns
by combining simple shapes, as used to design the
CCBT logo, and make a self-standing plastic figure.
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Introduction to Digital Fabrication
3D printer workshop:
Making a mini conveyor belt!
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In this workshop, participants learn about the features
of 3D printers and how to use them. They assemble
original parts made with digital fabrication tools and
machines, and build a small working conveyor belt.
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| did lots of things and really focused
on the project. It was fun to watch the
slimemold.
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Eventhoughldidntunderstand
about coding, lwas able to use it to
make something andit felt like Imade
progress.
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I wanted to make even more. | could
come up withideas surprisingly fast.

—_

3 BFIHEAM
E—Y—%FE>T5TEEDL(AS!
Introduction to Electronic Arts and Crafts

Using motors to make something that
moves!

4 7AISIYIAM
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Introduction to Programming
Using algorithms to make a picture!
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In this workshop, participants learn the basics of
electronic arts and crafts as well as how electronic
parts, circuit boards, and motors work. By changing
the speed, spinning method, and movement,
participants explore electronic artsand craftsasaway
toimplement their ideas.
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In this workshop, participants learn programming
through existing algorithms. Referring to patterns from
everyday life like sunflower seeds and shells, they
create various kinds of patterns and graphics.
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It was fun because there was lots of
stuff | didn'tknow and | could discover
new things.
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It was fun. It inspired me to try Al and
programming more.
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It was difficult to get the generative Al to do
what | wanted, but it was fun to try doing lots of
different things.
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| really thought about how sound reverberates
for the first and it was great to learn so many
things.
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Introduction to Biotechnology
Observing a microscopic world
with microscopes and slime mold!
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Lecturer: Georg Tremmel (artist / BCL, BioClub Tokyo)
By using paper microscopes to conduct experiments
and observations of slime mold, participants in
this workshop learn the basics of biotechnology.
Giving both food and obstructions to the slime mold,
something that is neither flora nor fauna, participants
observe how it grows and moves, and discover the
unigue functions of living creatures.

B ST bLXL
(7 —5 1 Z &/ BCL. BioClub Tokyo)
Instructor: Georg Tremmel (artist / BCL, BioClub Tokyo)
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Introduction to Video Production

Combining things to change
theimp ion avideo

6 YIYRFHLYAM
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Introduction to Sound Design

Exploring the world of sound
with mi t and kers!
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In this workshop, participants learn how to use 4K
digital video cameras and video editing software.
By making an original work, participants discover
not only foundational techniques but also videos
hidden methods and effects, and explore the creative
possibilities of movingimage.
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In this workshop, participants learn how to use
microphones and speakers creatively as well
as the principles and special characteristics of
sound. Developing an understanding how sound is
transmitted via various activities, they try creating
something visual using sound, and explore how sound
reverberates.
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Introduction to Programming
Using algorithms to make a picture!
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In this workshop, participants learn how to use generative Al
creatively. They gain an understanding about the advantages
and disadvantages of the technology, which is able to learn
from vast amounts of data and information, and produce new
data, and then use programming to create an animation on a
computer.
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Instructor: Kurahashi Shinya (engineer, artist)
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Workshop
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Instructors: Suganuma Kiyoshi, Hiruma Yurie
(Yamaguchi Center for Arts and Media [YCAM])
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Shibuya CCBT 360° Zukan
https://zukan360yamaguchi-ygc.edjp/ccbt/2023/

360° R inCCBT

360° Zukanin CCBT
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360° Zukan is an education program for learning effective ways to use media and conduct surveys
collaboratively. Participants make an illustrated online guide to a community using photography, video,
and text. Jointly developed by Yamaguchi Center for Arts and Media and Yamaguchi Municipal Board of
Education, the program won the Minister of Education, Culture, Sports, Science and Technology Award
at the 2022 e-Learning Awards. The workshop at CCBT aimed to cultivate media literacy, and enable
members of the public to co-create a visual guide to the local area. Participants did fieldwork in Yoyogi Park,
recording their discoveries and questions in the form of photographs, videos, sketches, and notes. These
were put into a 360-degree video with comments, and the seventy-three participants then created seven
illustrated guides. The results of the workshop sessions are available online as the Shibuya CCBT 360°
Zukan.
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Instructor: Kyoko (electronics art designer / Gyaru-
den)
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Gyaru-den Electric Shock Workshop:
Make a flashing circuit board accessory with Gyaru-den!
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What kinds of things can we make through programming and electronics art? This workshop led by
Gyaru-den aimed to show people the fun and wonder of such creativity. Gyaru-den is an electronics
art group that makes accessories and neon signs, taking a DIY approach to designing, assembling,
and programming circuit boards. This workshop taught participants the essentials of electronics art
and crafts that even gyaru can do. Its “quick and dirty prototyping” is an indispensable way for us to
engage with and explore creativity in our daily lives.

Ahead of the workshop, a talk was held with Takahashi Masato, the developer behind the Pachi
Pachi Clapper toy that lets you clap with one hand, and others. From personal art and design projects
to launching a business and developing commercial products, the talk shared the appeals and
possibilities of technology-centered creativity that begins with electronics art.
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Interview with
Senbaku
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Growth and Creativity
Undergirding Creative Communities

Photo: Otsuto Masashi
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CCBTasaSiteforCollaborationand Experimentation

| first heard about CCBT through X (formerly Twitter),
when | happened to see the open call for participants
in Future Ideations Camp Vol. 1: Import * (p. 92). The
instructors included famous people who | respected
like John Maeda and Golan Levin, plus the list of
participants included the art group MATHRAX, who
introduced me to Processing,' so | definitely wanted to
take part. Atthe time, though, CCBT stillwasn'tvery well
known and my husband was worried.

The itinerary for the five-day camp was quite
packed, including lectures, workshops, group work,
and anexhibition,and | vividly remember how hands-on
and creative it was. For the group project, | took part in
making a work about urban signage with Seo Hyo-jung
serving as facilitator. But the time was very limited and
so it was really hard to make my own project while also
working on the group project. The group work was a
site-specific piece for showing onalarge LED screenin
CCBT. lused TouchDesigner? for the first time and had
noideawhat|was doing,and | remember | kept working
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Senbaku is a creative coder and generative artist who started making art with p5.js during the pandemic.
A CCBT “heavy user,” she has since expanded the scope of her practice over the course of participating
in various workshops and programs. She has participated in workshops with her family and says she uses
CCBT as away to pique her child's interest and curiosity about science. In this interview, she talks about the
influence that participating in a Future Ideations Camp and workshops at CCBT had on her creative output,
and the importance of a community that supports parenting and creatives.
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longinto the night. Everything was new but that was one
of the reasons that participating was a very valuable
experience.

The other participants used completely different
tools and it was fascinating how everyone's way
of making things differed. Some people first really
narrowed down the concept and then started makingit,
while others, like me, tended to go with how the mood
took them that day and pursue an approach close to
daily coding.® The participants included both Japanese
and non-Japanese people, so we had to communicate
in English. Many things did not go to plan in the group
work and there were frustrating moments, but by
working with others and sharing our opinions, | was
very impressed at how we could do things that aren't
possible by yourself.

Community Links Born from Creativity
My creative practice started when | bought a

programming toy called micro:bit for my child. | was
showing my child how to use the toy and ended up
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really getting into coding myself. | bought MATHRAX's
book as reference material* | got interested in
Processing and that's how | came to make my own
works. Until then, my life had become very limited by
the responsibility of raising my child, just going back
and forth between home and the park, and | felt quite
lonely, like | had got lost wandering around the blind
alleys of life. It was in the midst of this that | came into
contact with Processing and was kind of saved by the
friendly community | encountered there. This might be
going too far, but | almost feel like | owe the community
my life. | started teaching myself how to create things
during the pandemic, so | had a strong desire to interact
with others and make friends. The CCBT camp was
the first time | had taken part in a workshop in which |
collaborated with other creatives. | remain in touch with
the people | met there and often meet them again at
exhibitions. My child continues to take part in CCBT's
“Inspiration Dojo” workshops and | participated in the
Future Sports Day program with my family, contributing
to the new competitions. In this way, the activities at
CCBT have been an important experience not only for
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me but for my whole family. Andin the sense that | want
to repay the community that saved me, | hope to keep
onmaking work.

Expanding Creativity with Children

My child has a particular interest in science, to such
an extent they would request the science magazine
Newton from the age of three for their bedtime story.
Because they struggle with writing, they haven't done
well with learning at school, but CCBT has offered them
another way of learning, and it has really developed
their curiosity. For example, at aworkshop to grow slime
mold, my child and I put something in the petri dish and
observed how it affected the way the slime mold grew.
This proved so much fun that we ended up buying our
own petri dish for growing slime mold at home and
continuing our observations. It was my first time to
conduct a scientific experiment and observation like
this, so it was a really interesting experience. | want to
make a place outside school where my child feels like
they belong, and | always apply every time a workshop
withanewthemeisheldat CCBT.
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Whenltook partinthe CCBT camp for the firsttime,
it took a lot of courage to tell my family that | wanted to
participate. Taking part in the camp and other CCBT
programs has an impact on my domestic schedule,
so | have to ask my husband and child to take care of
things at home during that period. But having that time
where | am not a housewife who has to do something
for people but can just be myself, where | can make
something, really provides me with emotional support.
| love making things and have brought up my child in
that kind of environment. Instead of forcing someone
to study something, | think a truly wonderful situation is
having a place where they can learn naturally. Such a
place would offer valuable experiences for bothme and
my child.

But more than anything, the best thing about
participating in events at CCBT s that I've had many
more opportunities to present my work. Until then, I'd
mainly shown my work on social media. Having the
chance through CCBT to actually exhibit my work has
enabled many more people to see what | do. When
| screened works at Yebisu International Festival for
Art & Alternative Visions and Shibuya Fashion Week, |
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Observing the growth of slime mold on obstructions in a petri dish in the
“Inspiration Dojo Introduction to Biotechnology” workshop

got lots of feedback, and my motivation to make more
got a big boost. CCBT is a place where many different
kinds of people come together, and where you can
make something and then show it to others. Everyone
is moving in the same direction in that sense, but also
harnessing their own individuality in their work. The
atmosphereisvery cordial, somuchsothatjustentering
the spaceinspiresyoutostartdoingsomethingcreative.
It'saplace that spurs you to try your best.

Future Creativity Ushered in by New Technology

There are lots of things | want to try doing at CCBT. I'd
like, for instance, to explore making physical works with
alaser cutter ormixed mediaworks. The outdoor exhibit
at Yebisu International Festival for Art & Alternative
Visions 2024 and my recent experience of exhibiting
on three-dimensional signage formed from a series
of square screens at Shibuya Sakura Stage was really
startling, and | developed a strong interest in making
site-specific pieces.® Based on these experiences, |
want to deepen my creative endeavors in ways that are
connected to the character of a particular place.

I've been a fan of sci-fi since childhood and have
always been really familiar with using new technology.
| never felt uneasy about integrating new tech into
my daily life. My first contact with a digital tool was
Photoshop, when | was in junior high. Interacting with
software was fun and | remember always sitting in
front of my computer. The 3D printer and laser cutter in
the CCBT lab are like a dream come true when | think
in terms of my childhood. | hope things keep evolving
and improving in the future. As digitalization continues,
the way we make things will also update depending on
the medium. Moving forward, | want to try my hand at all
kinds of other technologies and approaches.

Lastly, as a user, | want CCBT to keep going for a
long time. I hope it becomes a place where people can
learn and do things with their hands, and then nurture
the next generation.

1. A programming language and development environment for visual art and
interactive design.

2. Anode-based visual programming tool for producing real-time video and
interactive art.

3. Daily coding is the practice of small-scale coding, based on little ideas for
projects and tasks that can be completed in a single day. It aims to explore
new ideas and creative means of self-expression.

4. Kuze Shozo and Sakamoto Mariko, Programming x Arts and Crafts with
micro:bit (2019, Tokyo: Ohmsha)

5. "CIVIC CANVAS Vol. 1: Creators Workshop” was held in August 2024.
The Inter-Square media fagades of Shibuya Sakura Stage, a commercial
complex completed in November 2023 in the Sakuragaoka area of Shibuya,
hosted a workshop and screening programas part of CCBT's efforts to work
with partnersin Japan.

Interview: September 2024
Interviewers: Shono Yusuke, Hirota Fumi (CCBT)
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Senbaku (artist, creative coder)

Bornin Saitama, Senbaku has a background in folklore studies. Likening the
people who come and go in the city to bedsheet ghosts, her work explores
the various inner psyches of people whose identity remains unclear. In
2020, Senbaku came into contact with generative art and daily coding, and
was inspired to swap her brush for a computer keyboard, and has since
developed a coding-based practice.






NA—=1 SR+ —

Hello from the Global
Creative Laboratories!
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“Hello from the Global Creative Laboratories!” was a series of talks introducing arts and cultural activities at laboratory-style
cultural institutions and facilities around the world. The first talk, “Laboratory-driven Cultural Facilities,” was held, followed by the
second, “Cultural Facilities Responding to the Times,” together showcasing a total of eight case studies.
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Laboratory-driven Cultural Facilities

Speakers
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JO—NIUEDERBET /A —DERE, Z LT
2020 FEBDERN RNV T I v IDBRA T,
B D TRBRLEZZ EDAVWESE LD BER%E
MAZTWET, Z)IAY 3 vHEEPSRREEER
THXMETIE, R EHERT 2L BHEE
B L, "R, &ETREL LB LWEBOEKER
PRESAKOONTVET,

-7y T TIE BEBEOFRKEES A XY
ADIA—F =y R, 77/ AY—DREL%E
HADBATVIDT—T - Ta—Fv—FR, EfiT
XAbIZ & B kT 7 RERICE Y D BB DC-LABD
EEHD S, BETOHRR - UEERICEDOLTKRA
HEEEBS RO M R DOEMEE BN, HR
BT EEND A/ R—2 3P a5KRL—
TarvoEfNrL, ThETIVLTI/ OY—
1. WAL TARDBISHEAHRICEIELS 20
M ZOHEEEEERE LT,

With increasing globalization and technological advances
as well as a pandemic that swept across the world in 2020,
weareliving throughatime of unprecedented social change.
In conjunction with this, cultural venues with lab facilities
and creative functions must directly engage with the social
challenges we face, and discover and propose new values
through experimentation and creative expression.

This Meetup introduced the work of cultural hubs
around the world that play various roles rooted in the
sociocultural contexts of their respective cities: Watershed
in the Britain, which focuses on urban regeneration; Waag
Futurelab in the Netherlands, which aspires to democratize
technology; and Taiwan's C-LAB, which engages in
sustained experimentation through arts and culture. The
Meetup explored the potential for art and digital technology
to enable people to explore their creativity socially through

these case studies of innovation and collaboration at sites
across the globe.
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Watershed (Bristol, UK)

Opened in 1982 in Bristol in the west of Britain,
Watershed was the UK's first media center, and
functions as an art and technology hub. Housed
in an old Victorian warehouse, its facilities include
cinemas and a café/bar. Watershed’s programming
foregrounds creativity and unity while working with
local and national cultural organizations. In 2008,
Watershed established Pervasive Media Studio
in partnership with UWE Bristol and the University
of Bristol. Pervasive Media Studio emphasizes the
collision of practice and research, production and
ideas, and disciplines and approaches, and offers
residencies onanannual basis.

Cultural Facilities Responding to the Times

Speakers
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Matsumoto Ryoko (Exploratorium), Birte Sonnenberg (HELLERAU - European
Centre for the Arts), Jeong Ok Jeon (ARCOLABS), Ito Takayuki (CCBT), Hirota Fumi
(CCBT)
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Many cultural hubs with laboratories have been established in response to
the times and the challenges that cities face. However, technology continues
to develop and social needs are also changing. In order for cultural labs to
fulfill their function of being receptive to these changes, it is imperative that
they are attentive to society’s constant shifts, endlessly review their systems
and structures, and always renew and restart. This Meetup introduced
the efforts of cultural hubs around the world that continue to update as the
times change: Exploratorium in the United States, which has innovated
learning through art and science; HELLERAU in Germany, which expands
the possibilities of the performing arts for our hybrid era; and ARCOLABS,
a curator collective in Indonesia without a permanent location. As the
circumstances surrounding culture and the arts transform rapidly, the session
considered the strategies that cultural hubs are taking today and the potential
for disseminating new proposals.
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Waag Futurelab (Amsterdam, Netherlands)

The Amsterdam-based Waag Futurelab is located
in a building with a history going back more than four
centuries. It contains the Theatrum Anatomicum,
formerly a place for dissections and known as the cradle
of Dutch medical science. Since it was founded in 1994,
Waag Futurelab has observed the way society responds
to technology. Working closely with artists, scientists,
designers, and members of the public, it undertakes
projects that advocate fair, open, and inclusive futures.
Waag Futurelab engages with researching, designing,
and developing a sustainable society, and experiments
and research that involve the public. It explores social
issues through research and events, the results of which
are made available on an open-source basis.
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Taiwan Contemporary Culture Lab (Taipei, Taiwan)
Known as C-LAB, Taiwan Contemporary Culture
Lab opened in 2018, on the former site of a military
base in Taipei. Its programming is organized across
three areas (art, technology, and society) and two
main platforms (contemporary art and technology
media). It offers support for experimental creatives
and an international residency. In its technology
media platform, C-LAB undertakes experiments
with technology, with a focus on innovation and social
partnerships. Through two labs—the Future Vision
Lab and Taiwan Sound Lab—it achieves results that
functionacross culture and technology.
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Yamaguchi Center for Arts and Media (Yamaguchi,
Japan)

Yamaguchi Center for Artsand Media (YCAM) opened
in Yamaguchi City in 2003 as international art center
pursuing applications of media technology. YCAM's
facilities include a theater, cinema, and a studio, and
its activities are supported by the YCAM InterLab
team of around twenty designers, engineers, and
more. Emphasizing work that is made in Yamaguchi,
the center collaborates with artists on creating and
exhibiting new works, especially media art. In its
educational activities, YCAM employs experience-
based learning modules related to media literacy. Its
achievements include over 350 new art commissions
and educational events between 2003 and 2019,
which have contributed to Yamaguchi City's branding.
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Exploratorium (San Francisco, USA)
Exploratorium is a museum of science, technology,
and arts in San Francisco, founded in 1969 by Frank
Oppenheimer. Its interactive exhibits and education
programs explore science, art,and human perception.
Exploratorium pioneered the concept of amuseum as
aplace for testing out new kinds of learning for all ages.
It offers astonishing sensory experiences through
light, sound, and other physical phenomena. In 2013,
the museum established the Tinkering Studio for
promoting hands-on exploration.
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HELLERAU - European Center for the Arts
(Dresden, Germany)

Housed in a theater built in 1911, HELLERAU is based on
the vision of architect Heinrich Tessenow and educator
Emile Jaques-Dalcroze. As a site for experiments in
postmodern artistic expression, HELLERAU produces
and presents contemporary dance, music, theater,
and more, and has become one of the most important
hubs for contemporary art in Europe. Since its founding,
HELLERAU has endeavored to fuse work, lifestyle, and
artin one location. Though the site was temporarily used
by the military after World War Il, it reopened as a cultural
facility for the public in the 1990s. It holds a large number
of events and enjoys many international partnerships.
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ARCOLABS (Indonesia)

ARCOLABS is an independent curator—centered lab
established in Indonesia in 2014. Founded originally
at Surya University, it became an independent
institution in 2016. Since the pandemic, ARCOLABS
has chosen not to have a permanent location and to
emphasize interdisciplinary collaboration. Utilizing
art and technology, ARCOLABS develops projects
that focus on media art and performance. It aspires
to build communities and regenerate cultural
spaces. It promotes partnerships with young artists
and international exchange, and is also engaged in
exploring big data, nomadism, ecopolitics,and Al.
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Lecturer: Kusahara Machiko (media art and
archaeology researcher, curator)
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Maywa Denkiin Media Art History

Guest: Tosa Novmichi (President, Maywa Denki)
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Iwai Toshio in Media Art History

Guest: lwai Toshio (media artist, children’s book
author)
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Learning from Kusahara Machiko Sensei!
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These two talks featured Kusahara Machiko, a curator involved since the early 1980s in education
and the development of media art. They enabled participants to engage critically with the work of
artists through the lens of art and technology history. The lectures were tie-in events with the Maywa
Denki Shibuya Factory in CCBT and Media Art Studies 2023: Playing with Your Eyes programs,
and also featured guest appearances by artists. Kusahara gave an overview of the development of
media art, starting with its genesis at the intersection of art and technology in the 1960s, through the
turning points of Expo 70 and the Artec Biennale, and then cultural policy and the establishment
of higher education institutions. Based on her own experience, Kusahara also looked back on the
important international roles that Iwai Toshio and Maywa Denki's work have played in the shift to
technology art, device art, and media art. The lectures offered a valuable opportunity to learn about
how art and technology have changed, attracting students, art enthusiasts, and artists from the time,
and becoming a forum for thinking about the ways in which the significance and value of work will
transform as society and technology evolve further.
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Speakers: Higa Satoru (programmer, visual artist), lto
Yuya (arsaffix), Tabei Katsuhiko (CCBT)
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Speakers: Namikawa Kosaku (artist, engineer), Ito
Yuya (arsaffix), Tabei Katsuhiko (CCBT)
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How Do They Do That?
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This talk series shed light on the use of technology for performances on TV shows from an engineering
perspective, serving as an opportunity to think about and discover more about art and technology. Tech
is increasingly a part of performances and staging, including for entertainment like TV shows and music
videos, and for outdoor events in the city like light displays and projection mapping. These approaches are
packed with ideas and forms of expression cultivated by art and design, and numerous creatives and artists
are involved in such performances and events. In the talks, engineers with firsthand experience shared
examples of tech familiar from everyday life and provided explanations about how such performances
and events are achieved, with the aim of helping audiences learn new things about digital creativity and the
use of technology. Drawing on a large amount of materials collected from original research on a famous
Japanese music show broadcast annually on New Year's Eve, the talks introduced current ways to employ
digital tech artistically and topical approaches to applying technology.
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John Maeda

Future Ideations Camp Vol. 1
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Speaker: John Maeda (technologist / Vice President,
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John Maeda: Design and Artificial Intelligence
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To mark the start of the inaugural Future Ideations Camp, CCBT held a keynote lecture by John
Maeda, a computational design pioneer and leading figure in STEAM education in the United
States. Maeda likens the rapid evolution of Al to the arrival of extraterrestrial life or the appearance
of a superhuman race. He introduced attitudes from art and design that can help us survive the
challenges of our current situation, where technology is ushering in unprecedented changes.
Machine learning is something that humans have created in the past too and deeply reflects our
desires for society. And it is for this reason, Maeda argued, that it is vital that we pay attention to the
creativity and diversity that tends to get excluded. Conducted live on Zoom from the United States,
Maeda made use of a whiteboard and real-time voting from participants in his interactive lecture. It
attracted around 350 viewers, who were able to ask questions and receive responses from Maeda
during the event.
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Speakers: Tanaka Motoko (CEO, Ground Leve Inc.),
Aida Daiya (museum educator), Sasaki Hidehiko
(Planning Director, Planning Division, Planning
Department, Arts Council Tokyo / specialist in cultural
institutions and resources)
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Presentation 1: Thinking about Hub Management in
Terms of the Original Intentions behind Community
Centers (Sasaki Hidehiko)

Presentation 2: Private Community Centers:
Communication Design at Kissa Laundry (Tanaka
Motoko)

Presentation 3: Building Communities at Digital
Creative Hubs (Aida Daiya)

Panel Discussion: Civic Creativity and Building
Communities

Photo: Harimoto Kazunori
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Is CCBT a Digital Community Center? Building Communities at Creative Hubs
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At CCBT's opening event, Tosa Novmichi of Maywa Denki described CCBT as a digital community
center. The term encapsulates CCBT's aspirations to spur not only artists and creatives but all
members of the public to engage with their creativity. Marking six months since the opening, this talk
reconsidered the original intentions of a community center as a place for local residents to learn, do
creative things, and take partin cultural activities, and reflected on concrete ways that a creative hub
today can build a community. It featured Tanaka Motoko, who opened and runs the Kissa Laundry
group of private community centers, and museum educator Aida Daiya in a discussion about civic
participation, our relationship with society, and community building. Sasaki Hidehiko, a specialist
in cultural institutions and facilities who was involved with the opening of CCBT, also contributed
historical and cultural perspectives. In addition to facilities, technology, and systems, the event

highlighted the importance of the relationships and scope of activities supported by the character
of people involved in running a site.
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Speakers: lwai Toshio (media artist, children's book
author), Yamamine Junya (curator, producer / CEO,
NYAW Inc.)

Guests: Ochiai Yoichi (media artist), Kihara Tomo
(media artist, game designer), Kuwakubo Ryota
(artist), suzueri (Suzuki Elico) (sound artist), Fukuhara
Shinji (TV director, producer / senior lead, NHK Media
Strategy), Minoru Fujimoto (researcher, artist / CEO,
MPLUSPLUS), Moriwaki Hiroyuki (light artist, space
artist / lecturer, Media Art Course, Department of
Information Design, Tama Art University), Yamakawa
Fuyuki (artist, khoomei singer / Associate Professor,
Akita University of Art)
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Four Hours Live Get-Together Special
Media Art Studies for All: Meeting Iwai Toshio

"ATFATT—h + RZT4—X2023 : REWHER, DI/O—I v TARVRELT, 48 E
ZBRBCCBTHODEREAIRY FaRE, XTATT7—bDARST. TLERT =L
CARZEOLSRBATATH BT 25 HRERICMUL.CCBTTHLARERSTIZNX
TA4T 1 DRUEEREZZLEEBREREY EITELce BROXFTA 77— a1 AN
REAREBRZETL. RAGERVCEAMEEBZHIIIN/ A, ZLTEHKDE
RICZRBEELRITTEHTHIRERDT—TAPBENRLEEE, EHED
EEERY— L8O FERINREETO ATAT77— b ORELXRFREER. Th
ZNDTANEDBYDOHERTHARARV NI, SNSETHEBEERY, RIRT—7H
AT THVELAKEBLTVET,

To mark the end of Media Art Studies 2023: Playing with Your Eyes, this four-hour-plus event
streamed live from CCBT. Following the lead of Iwai Toshio, whose interdisciplinary practice
has encompassed not only media art but also TV, games, children’s books, and more, the event
harnessed the unique media qualities of a live stream. It showcased the Japanese media art pioneer
Iwai and the period in which he first emerged, and featured examples of his work and collaborators,
and contributions from eight subsequent artists greatly influenced by Iwai. Over the course of the
discussions with the guests, the event provided an overview of works and the genealogy of media art
from the 1980s, when Iwai began his career, until the present. It enjoyed a strong response on social
media and the archived stream continues to attract viewers.
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Speakers: contact Gonzo (performance group),
Stelarc (performance artist), Minamizawa Kouta
(Professor, Keio University Graduate School of
Media Design)
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This event was held in conjunction with “Sonic
Resonance: Event for Heart, Muscles and Breath," a
talk and performance organized by Keio University
Graduate School of Media Design as a partner
project with CCBT.

Photo: Daido Hiroyasu
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Stelarc x contact Gonzo: Extended Bodies and Physical Collision
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This talk featured CCBT artist fellow contact Gonzo and Stelarc, whose more than fifty-year career
has interrogated the extension of the body through such projects as a third hand, six-legged walking
robots, and an extra ear surgically constructed on his arm. They were joined by Minamizawa Kouta, who
researches cybernetic avatars that enable physical co-creativity, for a discussion about extending the
body and sharing sensation. Stelarc explained the present age we are living in, which informs his practice.
Circulating Flesh refers to organs extracted from one body and inserted in a reanimated form into others.
Fractal Fleshis about connecting different bodies, generating recurring patterns of interactivity at varying
scales of interactivity through the internet. Phantom Flesh is the proliferation of our digital phantoms,
avatars that augment our physical bodies. The performances of contact Gonzo constitute acts and
experiences in pursuit of a physicality through pain and collision with flesh whose existence and our
perception of it at times become unclear. Exploring new experiences that transcend the confines of the
body, the talk emphasized, makes it possible to verify our contingent and contestable futures.
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Speakers: Shikata Yukiko (curator, critic), Takahashi
Sakino (translator), Fuse Rintaro (artist), Mizushina
Mami (independent curator, art coordinator), Mindy
Seu (designer, technologist), Melanie Hoff (artist,
organizer, educator)
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Intersectional Bodies/Genders/Images/Technologies:
Ambiguous Practices and Theory in the Cyberfeminism Index
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The Cyberfeminism Index launched online in 2020 and an accompanying book was published in
2022, attracting international attention in the art, technology, and design scenes. This Meetup marked
the first comprehensive introduction in Japan to the project’s practices, and was held in conjunction
with the visit to Japan by Mindy Seu, a designer and researcher, and the curator and author behind the
project. The event featured six speakers from three cities around the world, reflecting on the practices
contained within the Cyberfeminism Index as well as art and technology in Japanese society from
the perspectives of feminism and the history of technology. The two-part, six-hour symposium
attracted around ninety people from a wide range of fields, including gender studies, sociology,
fashion, and media art. It triggered questions rooted in the contexts of Japanese society and art, and
demonstrated the keen interest locally in international art and technology trends, and in new images
and discourses that transcend gender differences.
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[Part1] Meetups for the Pastto Come

Lecture 1: Mizushina Mami “Cyberfeminism Index: The Volatile, Drifting, Invisible Body"
Lecture 2: Melanie Hoff “Cybernetics of Sex” (online)

Lecture 3: Takahashi Sakino: Body as a Site and Node”

Lecture 4: Fuse Rintaro “Lovers in the Network: 30 Years of Body, Gender and Reality”

[Part2] Thinking about Future Art/Design i he Cyber ism Ind
Keynote Lecture: Mindy Seu “Cyber feminism Index Performative Reading”
Discussionand Q&A

Panelists: Mindy Seu, Shikata Yukiko, Takahashi Sakino, Fuse Rintaro, Mizushina Mami

"BEIREEF, IO VTV I RORBHEROEARP V2 TR—VFREOFEEY BASEHONT
BY . WERSIZLTEERONSORAL»BIFONTUVERTT, 25 LIEDHIRT I ZXLADOHHE
AREFZTEY, BRELT, SHRAFAZMERT 2L I2BA>TVET, o, RESNTLEBHIEHEH
LEBDZLDNEL, P—hERDIZ, 7I9TAEXL FF - NFZI2ADHAR-TEE 2 ZLHET
B3Y=7 A MPER. ZLTZ5 LAERICHT 2 E TPRRINTLI0H/HBTT, 1TV 72D
AYrAS IS aYTIVTA - 2IHBEVTVNDEEIIL, WAN—TI=ZZL - AYFyv IR, 15723
ZZXLDHERIBDTIERL, TO//AY—DHEREDHTHIHDTHHY A, BHLORERIIRED
HEBLEEL, BRICOEDDERIINRTEL LA, SEIEZS LERETARLTERNEI VKIS
EIAND, FEHBDET .

A7OVSLhFal—ary i KGRI

Notably, the content of the index brings together contributions from both experts as well as the website visitors, and the indexing
makes a conscious effort to center non-Western practices. Rooted in a critique of feminism, this approach has resulted in a
highly diverse collection of resources. The index contains works and practices from different felds, with a focus on art but also
encompassing activism, manifestos and theories like Dona Haraway's "A Cyborg Manifesto,” and critiques of such discourses.
As Mindy Seu writes in her introduction to the book;, the Cyberfeminism Index neither deals exclusively with feminism nor focuses
only on technology. The individual practices it contains engage with various problems from our present reality and cannot be
encapsulated ina single defhition. This event will begin from that unfhished, incomplete state of mutation.

Curation: Mizushina Mami
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The Cyberfeminism Index is a project jointly created
with Rhizome, an organization affiliated with the
New Museum, New York. Cyberfeminism refers to
resistance to gender hierarchies in art and science, and
the feminist activism that has developed and spread
through the internet. Donna Haraway's seminal 1985
essay ‘A Cyborg Manifesto” employed the concept
of the cyborg (a living creature with mechanical parts)
to argue for a departure from binaries like nature and
culture, public and private, and man and woman, and
advocate for global and societal change that transcends
such dichotomies. Since its publication, the essay has
been incredibly influential in gender studies as well
as entertainment and art. The Cyberfeminism Index
contains over seven hundred different online practices,
from academic texts to social movements, art projects,
net art, and new media art, and continues to be updated
by users. It reveals images of the body and identities that
gobeyond conventional human gender differences.
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Based on the CCBT mission of the co-creative transformation
of Tokyo, CCBTx aims to embody the concepts of inspiration,
co-creating, incubation, and networking. The program works
with various partners across fields and disciplines both in and
outside Japan to develop initiatives that propose creative social
models.
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MEET YOUR ART FESTIVAL2023

Time to Change
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Art Exhibition: Intersecting Perceptions-crossed eyes-

=i FHEEGIEL
Venue Warehouse TERRADA G1Building
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SIDE CORE "rode work ver.under city s
Exhibited work

SIDE CORE, rode work ver. under city
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Organized by: MEET YOUR ART FESTIVAL Executive Committee, Tokyo
Metropolitan Government, Arts Council Tokyo (Tokyo Metropolitan
Foundation for History and Culture)
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Yebisu International Festival for Art &
Alternative Visions 2024:
30 Ways to Go to the Moon

"Poemsin Code Srr3T147 - T—rORE/
TAISI VI TERESNSMIE,

Poemsin Code:

Generative Art Today and Programming-Generated Moving Image

25 BREH-FTYTLAR Ery—KE
Venue Yebisu Garden Place Central Plaza
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Organized by: Tokyo Metropolitan Government, Tokyo Photographic Art

Museum (Tokyo Metropolitan Foundation for History and Culture)

Co-organized by: Tokyo Metropolitan Government, Civic Creative Base Tokyo

(Arts Council Tokyo, Tokyo Metropolitan Foundation for History and Culture)
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Meet Your Art Festival is a transdisciplinary art festival bringing
together music, food, fashion, lifestyle, and other interrelated
aspects of culture, with a focus on art. The festival's 2023 edition
included an exhibition of rode work ver. under city (p. 42) by 2022
CCBT artist fellow SIDE CORE.
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This program developed CCBT'’s Future Ideations Camp (p. 92)
themes and participant proposals, in collaboration with a curator
from Yebisu International Festival for Art & Alternative Visions. A
large, roughly four-meter video screen was installed in a public
place, where it showed examples of “poems in code” made
through creative programming by individuals. It screened works
of generative art by twenty-seven artists (all Future Ideations
Camp participants, plus invited artists from eight countries) and
explored the public nature of moving-image media by treating
digital signagein the city as a platform for individual and collective
creative expression.
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MetaTokyo
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Digital Yukata Creator fest

2 Y I 45474~ b Creative Event
2024438 2H March2,2024

£ Venue SusHiTechSquare 1F

MetaTokyo X4t
Organized by: Tokyo Metropolitan Government, Arts Council Tokyo (Tokyo
Metropolitan Foundation for History and Culture), MetaTokyo, Inc.
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SHIBUYA FASHION WEEK 2024 Spring

THE INSTALLATIONIII ~on the wall~
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Venue Former Tokyu Department Store Shibuya Main Store east wall
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#BARAETXEDT £ L “Coded Language” Saul Williams.
Exhibited works

HanedaMisa,/can feel you because lam here.

Joyce denHertog, Blue to Green

Senbaku, Daily ladders

SuzukiYushin, Vectors of Sentences “Coded Language” Saul Williams
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Organized by: Tokyo Metropolitan Government, Arts Council Tokyo

(Tokyo Metropolitan Foundation for History and Culture), SHIBUYA

FASHION WEEK Executive Committee

Sponsored by: Tokyu Media Communications Inc
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In partnership with MetaTokyo, which won the Upgrade with Tokyo
pitching event run by the Tokyo Bureau of Industrial and Labor
Affairs, Digital Yukata Creators fest gave people the chance to
experience digitally created designs over a series of events held
until August 2024. The first event allowed participants of all ages to
designdigital yukata that could be worn by avatarsin the metaverse
atasummer hybrid event.
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In partnership with Shibuya Fashion Week, in which retail and other
commercial complexes in the eponymous area come together to
share the wonder of fashion and art, this project was a projection
mapping event using the outside wall of the Tokyu Department
Store as it underwent demolition. The event screened four works
from the generative art screened at Yebisu International Festival for
Art & Alternative Visions 2024.
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Ars ElectronicaFestival2023
Who owns the truth?

Ars Electronica Gardens Exhibition
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Venue POSTCITY(Linz, Austria)
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AR +Playfool "Deviation Game ver 1.0,
Exhibited work

Tomo Kihara + Playfool, Deviation Game ver 1.0
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Organized by: Tokyo Metropolitan Government, Arts Council Tokyo (Tokyo
Metropolitan Foundation for History and Culture)
Inpartnership with Ars Electronica

Photo: vog.photo
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Tokyo Metropolitan Government and Arts Council Tokyo
teamed up with Ars Electronica, a leading cultural institute in
Linz, Austria. They exhibited a booth at POSTCITY, the main
venue for Ars Electronica Festival, widely regarded as the
world's top media art festival. The booth at Ars Electronica
Gardens Exhibition featured a showcase of CCBT's activities
as well as Deviation Game ver 1.0 (p. 34), created by 2022
artist fellows Kihara Tomo and Playfool. The booth attracted
many visitors and the nonverbally playable Deviation Game
generated muchinteraction among the attendees.
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SOCIAL INNOVATIONWEEK 2023
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Speakers: Hayashi Chiaki (Co-founder and Advisor, Loftworkinc./ CEO, QO

Inc. / Chair, Hidakumainc.), Osada Shinko (Director of the Board, Future Design

Shibuya / Executive Producer, Social Innovation Week), Ogawa Hideaki (Creative
Director, CCBT / Co-director, Ars Electronica Futurelab), Ukawa Naohiro
(contemporary artist/ CEO, DOMMUNE), Wada Ei (artist, musician, CCBT Artist
Fellow 2023), Kyoko (electronics art designer / Gyaru-den), Hirota Fumi (CCBT)
Organized by: Tokyo Metropolitan Government, Arts Council Tokyo (Tokyo
Metropolitan Foundation for History and Culture), Future Design Shibuya General
Incorporated Association
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Civic Creativity Talk

Part 1: Co-Creative Transformation of Shibuya

Part 2: The Future of Civic Creativity: Art x Tech x the Public
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This was a tie-up event with Social Innovation Week 2023, a
festival in Shibuya about social design. In the first part, key figures
in Shibuya-based innovation discussed past and future change
in the area. This was followed by a talk about the future of civic
creativity, featuring artists engagedin creative practicesinvolving
members of the public through art and technology.




CCBTx

164

165

& | Partner

AL O=h
Ars Electronica

Artas Catalyst -
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=15 Venue  SusHiTech Square 1F Space

HEFR

RE M E "Biosmocking,

T7RX—2 -4 7L 'SCREENDRESS,
Exhibited works

Nakazato Yuima, Biosmocking

Anouk Wipprecht, SCREENDRESS
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Organized by: Tokyo Metropolitan Government, Arts Council Tokyo (Tokyo
Metropolitan Foundation for History and Culture)

Inpartnership with: Ars Electronica

Incooperation with: Austrian Cultural Forum Tokyo, Nikkei Inc.

C

“‘Artas Catalyst’ 2023
© Sakura Sueyoshi/ Nacéasa & Partners Inc.
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Featuringashowcase of ArsElectronica’s projectsand practitioners
from creative startups in Japan, this series of talks, exhibits, and
workshops explored the relationship between art and innovation.
The technological innovations and materials created by artists are
fashionable yet also constitute bold proposals for sustainable, more
diverse futures. What is civic creativity that meaningfully engages
with society? The program of events examined the role of art in
accelerating innovation and ways to create economic cycles that
are better for society.

The exhibition, Ars Electronica Inspiration, introduced the
work of Anouk Wipprecht, a Netherlands-based high-tech fashion
designer, and Nakazato Yuima, a Japanese fashion designer
working in Europe. Both have links to Ars Electronica in Linz. The
talks featured discussions by practitioners from Japanese creative
startups. In the workshops, participants flexed their creativity to
make things and try out future forms of storytelling. Through their
activities and works, artists present new ways of looking at things,
ask questions about what we take for granted, and produce
dialogue with others. Focusing on the inspirations that such artists
offer society, the series of events searched for possible indicators of
innovation.
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Workshop: Bridge 2040

December 15,2023

Artist Talk: Anouk Wipprecht

December 15,2023

Speakers: Anouk Wipprecht (hi-tech fashion designer), Ogawa Hideaki (Creative
Director, CCBT / Co-director, Ars Electronica Futurelab)

Workshop: Make Your Own Board Games

December16,17,2023

Planning and Management: Asobi Daigaku (Play University) (Chance For All, SSK,
SekiDesign Lab., Chiba University Environmental Design Lab.)

“Ars Electronica Inspiration” Gallery Tour

December 16,2023

Speakers: Kunoh Kyoko (artist,ambassador of Ars Electronica), Denise Hirtenfelder
(researcher at Ars Electronica Futurelab)

Round Table: The Potential of Art University Startups

December 19,2023

Speakers: Kato Akiou (CEKAI Corp.), Hayakawa Gomi (UTSUWA, Inc.), Yokoishi
Takashi (&Co., Ltd.), Shii Taihei (Startbahn, Inc.)

Moderator: Watanabe Alisa (Startbahn, Inc.)

Planning and Management: Startbahn, Inc.

Talk: Art That Inspires Innovation

December 20,2023

Speakers: Tomura Asako (Sony Group Corporation), Saito Hanna (contemporary
artist), Saito Seiichi (Artistic Director, Panoramatiks), Ogawa Hideaki

Artist Cross Talk: Nakazato Yuima

December 21,2023

Speakers: Nakazato Yuima (fashion designer), Sekiyama Kazuhide (Spiber Inc.)
Moderator: Kunoh Kyoko

Talk: The Future of Creativity x Startups

December 22,2023

Speakers: Kakeya Nayu (artist), Shii Taihei (Startbahn, Inc.)

Moderator: Watanabe Alisa

Planningand Management: Startbahn, Inc.

Talk: From Creativity to Creativities: Lessons from the Pluriverse

December 22,2023

Speaker: BettiMarenko (transdisciplinary theorist)
Ars Electrorg
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An editor was developed that can make original designs by arranging simple shapes
according to a grid. This editor was used to create the CCBT logo.

Software Development: HAUS Graphic Design: Isu Taeko

Visual Identity

CCBT'’s visual identity is designed to allow flexible change and
expansion through shifting combinations and parameters. An original
editor was developedtomake the CCBT logoandicon,and thisis now
available online as atoolthat anyone canuse. Turning adesign system
into the CCBT visual identity embodies the creativity and participation
that the intersection of creativity and technology makes possible.
VIDirector: HAUS Art Director: Isu Tagko
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Motion Sound Logo
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The logo uses moving image and sound to embody the concept of CCBT as a creative
hub where various kinds of people come together, and chain reactions of responses
take place. It was created by artists working in the fields of sound and moving image as
wellas art and advertising.

Sound: Hosoi Miyu Motion: Miyamoto Takuma
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What We Do

BB 2 AEMELRADDIT

k. ARVEDOLR—FEEZARL
TWEYT, InsIEE70Yzob
IZBERDRVWCCBT /LAY —XIC
LW, BEShTLET,
CCBT publishes curatorial research,
R&D documentation, and event
reports. These are written by the
w CCBTwebsite CCBT players, who are deeply
E [H & https:/ccbtrekibunorjp/  involved with each project.
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Website

In tune with the grid used in the CCBT logo, our highly versatile
website design allows for regular changes. In order to showcase
CCBT's activities that create and disseminate new forms of
artisticexpression, the website not only introduces events but also
research studies, R&D reports, and information on participants.
Web Design, Development: HAUS. Direction & Management: Yagi Ayumi
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Players
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Everyone involved with CCBT, including both specialists—artists, creatives,
designers, researchers, engineers, corporations, cultural institutions—and
participating members of the public, is called a “player” engaged in civic creative
practices. The website introduces over three hundred players who have taken part
in CCBT's programming to date.
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These videos introduce not only the results of the Art Incubation, Camp, and other
core programs, but also the processes leading up to them. By publishing an archive
of videos that incorporates the input of artists, instructors, and participants, and
explaining the program themes and contexts to the resulting works, CCBT strives to
expand the outcome of the core programs.
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Video Archive

As a creative hub with lab and studio facilities, CCBT hosts various
experiments on a daily basis, and develops these into its core
programs. In order to spread awareness of these unique activities,
CCBT films them and publishes the videos online. It has published
an archive of fifty-four videos as of November 2024.

CCBT#1>xzXb
CCBT Video Digests

CCBTOEBAEFEEBICFIYIRAMNTHBALTVWET, A7 7RIS ILDR
B EEOTALRRT LAY —XDFEHNS, CCBTOIvyarvesUTA
TATXTI/AY—DSANBREREF—7—RFeLTHREL. Zhbzxbelc
BR%IRR. CCBTOREMARTHDELTABLTLET,

CCBT introducesits activities every year through video digests. From the activities of
the playersand the process of planning and holding the core programs, these digests
extract key ideas with topical significance in terms of the CCBT mission and the
intersection of creativity and technology, and present them in a video format. They
are made public toindicate the current state of CCBT eachyear.

CCBT YouTube
https://www.youtube.com/@civiccreativebasetokyoccht3744
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CCBT Kit
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CCBT provides tools for anyone to use for free, such as the editor
that made the CCBT logo. These tools are put online on aregular
basis, including the learning materials developed by CCBT for
workshops as well as the devices and systems developed in
partnership with other institutions.

Civic Creative Base Tokya [CCBT]

OpA0]

GitHub
https://github.com/ccbtokyo/

SNS X @cch_tokyo

@ccb_tokyo

ﬂ @civiccreativebasetokyo
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CCBT Analytics: CCBT by the Numbers
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Number of Events
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CCBT uses a system called CCBT Analytics, a publicly available
data set that numerically measures achievements in the CCBT
mission to inspire, co-create, incubate, and network, assesses
CCBT's programming, and sets targets. In addition to visitor and
event participant numbers, CCBT publishes information on its
website about the exchanges that take place at CCBT between the
artists and specialists with members of the public, striving to improve
accessibility.

CCBT THfES NI AR FD#E
Totalnumber of programsand eventsheldat CCBT
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) dllE I
2022%E(B8A~3A) 2022 (August-March) 67
2023FE 2023 122
2024FE (4B~ 11A) 2024 (April-November) 99
aA77055 L3 )
_ .. T—hk-ArFar—>3> FrrJ > a—7—X
Visitors and Participants
ArtIncubation Camp Showcase
By core program
I—=ovav/ -7y
Workshop Meetup

R

1

24

Kz oft, B - EEEE 24
22 other Collaboration / Partner Projects

¥ 20228 8B N H2024FNAKRH £ TOHIE
From August 2022 to end of November 2024
X CCBTXDHEE & 75
CCBT Analytics does notinclude numbers from CCBTx
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CCBT RiZEH

Visitors

I1,041.

2022&E(8A~3A8) 2022 (August-March) 3188
20235 F 2023 10014
2024%E (4B~ 1A8) 2024 (Apri-November) 4345

IRy FEMEH

Cr

7 864.

2022%E(8A~3A) 2022 (August-March)
20235 E 2023
2024FEE(4B~11R) 2024 (Apri-November)

5852
19450
12,382

TL1v—#
Players
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CCBT treats all the members of the public and various specialists—artists,
creatives, designers, researchers, engineers, corporations, cultural
institutions—who take partin the core programs as “players” who engage in the
practice of civic creativity. Todate, around three hundred and twenty two people
have participated in the core programs. As players bridging CCBT and the city,
creativity and society, they have together envisaged a new Tokyo landscape.

iy 977,
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Satisfaction Rate

SmE - KEBEOT7 47— FEIE SEREFMFIULEDOEE
Based on five-point scale surveys by participants and visitors
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CCBT Timeline 1
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Civic Creative Base Tokyo was opened in 2022 by Tokyo Metropolitan Government and the Tokyo Metropolitan Foundation for History and
Culture as aplace for people to engage with society through creativity that harnesses art and digital technology. CCBT functions like alab for
utilizing the creative and collaborative nature of art and technology crossovers, media art, and digital media, and for advocating new values
with awide range of participants and members of the public that it calls “players.”

March 2022 - As part of the Smart Culture Project proclaimed in the Tokyo Cultural Strategy 2030, by Tokyo
Metropolitan Government and the Tokyo Metropolitan Foundation for History and Culture begin
preparations for the tentatively named Digital Art Design Lab.

- Looking ahead to achieving the goals of the strategy by 2030 and to promote the new output and
dissemination of pioneering practices by artists, it aims to provide opportunities for everyone to come
into contact with digital art.

April 2022 - A team of collaborators established as an organizational structure for partnering with specialists. Four
people are commissioned to advise on the concept and programming, provide technical support,
and develop partnerships with communities, the private sector, and international institutions. Facility
preparations and planning begin. (In 2023, the team is renamed the Steering Committee.)

June 2022 - Civic Creative Base Tokyo name, mission, and core programs (Art Incubation, Camp, Workshop,
Meetup) decided

July 2022 - Facility information and opening of Civic Creative Base Tokyo officially announced. Open calls for first
ArtIncubation program and Future Tokyo Undokai (Sports Day) launched

August 2022 - Civic Creative Base Tokyo opening and opening events announced at press conference by Governor
Koike Yuriko
- Construction work begins at venue in second basement of Tobu Hotel.
- 2022 CCBT artist fellows (Art Incubation program) decided

October 2022 - Visualidentity and logo decided
- Venue construction finished

October 23,2022 - Civic Creative Base Tokyo opens.
- Future Tokyo Undokai (Sports Day) held at nearby Shibuya Jinnan Elementary School

April 2023 - Ogawa Hideakiappointed Creative Director
- Showcase addedto the core programs. From July, Media Art Studies 2023: Playing with Your Eyes held
- CCBTx partnership program launched

May 2023 - Opencallfor second Art Incubation launched
June 2023 - Creative Director's Media Mixer held. Co-Creative Transformation of Tokyo missionannounced
July 2023 - 2023 CCBT artist fellows (Art Incubation program) decided

- Inspiration Dojo workshop series launched

August 2023 - Core program event participants surpass 10,000.

February 2024 - Core program event participants surpass 20,000.
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FY 2022

August 6,2022—February 26,2023

ArtIncubation

Future Tokyo Undokai (Sports Day)

October 22-23,2022

Undokai (Sports Day) Hackathon

Facilitators: Inukai Hiroshi + Developlayers

Venues: Shibuya Cultural Center Owada Multipurpose Arena, Shibuya Jinnan Elementary
School Gymnasium

Inassociation with: Shibuya City

October 23,2022

Future Tokyo Undokai (Sports Day) Competitions
Facilitators: Inukai Hiroshi + Developlayers

Venue: Shibuya Jinnan Elementary School Gymnasium
Sponsored by: Tobu Hotel Management Co., Ltd.
Inassociation with: Shibuya City

Also available on YouTube

August 6,2022
Talk: Thinking with Game Designer Inukai Hiroshi: What Is Future Tokyo Undokai
(Sports Day)?

Speakers: lzumida Ryusuke (Tech Directors Association), Inukai Hiroshi (CCBT artist fellow,
esports producer, game director, play expert), Zaitsu Norihisa (Sasazuka Bowl), Miura Daiki,
Mizuno Midori (physical therapist; Director, Circle of Life), Hirota Fumi (CCBT)

Inassociation with: Shibuya City

Only on YouTube

September 11,18,24,2022
Sports Tech Collaborative Workshop
Facilitators: Izumida Ryusuke, Miura Daiki, Mizuno Midori
Venues: FabCafe MTRL, Shibuya Cultural Center Owada Multipurpose Arena
Inassociation with: Shibuya City

September 19,2022
Sports Competition Collaborative Workshop
Facilitators: Park Young-Ja (educator), Fujiwara Midori (educator), Miura Daiki, Mizuno Midori
Venue: Shibuya Cultural Center Owada Multipurpose Arena
Inassociation with: Shibuya City

November 5,2022
A future Undokai (Sports Day) meetup for everyone
Meet and talk with the creators at CCBT
Speaker: InukaiHiroshi
Also available on Zoom Webinars

February 26,2023
Future Tokyo Undokai (Sports Day) Documentary Premiere Screening
Speakers: Inukai Hiroshi, MODOC production team
Guest: Yamashiro Daisuke (visual artist, video artist)

October 23,2022

Opening Ceremony

Speakers: Koike Yuriko (avatar) (Governor of Tokyo), Hasebe Ken (Mayor of Shibuya City),
Miyasaka Manabu (Vice Governor of Tokyo / Supervisor, CCBT)

October 24,2022
Press Preview, Guest Preview

November 26-December 25,2022

Showcase

Maywa Denki Shibuya Factory in CCBT

November 26-27,2022
Workshop: Making a GumBass
Instructors: Tosa Novmichi (President, Maywa Denki), Maywa Denki Factory team

November 26-27, December 24-25,2022
Mini Live Performance (8 sessions)
Performers: Tosa Novmichi, Maywa Denki Factory team

November 26,2022
Maywa Denki One Spark Talk Vol. 1: Where do artists make things?
Speakers: Tosa Novmichi, Inukai Hiroshi

December 10,2022
Maywa Denki One Spark Radio Show
Hosts: Taguchi Hitoshi (director / GRINDER-MAN), Tosa Novmichi
Guest: Kyoko (electronics art designer / Gyaru-den)

December 10,2022
Tosa Novmichi Shibuya Factory Inspection
Lecturer: Tosa Novmichi

December 17,2022
Talk: Media Art Revolution—The Birth of Mecha and Device Art
Guest: Kusumi Kiyoshi (art critic), Hachiya Kazuhiko (media artist)

December 18,2022
Learning from Kusahara Machiko Sensei!
Lecturer: Kusahara Machiko (media art and media archaeology researcher, curator)
Guest: Tosa Novmichi

December 24,2022
Talk: Otomatone Anime Emergency Press Conference
Speakers: Tosa Novmichi, Yonemori Hiroto (Slow Curve Co., Ltd.)

December 24,25,2022
‘ Workshop: Making a Bone Bar
Instructors: Tosa Novmichi, Maywa Denki Factory team

January 6,2023

Fantasy Reverse-Engineering

Vol. 1Digital Tech in Music Performances on TV: How Do They Do That?
Speakers: Higa Satoru (programmer, visual artist), Ito Yuya, Tabei Katsuhiko (CCBT)
Also available on Twitter Spaces

January 8-9,2023

Bye Bye World and Gyaru-den: Clap Clap Shock! Flash Flash Electric Shock!
Workshops
Produced by: TASKO Inc.

January 8-9,2023
Bye Bye World Shocking Workshop: Make clapping robot BIG CLAPPER Nano by
programming!
Instructor: Takahashi Masato (Bye Bye World)

January 8,2023
Talk: Clap Clap, Flash Flash, Gacha Gacha—Personal Approaches to Design
Speakers: Kyoko (electronics art designer / Gyaru-den), Takahashi Masato
Guest: Shimoda Kozue (BRIGHT LINK Co,, Ltd.)

January 28-29,2023

360° Zukanin CCBT

Instructors: Suganuma Kiyoshi, Hiruma Yurie (Yamaguchi Center for Arts and Media)
Co-developed with: YCAM InterLab

Produced by: CCBT, Yamaguchi Center for Arts and Media, FabLab Yamaguchi
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February 3,2023

Opening Event

Symposium: Civic Creativity and Innovation: Digital Creativity’s Future Visions of
Society

Speakers: Fukuhara Shiho (artist, researcher), Saito Seiichi (Artistic Director, Panoramatiks),
Miyasaka Manabu (Vice Governor of Tokyo / Supervisor, CCBT)

Alsoavailable on YouTube

February 3-19,2023

ArtIncubation

Tokolo Asao + Hiramoto Tomoki + Iguchi Kota: FORMING SPHERES

February 3-19,2023

Yebisu International Festival for Art & Alternative Visions 2023 Off-site Project
Tokolo Asao + Hiramoto Tomoki + Iguchi Kota: FORMING SPHERES

Venue: Yebisu Garden Place Center Square

February 3,2023
Special Talk Session: FORMING SPHERES
Speakers: Tokolo Asao (artist), Hiramoto Tomoki (space designer, architect)
Moderator: Seki Akio (curator / Tokyo Photographic Art Museum)
Venue: Tokyo Photographic Art Museum 1F Hall

February 7-16,2023
‘ FORMING SPHERES Prototype
Planning Support: Tokyo Metropolitan Museum of Photography

February 4,5,2023

Bye Bye World and Gyaru-den: Clap Clap Shock! Flash Flash Electric Shock!
Gyaru-den Electric Shock Workshop: Make a flashing circuit board accessory with
Gyaru-den!

Produced by: TASKO Inc.

Instructor: Kyoko (electronics art designer / Gyaru-den)

February 11,2023

Collaboration

Virtual Nippon Bodies 2023 Opening Event
Organized by: Agency for Cultural Affairs, Government of Japan; precog co., LTD.

AR 3 Brothers Body Data Workshop: Game? Performance? Or What?
Instructors: AR 3 Brothers (development team), OLTA (artist), Miyazaki Yu (board game
designer)

Digital Data of the Body Mega Talk Series (Emcee: Kawada Tomu)

Speakers: AR 3 Brothers, Ishikawa Koji (singer-songwriter, former member of Tama),
Otonashi Fumiya (gagaku musician), Owara Kaze no Bon (min'yo folk music group),
Kuremiya Yurika (dance critic), Sato Hisamu (bedridden CEOQ), Shii Taihei (Startbahn, Inc.),
Shimada Shintaro (President, Techno Tools), Chankoko (nenbutsu odori Buddhist prayer
and dance group), Hatanaka Akihiro (folklore studies researcher), Furuya Daiki (Kitan Club)
Moderator: Kanamori Kaori (precog co., LTD.)

February 12-28,2023

Future Ideations Camp Vol. 1| Import *

February 12,2023
Keynote Lecture 1: John Maeda “Design and Artificial Intelligence”
Speaker: JohnMaeda (technologist / Vice President, Design and Artificial Intelligence, Microsoft)
Only onZoom Webinars

February 19,2023
Keynote Lecture 2: Computational Design: Reconfiguring Urban and Civic
Creativities
Speakers: Seo Hyo-jung (artist), Toyoda Keisuke (Project Professor, Institute of Industrial

Science, University of Tokyo /NOIZ / gluon)
Also available on YouTube

February 20,2023
Keynote Lecture 3: Media Art Histories, Education, and Futures: An Individual
Perspective
Speaker: Golan Levin (artist, engineer, researcher, educator)
Also available on YouTube

February 24-28,2023
| Exhibition

February 12-March 18,2023

ArtIncubation

Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR: AUGMENTED SITUATIOND

March10-21,2023

AUGMENTED SITUATION D Urban Experience Exhibition

Venues: CCBT, shibuya-san, and other locations in Shibuya

In association with: Goethe-Institut Tokyo, STYLY, TOKYO CREATIVE SALON 2023, intel®
Blue Carpet Project, HP Japan Inc.

In cooperation with: Shibuya City

February 12,2023
AR Choir Vocal Music Workshop
Instructors: Komatsu Kazumichi (composer, visual artist, DJ), Miyoshi Yuka (vocalist)
Venue: Shibuya 7th Floor

March 18,2023
Make Your Art Appear in the City! Augmented Reality Content Workshop!
Instructors: AsamiKazuhiko (producer), Discont (artist, creative director)

March 18,2023
Artist Talk: Qualia of the Cross Reality Valley
Speakers: Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR, Inoue Gaku (architect /
Co-organizer, GROUP), Simon Weckert, Tokisato Mitsuru (artist), Yonezawa Shu (artist,
animator)
Alsoavailable on Instagram Live

February 16,2023

Insights from Web 3.0 Leaders Vol. 1: NFTs and the Future of Art
Speakers: Shii Taihei (Startbahn, Inc.), Takawo Shunsuke (artist / President, Japan Generative
Art Foundation), Takase Toshiaki (Founder and CEO, TART K.K))

February 25,2023

Hello fromthe Global Creative Laboratories! Vol. 1: Laboratory-driven Cultural Facilities
Speakers: Clare Reddington (Watershed), Liu Yu-Ching (Taiwan Contemporary Culture Lab),
Lucas Evers (Waag Futurelab), Suganuma Kiyoshi (Yamaguchi Center for Arts and Media),
Hirota Fumi (CCBT)

Alsoavailable on YouTube

February 26,27,2023

Collaboration

28th Campus Genius Contest Final Review and Awards

Speakers: Inoue Kiichiro (Deputy General Manager, IP Production Division, Bandai Namco
Filmworks Inc.), Kato Ikuko (Curator, Spiral), Sasahara Shinya (CEO, ANIMA Inc.), Hashimoto
Yoshihisa (CEO, Ziku Technologies Co., Ltd., / Director, Life is Tech, Inc.), Minato Chihiro
(photographer / Professor, Department of Information Design, Tama Art University), Wakami
Arisa (animation artist / Associate Professor, Animation Major, Department of Design, Tokyo
Zokei University)

Organized by: CG-ARTS

Inspecial cooperation with: Canon Marketing Japan Inc.

Corporate Sponsors: Accenture Japan Ltd., KYORAKU PICTURES. Inc., SPRING FIELD inc.,
Too Corporation, Wacom Co., Ltd., CyberAgent, Inc.




CCBT Events Chronicle 2022-2023

182

Supported by: NOMURA FOUNDATION

March 4-26,2023

ArtIncubation

Tomo Kihara + Playfool: Deviation Game ver 1.0

March 4-26,2023
Deviation Game ver 1.0—From imitation to deviation

March4,5,10,12,17,19,26,2023
Workshop: Deviation Game—Competing and Co-creating with Al
Instructor: Tomo Kihara + Playfool
Venue: Kageoka nole (only on March 26)

March5,2023
Talk: The Impact of the Latest Al on Games and Art
Speakers: Tomo Kihara + Playfool, Taniguchi Akihiko (media artist), Kunoh Kyoko (artist,
ambassador of Ars Electronica)

March4-12,2023

Collaboration

Art for Well-being: Collective Exploration of New Horizons in Expression, Care, and
Technology

Organized by: Agency for Cultural Affairs, Tanpopo-No-Ye Foundation

In cooperation with: Wataboshi-No-Kai Social Welfare Corporation, Able Art Japan Specified
Nonprofit Organization

March5,2023
Symposium
Speakers: Ogata Hisato (design engineer / Project Director, Takram), Kobayashi
Shigeru (Professor, Institute of Advanced Media Arts and Science), Tokui Nao (artist, DJ,
researcher / Director, Qosmo, Inc.), Watanabe Juniji (Senior Distinguished Researcher, NTT
Communication Science Laboratories)
Alsoavailable onZoom

March18-26,2023

ArtIncubation

SIDE CORE: rode work ver. under city

March 18-26,2023

SIDE CORE: rode work ver. under city

Venue: empty site next to Meguro Observation Well

Filming Support: Keisei Electric Railway Co., Ltd., SHIBUYA FASHION WEEK Executive
Committee, TOKYO CREATIVE SALON Executive Committee, Tokyo Metropolitan
Government Bureau of Construction (Kanda River, Ring Road No. 7 Underground Regulating
Reservoir), Tokyo Metropolitan Government Bureau of Sewerage (Pumping Station at the
Former Mikawashima Sewage Disposal Plant, Shibuya Station East Exit Rainwater Reservoir),
Tokyo Metropolitan Government Bureau of Transportation

March 21-26,2023
under city desk

March 23,2023
Talk: under city meeting
Speakers: SIDE CORE, Morita Takahiro (professional skateboarder, videographer),
‘Yamakawa Rick (artist; Co-Chair, Transfield Studio / Director, Yamakawariku Architects)
Alsoavailable on YouTube

March 21,2023

ArtIncubation

2022 CCBT Artist Fellow Final Presentations

Presenters: Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR, Inukai Hiroshi, Tomo Kihara
+Playfool, SIDE CORE, Hiramoto Tomoki

Guests: Isu Taeko (art director, graphic designer), Ito Takayuki (R&D Director, Yamaguchi
Center for Arts and Media), lwaya Tamio (graphic designer), Saito Seiichi (Artistic Director,
Panoramatiks), Takekawa Junichi (Director, MUTEK Japan), Hosokawa Asami (General

Manager, Sapporo International Art Festival Executive Committee Secretariat)

March 24,2023

Insights from Web 3.0 Leaders Vol. 2: Cultural Policy’s Hyperutilization of NFTs
Speakers: Shii Taihei (Startbahn, Inc.), Takase Toshiaki (Founder and CEO, TART K.K.), Hayashi
Atsushi (Founder, Next Commons Lab)

FY 2023

April19-May 7,2023

Partner Projects

Tokyo Smart Culture Project X ABAL: God of Death Extended Reality Theater
Organized by: Tokyo Metropolitan Government, Arts Council Tokyo (Tokyo Metropolitan
Foundation for History and Culture)

April21,2023

Is CCBT a Digital C ity Center? Building Communities at Creative Hubs
Speakers: Tanaka Motoko (CEO, Ground Leve Inc.), Aida Daiya (museum educator), Sasaki
Hidehiko (Planning Director, Planning Division, Planning Department, Arts Council Tokyo /
specialistin cultural institutions and resources)

May 5,7,2023

Make a Praxinoscope Workshop!in CCBT
Instructor: Hashimoto Norihisa (primitive media artist)

June 29,2023

Creative Director’s Media Mixer
Speaker: Ogawa Hideaki (Creative Director, CCBT / Co-director, Ars Electronica Futurelab)

June 29,2023

Symposium: Making Tokyo More Creative, Making Tokyo Better

Speakers: Uchida Maholo (Director, TAKANAWA GATEWAY CITY, Center for Cultural
Innovations Project, East Japan Railway Foundation for Cultural Innovations), Ichihara Etsuko
(artist, fantasy inventor), Miyasaka Manabu (Vice Governor of Tokyo / Supervisor, CCBT)
Moderator: Ogawa Hideaki (Creative Director, CCBT / Co-director, Ars Electronica Futurelab)
Inassociation with: Austrian Cultural Forum Tokyo

July 7-August 20,2023

Showcase

Media Art Studies 2023: Playing with Your Eyes (Directed by lwai Toshio)
Planning Support: Tokyo Photographic Art Museum

July 8,2023
Opening Talk: Furukawa Taku and Iwai Toshio, Mentor and Mentee: Becoming
Masters of Playing with Your Eyes!
Guest: Furukawa Taku (animation artist, illustrator, children’s book author)
Speaker: lwai Toshio (media artist, children’s book author)

July 19,2023
Meetup: Playing with Your Eyes! How We Recreated Nineteenth-Century Animation
Devices
Speakers: lwai Toshio, Hashimoto Norihisa
Also available on YouTube
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July 22,2023
Workshop: Seeing and Drawing, Imagining and Drawing, Playing and Seeing:
Animation Basics
Instructor: Ootaka Nayuko (animation artist, illustrator)

July 29,2023
Workshop: Let’s Make a Red and Blue Animation
Instructor: lwai Toshio

July 29,2023
Meetup: Learning from Kusahara Machiko Sensei! Iwai Toshio in Media Art History
Lecturer: Kusahara Machiko (media art and archaeology researcher, curator)
Speaker: lwai Toshio

July 30,2023
Workshop: Make an Animation by Turning
Instructor: Ootaka Nayuko

July 30,2023
Meetup: Fantasy Reverse-Engineering Vol. 2: Media Art Conservation with Love
Guest: Taki Kentaro (artist), Nakagawa Yosuke (artist, engineer)
Speakers: lwai Toshio, Tabei Katsuhiko (CCBT)
Also available on YouTube

August 68,2023
Meetup: Replaying the Time Stratum Series Online Talk with Materials
Speakers: lwai Toshio, Myokam Hiroko
Also available on YouTube

August 11-13,2023
Workshop: Primitive Media Labin CCBT
Instructor: Hashimoto Norihisa

August 19,2023
Meetup: Four-House Live Get-Together Special Media Art Studies for All: Meeting
Iwai Toshio
Speakers: lwai Toshio, Yamamine Junya (curator, producer / CEO,NYAW Inc.)
Guests: Ochiai Yoichi (media artist), Kihara Tomo (media artist, game designer), Kuwakubo
Ryota (artist), suzueri (Suzuki Elico) (sound artist), Fukuhara Shinji (TV director, producer /
Senior Lead, NHK Media Strategy), Minoru Fujimoto (researcher, artist/ CEO, MPLUSPLUS),
Moriwaki Hiroyuki (light artist, space artist / Lecturer, Media Art Course, Department
of Information Design, Tama Art University), Yamakawa Fuyuki (artist, khoomei singer,
Associate Professor, Akita University of Art)
Also available on YouTube

July 21,28, August 4,18,2023

Inspiration Dojo Introduction to Digital Fabrication Laser cutter workshop: Making a
plastic figure!
Instructors: Kimura Yusuke (arsaffix), Ito Yuya (arsaffix)

July 27, August 3,10,17,2023

Inspiration Dojo Introduction to Digital Fabrication 3D printer workshop: Making a mini
conveyor belt!
Instructor: Nakaji Hiroaki (arsaffix)

August 12-September 3,2023

Future Ideations Camp Vol. 2 | setup(): Making New Rules with Blockchains

August 12,2023
Keynote Lecture 1: Individual Expression through On-Chain Generative Art
Speaker: Erick Calderon
Also available on Zoom Webinars

August 26,2023
| Keynote Lecture 2: Fujihata Masaki “Art and Cultivation”

Speaker: Fujihata Masaki
Also available on YouTube

August 27,2023
Keynote Lecture 3: Art and Beyond: The Dynamics of Volume DAO
Speakers: You-Sheng Zhang, eziraros
Also available on YouTube

August 29,2023
Keynote Lecture 4: Mizuno Tasuku “Legal Design and Web3”
Speaker: Mizuno Tasuku
Alsoavailable on YouTube

August 31- September 3,2023
| Exhibition

September 6-10,2023

Partnership with Ars Electronica Festival 2023 —Who owns the truth?
Venue: POSTCITY

Exhibited work: Tomo Kihara + Playfool, Deviation Game ver 1.0

In partnership with Ars Electronica

September 9,10, 23,24,2023

Inspiration Dojo Introduction to Electronic Arts and Crafts: Using motors to make
something that moves!
Instructor: Nakaji Hiroaki (arsaffix)

September 16—-November 19,2023

Showcase

MPLUSPLUS: Embodiment++

September 16,2023
Public Talk: Art and Technology and Next-Generation Artistic Expression and
Scenes
Guests: Goto Akinori (artist / Associate Professor, Musashino Art University), ryokishi (artist)
Speaker: Minoru Fujimoto (researcher, artist/ CEO, MPLUSPLUS)

September 29,2023
Meetup: ChangesinArtistic Expressionand Experience Due toHuman Augmentation
Engineering
Guest: Inami Masahiko (Special Advisor to President of the University of Tokyo / Deputy
Director and Professor, Research Center for Advanced Science and Technology, The
University of Tokyo)
Speaker: Minoru Fujimoto

October9,2023
Workshop: Rhythmic Gymnastics X Light Dance with AIMl and M++ Dancers
Instructors: AIMI (rhythmic gymnastics dancer, choreographer), M++DANCERS (technoogy
dance team)

October 13,2023
Meetup: Evolutionsin Artistic Expression, Pioneered by Music and the Body
Guest: KenmochiHidefumi (sound producer, trackmaker, DJ, lyricist,composer)
Speaker: Minoru Fujimoto

October 14-15,2023
Lecture and Workshop: Dance Films Using Motion Data
Lecturer: Tsuchida Shuhei (Lecturer, Center for Interdisciplinary Al and Data Science,
Ochanomizu University)
Facilitators: Izuta Rei (MPLUSPLUS technologist), Ueda Kentaro (MPLUSPLUS
technologist)

October 28,2023
Discovering the Appeal of Art through Diverse Languages: Gallery Tour for Hearing,
Deaf,and Hearing-Impaired
Tour Guide: Tada Ibuki (CCBT intern, student at Tsukuba University of Technology)
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November 3,2023
Meetup: The Future of Virtual Reality, Body, and Performance
Guest: Sekiguchi Aimi (VR artist)
Speaker: Minoru Fujimoto

November 4-5,2023
Workshop: Hacking the City through Technology and Design
Instructor: Isoyama Naoya (Lecturer, Major in Information Design, Otsuma Women's
University)
Facilitators: Ueda Kentaro (MPLUSPLUS technologist), Matsui Ryota

October 6-9,2023

Partnership with MEET YOUR ART FESTIVAL 2023: Time to Change

Venue: Warehouse Terrada G1Building

Organized by: MEET YOUR ART FESTIVAL Executive Committee, Tokyo Metropolitan
Government

Exhibited work: SIDE CORE, rode work ver. under city

October7,8,21,22,2023

Inspiration Dojo Introduction to Programming: Using algorithms to make a picture!
Instructor: Miura Daiki (arsaffix)

October 17,2023—-March 17,2024

ArtIncubation

ELECTRONICOS FANTASTICOS! Electromagnetic Matsuri Parade

March 17,2024

Electromagnetic Matsuri Parade Performance

Venue: Higashi Yashio Greenway Park

In cooperation with: Tokyo Metropolitan Government Bureau of Port and Harbor

October7,2023
Kick-off meeting
Speakers: Idenuma Mayumi (Chief Designer, Hitachi Orchest-Lab), Okubo Katsuhito
(owner, Denki-yu Bathhouse), Kishikawa Masanori (Kanda Shrine, Shinto studies
researcher), Maekawa Kumi (R&D Manager, | JUST INC Denki Bank), Yamamoto Sonosuke
(Chief Player, Tokyo Orchest-Lab), Washimi Rinichi (Chief Engineer, Hitachi Orchest-Lab),
Wada Ei (Chief Conspirator, ELECTRONICOS FANTASTICOS!)
Venue: FabCafe MTRL

December 16,17,24,2023, January 8,13,27,28,2024
| Open Studio

October 23,2023-January 21,2024

ArtIncubation

TMPR (lwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
Tracing the Landscape That Al Beheld: An Artificial Intelligence Travelogue

January 12-21,2024
Moving Point Observation Station (35.39.36.02/139.42.5.98)
In cooperation with: DIG SHIBUYA 2024

October 23-26, 29, November 4-5,2023
TMPRin TOKYO BIENNALE2023/CET
Venue: Etoile Kaito Show room 1F
Organized by: Central East Tokyo 2023 Committee
In cooperation with: Urban Renaissance Agency

January 13,2024
TMPR Artist Talk with Kihara Tomo
Speakers: Kihara Tomo (media artist, game designer), TMPR (lwasawa Brothers + Horikawa
Junichiro + Miyama Yu + Nakata Kazue)

January 14,16-21,2024
TMPR Review Meeting
Speakers: Aoki Akira (independent curator) , Ishikawa Yukako (Co-Director, for Cities /
Director, Social Green Design), Koga Chikako (diary essayist), Tanaka Motoko (CEO, Ground
Leve Inc.), Hagiwara Shunya (wed designer, programmer), Hayashi Yuiji (Daily Portal Z),
YanashitaKyohei (Director, Ouraidou K.K./ owner, Kamome Books), Yamakawa Rick (artist;
Co-Chair, Transfield Studio / Director, Yamakawariku Architects)

October 27-March 10,2023

ArtIncubation

Snoezelab.: lISE (Immersive Inclusive Sensory Environment)

March 5-10,2024

See, Touch, Hear: Playing by Sensing

In cooperation with: General Incorporated Association Co-Innovation Laboratory, General
Incorporated Association mogmog engine, Play Repark Lino'a Tama Plaza, nico Sewing Cafe
and Lounge, Aroma Acu-Fountain

Sponsored by: Central Hills, Inc., Nitto Sangyo Co., Ltd.,, NPO POPNCLUB, NOMURA Co,, Ltd.,
Osaka Heat Cool Inc., Electric Works Company, Panasonic Corporation, PAS Inc., Pola Orbis
Holdings Inc., WizeFloor JP Project

October 27,2023
Talk: Multisensory Rooms and Inclusive Parenting Environments
Speakers: Snoezel ab.
Guests: Ishino Yukiko (Director, My Pace Café / nail stylist, Tama River Nail Salon), Tanaka
Miyuki (curator, producer), Tabei Katsuhiko (CCBT)
Venue: 8/ court (Shibuya Hikarie 8F)
Organized by: PEOPLE DESIGNINSTITUTE
Alsoavailable on YouTube

March6,7,2024
Workshop: Finding “My” Emotions through Smell
Facilitator: Hashimoto Atsuko (SnoezelLab.)
In cooperation with: Kajikawa Mikuri (Pola Orbis Holdings Inc.)

March 8,2024
Talk: More Inclusive Playing, Parenting, Working
Speakers: Snoezelab., Akiyama Masaaki (Director, General Incorporated Association
Burano), Nagamine Reiko (General Incorporated Association mogmog engine), Otsuki
Masami (Chief Community Officer, Polarisinc.)
Venue: 8/ court (Shibuya Hikarie 8F)
Co-organized by: PEOPLE DESIGN INSTITUTE

March 10,2024
Closing Talk: Toward a Future Made Possible by Technology and Well-Being
Speakers: Snoezelab., Iltoh Yuichi (Professor, College of Science and Engineering
Department of Integrated Information Technology, Aoyama Gakuin University), Kuze Shozo
(artist, engineer / 2023 CCBT Art Incubation Program Mentor)

November 7,2023

CEiR)

Partnership with SOCIAL INNOVATION WEEK 2023

Civic Creative Talk

Speakers: Hayashi Chiaki (Co-founder and Advisor, Loftwork inc. / CEO, QOInc. / Chair,
Hidakuma inc.), Osada Shinko (Director of the Board, Future Design Shibuya / Executive
Producer, Social Innovation Week), Ogawa Hideaki (Creative Director, CCBT / Co-Director,
Ars Electronica Futurelab), Ukawa Naohiro (contemporary artist/ CEO, DOMMUNE), Wada Ei,
Kyoko (electronics art designer / Gyaru-den), Hirota Fumi (CCBT)

Venue: SUPERDOMMUNE

Co-organized by: Future Design Shibuya General Incorporated Association

November 11,12,18,19,2023

Inspiration Dojo Introduction to Video Production: Combining things to change the
impression avideo makes!
Instructor: Otsuto Masashi (CCBT)
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November 25,2023

Intersectional Bodies/Genders/|
Theory in the Cyberfeminism Index

Speakers: Shikata Yukiko (curator, critic), Takahashi Sakino (translator), Fuse Rintaro (artist),
Mizushina Mami (independent curator, art coordinator), Mindy Seu (designer, technologist),
Melanie Hoff (artist, organizer, educator)

Incooperation with: FAQ?

/Technologies: Ambi Practi and

December 2,3,16,17,2023

Inspiration Dojo

Introduction to Sound Design: Exploring the world of sound with microphones and
speakers!

Instructor: Kimura Yusuke (arsaffix)

December 8,9,2023

Collaboration

MUTEK.JP -DigiLab
Instructors: Ben Voigt (Derivative), Michel Didier (Derivative)
Organized by: General Incorporated Association MUTEK JAPAN, Derivative Inc.

December 8,2023
Workshop 1: Entry Level

December 9,2023
| Workshop 2: Experienced

December 15-24,2023

(GcBTY
Partnership with Ars Electronica

Artas Catalyst

Venue: SusHi Tech Square 1F Space

In cooperation with: Austrian Cultural Forum Tokyo, Nikkeilnc.
In partnership with: Ars Electronica

December 15-24,2023
Exhibition: Ars Electronica Inspiration
Exhibited works: Nakazato Yuima Biosmocking, Anouk Wipprecht SCREENDRESS

December 15,2023
Workshop: Bridge2040
Facilitators: Kunoh Kyoko, Denise Hirtenfelder (Researcher, Ars Electronica Futurelab)

December16,17,2023
Workshop: Make Your Own Board Games
Facilitator: Asobi Daigaku (Play University) (Chance For All, SSK, Seki Design Lab., Chiba
University Environmental Design Lab.)

December 15,16,19-22,2023

Talk Session

Speakers: Anouk Wipprecht (hi-tech fashion designer), Kakeya Nayu (artist), Kato Akiou
(CEKAI Corp.), Kunoh Kyoko, Saito Seiichi (Artistic Director, Panoramatiks), Saito Hanna
(contemporary artist), Shii Taihei (Startbahn, Inc.), Sekiyama Kazuhide (Spiber Inc.), Denise
Hirtenfelder, Tomura Asako (Sony Group Corporation), Nakazato Yuima (fashion designer),
Hayakawa Gomi (UTSUWA, Inc.), Betti Marenko (transdisciplinary theorist), Yokoishi
Takashi (&Co., Ltd.), Watanabe Arisa (Startbahn, Inc.), Ogawa Hideaki (Creative Director,
CCBT / Co-director, Ars Electronica Futurelab)

December19,2023-March 3,2024

ArtIncubation

contact Gonzo: my binta, your binta // lol ~ roars from the skinland ~

March 1-3,2024
Performance: stage by contact Gonzo: my binta, your binta // lol ~ roars from the

skinland ~
Venue:HILLSIDEPLAZA

December 19,2023
Talk: Closed yet Open, Systems and Borders—Deep-Layer binta
Lecturer: Nagata Kazuhiro (cellular biologist, poet)
Speakers: contact Gonzo, Tsuda Kazutoshi (researcher)

February 17,2024
Workshop: Welcome to the Skinland—Perceiving Information via the Skin
Instructor: contact Gonzo

February 18,2024
Meetup: Stelarc X contact Gonzo: Extended Bodies and Physical Collision
Speakers: Stelarc (performance artist), contact Gonzo, Minamizawa Kouta (Professor, Keio
University Graduate School of Media Design)

December 23,2023

Hello from the Global Creative Laboratories!

Vol. 2: Cultural Facilities Responding to the Times

Speakers: Matsumoto Ryoko (Exploratorium), Birte Sonnenberg (HELLERAU — European
Centre for the Arts), Jeong Ok Jeon (ARCOLABS), Ito Takayuki (CCBT), Hirota Fumi (CCBT)
Alsoavailable on YouTube

January 7-February 3,2024

February 2-18,2024

Civic Creative Base Tokyo X Yebisu International Festival for Art & Alternative Visions
2024 Collaboration Program

Poemsin Code: Generative Art Today and Progr ing-Generated Moving Image
Venue: Yebisu Garden Place Central Plaza

Organized by: Tokyo Metropolitan Government, Tokyo Photographic Art Museum
(Tokyo Metropolitan Foundation for History and Culture)

January 7,2024
Future Ideations Camp Participants Special Workshop: Weaving Code Poems
Together
Instructors: Seo Hyo-jung (artist), Takawo Shunsuke (artist / President, Japan Generative Art
Foundation)

February 3,2024
Yebisu International Festival for Art & Alternative Visions 2024 Special Talk Session:
Poemsin Code: Generative Art Today
Lecturers: Seo Hyo-jung, Takawo Shunsuke
Moderator: Hirota Fumi (CCBT)
Venue: Tokyo Photographic Art Museum 1F Hall

January 14,2024

Fantasy Reverse-Engineering Vol. 3

Digital Techin Music Performances on TV: How Do They Do That?

Speakers: Namikawa Kosaku (artist, engineer), Ito Yuya (arsaffix), Tabei Katsuhiko (CCBT)
Alsoavailable on YouTube

January 20,21/ February 3,4,2024

Inspiration Dojo Introduction to Biotechnology: Observing a microscopic world with
microscopes and slime mold!
Instructor: Georg Tremmel (artist / BCL, BioClub Tokyo)
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February 9-14,2024

Future Ideations Camp Vol. 3
Co-creating Opportunities for Inclusive Encounters Workshop

February 10,2024
Open Lecture: Designing out Exclusion—How Good Questions and an Inclusive
Process Enable | tive Design Soluti
Speaker: Julia Cassim (Visiting Professor, Kyushu University and Akita College of Art and
Design/Member of Advisory Board, Nara Women's University)
Also available on YouTube

February 14,2024
Presentations
Speakers: Future Ideations Camp Vol. 3 participants
Commentators: Ito Shin'ichiro (Associate Professor, Faculty of Information Science
and Engineering, Kyoto Sangyo University), lwasawa Brothers (experience and spatial
design group), Julia Cassim, Takahashi Kosuke (inventor), Laila Cassim (graphic designer,
university lecturer / Art Director, SHIBUYA FONT)
Alsoavailable on YouTube

February 18,2024

Collaboration

Sonic Resonance: Event for Heart, Muscles and Breath
Speaker: Stelarc (performance artist)

Organized by: Keio University Graduate School of Media Design
Co-organized by: Project Cybernetic being

February 19,2024

ArtIncubation

Philosophy of Civic Creativity: 2023 CCBT Artist Fellows—Five Artists Bridging the
Public and the City

Speakers: TMPR, Synflux, contact Gonzo, SnoezelLab., ELECTRONICOS FANTASTICOS!,
Isu Taeko, Ukawa Naohiro, Kuze Shozo, Takekawa Junichi, Tanaka Miyuki, Inukai Hiroshi
Venue: SUPER DOMMUNE

Also available on DOMMUNE

March2,2024
(ccaTy
Partnership with MetaTokyo

Digital Yukata Creator fest

Guests: KARENT11 (digital fashion designer), Soultry Dubs (performer, musician, wearable
creator), Tokolo Asao

Speaker: KAREN11

Venue: SusHi Tech Square 1F

Co-organized by: MetaTokyo, Inc.

March 11-24,2024

Partnership with SHIBUYA FASHION WEEK 2024 Spring

The Installation IlI: on the wall

Venue: Former Tokyu Department Store Shibuya Main Store east wall

Exhibited works: Haneda Misa, | can feel you because | am here, Joyce den Hertog, Blue to Green,
Senbaku, Daily ladders, SuzukiYushin, Vectors of Sentences “Coded Language” Saul Williams
Co-organized by: Executive Committee of SHIBUYA FASHION WEEK

Sponsored by: Tokyu Media Communications Inc.

March15-20,2024

Collaboration

Art for Well-being: Collective Exploration of New Horizons in Expression, Care, and
Technology

Organized by: Agency for Cultural Affairs, Tanpopo-No-Ye Foundation

In cooperation with: Wataboshi-No-Kai Social Welfare Corporation, Able Art Japan Specified

Nonprofit Organization

March 15,2024
Symposium: When Social Welfare Meets NFT Art
Speakers: Shono Yusuke (publisher of MASSAGE MAGAZINE), Takase Toshiaki (Founder
and CEO, TART K.K.), Mizushima Terumoto (Manager, Research and Consulting Division,
Japan Research Institute, Ltd.), Ikeda Watoson (member, Good Job! Center KASHIBA)

March 16,2024
Symposium: The Current State of Human Expression, Care and Technology
Speakers: Tokui Nao (artist, DJ, researcher / Director, Qosmo, Inc.), Ogata Hisato (design
engineer / Project Director, Takram), Kakehi Yasuaki (Professor, University of Tokyo),
Kobayashi Shigeru (Professor, Institute of Advanced Media Arts and Science)

March 15-24,2024

ArtIncubation

Synflux: WORTH: Digital Fashion Platform

March 15-24,2024
Synflux: Algorithmic Couture Alliance: Digital and Fashion Dialogues

March 15,2024
Online Talk SUPER DOMMUNE:
Algorithmic Couture Alliance: Digital and Fashion Dialogues
Speakers: Ashida Hiroshi (Associate Professor, Faculty of Design, The University of Kyoto
Seika), Inoue Masahito (Associate Professor, Department of Human Environmental
Sciences, Mukogawa Women's University), lida Yutaka (Professor, College of Social
Sciences, Ritsumeikan University), Tsugawa Eri (architect / Direector, ALTEMY), Ukawa
Naohiro (contemporary artist / CEO, DOMMUNE), Fujishima Yoko (fashion researcher /
CCO, Synflux Co., Ltd.), Sano Kotaro (speculative fashion designer / CDO of Synflux Co.,
Ltd.), KawasakiKazuya (speculative fashion designer / CEO, Synfux Co., Ltd.)
Venue: SUPER DOMMUNE
Also available on DOMMUNE streaming

March 20,2024
Open Dialogue: Open Dialogue: Fashion Design for the Digital Self
Speakers: Kawasaki Kazuya, Shimizu Tomoko (media researcher, cultural theorist),
Fujishima Yoko, Hara Chikei (independent curator), Kanamori Kaori (Representative
Director, DRIFTERSINTERNATIONAL / Associate Senior Producer, precog co., LTD.)

March16,17,23,24,2024

Inspiration Dojo Introduction to Programming: Using algorithms to make a picture!
Instructor: Kurahashi Shinya (engineer, artist)

March 22,2024

ArtIncubation

2023 CCBT Artist Fellow Final Presentations

Speakers: TMPR, Synflux, contact Gonzo, Snoezelab., ELECTRONICOS FANTASTICOS!
Guests: Isu Taeko, Ukawa Naohiro, Kuze Shozo, Takekawa Junichi, Tanaka Miyuki, Hosokawa
Asami

March29-31,2024

Partner Projects

Tokyo Smart Culture Project Extream Edohaku

A Journey Back in Time to Meiji-Era Ginza Mixed Reality Experience

Racing through Edo-Era Ryogoku Generative Al Video

Organized by: Tokyo Metropolitan Foundation for History and Culture, Tokyo Metropolitan Edo-
Tokyo Museum

o] 5 ¥R
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KIF 3+ Playfool "Deviation Game ver 1.0,
Fiflp.34

Now Play This 2023
2023%F4H18~9H
215 Somerset House New Wing (A K> A F 1) X)

Ars Electronica Festival 2023
2023%F986H~10H
K15 POSTCITY (U, #=Z U 7T)

Cinekid Festival
20235F10815H~29H
215 Pathé Amsterdam Noord (PARTILY L\ F 5> %)

19th Digital Art Festival Taipei
2024%11B28~17H
2B ABIAVTURT)— - HLFr—-FR(C-LAB) (A, &:8)

SIDE CORE "rode work ver.under city.
FFifip.42

MEET YOUR ART FESTIVAL 2023 Time to Change.
2023%F10R6H~9H
25 RR-REMET—F (FHEEEF,) (RR.EBE)

Tomo Kihara + Playfool: Deviation Game ver. 1.0

(p.34)
Now Play This 2023
April1-9,2023

Venue: Somerset House New Wing (London, United Kingdom)

Ars Electronica Festival 2023
September 6-10, 2023
Venue: POSTCITY (Linz, Austria)

Cinekid Festival
October 15-29, 2023
Venue: Pathé Amsterdam Noord (Amsterdam, The Netherlands)

19th Digital Art Festival Taipei
November 2-17,2024
Venue: Taiwan Contemporary Culture Lab (C-LAB) (Taipei, Taiwan)

SIDE CORE: rode work ver. under city
(p.42)

MEET YOUR ART FESTIVAL 2023: Time to Change
October 6-9,2023
Venue: Tennoz Canal Area (Tokyo, Japan)
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ArtIncubation

Tomo Kihara + Playfool

Deviation Game ver 1.0

Production: Tomo Kihara + Playfool

Technical Collaborator: Shimizu Kye (N sketch Inc.), Hashimoto Daiki (N sketch Inc.), Fujinami
Hidemaro (N sketchInc.)

Sound Design: Matteo Bandi

Textile Support: Studio Onder de Linde

Graphic Design:Isu Taeko, Yamaguchi Chika

Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR
AUGMENTED SITUATIOND

Project Direction: Asami Kazuhiko
ArtDirection: God Scorpion, YOSHIDAYAMAR
Curation: YOSHIDAYAMAR

Global Coordination Management: Lin Chiyang
Technical Direction: Discont, Matsuoka Yuki
Co-Curation: Inoue Gaku, Kurata Yoshiko
Visual Design: Okuda Nahoko

Lighting Design: Fudetani Ryoya

Stillimages: Yamamoto Hana

Videography: Agata Keniji

SIDE CORE

rode work ver. under city

Production: SIDE CORE

Skateboarder: Morita Takahiro, Kaetsu Reon, Sakurailssei
Camerawork: Imae Ryuichiro, Harimoto Kazunori

Camera Assistance: Shinozaki Aoi, Kokai Inori, Murayama Yudai
Lighting: Katagi Naoyuki, Wang Hiroto

Lighting Assistance: Shimada Daichi

Sound Recording: AraiNozomu, Sakamoto Naru

Sweetening: AraiNozomu

Sound Design: Matsuura Tomoya

3D Scanning: Inafuku Takanobu, Tsuda Kazutoshi, Inoue Tomohiro
Project Management: Shimada Mei (CCBT)

Inukai Hiroshi + Developlayers

Future Tokyo Undokai (Sports Day)

Developmentand Playing: Developlayers

Creative Director, Technical Director, Facilitator: Inukai Hiroshi

Assistant Director: Saito Kazuki

Sports Day Facilitation: Nishi Tsubasa, Uebayashilsao, Hirota Yuya, Mizuno Midori
Guest Developlayer: Kishino Yuichi, Hosoma Hiromichi, sei, ITOKEN

Safe Play Mentor: Takahashi Toshimichi (TOKYO PLAY)

Presentation Master: Kaneko Miwa

Kids Facilitation: Mizuno Midori, Miura Daiki, Youngja Park, Fujiwara Midori

Sports Day Moderator: Happymax Mishima

Sports Day Direction: Yoneji Takaaki (Undokaiya Co., Ltd.)

Referees: Fukuno Kusagi, Yamazaki Aoi, Komori Yuki, Nishigaki Takahiro (Undokaiya Co., Ltd.)
Sports Day Stage Manager: Ito Yuya

Sports Day Technical: Yoshii Masanori, Izumida Ryusuke (Tech Directors Association)
Sports Day Sound: Hashimoto Shingo (1.G.O Co., Ltd.)

Talk Event Guest: Zaitsu Norihisa (Sasazuka Bowl)

Documentary Video Production:MODOC team

Live Streaming: Baseball YouTuber Mukoy (NPO Vital Project)

Graphic Design:Isu Taeko

lllustration: NuQ

Production: Undokai Association

Tokolo Asao + Hiramoto Tomoki + Iguchi Kota
FORMING SPHERES

Production: Tokolo Asao + Hiramoto Tomoki + Iguchi Kota
Exhibition Design: Kanaoka Daiki

Lighting: Tokyo Lighting Design

Indigo Dyeing: Nakahara Leki

Graphic Design: Ogi Ohri

Fabrication: Fukuwaza

Technical Director: Takata Toru

TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)

Tracing the Landscape That Al Beheld: An Artificial Intelligence Travelogue

Production: TMPR (lwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
Installing: Tsuchida Makoto, Ikeda Takumi, Atsumi Masashi, Kanaoka Daiki, Mikita Iku, Hatada
Kunpei

Manager:IsonoRena

Archive: Tada (Yukai), Maruo Ryuichi

Production Support: lwasawa Eri

Exhibition Support: Xacti Corporation, PENTEL CO, LTD., Central East Tokyo

Writing: Nakata Kazue, Isono Rena, lwasawa Takashi, Endo Jovanny

Synflux: WORTH: Digital Fashion Platform

Exhibition: Algorithmic Couture Alliance

Production: Synflux

Creative Direction: Kawasaki Kazuya (Synflux)

Design Direction: Sano Kotaro (Synflux)

Research & Management: Fujishima Yoko (Synflux), Masuno Ayana
Research & Management Assistants: Ansai Shihoko, Itabashi Miki, HarayamaTowani
Art Direction & Design: Kamimura & Co.

Space Design: studioarche

Website: HAUS

CG: Apparel Play Office, Yoshikawa Takashi

Film: Yoshiya Ryo

Film Assistant: Shimura Hayate

Cover Visual: TamakiKai

contact Gonzo

my binta, your binta // lol ~ roars from the skinland ~
Performers, Concept: contact Gonzo (Tsukahara Yuya, Mikajiri Keigo, Matsumi Takuya, NAZE)
Concept building support: Tsuda Kazutoshi

Stage Director. Kawachi Takashi

Acoustic Design: Nishikawa Bunsho

Acoustic Operating: MizoguchiHiromi (Nancy)

Device Design: Inafuku Takanobu

Lighting Design: contact Gonzo

Technical Support: Ito Takayuki (CCBT)

Visual Design & Costume: Koike Aiko

Drawing archive:NAZE

Producers: HayashiKeiichi, Iwanaka Kanako, Shimada Mei (CCBT)
Incooperation with: happy freak

SnoezelLab.: lISE (Immersive Inclusive Sensory Environment)

See, Touch, Hear: Playing by Sensing

General Director: Hashimoto Atsuko (SnoezelLab.)

Administrative Director: Ichikawa Nozomi (SnoezeL ab.)

Program Management: Kashima Moeko (CCBT)

Technical Director: Tabei Katsuhiko (CCBT)

Assistant Technical Director: Gakki (Gakki Lab.), Nakaji Hiroaki (arsaffix)

Engineering: Nigel Barnett, Hashimoto Takuya (Relax Creation project Inc.)

Engineering Support: Mathias Anders

Video Design: Hashimoto Atsuko

Music: Relax Creation project Inc. (Hashimoto Takuya, Tajiri Yuta)

Design & Production Support: Unou-jikenn.inc. (Kageyama Jiro, Miyahara Kenta, Ito Yuki, Atsumi
Junya, Yokoi Reona, Ganaha Mizuki, Yamashita Fuga), Okumoto Tomoe (Relax Creation project
Inc.)

Sign Planner: Ito Yuki (Unou-jikenn.inc.)

Editorial Director: Atsumi Junya (Unou-jikenn.inc.)

lllustrator: Higasa Akiko

Animation (Mirage): gener8 (Lucy Southwell, Rebecca Hodson)

Installation: SUPER-FACTORY Inc. (Shimoyama Aya, Ishida Akira, Ogata Keita)

Operating Partner: Polarisinc.

Collaborative Partners: General Incorporated Association Gifted, People Design Institute,
GeneralIncorporated Association Burano

Workshop

Inspiration Dojo
Program Directors: Kobayashi Reina (CCBT), Kashima Moeko (CCBT), Tabei Katsuhiko (CCBT)
Workshop Development, Instructors: Georg Tremmel (BCL, BioClub Tokyo), lto Yuya (arsaffix),
Kimura Yusuke (arsaffix), KurahashiMasaya, Miura Daiki (arsaffix), Nakaji Hiroaki (arsaffix), Otsuto
Masashi (CCBT)
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Camp

Future Ideations Camp Vol. 1

Import*

Project Direction: Hirota Fumi (CCBT)

Program Management: Kashima Moeko (CCBT), Shimada Mei (CCBT)

Technical Direction: TabeiKatsuhiko (CCBT)

Technical Team: Nakaji Hiroaki, Miura Daiki

Translator: Sano Meiko

Live Streaming: Okamoto Akio (Ney-Anton G.K.)

Staff: Mikami Ryo, Owaki Richi, Nishino Masanobu, Nakamura Aoi, Tomita Ryohei, Takeda
Hirozumi

Management: Negami Yoko (Living Together Co.), Kanagawa Akane (Living Together Co.)

Future Ideations Camp Vol. 2

setup(): Making New Rules with Blockchains

Project Direction: Ito Takayuki (CCBT)

Program Management: Shimada Mei (CCBT), Hirota Fumi (CCBT), Kobayashi Reina (CCBT)
Technical Team: lwata Takuro (arsaffix), Miura Daiki (arsaffix), Tabei Katsuhiko (CCBT), Otsuto
Masashi (CCBT), Ito Yuya (arsaffix)

Live Streaming: Okamoto Akio (Ney-Anton G.K.)

Management: Kira Honoka (TASKO Inc.), Yahagi Sora (TASKO Inc.), Taichi Naoki (TASKO Inc.),
Kato Naho (TASKO Inc.), Mukai Hiro (TASKO Inc.), Tanaka Arisa (TASKO Inc.)

Participant Assistance: Tsuma Keigo

English Management: Sano Meiko

Archive: Harimoto Kazunori, Muramatsu Masahiro

Future Ideations Camp Vol. 3

Co-creating Opportunities for Inclusive Encounters Workshop

Program Manager: Kashima Moeko (CCBT)

Technical Director: Tabei Katsuhiko (CCBT)

Technical Team: Ito Yuya (arsaffix), Otsuto Masashi (CCBT), Kimura Yusuke (arsaffix), Nakaji
Hiroaki (arsaffix), Hirase Miki (arsaffix)

Management: Negami Yoko (Living Together Co.), Kanagawa Akane (Living Together Co.)

Live Streaming: Okamoto Akio (Ney-Anton G.K.)

Showcase

Media Art Studies 2023: Playing with Your Eyes (Directed by Iwai Toshio)

Director: lwai Toshio

Program Directors: Hashimoto Norihisa, Myokam Hiroko (Eizo Workshop)

Project Director: Hirota Fumi (CCBT)

Assistant Project Director: KobayashiReina (CCBT)

Program Managers: KashimaMoeko (CCBT), Shimada Mei (CCBT)

Technical Directors: Tabei Katsuhiko (CCBT), lwata Takuro (arsaffix)

Assistant Technical Director: Ito Yuya (arsaffix)

Appliance Designers & Producers: Kimura Yusuke (arsaffix), Nakaji Hiroaki (arsaffix)
Programmer: Miura Daiki (arsaffix)

ArtDirector: Ooka Hironori, Hiramatsu Rui

Photographers: Harimoto Kazunori, Otsuto Masashi (CCBT)

Public Relations: Yotsumoto Tomoko

Logo Design: lwai Toshio

llustration: lwai Roka

Animation: AkitaHaruna

Student Facilitator Management: TASKO Inc.

Student Facilitators: Arie Yu, lwai Roka, Otera Taro, Kawai Anzu, Kawakami Haruka, Kushida
Mayu, Koide Rin, TakahashiKanoko, Takahisa Chirai, Terai Masaya, Hiraiwa Honoka, Matsuhashi
Soyo, Yamamoto Sakura, Yoshida Hina, Yoshimura Kazumi

In cooperation with: Fujimura Satomi (Tokyo Photographic Art Museum), Tasaka Hiroko (Tokyo
Photographic Art Museum), Kobayashi Maiko (Tokyo Photographic Art Museum), Chiu Yu-
Hsuan (Tokyo Photographic Art Museum), Retro-Do, EMC Sekkei Co,, Ltd.

MPLUSPLUS: Embodiment++

Concept & Art Direction: Minoru Fujimoto (MPLUSPLUS)

Project Director: Hirota Fumi (CCBT)

Technical Director: Ito Yuya (arsaffix)

Program Director: Takekawa Junichi

Assistant Project Director: KobayashiReina (CCBT)

Coordinator: Nakata Makiko (MPLUSPLUS)

Assistant Technical Director: Tabei Katsuhiko (CCBT), lwata Takuro (arsaffix)

Sound Design: Ito Takayuki (CCBT)

Appliance Designers & Producers: Kimura Yusuke (arsaffix), Nakaji Hiroaki (arsaffix), Hirase Miki

(arsaffix), TASKOInc.

Technical Support: Miura Daiki (arsaffix)

Lighting Design: Tashiro Hiroaki (DOTWORKS)

Art Direction & Design: Kato Kensaku (LABORATORIES), Wada Maki (LABORATORIES),
Tanaka Natsumi (LABORATORIES)

Photography & Videography: Kabe Sohei, Watanabe Tomonori, Otsuto Masashi (CCBT)

Minoru Fujimoto, Embodiment++

Concept & Art Direction: Minoru Fujimoto (MPLUSPLUS)
Robotic Development: MUSCLE CORPORATION
Software Design: Ono Keisuke (MPLUSPLUS)
Mechanical Engineer: Takeuchi Yukako (MPLUSPLUS)
Installation: Goto Erina, Tone Kohei

Humanized Clock

Sound Design: Kenmochi Hidefumi

Narration: Edward Sweeney

Robot Motion Programming: Minoru Fujimoto (MPLUSPLUS)
Product Design: Miake Nobu

Robotic Choreographer
Sound Design: Suzuki Tatsuhiko (MPLUSPLUS)
Robot Motion Programming: Suzuki Tatsuhiko (MPLUSPLUS)

Light-emitting Existence
Sound Design: Suzuki Tatsuhiko (MPLUSPLUS)
Robot Motion Programming: Minoru Fujimoto (MPLUSPLUS)

MPLUSPLUS Product Exhibits

Director: Yoshiike Toshiki (MPLUSPLUS)

Space Design: FumikiNana (MPLUSPLUS)

Hardware Design: Yanagisawa Yutaka (MPLUSPLUS)

Synchronization System Construction: Yoshiike Toshiki (MPLUSPLUS)

Interactive Design: Izuta Ryo (MPLUSPLUS) , Ueda Kentaro (MPLUSPLUS) , Yoshiike Toshiki
(MPLUSPLUS)

Sound Design: Suzuki Tatsuhiko (MPLUSPLUS)

Film Production: Yoshiike Toshiki (MPLUSPLUS) , Suzuki Tatsuhiko (MPLUSPLUS) , Shirasu
Yuji (MPLUSPLUS)

Technical Engineer: Takeuchi Yukako (MPLUSPLUS)
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Tel: (+81) 3-5458-2700
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