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Creative Base Tokyo Annual Report
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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.

CCBT kicked off the new fiscal year with CCBT Compass 2024, a comprehensive showcase of
what CCBT had done since opening, with a focus on the activities and work of ten artist fellows and
the other players who helped shape CCBT. Concurrently with that series of events, CCBT announced
humanity as its theme for 2024 and launched an open call for the 2024 artist fellows.

Recent technological advances have not only made things more convenient, they have also had a
profoundimpact on our way of life, the very fabric of society, and even the state of self-governance. This
has expanded the potential for us to re-examine the assumptions we previously took for granted and to
adopt different values and modes of behavior. Given that context, envisioning a world of true prosperity
requires us first to question our own existence and the very meaning of humanity.

In order to incorporate a range of perspectives into our consideration of this universal issue and
open up the discussion more widely, we have also actively sought out collaborations with external
organizations. As part of this, CCBT launched the Research Partners Program, which works with
researchers and others in Japan and beyond to promote research, development, and publication
contributing to civic creativity.

This publication provides a comprehensive introduction to these efforts and also features
interviews with people who have been involved with CCBT in various roles, including as artists,
instructors, and participants. We hope that this book provides a glimpse into CCBT'’s activities, where
people with different expertise and perspectives come together to explore and put their ideas into
practice.

In closing, we would like to express our deep gratitude to all the artists, creatives, participants, and
institutions 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. Inanage
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"—dJapanese 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 technigues 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 people and
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.

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
processesandtechnological 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 aplace for coming into contact with digital creativity. Members
of the public acquire digital skills and enhance their literacy and fluency.

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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CCBT BHRIZUO L NIz [FYLRNDARE]
CCBT, a digital community center for everyone
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Thissectionintroduceseventsinthe core programs organized
from the opening of CCBT in October 2022 through to March
2025. It introduces the indices (keywords) for civic creativity
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advocated by the players (program participants).
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Timeline of the CCBT Core Programs

[ AP | F—hk+4v%a~—3> Artincubation
[ Camp | Fv27

[ Showcase JIIDEEZES

[ Workshop ECEPEEFS

[ Meetup JEEEEHD %
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Maywa Denki Shibuya Factory in CCBT
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Civic Creative Base Tokyo Opening Event: Future Tokyo Undokai (Sports Day)
Inukai Hiroshi + Developlayers
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Develop + Play!
Developlay!
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CCBT opensinShibuya
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Selected 2022 CCBT artist fellows:

- AsamiKazuhiko + God Scorpion + YOSHIDAYAMAR
- Tomo Kihara + Playfool

-SIDE CORE

-InukaiHiroshi + Developlayers
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Maywa Denki's factory inside CCBT?!
Events include an exhibition, live
performance, and workshops.
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Trying out new technology-based sports
day competitions! Over 200 people from
children to adults take part.
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Yebisu International Festival for Art and Alternative Visons 2023
Off-Site Project: FORMING SPHERES
Tokolo Asao + Hiramoto Tomoki + Iguchi Kota
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Aninstallation based on the emblem design for the 2020 Tokyo Olympic
and Paralympic Games on show at Yebisu Garden Place.
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Future Ideations Camp Vol. 1: Import *
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How does creativity
observe the world? What
criteria does it use to
ask questions?
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“Importing” new proposals into society
through collaboration and learning
about design approaches and the key
concepts behind algorithmic thinking.
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Hello from the Global Creative Laboratories! Vol. 1:
Laboratory-driven Cultural Facilities
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Doing something to
improve today’s city
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rode work ver. under city
SIDE CORE

RROHFDOKEIC, REBDOMTHHA
DAANHR | R — 5 —HIEKR7%H
TEEEZRRY 2RBEREENTE
~LE L7

A portalto avirtual, underground city
opened up in the heart of Tokyo! An
outdoor screening of a film about skaters
exploring animmense subterranean world.

1

*-i.; -
e “" . S

oy

SIDE CORE

2023.0310-03.21 ) (0

AUGMENTED SITUATION D
ZREME+Ty RRa—E4 »+HFMEL
Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR
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Increasing new kinds of situations in the
city through ultra-hypothetical media
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Anurban, outdoor exhibitionin the heart of Shibuyal! Artworks
appearsin XR (cross/extended reality) in the cityscape!
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Mutual evolution of
technology and creative
expression through imitation
and deviation

Deviation Game ver 1.0
AR+ Playfool
Tomo Kihara + Playfool
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Agame that searches for ways for humans

and tech to evolve together by competing and
collaborating with Al. Since its debut at CCBT,
the game has toured the world!
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DEVIATION

Discovering and proposing new
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values through experimentation
and creative expression
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Open call launched for 2023 CCBT
artist fellows
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Cultural institutions from five cities around the world
gather at CCBT todiscuss the possibilities for arts
and culture of lab-focused activities.

- Tokolo Asao + Hiramoto Tomoki + Iguchi Kota

2022

2023.05.15-06.15

CCBT H{ETH !
CCBT undergoes renovations
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Inspiration Dojo starts!

FFII— I D> TRAT.

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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Making the future from past media
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Media Art Studies 2023: Playing with Your Eyes (Directed by Iwai Toshio)

AFAPF—h-A9F(—X2023

@ «f

Era

BRRDAHEACRBEBRTEEZT LA T IT Y FH EB ?
CCBTIZE5 | "BRE, ¥ U —XOBERS £H. s, v\t
A playground to experience the mechanisms and principles
of the movingimage at CCBT! It also includes arestored

version of the Time Stratum series. N TEEEE 2023 717455812002
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Learning together and discovering
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« Synflux

« contact Gonzo

+ Snoezel ab.

+ ELECTRONICOS FANTASTICOS!

Selected 2023 CCBT artist fellows:

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

- contact Gonzo

-Snoezelab.

-ELECTRONICOS FANTASTICOS!
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MPLUSPLUS
Embodiment++
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Thinking about new possibilities for
physical expression through robots that
vastly surpass human capability
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An exhibition of the work of globally acclaimed
MPLUSPLUS'’s sound-video-light performances. It also
features a performance by massive robot arms.

Engaging in a vital fusion of Web 2.0 and
3.0, the real and the virtual
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Future Ideations Camp Vol. 2 setup(): Making New Rules with Blockchains
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The second camp explores blockchains and
divesinto new ideas on (crypto)currencies,
NFTs,and DAOs.
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Electromagnetic Matsuri Parade

ELECTRONICOS FANTASTICOS!
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B #RIPT (35.39.36.02/139.42.5.98)

TMPR (&iR5%2% +iE)IIF—8B+XILE +FH—%)

Moving Point Observation Station (35.39.36.02/139.42.5.98)

TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
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An observation station where humans
and Al work together!? Over two
hundred people take part in this first-of-
its-kind event.

"Poemsin Code
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CCBT x B FM KSR 2024
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Civic Creative Base Tokyo x Yebisu International Festival
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Generated Moving Image
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Hello from the Global Creative Laboratories! Vol. 2: Cultural
Facilities Responding to the Times
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Technology enables participation

for Art & Alternative Visions 2024
Poems in Code: Generative Art Today and Programming-
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Future Ideations Camp Vol.3: Co-creating
Opportunities for Inclusive Encounters Workshop

Laboratorics!
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The talk series returns with labs from the USA,
Germany, and Indonesia that pursue innovative

experimentations and initiatives.
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The third camp explores inclusive
design, featuring on-site research and
dialogue, and new proposals about
social welfare.
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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!
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my binta, your binta // lol ~ roars from the skinland ~
contact Gonzo
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A new performance by contact Gonzo, sharing pain and the
sensation of physical contact with the audience.
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See, Touch, Hear: Playing by Sensing

Snoezelab.
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CCBT transforms into a creative space stimulating the seven
senses through light, sound, smell, and more.
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Algorithmic Couture Alliance
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Synflux

Algorithmic Couture Alliance: Digital and Fashion Dialogues
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Aresearch project on further possibilities in the field of
digital fabrication and circular design.
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Super Cells Infinite
HUMAN AWESOME ERROR
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CCBT COMPASS 2024

Future Ideations Camp Vol. 4
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Future Ideations Camp Vol. 4: Understanding and Creatively

Expressing Ecosystems as Data
“ 2025.01.25-0202 ) (22D

Future Ideations Camp Vol. 5
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An artistic research project focusing on the
strength and potential of cancer cells, and
rethinking the body, human life, and identity.

Future Ideations Camp Vol. 5: Can Al Become Life?
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2379 D8 (COMPASS)
A compass for making
and thinking about future
creativity
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2025.02.08-02.09
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Fifteen days to experience and explore the work of ten artist BRHTBET. REDHDIZEITI-A " 2024, 1042 Pavilion ZERO
fellows at the intersection of creativity and technology in HEOESHCRECET - EERE § 2 SR LTERRD 1 Fuse Rintaro
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The fourth camp focuses on ecosystems > - FESLMBDF v > 7 Tld, "TAIREE (Al), %i2 [ j

that include humans. Taking a bird's-eye view meELT TBRME 2¥—7— RICAIORER TOKYO [UNJREAL ESTATE
of ecology and re-evaluating it, the camp i * REMIZRE, MVMNT

proposes new concepts of human activities The fifth camp explores future visions of Al through

P— Mt T 2 BB~ OHRIRIZLE NS EH? androlesinfuture society. examples of practices and the concept of autonomy.

Can art form a seawall against environmental

mechanization?
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Audio Game Center + CCBT
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Experiencing the everyday only through sound
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Ef% Meetup 7— L &FT2 /0 —~ADREWL
Meetup Series: Concerning Art & Technology
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This art project comprises
a performance-exhibition in
Kasai Rinkai Park, a planetarium
screening, and a journal
publication.
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ABIRI Y- EEBoTHAED)?
A laboratory for collaboratively creating
and playing audio games, and to think
about making and having fun with sound.

What does it mean to be alive?
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- In principle, Japanese and other East Asian names appear in the
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CCBT.
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Metropolitan Government and the Tokyo Metropolitan Foundation for
History and Culture’s Arts Council Tokyoand CCBT.
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CCBT's five core programs enable civically engaged practices at the
intersection of creativity and technology. The programs aim to generate
a cycle of ideas (Meetup), inspiration (Showcase), literacy (Workshop),
action (Art Incubation), and proposals (Camp) so that people can harness
their creativity in ways that engage with society. The five programs work
reciprocally to nurture an autonomous community in which various
stakeholders participate, helping CCBT grow into a widely accessible
platform.
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What CCBT Artist Fellows Do

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

Make their creative activities and research processes public

Foster opportunities formembers of the public to come into contact with the intersection of
creativity and technology through creative endeavors and making these processes public
as wellas holding workshops, lectures, and other events

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.

LevelingUp

Opportunities for advice and technical support from mentors and other experts to help
realize the project

Promotion

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

. Management

Help with procedures for using venues necessary for exhibiting work/project widely, venue
operation, equipment use, artwork installation, etc.
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Mentors
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Ukawa Naohiro (contemporary artist / CEO, DOMMUNE), Shimizu Tomoko
(cultural theorist, Tokyo University of the Arts), Tanaka Miyuki (curator, producer),
Mizuno Tasuku (attorney / CITY LIGHTS LAW)
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Themes

- Tools and platforms with a focus on future creativity, and artistic practices
harnessing such tools and platforms

- Inquiries and artistic research on future humanity, and artistic practices
harnessing suchresearch

AEHAM 202445 4R 25H~5H26H
R 2024%F 7B 11H
ISERE 864

Application Period April25-May 26,2024
Announcement of Artist Fellows July 11,2024
Application Numbers 86
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Where is technological progress taking us? To a utopia or dystopia?
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Ichihara Etsuko (artist)

Ichihara Etsuko creates art that reinterprets Japanese culture, customs, and beliefs from
a unique point of view, and presents new, technology-based approaches. Her work has
attracted considerable attention and received coverage in media outlets all over the world.
Ichihara won the Excellence Award (Entertainment Division) at the 20th Japan Media Arts
Festival, and received an Honorary Mention (Interactive Art +) at Prix Ars Electronica. Her
recent exhibitions include Roppongi Crossing 2022: Coming & Going (Mori Art Museum,
Tokyo).
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Photo: Kawashima Ayami

Through humor andfiction, this project explores ways to survivein
asociety facing such diverse challenges, working with members
of the public to construct a vision of the future blending fact and
fantasy. We tend to vaguely believe that advances in science
and technology will solve social problems and enrich people’s
lives. But is the future to which we are heading truly a bright one?
Dystopia Land focuses on the paradoxical positivity inherent in
the act of foreseeing and imagining dystopias, hypothesizing that
what is needed in these chaotic times is not a falsely optimistic
vision of the future, but rather a tenacity that helps us survive,
no matter how bleak the future may be. Based on multifaceted
research into science and human history, the exhibition featured
an installation that immersed visitors in a parallel world in which
Japan has become a dystopia. During the exhibition, a series of
lectures by expert speakers explored dystopian concepts of the
body, religion, nation-state, and civic life, while workshops gave
participants the chance to imagine and create dystopian futures
and civic life. The project enabled a space to think together about
a better future that can make us more resilient in the face of
uncertainty over what is to come.
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Photo: Kawashima Ayami

Ichihara Etsuko's work has interpreted Japanese culture, customs,
and beliefs from unique perspectives, fusing them with technology
to present new values. She here created an installation that
“vaccinates” us against our potentially worsening future. The
installation was a portrait of a fantastical future, from a video of a cult
that worships aone-eyed mutant goat to arobot dancing and singing
folk songs by people who survived privation, and creatures never
seen before. It demonstrated not only the folly but also the tenacity
of humanity, which has overcome various disasters and hardships
in the past. Related events included a dystopian food experience
and an accessories and tools workshop. The exhibition and events
shared the stance at the heart of the artist’s practice in the project,
which not only envisioned a world yet to come and connected to
the present as something personal, but also confronted it creatively.
Instead of a distant future, Ichihara’s endeavor offered the means to
survive today’s increasingly complex world, and re-examined the
possibilities of creating together.
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Top: “Co-creating Civic Live ina Dystopia” workshop

Bottom: “Dystopian Cooking Studio” food workshop
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Workshop: Dystopian Cooking Studio

March1,2025

Food Coordinator: Rin Hiroko

Workshop: Co-creating Civic Life in a Dystopia

March 4, March 9, March 12, March 13,2025

Instructor: Ichihara Etsuko

Lecture Series: Dystopia School Day 1

March 8,2025

The Dystopian Body

Lecturers: Tanaka Miyuki (curator, producer), Takeda Riki (director, folk performing arts
archiver), Ichihara Etsuko

Dystopian Religion

Lecturers: Shimizu Tomoko (cultural theorist, Tokyo University of the Arts), Ebihara Yutaka
(science fiction writer, cultural critic), Ichihara Etsuko

Lecture Series: Dystopia School Day 2

March 15,2025

The Dystopian State

Lecturers: Nakano Nobuko (neuroscientist), Mizuno Tasuku (attorney / CITY LIGHTS
LAW), Ichihara Etsuko

Dystopian Civic Life

Lecturers: Ozawa Tsuyoshi (artist), Hatanaka Akihiro (folklorist), Ichihara Etsuko
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Shibata Yusuke (artist)

Born in 1980 in Fukuoka, Shibata Yusuke graduated from Musashino Art University in
2007 with an MFA in printmaking. Focusing on the ambiguity and uncertainty of the real
world, he creates installations using a variety of mediums, including video, photography;,
and objects. He has conducted research on video media in Southeast Asia, traveling to
ten cities in six countries in 2019. In recent years, he has been working on several food-
related projects, including Popular Kappo Daitaiya: Culture Dish (2023, Yahiro Shokudo,
Tokyo), New Authentic (2023, ya-gins, Gunma), and Finger on the Rice (2022, Finger in
the Soup, Tokyo).

Token Art Center
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Token Art Center

Token Art Center opened in Tokyo's Sumida ward in 2019. With a focus on artists
creating noncommercial, project-based works and installations, it programs and
organizes exhibitions and events not at art museums and galleries but accessible
places in the city like parks and river banks as well as factories and planetariums.
Interested in how artworks are presented and received at spaces other than
conventional white cube galleries, the center searches for new, socially engaged
approachestoart.
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Photo: Sakanaka Takafumi

This project explored contemporary food and gastronomy
through the concept of substitution. In 2023, the first Daitaiya
event was held in Sumida ward, Tokyo, examining food and
drink where imitations and substitutes have spread and become
established independent of the original, such as the Shitamachi
highball. The event conceived examples of cooking through
this notion of substitution as an important element of modern
Japanese food culture, andincluded an experiential performance
inwhich visitors ate and drank the creations.

For this follow-up project as CCBT artist fellows, Shibata
Yusuke and Token Art Center focused on the location of
Shibuya. They conducted research on the food culture, history,
and ecosystem of Shibuya, a highly urbanized area without
agriculture, and the results were presented as an exhibition, a
food and drink tasting performance, and a special website. As
part of the research, workshops were held offering participants
the chance to harvest insects and forage for weeds. Experts
were invited to go out into the city with members of the public
to consider the systems of food production and distribution in
Shibuya, and explore approaches with alternative technologies.
As the culmination of these activities, a course was served using
substitute ingredients and cooking methods devised from the
research.

D= ayTICTRELIBREABRT 2T
Trying the harvestedinsects at the workshop
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Re-examining the arbitrary hidden within food culture
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Shibuya is undergoing gentrification through a redevelopment
project said to be on a once-in-a-century scale. Daitaiya Il
examined alternative technologies to sourcing ingredients in an
area left out of the redevelopment plans. In the “City Bug Shibuya
Insect-Harvesting and Sampling” workshop, participants cooked
and tried eating insects collected in Shibuya, and discussed the
institutionalization of modern public health behind the decline of
eating insects as a social practice and the future potential of insects
as ingredients. In the “Introduction to Shibuya Weed Cultivation”
workshop, participants collected weeds and attempted to cultivate
them as Shibuya’s “local specialty vegetables,” an alternative to the
selectively bred F1varieties we currently find in our supermarkets.
Inthe exhibition that resulted from this research, the installation
presented an attempt at food production that incorporated the
placeness of Shibuya, with symbolic words obtained during the
research process and muttered in the venue like someone talking
to themself, and weeds (that is, vegetables) grown with light
provided by signage to represent the light in Shibuya light. Visitors
were also served dishes made with alternative ingredients and
cooking methods such as weeds, insects, and food waste so that
they could actually see for themselves what they tasted like. In this

LhH)FzRELBREBL TERLE L, way, the project examined and questioned the arbitrary nature
of what is considered natural, unnatural, authentic, and fake—
all notions that lurk beneath the surface of the food culture we
consider normal—and through cooking and exhibiting, explored
alternative forms of technology that can transcend those.
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Exhibition: Daitaiya ll

February 21-March 9,2025

Venue: Salonde Zuppa

Eating and Drinking Experiential Performance

February 28, March 1-2,2025

Performers: Shibata Yusuke (artist), Uemura Yuki (wave chef, wave therapist)
Venue: Salon de Zuppa

TCityBug, (A RBHRMERTI—vav 7

2024%F11A16 8

#BE ALB— (BRREMAER. NPOEARRBERTY h7—/BE
&. NPOEABERAERRIZMRSESR)

77V F—9— MEXMN (TokenArtCenter). &HHt (TokenArt
Center). 4¢H#HE

25 JEvVI - OUIAT 47 - R—IEFR [CCBT], %(ADHEHLRHL

D=0 ayv 7 ERABERIEAM,

20245 12815H

AT ATEM EEREMER. SRASE U ETREREE)

TrNT—9— HEXN. SREHH, LB

BEHH  ENEE

2B JEYI - IIVIAT 1T - R—ZER [CCBT]. %ADEHEN

k=2 TERIZTTEED 2,

202518 31H

Bl BRRE (RBAZAXBZHAEMERE). LEHEH, REINM.
PRk (CCBT)

Workshop: City Bug Shibuya Insect-Harvesting and Sampling

November 16,2024

Instructor: Uchiyama Shoichi (edible insects researcher)

Facilitators: Akiba Daisuke (Token Art Center), Takamura Mizuyo (Token Art Center),
Shibata Yusuke

Venues: Civic Creative Base Tokyo, locations around Shibuya

Workshop: Introduction to Shibuya Weed Cultivation

December 15,2024

Instructor: Maeda Jun (edible weeds researcher / Director, tsumugite LLC.)

Facilitators: Akiba Daisuke, Takamura Mizuyo, Shibata Yusuke

Cooking Support: Uemura Yuki

Venues: Civic Creative Base Tokyo, locations around Shibuya

Talk: Is Nature Possible?

January 31,2025

Speakers: Fujihara Tatsushi (Professor, Institute for Research in Humanities, Kyoto
University), Shibata Yusuke, Akiba Daisuke, Ito Takayuki (CCBT)




Art Incubation

HUMAN AWESOME ERROR

Super Cells Infinite
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Reflecting on the human body, life, and identity through cancer cells

HUMAN AWESOME ERROR
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HUMAN AWESOME ERROR

Inspired by the uncertainty of self-certification in society, HUMAN AWESOME ERROR
launched in 2019 as a collective seeking out thrilling perspectives from system errors.
Comprising project teams centering on Chae Umi and Fukuhara Shiho, its interdisciplinary
practice encompasses moving image, drawing, sculpture, installation, products, biotech,
crafts, and more. In the project Super Cell, Fukuhara's frozen cancer calls were transferred
toalab for culturing in an attempt to challenge bioethics and undertake new research into
immunity. As of 2025, the collective is based in Tokyo and Kyoto, and exploring various
themes.
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B2 Super CellsInfinite,
Super Cells Infinite exhibition

The Super Cell series began when Fukuhara Shiho of HUMAN
AWESOME ERROR created apiece as aformof self-therapy following
her breast cancer diagnosis. This projectat CCBT formed the final part
of that artistic research.

When cancer cells, which are both part of the disease that is
cancerandpartofthe patient,encounter the patient'sownregenerative
immune cells that work to fight them, do the cells actually attack each
other? And do they recognize each other as parts of the same person?
Starting with these simple questions, the project worked in partnership
with medical institutions to realize its plan to exhibit Fukuhara's own
cells. However, over the course of negotiating with the hospital that
stores her cells and a regenerative medicine research institution, it
became apparent that there were various challenges and limitations to
realizing the exhibition, even when the patient is directly involved.

The CCBT exhibition of the project results posed questions
to visitors about the issues of cell ownership that arose from the
conventions and legal constraints that emerged through the process
of undertaking the project, and the bioethics and reality of the self that
we findin that. In addition, talks and a DIY bio workshop were held with
practitioners from various fields related to cancer, generating dialogue
on healthcare and identity from both contemporary and future
perspectives.
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Top: “Make, Think, Talk: Artificial Cell Recipes” workshop

Bottom: “Who Owns Disembodied Cells?" talk

Photo: Otsuto Masashi
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The boundaries between medicine, ethics,
and the self, as seenin cancer cells
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This project intersected a new perspective that considers
cancer cells as part of your own body with the latest advances
in regenerative medicine using iPS cells through the shared
framework of cells, presenting cancer not only as somethingtobe
treated but also as a catalyst for multifaceted discussions.

After the initial plan of removing Fukuhara Shiho's cancer
cells from the hospital stalled, HUMAN AWESOME ERROR
decided to incorporate into the project not only cells in material
terms, but also the ethical issues in the medical and scientific
fields that utilize cells.

The project results exhibited at CCBT included drawings of
cancer cells made by breast cancer survivors during interviews,
cognitive bias in diagnostic imaging that is meant to be objective,
andHelLacancer cellsthathave survived for about seventy years,
as well as video footage of project collaborators talking about the
ethical issues from their scientific perspective as researchers.
The varied perspectives on cancer and its treatment in medicine,
science, and the humanities coexisted with various layers,
including the feelings of patients and others affected by cancer.

The talks featured speakers including a breast cancer
survivor, cultural anthropologist, and medical professionals
involved in a cancer philosophy clinic, and a workshop for junior
high and high school students explored the question of what life is
through creating artificial cells.
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Exhibition: Super Cells Infinite
February 11-24,2025
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Talk 1: Who Owns Disembodied Cells?

January 13,2025

Speakers: Tsukamoto Takahiro (PhD candidate in interdisciplinary cultural studies
[cultural anthropology] at the Graduate School of Arts and Sciences, University of
Tokyo), Hino Okio (Professor Emeritus, Juntendo University / Honorary Chair, Cancer
Philosophy Clinic), Furukawa Miki (breast cancer survivor)

Host: Chae Umi (HUMAN AWESOME ERROR), Fukuhara Shiho (HUMAN AWESOME
ERROR)

Talk 2: Immortal Cells and the Blurring Boundaries of Individuality

February 11,2025

Speakers: Kaneko Shin (Professor, Center for iPS Cell Research and Application, Kyoto
University / Institute of Medicine, University of Tsukuba), Yashiro Yoshimi (Professor,
Center for Translational Research Support Education, Fujita Health University)
Facilitators: Chae Umi, Fukuhara Shiho

Workshop: Make, Think, Talk: Artificial Cell Recipes

Date: February 15-16,2025

Instructors: Kuruma Yutetsu (Senior Researcher, Japan Agency for Marine-Earth
Science and Technology), Fukuhara Shiho

Facilitator: Kobayashi Reina (CCBT)
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Fuse Rintaro
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Pavilion ZERO
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A multilayered art project for restoring fiction and the imagination

3
\adiii‘g!-"!‘"‘ﬂ:&- :

— 4*.1‘,-'2!

r

HHEWMAR (7 —F 1 2 k)

2R —hF 7V OFEFBUBOEHICE TS IR, TZATHEZ L, D
@EICEIT T, BSFATEFPT /R MERAIL, BEERP Y 7Y
1 b BEROFalL—>ay, EEOHR. ARV FREREEZTST
W3, EW5ESE LTEENRICLETW I Y RIL—ay TH50
EDNDI a7, (20245 EEHRY v 5 ) —"H-SHOERE,) ERE "$
L WEHK) (20224, PARCOMUSEUMTOKYO)., BEEIRIT#HZIZE 155+ 2
L—>avE "BEY LY, (2022F, NSEATEMM) HE, FEELL
TIS7Ly—nBEH, (2023%F., &Xit). FE DRohyn s, (2023
-V =t )N

Fuse Rintaro (artist)

Exploring through poetry and writing how to regain a sense of being with others and recover
from the urban solitude that has emerged since the appearance of the first smartphone,
Fuse Rintaro's practice encompasses moving image, websites, exhibition curation, book
publication, and event programming. Major exhibitions include the installation Another Mew
(based on his novel) at New ‘Artists Today” Exhibition 2024: | Found Myself in You (2024,
Yokohama Civic Art Gallery), the solo show New Corpse = Dead Corpus (2022, PARCO
MUSEUM TOKYO), and Planet Samasa (2022, former site of Odaka Binding Factory), which
he curated in a disused printing factory. His publications include How to Write Love Letters
(2023, Shobunsha) and the poetry collection Catalogue of Tears (2023, PARCO Publishing).
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Photo: Takehisa Naoki

Pavilion ZERO was a multifaceted exploration of the “ground”
(basis) of Japan as an expanded form of land art. The largest
and core part of the project was Aquarium of Air, an outdoor
promenade performance-exhibition at Kasai Rinkai Park, built on
reclaimed land by Tokyo Bay. Participants wore head-mounted
displays and wandered around the park, guided by Fuse Rintaro
and experiencing the land, sea, and air in augmented and virtual
realities. Playing with the dual sense of “air” as something that is
empty and in the sky, the exhibition “tour” was an experiment in
observing a fantasy aquarium in terms of the actual aquarium in
the center of the park as well asits surroundings and environment,
and the past, present,and future. Referencing the 1970s practices
of Terayama Shuji and others while deliberately misinterpreting
that kind of urban street theater, Pavilion ZERO was a grand
experiment that sought to draw the imagination to the once and
far away by separating fiction fromreality. The endeavor was then
replayedinaplanetariumusingstorytellingandmovingimage, with
afictionalaquarium projected onto the sky as a VR experience for
the groups to experience. The project alsoincluded Dream Island,
a journal publication featuring contributions, discussions, and
other primary sources by artists, architecture, and manga artists
to create a foothold in addressing the absence of discourse and
criticism in the recent Japanese art scene. In this way, Pavilion
ZERO was atruly layered art project of multiplex practices.
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Top: “Observation Report: Testimony of Air”
fulldome planetarium projection
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Works ondisplay at Kasai Rinkai Park

Left: Wakui Tomohito, HOWL

Right: Itagaki Ryoma, Independent navigation
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Pavilion ZERO Documents Roomrelated exhibition

Photo: Yamazaki Yuki
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Pavilion ZERO
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Pavilion ZERO was launchedin the same year as the 2025 World Expo
in Osaka, whose motto is “Designing Future Society for Our Lives.”
Fuse described the project as an “anarchism of sensibility” responding
to expo, and on the same day as information about the project events
was announced, he held a roundtable discussion featuring Ochiai
Yoichi, producer of the Osaka expo’s signature pavilion, null?, which
explores “Polishing Life,” and art critic Sawaragi Noi, who has written
extensively on expos. Unlike many sites of reclaimed land developed
for industrial or military purposes, Kasai Rinkai Park is an artificial
natural environment created for the express purpose of enabling
interaction between the sea and humans. The park’s aquarium, which
has been open for over thirty years, is undergoing relocation, and its
experience of the ocean as rendered by the architect Taniguchi Yoshio
is soon to become mere air. With this context in mind, Fuse planned a
tour-style exhibition. Those in the park on the day observed visions
that appeared in fragments between the layers of the park’s original
development plan: fictional images of life swimming in the “sky,” lightly
subverting the laws of nature, and then disappearing into the sky like a
love song that doesn'treach its intended target.
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Top: “Art Beginnings from Pavilion ZERO" presentation
Bottom:“Whatisthe Ground (Basis) of Japan?”roundtable
discussion with Fuse Rintaro, Ochiai Yoichi,and SawaragiNoi

Photo: Takehisa Naoki

Outline

TNEl=y7—BRES YL - E0  ZBoKEE

2025%2H88H, 9H

%5 BREEEAE

SIER KBER (F—FT4 A, P72X—%—), REBE (F—FT1 &
[N :ﬁ#a’{: (%fﬁ BEBER/WHTEHOUSET « Lo ¥ —-F 2
L—%—). (i% (=74 X K). BMBRZN (F—FT+«
Z B, *mﬁ/\ (7' TA4 AR BMER (7 —F 1 R FFA).
IRTFE (BER. EMR. D). A (7—F 1 X H)

Outdoor Promenade Performance-Exhibition: Pavilion ZERO: Aquarium of Air

February 8-9,2025

Venue: Kasai Rinkai Park

Artists: Yonezawa Shu (artist, animator), Itagaki Ryoma (artist), Wakui Tomohito (visual
artist, music artist, Director and Curator / WHITEHOUSE), Kurosawa Koharu (artist),
Kurachi Tomonosuke (artist), Yonemura Yuto (artist), Aoyagi Natsumi (artist, poet), Komatsu
Kazumichi (composer, visual artist, DJ), Fuse Rintaro (artist)
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Related Exhibition: Pavilion ZERO Documents Room

March 11-23,2025

Magazine: Dream Island 1: Ground (Basis)

Published: March 11,2025

Planetarium Screening: Observation Report: Testimony of Air
March 15,2025

Venue: Cosmo Planetarium Shibuya
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MVMNT
TOKYO [UN]IREAL ESTATE
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A next-generation estate agent for the digital age,
capturing the present reality of Tokyo and connection it to future creativity
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MVMNT (speculative design unit)

Dedicated to creating the legends of the year 20XX, MVMNT specializes in
speculative design that produces unknown movements. It aspires to bring out the
art-driven world lines possible in contemporary society, and trigger creative social
movements of all sizes through the power of communities.

Project members: Sega Miku, Hara Ryosuke, Yamada Lennon, Okamoto Kanaha
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This project builds up a digital archive of Tokyo's diverse lifestyles by
collecting and 3D-scanning data from Tokyoites’ living spaces, and
then publishing the archive online. The project encompassed four
events designed to foster collaboration between artists and residents,
and build the archive. These began with a talk featuring Tsuzuki
Kyoichi, author of the 1993 photo book Tokyo Style, and also included
a workshop where members of the public could learn how to do a 3D
scan of their home with their phone, and then use that as a creative
assettomake amanga. Presented as afictional real estate agency, the
exhibition of the project results showcased the data on actuallives and
the diversity of lifestyle evident from the data. The exhibits included
manga, games, XR, and music videos made by utilizing the 3D data,
along with data from actual residences. Through these exhibits, the
project explored the potential for creative collaboration and the further
developmentof digitalarchives, proposing new usesfor living spacesin
the digitalage. The project engaged ina new iteration of modernology,
recording and examining true-to-life humanity and interpreting the
characteristics and changes inmodern society.
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Top: DOMMUNE X TOKYO [UN]JREAL ESTATE: Digitally
Observing the Current Tokyo Style

Middle: Kick-Off Event: Lessons on Archiving Lifestyle: Preserving
Tokyo Lives and Stories with 3D Scans

Bottom: Talk: Tokyo Home Stories: Exploring Everything about
Lifestyle with Experts
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Left: TOKYO [UNJREAL ESTATE Pop-up
Right: 3D Data and Manga Workshop:
Devising Stories fromHomes
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TOKYO [UN]JREAL ESTATE website
https://unrealestate.mvmnt.tokyo

The exhibition introduced the project in terms of collecting
3D data of homes, publishing and archiving 3D data, and
transforming that into creative works. The venue purported to be
afictional real estate agency. Upon entering, visitors were greeted
by a guide and the collated property information of actual homes.
This collection of information introduced data volume instead of
rent, 3D datainstead of floor plans, and the lifestyle of the landlord.
As such, it became a truer presentation of modern Tokyo lifestyle.
Based on these materials, the project also included a “Homes
Stories” talk with participants to further develop images of
people’slives. Treatinghomes asamediumencompassing space
and time, the project constituted a practice of modernology, a
sociological means of observing cities and lifestyle.

The exhibition also showcased the process of collecting the
data, as well as research and survey materials on shifts in lifestyle
and social conditions in Tokyo. In addition, the exhibition included
a space called the Creative Expansion Laboratory, presenting
works by four groups of artists and workshop participants who
utilized the room data as creative assets, introducing the process
of converting data to a digital archive and how this can be used.
A special website provides 3D data from over thirty homes, and
the project continues to collect new data. Currently, it is working
onnew creative efforts that utilize the archive and data.

Outline
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DOMMUNE x TOKYO [UNJREAL ESTATE: Digitally Observing the Current
Tokyo Style

December 5,2024

Speakers: Tsuzuki Kyoichi (writer, editor, photographer), Ukawa Naohiro
(contemporary artist / CEO, DOMMUNE), Hara Ryosuke (MVMNT), Sega Miku
(MVMNT), Yamada Lennon (MVMNT), Okamoto Kanaha (MVMNT), sion (MVMNT),
Matsuoka Taiga (studio TRUE)

Venue: SUPER DOMMUNE

Kick-Off Event: Lessons on Archiving Lifestyle: Preserving Tokyo Lives and
Stories with 3D Scans

December 8,2024

Lecturer: Sega Miku, Yamada Lennon, Okamoto Kanaha

Venue: old house in Kichijoji

TOKYO [UNIREAL ESTATE Pop-up

December 10-14,2024

Venue: FabCafe Tokyo

3D Data and Manga Workshop: Devising Stories from Homes

January 18,2025

Instructors: Ishihara Ko (Comicaroid developer, artist), Sega Miku

Talk: Tokyo Home Stories: Exploring Everything about Lifestyle with Experts
March1,2025

Speakers: Hashi Kayoko (Co-Founder, Tsuchi to Digital LLC), Shioura Issui (architect /
SAMPO), Hara Ryosuke, Sega Miku, Yamada Lennon
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Interview with
Fuse Rintaro
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Alternative Possibilities for Seeing Cities
from Zero, Envisioned with CCBT
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During his time as a CCBT 2024 artist fellows, artist Fuse Rintaro conceived and carried out the Pavilion ZERO
project. At Kasai Rinkai Park, he created an exhibition that superimposed the artificial on the natural, the imaginary
on the real parkscape, presenting a reinterpretation of cities as “multimodal spaces” through a promenade
performance-exhibition and concept of an alternative expo. Having curated his own projects since his student
days and expanded his activities to include large-scale exhibitions that envision a whole new history, Fuse here
discusses what led to his applicationto the Art Incubation program, the process of conceptualizing the project,and
the historical significance of including “zero” in the project name.
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Creating a Landscape Blending Reality with the
Imagination

Since my student days, I've organized many projects
independently. As the projects grew, so did the numbers
of people involved and the budgets, and | then realized in
2021 that my projects would need a budget of around ¥10
million. That said, | didnt immediately apply for the CCBT Art
Incubation program. | was aware that being selected for the
program might be a one-time opportunity. That's why | wanted
to do a project | wouldn't regret and so prepared extensively
before applying. It wasn't just a matter of money. At the time, |
wanted to exhibit at an aquarium or planetarium. Since pulling
that off would need official permission, | thought Id have a
better chance if | went through CCBT, given that it is run by the
Tokyo Metropolitan Foundation for History and Culture.

I remember being slightly scared of aquariums as a child.
Perhaps it's because | was overwhelmed by the size of the
tanks. Now, | actually like that fear. When | applied, my focus
was on the importance of Kasai Rinkai Park as a location. It's
a place where migratory birds arrive from the continent. In a
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broader sense, too, | thought it was a very important place. In
the early planning stages, | was only looking at the visible and
technical aspects of the park, but as | began incorporating
the aguarium into the project, it opened up the possibility of
superimposing the seascapes unfolding inside the tanks
on the actual park scenery. Tokyo Sea Life Park exhibits
underwater habitats, yet by reopening those to the outside, |
thought it might enable the experience of seeing things both
underwater and on land simultaneously. In other words, |
thought | could release the ocean trapped inside the tanks,
returning it to world outside, and concurrently show both the
underwater and terrestrial sides of nature. This also connects
tomy interestsin virtual space.

Likewise for my interests in net art and online spaces.
| like dual states of time and space. Everyday life as seen
through a web browser window exists simultaneously with
other states. | am connected to an online world, for instance,
though the internet cables are not visible. When that online
world and the room or city 'm in appear simultaneously, a
work gains a powerful effect. | previously created an exhibition
called Quarantine Close Contact Chamber, which made my
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bedroom accessible online, but this time | was attracted to the
overlap of the reality of Kasai Rinkai Park with the imaginary
spaces of its underground and underwater aspects.

This project was built entirely in Unity, a game engine
that can simultaneously handle a variety of file formats,
including 3D objects, audio, images, and programming
code, enabling me to arrange and control the files spatially
instead of temporally. | believe that postwar Japanese urban
development is similar to working in Unity. For example,
architect Tange Kenzo's venue design for Expo 70, the 1970
World's Fair held in Osaka, and numerous other urban designs
combine large-scale architecture and urban structures with
various functions, including lifestyle, healthcare, and industry,
almost like arranging different file formatsina space. Intoday’s
lingo, this is called multimodality. Urban design is determined
not simply by temporal progress, but by spatial arrangement.
This time, we commissioned a specialist engineer to design
the project, but when | work in Unity on a regular basis, there
are moments when | feel connected to that sense of spatial
arrangement.

The Significance of Zero

My interest in expos was sparked by the moving experience
of seeing the interior of the Tower of the Sun, the symbol of
the 1970 Osaka Expo. Closed to the public after the expo, the
tower interior underwent repairs and was reopened in 2018
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for the first time in forty-eight years. When | entered the tower
that had been closed off for so long, | felt something spiritual,
as if | was part of the planet’s very flux. On the other hand, |
had zero expectations for the 2025 Osaka-Kansai Expo. The
premise that the challenges facing humankind are solvable
just felt unnatural. Some challenges simply cannot be solved,
yetthesetooare presentedas solvable. Thisis why | wanted to
hold my own kind of alternative expo. Evenif without building a
signature pavilion like at the original expo, | thought it might be
possible to put something unique into practice.

| also wanted to incorporate art historical contexts in
terms of Kasai Rinkai Park as reclaimed land. Through my
project, | want to create a history that people will look back on
and treat as an alternative expo from that time. That was the
motivation for starting Pavilion ZERO. Ultimately, | want this
to remain behind as an alternative history to the official 2025
expo in Osaka. History often contains such reversals. The
hierarchy is determined not by scale or budget, but by which
had more significance when it comes to social structures. | felt
that | couldnt continue unless | believed this.

| was also keen to include “zero” in the name. Pavilions
are typically numbered. Restrooms are also numbered as
toilet 1, toilet 2, and so on. I noticed that “zero” was missing.
That's why | decided to use “zero” for my pavilion. Zero
represents both a beginning and lacuna. The word “zero”
also evokes postwar memory. People often recall a “bright,
clearday”inthe summer of 1945. Toasoundtrack of buzzing
cicadas and under a cloudless sky, they learned of Japan's
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defeat. For many at the time, it was less a sense of defeat
than that the war was finally over. The novelist Komatsu
Sakyo is one such person, describing the postwar period
as like being “suddenly cast out from of the flow of time.”
Nonetheless, Komatsu was involved in the conception of
the Tower of the Sun for Expo '70, becoming part of the
creation of a monument that connects past, present, and
future. Zero embodies both personal and social memory.

The Importance of History in Cities

Throughout this project, | was also highly conscious of our
relationship with the city. In Tokyo, many different cultures
exist at the same time, coexisting without clashing. This
environment is hard to find in other cities. However, the
COVID-19 pandemic opened up arift between the mainstream
and underground, and people now seem isolated in how they
move around. They are nolonger going to the places ordinarily
right next to them. This is why I am consciously creating minor
spaces that people can wander into casually, instead of places
where hundreds of people come every day.
Sucharbitrariness makes urban culture more sustainable.
Just as Japanese manga was able to give birth to a wide
range of expression because it encompassed aspects of
underground culture, cities also need minor spaces unbound
by mainstream logic. There's no need for CCBT to take on
sucharole directly, but it sometimes intervenes and revitalizes
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forgotten places. | think that such random movements give
rise to chance encounters. Many events in cities are one-
offs. Their value lies precisely in how nothing remains behind
after they are over. | believe that the power to preserve culture
comes from people passionately passing on stories about the
incredible things they saw and experienced.

CCBT as aPlace for Contextual Crossovers

For me, the most impressive things about CCBT is its
maneuverability. It offers ready access to laser cutters and
large-format printers, and Pavilion ZERO was even able to
apply a polarizer to the cameras in the VR headsets. That
kind of flexibility is a godsend. But ultimately, the crux of the
matter is the kind of projects that people bring to CCBT.
Good projects maximize CCBT's maneuverability, allowing
participants to bring their projects to life with help from the
team and its various fortes. | felt that this very same system
optimizes the Future Ideations Camp, another one of CCBT's
core programs like Art Incubation.

At present, however, my impression is that CCBT is
not quite reaching many contemporary artists. | work in
contemporary art, not media art, and am very conscious
of the distance between those disciplines. And that's why |
hope people see what | have done at CCBT and realize that
contemporary artists can also apply to the Art Incubation
program, that there is a place for them too. CCBT events tend
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to focus on technology, but | think there's scope to invite other
kinds of thinkers and contemporary artists. Evenif the facilities
wear the garb of media art, speakers can still hail from arange
of backgrounds and fields. Achieving such crossovers will
expand CCBT's potential even more.
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Interview: August 2025
Interviewers: Shono Yusuke, Hara Izumi (CCBT)
Profile:p.34
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The CCBT technical team provides technical support for creative work in collaboration

with artists and members of the public. Balancing precision with freedom,
these efforts open up new possibilities for expression through experimental implementation.

X : IIEER
Text: Murakawa Ryuiji
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At CCBT, I have come to believe that the most important role of the
technical team is to continually supply the fuel. This is the same
whether working with artists in the Art Incubation program or with
members of the public in the Camp and Workshop programs.
At CCBT, we are constantly exploring new forms of creative
expression. It is akin to countless numbers of ships sailing year-
round toward certain islands. We conduct numerous preliminary
surveys and simulations in response to various scenarios and
requests, and keep presenting the results as the fuel to power
those ships. In my case, | endeavor to be as forthright as possible.
| sometimes try out and propose alternatives. The little conflicts
that arise during this process are also important, often providing
opportunities to probe the depths of an artist's ideas.

In this way, | consciously differentiate between those times
whenlneedtobetheartist’s "arm”and those when|need tofunction
as a “brain” with an alternative perspective. By so doing, | can work
alongside artists and support citizens' creative endeavors, together
discovering new perspectives. In this process, | believe the most
important thing is to be a useful conversation partner.
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CCBT is structured in such a way to allow the technical
team to balance precision with freedom. The team and space
are consciously designed to maintain a comfortable creative
distance from the artists, and all kinds of prototypes can be
immediately made using the equipment in the Tech Lab. This kind
of environment enables the continual output of a wide variety of
creative expression at a fast pace.

Of course, achieving success is important, but as someone
who works in production, | will never forget the joy that comes from
the feeling that trial and error and going off on tangents, which are
parts of the process behind any final project, have truly served as
the fuel for the results. The thrill that comes when, after all the hard
work, we glimpse the final outcome is immeasurable. All of these
experiences continue to fuel me personally.

And so | spend my days mining myself for various kinds of fuel
toburn so that | can enjoy those emotional thrills.

Murakawa Ryuiji (art engineer)

1998 F £ F N, dLBENMHTE S, ARMIZKREFE LA Bornin 1998 in Sapporo, Murakawa Ryuiji earned a master's degree in
FEABEBTY A VDEFET, EFEPRLY . SIAFLABRF  spatial design for human life from Sapporo City University. While still a
KE & L TILREFEEMSR (SIAF) OR&DICHED %, &, student, he became involved with Sapporo International Art Festival
AL =M R TR > ¥ — [SCARTS] 72 =HIL X% v 7  asanSIAF Lab Researcher. After graduating, Murakawa worked on
T, 2024F 48 &Y arsaffixinc.l28M, 1 ~% 527«  thetechnical team at Sapporo Cultural Arts Community Center, and
THRERE - BExRAVIERPVIE L THRETIEZ1TS5 F—  thenjoined arsaffix Inc. in April 2024. He is also active as a member of

smitharia, which does VJing and creates work using interactive video
and sound.
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Camp is a program of events in which around twenty participants each
time selected through an open call learn about technology, skills, rules,
and ethics, and work together to develop ideas and plans in a short time.
Featuring curriculums comprising lectures for teaching ways of thinking,
hands-on sessions for acquiring practical skills, and group work, the
camps also include public aspects like talks and exhibitions of the
resulting projects.

In 2024, the Camp events explored ecosystems and the potential
for conceiving Al as something living, based on the overall CCBT theme
that year of humanity.

=EHEE Keynote lecture
[WS| =9—svav7 Workshop
[LCEHO|=L o F ¥+ — &NV RXF> Lecture and hands-on
=NYZF v Hands-on session
[mu] I—-+7Py7 Meetup
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LOF ¥ —&T 1RAv3¥ Lecture and discussion
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The fourth Future Ideations Camp focused on ecosystems (including
humans) through lectures, workshops, and group work that enabled
perspectives and techniques for re-evaluating ecosystems. Over the
five-day intensive camp, participants used DNA analysis, sensors, and
cameras to observe microbial communities as well as flora and fauna
inan attempt to capture and express ecosystems as data. An exhibition
showcasing what the approximately forty instructors, facilitators, and
participants did during the camp introduced new perspectives on
ecosystems and future concepts through the works and prototypes
created by the participants.
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Understanding and Creatively
Expressing Ecosystems as Data

Photo: Saito Jumpei

Lecturers/Facilitators
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lkeda Takehide (PhDin physics, ecologist, ethologist / Project Assistant Professor,
Utsunomiya University), Ishikawa Yukako (urbanist, experience designer / Co-
Director, for Cities / Director, Social Green Design / Director, watage), Ishibashi
Tomoya (artist), Elizabeth Hénaff (computational biologist, artist), Oron Catts
(artist / Co-Founder and Director, SymbioticA), Konno Keina (program and
experience designer), Suzuki Haruo (Associate Professor, Faculty of Environment
and Information Studies, Keio University), Suzuki Rumiko (Project Associate
Professor, Biological Networks Laboratory, National Institute of Genetics),
Tsunoda Hajime (designer, engineer), Dorita (Takido Dorita) (artist, director,
designer), Nakamura Keiko (DSc / Honorary Director, JT Biohistory Research
Hall), Murakami Hisashi (researcher), Yamabe Masaki (data visualization artist /
Specially Appointed Assistant Professor, Hitotsubashi University)

Program Directors
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Enomoto Teruya (scientist, researcher), Tsuda Kazutoshi (researcher)
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When people hear the term “ecosystem,” many tend to picture rich natural environments like forests, rivers, and oceans,
inhabited by a diverse range of living creatures. But humans as well as invisible microorganisms and viruses also exist
in relationships with other living things and the environment. The cities where humans live can be considered parts of
ecosystems too. Taking this as a starting point, the camp re-examined the question of what an ecosystemis and engaged with
the concept of capturing and expressing ecosystems as data to help us deepen our understanding. Based on that concept,
the participants researched the ecosystems around them, observing everything from the micro (microorganisms) to the
macro (plants and animals), and learned methods for interpreting and articulating the data. The participants also worked in
groups to plan and propose ecosystem-related projects.
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Collecting Microorganism Samples
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An advance briefing was held in person, during which
participants collected samples of microorganisms (invisible
microscopic life forms) as the first step in capturing the
ecosystems around them as data. They were set the task of
recording and observing the organisms in their surroundings
before the camp.
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Oron Catts: Life Is Not What It Used to Mean

NAFTT—=T4RLTHY. N FT7— bOHEHEE
SymbioticAD T 4 L7 ¥ —THbHBAOY - hy VEIC
LBEFEENTONE LT, BERADTOY b
MOBRIDISDCTAY 27 FE T, ThETOEDP
EREZDOBERICMNEBA S, EHREOLAICHED
RENBRBRODEMEL, 7—T1 XA LDH Y ARD
BAREIIDVWTERI LN TEZHEERY LT
(F¥#fip.98)

Thiswasfollowed by akeynote lecture by the artist Oron Catts,
who is director of the bioart research institute SymbioticA.
Drawing on his past activities and works, from his cultured
meat project to the latest endeavor about contestable food
systems, and their contexts, Catts's keynote offered insights
into the need for ethical discussions related to the application
of life sciences, as well as into his approach and mindset as an
artist. (p.98)

DAY 1
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Briefing: Camp goals and participant self-introductions
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F ing Micr in Our Environment
Lecturers: Suzuki Haruo, Suzuki Rumiko
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Elizabeth Hénaff: Microbial Metrics and the Multispecies
City: Scientific and Creative Practice
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The twenty-five participants gathered at CCBT and kicked
things off by introducing their work to each other. This was
followed by lectures by Suzuki Haruo and Suzuki Rumiko, where
participants learned the definition of microorganisms, the basics
of researchmethods like DNA analysis, and the impact of human
behavior on urban and indoor microbial environments. In a
hands-on session, participants practiced making calculations
with the R programming language' and homology analysis?
using BLAST searches® to analyze the DNA sequences of
microorganisms. New York-based computational biologist
and artist Elizabeth Hénaff gave a keynote lecture online.
She introduced various examples, including an installation
resembling a microbial aquarium and the development of
tools for sampling microorganisms from beehives and the air.
Participants also learned about the effect on microbial diversity
from shifts in urban environments caused by human activities
like soil pollution and climate change.

DAY 2
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Creative Data Visualization Basics and Practices
Lecturers: Yamabe Masaki, Tsunoda Hajime
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Murakami Hisashi: The Sci of Herds—S
Steps and Interpreting Movement
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On the second day, Yamabe Masaki gave a lecture on
visualizing data obtained from studies of microbial DNA and
plant and animal life in order to grasp them systematically.
Using Processing,* participants learned how to handle data
on the relationships and characteristics of microorganisms,
plants, and animals, and tried to create basic data
visualizations. In his keynote, animal behaviorist Murakami
Hisashi introduced many examples from his previous
research, including an analysis of the behavior of southern
king crab swarms, a mathematical model of swarm behavior
derived from that analysis, and the behavior of human crowds
when people pass each other. The Q&A session drew many
questions from participants, resultinginalively discussion.
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Observing and Collecting Data on Flora and Fauna
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World café
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Group work
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On the third day, participants attended a lecture and hands-
on session led by lkeda Takehide, who has been involved in
the Field Museum project aiming to conserve biodiversity
in the Amazon. During the lecture, participants learned
about connections between ecology, the evolution of living
creatures, and ethology. In the hands-on session, participants
identified plants® from nuts found near CCBT and worked
in groups to examine the relationships of these plants with
other organisms within the processes of pollination® and seed
dispersal’” Participants considered the networks between
organisms based on data about the flora and fauna they
had observed and recorded in advance, and experienced
how to interpret their connections to ecosystems. After the
lecture and hands-on session, participants held world café
discussions to form teams according to the themes they
wanted to tackle, and then brainstormed.

DAY 4
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Group work
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Nakamura Keiko: Biohistory, Learning from the 3.8
Billion-Year History of Life
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On the fourth and fifth days, participants worked in their
groups to prepare their projects for the final exhibition,
receiving advice fromthe facilitators and instructors who have
specialized knowledge inavariety of fields. Though all dealing
with the same general theme of ecosystems, the projects
revealed the differencesin each group’s perspective, resulting
in six works that adopted a range of creative approaches. Due
to the hands-on involvement of participants at each stage of
the camp, the output reflected their heightened perception of
ecosystems. On the fourth day, life scientist Nakamura Keiko
gave a keynote that provided an opportunity to consider how
humans should live as part of an ecosystem by zooming out
and thinking in terms of the 3.8 billion-year history of life on
ourplanet.
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1. A specialized programming language for statistical
analysis and data visualization.

2. Amethod for comparing gene and protein sequences of
organisms to determine acommon ancestor.

3. A sequence analysis tool for finding similarities in DNA
and proteinamino acid sequences.

4. Aprogramming language suitable for visualization, usedin
mediaartand visual design.

5. Theprocess of determining a plant's taxonomic group.

6. The process of pollen transferring from one plant to
another to aid fertilization, occurring either through natural
phenomenon or animal movements.

7. Themovement of seeds far fromaparent plant.
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Results Exhibition
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The exhibitionintroduced the camp and the six prototypes made by the participants.
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The Rustle of Living Things
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Sowing the seeds of the imagination to see and understand the invisible
Members: Ueda Yosuke, Shibuya Kazufumi, Nanami, Hirayama Riki
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In Transit: The Membranous Horizon
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Membranes, the boundary where living things communicate with the
outside world, and become involved in the birth of life

Members: Shion Kim, Tagochan, Tanaka Masato, YO_TEISION

Listen to Your Neighbors
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Listening to the presence of our tiny neighbors inhabiting this space
Members: ssmtat, Ohira Mai, Sano Fushi, Shichi Tomomi, Tokuno Kihiro,
Nakano Kana, Hiramatsu Mamoru
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Tried Quitting Being Human
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Is it possible to truly understand the sensory environment of other living
creatures?

Members: Arima Irin, Ogawa Aiyu, Koyama Nene, Niina Sakura

Unknown Noise
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Expressing the existence of microorganisms through sound and
attempting to communicate with “unknown beings” in the modern world
Members: Ochi Azusa, Kawahara Keita, Kanno Zen

Revolutional Playback
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Laying out the evolutionary history of many organisms and intuitively
tracing their evolutionary processes

Members: Inokuchi Yohei, Nakahashi Yuri, Haneda Misa
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What comes to mind when you hear the word ‘ecosystem’? Offering new perspectives is absolutely
vital for deepening and reaffirming our understanding of ecosystems. This camp aimed to provide
participants with the opportunity to enhance the way they see ecosystems and reconsider them
through active engagement. We hope that the experience of observing everything from the
microscopic (microorganisms) to macroscopic (plants and animals), and learning methods for
interpreting and expressing the data, will inspire participants in their projects in the future.

Program Directors: Enomoto Teruya, Tsuda Kazutoshi
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Can AlBecome Life?

Photo: Muramatsu Masahiro
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The fifth iteration of Future Ideations Camp explored the theme of
artificialintelligence interms of autonomy. Al has attracted widespread
attentionduetoitsrapid technological developmentandtheimpact this
has had onits potential forimplementation. When Al attains autonomy,
does that make it alive? The camp considered this question through
the practices of artificial life (ALife) studies. Over the course of the
curriculum, instructors with a variety of specialties presented diverse
perspectives onsociety and the possibilities of coexisting with living Al.
Participants used these insights as a starting point for deepening their
ideas about the future of Aland human beings, as well as vitality itself,
and then created and exhibited their own creative projects.

Lecturers/Facilitators
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Lecturers/Facilitators: Alter3 (Humanoid)', Ikegami Takashi (DSc in physics /
Professor, Department of General Systems Studies, Graduate School of Arts and
Sciences, The University of Tokyo), Ema Arisa (Associate Professor / University
of Tokyo, Visiting Researcher / RIKEN Center for Advanced Intelligence Project in
Japan), Kyoda Kaniji (Al fashion researcher), johnsmith (artist, researcher), Nagami
Keisuke (HATRA / fashion designer), Playfool (designer, artist), Horikawa Junichiro
(programmer, algorithmic designer), Maruyama Norihiro (Senior Researcher,
Alternative Machine Inc. / Project Specialist, The University of Tokyo Graduate
School), Martin O'Leary (Studio Community Lead / Pervasive Media Studio), Yoshida
Takahide (PhD student / University of Tokyo Takashi lkegami Lab), Rachel Smith
(artist, software engineer, creative technologist)

Program Directors
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Masumori Atsushi (ALife researcher / Project Specialist, The University of Tokyo
Graduate School / CEQ, Alternative Machine Inc.), Doi Itsuki (musician, complex
systems researcher / Senior Researcher, Alternative Machine Inc.)
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The rise of conversational Al, most notably ChatGPT, has enabled us to imagine the advent of a society in which machines and
humans coexist. But is ChatGPT actually alive? Co-directed by the Takashi Ikegami Lab at the University of Tokyo Graduate
School of Arts and Sciences, whichis involved in ALife research and the social applications of its theories and technologies, the
camp hypothesized that autonomy is a necessary element for nonliving machines to approach a living state. By investigating
whether an autonomous Al is alive, participants explored our intelligence and physicality—in other words, what makes us
human. By using their imagination to think about coexisting with certain new “others” that may one day be alive, participants
were prompted to re-examine themselves and, by taking that as a starting point, envision and choose a truly prosperous future.
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How to "Get Along" with Al and Robots?
Lecturer: Ema Arisa
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The Pastand Present of Al
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Following self-introductions by the twenty-four participants
with wide-ranging expertise, Ema Arisa gave a lecture on
the possibility for Al to reproduce discrimination as well as
the prejudice inherent to Al, and Al's relationship with society.
Looking ahead to our coexistence with technology, including Al
and robots, Ema posed questions about the kind of society we
want to envision and choose. In the following lecture and hands-
on session, Doi Itsuki cited the words of numerous historical
figures while introducing the history of the human quest for
intelligence from ancient times to the present, and described
the trajectory that eventually led to the birth of Al. To conclude,
lkegami Takashi gave a keynote on the diverse approaches to
ALife and the definition of life, presenting the direction for what
participants would attempt to do during the camp.

DAY 2
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CanAlBecome Life?

Instructors: Masumori Atsushi, Maruyama Norihiro
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Hello from the Campers!: Can or Should AlBecome Life?
Speakers: Martin O’Leary, Rachel Smith, Kato Yu,
Sakamoto Kaoruko, Hayashi Yusuke, Masumori Atsushi,
Doi ltsuki
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The second day of the camp kicked off with Playfool's game
Court of Life. Participants were divided into the defense,
prosecution, or jury, and took part in “trials” of such defendants
as a rock, a Roomba vacuum cleaner, and Shibuya, debating
whether or not these defendants were alive and exploring the
definition of life from various angles. In the following workshop
led by Masumori Atsushi and Maruyama Norihiro, participants
delved into the relationship between Al and life through both
theory—autopoiesis (a system capable of maintaining and
reproducing itself) and autonomous control in artificial life—
and praxis (Alter3). To conclude this fulfiling day of input, the
instructors and participants engaged in a discussion about the
key theme of whether Al can be alive.

DAY 3

"Rapid Prototyping.
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Rapid Prototyping

Instructors: Martin O’Leary, Rachel Smith
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Creating Autonomous Agencies

Instructor: Horikawa Junichiro
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Aland Fashion / Fashion for Al

Lecturers: Nagami Keisuke, Doi Itsuki, Masumori Atsushi
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The third day of the camp explored the practical applications
of Aland ALife. It kicked off with a “quick and dirty” prototyping
workshop led by Martin O'Leary and Rachel Smith. This
was followed by a hands-on session led by Horikawa
Junichiro, where participants experienced how to design an
autonomous agent® based on the Boids model’ and using
the Unity game engine. Nagami Keisuke of HATRA then gave
alecture about Al fashion and the idea of clothing design that
utilizes Al to travel through the latent space of generative Al.
Based on participants’input and interests up to that point, five
themes, including symbiosis and possible intelligence, were
set and served as the foundation for the subsequent group
work.

DAY 4
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Group work

Facilitators: Masumori Atsushi, Doi Itsuki, Kyoda Kanji,
johnsmith, Playfool, Horikawa Junichiro, Maruyama
Norihiro, Martin O’Leary, Yoshida Takahide, Rachel
Smith
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Interim presentations and feedback
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Group work

Facilitators: Masumori Atsushi, Doi Itsuki, Kyoda Kanji,
johnsmith, Playfool, Horikawa Junichiro, Maruyama
Norihiro, Martin O’Leary, Yoshida Takahide, Rachel
Smith
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Final presentations
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Onthe fourthandfifth days, the participants worked ontheir
projectsingroups to prepare for the exhibition. Inaddition to
theinstructors for the three days of lectures and workshops,
facilitators worked with each group to think and prototype the
projects.Onthefifthandlastday, theideas were fine-tuned
basedonfeedbackontheinterimpresentationsgiventhe
day before. Atthe final presentations, each group explained
theirproject.Fiveproposalsandworkswerecompleted,
each offeringaunique perspective on artificial life and vitality,
including anthropocentrismand physicalaugmentation. The

participants were actively involvedininvestigating the camp
themes, and the resulting exhibition reflected that process of
discussing and contemplating artificial life.
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1. Alter3 is the third in a series of humanoid robots jointly
developed by the University of Tokyo Takashi lkegami
Lab and Ishiguro Hiroshi's Intelligent Robotics Laboratory
at Osaka University as part of a project in pursuit of such
fundamental questions as whether robots can acquire a
sense of lifeand what constituteslife.

2. Boidsis asimulation model developed by Craig Reynolds
in1986 toimitate the collective behavior of herd animals.

3. An autonomous agent is an Al system capable of
recognizing its surrounding environment and selecting
and executing actions based on its own judgment. Unlike
conventional Al that performs only the tasks given to it,
an autonomous agent can, when given a goal, make its
own plans to achieve the goal, determine the necessary
actions, and execute them.

MRER 2025.01.30-02.02

Results Exhibition
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The exhibitionintroduced the camp and the five prototypes made by the participants.
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Stepping back from human perspectives to consider the nature of
coexistence

Members: Eriko, Nanami, T
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Non-existent Intelligence(s)
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Exploring the existence and evolutionary possibilities of intelligence
whose goalis not survival

Members: Okada Rio, Kagurazaka Yatima, Sakamoto Kaoruko,
Joanna Lyu, Takatsuki Miu, Yutani Tsugumasa
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Rendering the Layers of Perception
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A N— NEEE. BIMER. tanka. LiyOkamoto, 1515EF
Rethinking the boundaries of fashion with bodies reconstructed
by Al

Members: Kato Yu, Hiroyasu, tanka, Lily Okamoto, Yang Tingshu
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Tried Quitting Being Human
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Through the (non)physical nature of things, questioning views of life
and death that transcend the finitude of the human body
Members: Ando Yusuke, enne, Kato Mui, Yoshida Kathmi

While You're Busy Making Other Plans
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What is a view of life that endures one hundred or one thousand
yearsinto the future?

Members: Minoru Luke Ideno, Kitagawa Urara
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The sense that something is almost alive can be interpreted in a variety of ways. Some people
feel a strong emotional connection with Al or other devices, finding them lifelike. Others may see
unpredictable behavior as the quality that makes them so lifelike. [....] When we give autonomy to many
Als, what are at present merely convenient tools for humans may transcend that and become akin to
friends, companions, or even family members. This is the kind of future we can now envision. But can
we truly accept living machines that think and act of their own volition, and live for themselves, as new
‘others"?

Program Directors: Masumori Atsushi, Doi Itsuki
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Interview with
Doi Itsuki
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The Potential of Al as an Other,
Visible between Research and Creation

Photo: Otsuto Masashi
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Doi Itsuki is a researcher who studies artificial intelligence and artificial life (ALife), alongside his own creative practice as a
musician and artist. As one of the program directors for Future Ideations Camp Vol. 5: Can Al Become Life?, he devised the
curriculum in partnership with CCBT. Viewing Al not just as a tool but as the other, the camp saw Doi engage in repeated
reflection and experimentation with a diverse range of participants. Doi here discusses his experience of making the

curriculum with CCBT, the relationship between his regular research and creative practice, and his thoughts on the otherness

that underpins his activities.
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Concepts of Al and Otherness

My first involvement with CCBT was as a program director for
this camp. For the workshop curriculum, we had to build the
content from scratch. Rather than simply offering an Al-based
workshop and hands-on session, | wanted to delve into
philosophical questions. I've long had a strong interest in the
question of perceiving Al as an “other,” and wanted to take that
as the starting point. This stems from my involvement with
the Takashi Ikegami Lab at the University of Tokyo, where |
was project researcher. Back then, CCBT was also searching
for ways to work with universities, so partnering with lkegami
Lab came about quite naturally. Professor lkegami is one of
Japan’s leading researchers on complex systems science
and ALife, and his work has been a major influence onme.

In the field of artificial life, attempts have been made to
reconstruct the essential properties of life through computer
simulations independent of organic matter, addressing
the fundamental question of what life is. The International
Conference on Atrtificial Life held in 2018 had the subtitle
“Beyond Al Ever since, | have felt the importance of going
beyond treating Al as a mere tool. We have now entered an
erawhen anyone can use generative Al, and the world shown
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in the movie Her is no longer so far from reality. Given all this,
how can we see Al not simply as a convenient tool, but as a
new ‘other”? | decided to organize a CCBT camp centering
this philosophical question.

Al as a Tool or the Other?

| first took a serious interest in Alin 2011, when | came across a
paper about artificial neurons that respond to cats and were
created by training an Al system on large numbers of YouTube
videos. The topic described in the paper reminded me of a
concept from cognitive science known as the grandmother
cell” and made a huge impact on me. Around the same
time, Ikegami Lab began researching deep learning, and |
continued to learn about the subject, though it was outside
my specialty. As Al rapidly develops, many people are using it
as a convenient tool like they would a smartphone, without an
understanding of its internal structure. There is some danger
inthis, butlalso find the phenomenoniis intriguing.

We need to employ both technological and humanistic
perspectives when approaching Al. The CCBT camp
attracted a varied group of participants from a wide range of
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fields. With Masumori Atsushi, my co-director for the camp,
we were able to offer the participants a different way of
looking at Al. Masumori was firmly committed to treating Al as
an “other.” | believe that this multiplex thinking furnished the
camp as a whole with a certain degree of weight and depth.

The participants divided into five teams, each of which
created a work or proposal based on a theme. Some
encountered difficulty with their projects due to clashes of
opinion within the team, but sometimes those differences
themselves were distilled into the work. At the core of the
works were differences in people’s stances over whether to
accept Allike an “other.”

Lifein Data

Over the course of the CCBT camp, | was reminded of the
importance of having a place. Universities tend to involve
people from the same field gathering together, but CCBT
deliberately cuts across such disciplinary divisions and |
sensed real potential in people with different backgrounds
coming together to work on something. | also think that the
support provided by CCBT as the program organizer was a
big help.

For example, though we spent weeks struggling to
decide ona camp title, the CCBT team didn't put pressure on
us, but just allowed us to take our time. | think their tolerance
of our indecisiveness ultimately led to greater conceptual
maturity. “New Otherness” was one of the early ideas we had
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for atitle that didn't make the cut, though it still seemed to flow
right through the camp at a philosophical level.

As our inquiries into Al and ALife have deepened, the
question of what is otherness has always resonated like a
bass line within me. | am aware of three phases related to
otherness. First is the stage where you can think only about
yourself. Second is the stage where your empathy for others
is as strong as for something that affects you personally. And
third, the stage where you understand that others are others,
even though you treat something that affects them as you
would something that affects you. Even if you care sincerely
about the other person, you will always remain separate
entities to some extent. | believe this applies not only to
human relationships, but also to Al, animals, and even data.

| recently made a website that scrapes weather data
from conflict zones and visualizes what is happening as a
wind simulation. Just feeling the “touch” of that wind enables
you to resonate physically with something taking place
far away. In my research and practice, | attempt to adopt a
standpoint of seeing data not just as numbers, but a living
entity. In my own artistic work, | often deliberately avoid using
Al or technology directly. But recently, the two have gradually
started to blend together. On the other hand, technology
as an idea remains always central to my consciousness,
and continues to influence both my research and creative
practice.

Something else | personally place much value is the
concept of failure. A scientist might try their hand at art and
not succeed, or an artist may try to do too much with data

62

TR
i EULCS

/f\tfi.'frf"ﬂt:i*ﬁ:{ﬁﬁr@@ﬁ LR &
'f@ffﬂff'*f"*ﬁ’ - )

2, el
s iV A AR ik
Tk, !é?ﬁm-_@,_;; e,

(T J,’".ﬁ"f,; GBS

s

EEET S

Future ldeations CampVol.5 : Al IIERICR VB ED? TOSMELEDT + ANy > a vy OKTF

Doiindiscussionwith participantsin Future Ideations Camp Vol. 5: Can Al Become Life?
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Doigiving alecture during Future Ideations Camp Vol. 5: Can Al Become Life?
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and end up with a dud. And it's perhaps in such excessive
attempts that we sense humanity and sincerity. The CCBT
camp was exactly this kind of place where we were allowed
to fail. It wasn't about success or completion, but about
feelings of misalignment, failure, and confusion. How do we
pick up on that? How to accompany it? | want CCBT to be a
place for making such unnamed realms.

1. “Beyond Al" was the theme of International Conference on Artificial
Life 2018, held in Japan for the first time by two European and American
academic societies. Researchers from around the world gathered at
the Miraikan (National Museum of Emerging Science and Innovation) in
Tokyotodiscuss artificial life,a concept that transcends the conventional
understanding of Al.

2. The grandmother cellis a hypothetical neuron proposed by American
cognitive scientist and psychiatrist Jerome Lettvin in the 1960s. In the
2000s, it gained support from research results, primarily in experiments
on monkeys that discovered the existence of virtual brain neurons that
activate to identify specific concepts or objects.
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Interview: July 2025
Interviewers: Shono Yusuke, Shimada Mei (CCBT)
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Doi Itsuki (musician, complex systems researcher / Senior
Researcher, Alternative)

Doi Itsuki pursues research on synchrony in social groups alongside
an artistic practice exploring means of understanding the unique
experiences andfeelings of others, including artificial systems, from their
ownstandpoints. Hismajor exhibitionsinclude ALTERNATIVE MACHINE
(2021, WHITEHOUSE, Tokyo), | Forgot How to Look at the Ocean (2022,
JINNAN HOUSE, Tokyo), MONAURALS (2023, WHITEHOUSE, Tokyo),
and Harsh Listening (2025, LESSAYA, Tokyo). His music releases
include Peeling Blue (CD, 2017).
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The Camp program brings together participants with wide-ranging expertise
tosearch for new approaches to questions through collaboration and ideas.
Participants’ transdisciplinary perspectives and dialogue- and production-led practices nurture the seeds of thinking.
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The CCBT Camp program's editions are always fascinating.
Hailing from various backgrounds, many of the participants have
expertise with seemingly little connection to the set theme. Over
the course of lectures and workshops led by eminent instructors,
these participants hone their knowledge and interests through
collaborative trial and error, connecting them to their inquiries via
a process of discussion and hands-on work not only with each
other but also the instructors accompanying them through to the
final day. The diverse perspectives stemming from their individual
expertise lead to new, previously unnoticed discoveries. It is
always overwhelming to see the enthusiasm with which everyone
engages in heated discussions and divides up the work to create
the final results.

The fourth camp was an intensive program exploring the
intersection of life science, technology, and bioethics. The
“digital creativity” cited in the CCBT mission tends to conjure
up a somewhat inorganic image, but this camp combined
biotechnology, whichinvolvesliving things, with digital technology
asameans of interpreting invisible macro and micro data, tackling
the large-scale theme of ecosystems.

During the camp, researchers, artists, and other practitioners
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shared their different techniques and perspectives on
ecosystems and life. The things they said about life conveyed
a deep respect for ecosystems and the relationships that exist
within them. While the participants appeared initially hesitant, it
was strikingtowatchtheir facialexpressionsandbehaviorchange
overthe course of eachday. Theinstructors broughtalongrelated
literature almost daily, with a corner of the venue growing into a
small library and embodying the sense of curiosity that fills these
camps. The camp concluded with expert and warm feedback
from the instructors during the presentations of the results. Even
after the exhibition of the results began, participants continued to
visit, update their works, provide in-person support, and engage
in online exchanges for several months. In this sense, each
camp is not just for the period of its nominal duration: the organic
connections forged there become the seeds of something new.
And this is why every CCBT camp remains interesting, long after
itends.

Ito Takayuki (CCBT Technical Director)
Ito Takayukiwas the director of InterLab at Yamaguchi Center for Arts

20234 F TIIAOBR=M > ¥ —[YCAM]InterLabT « L' 2 and Media until 2023, Ito currently oversees all technical direction at
Y—%DEHB, BIEIX. CCBTIZTT V7 ZhILERDT « CCBT. He provides technical direction across an array of areas, from
Lo aviEiTd, B>y =7Y>vJ, V7 b7z 7F  soundengineering and software development to biotechnology
EhoNAFTo /AP —DIGAE T, BIEWEMTT« L2 applications, and has worked prolifically as a producer for artworks
TarvEFNIF. ELOEMERPT—2 >3y TORIE,  andworkshops,and event and project planner.
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Showcase features exhibitions introducing cutting-edge creative
expression by artists and researchers, those technological contexts,
and their creative processes. It deals with the social changes and
technological advances that are inseparable from our daily lives,
providing a wide range of opportunities to discover artistic and design
ingenuity through viewing and experiencing exhibits. The program
themes for 2024 were “sight and sound” and “games and physicality.”
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Audio Game Center + CCBT
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Creating with sound. Playing with sound. A game center that inspires
imagination and creativity.
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CCBT partnered with the Disability-Driven Design Project (DDD Project), a collaborative team of researchers, programmers, curators, and people
with disabilities, to hold anexhibition programthat served as alaboratory for experimenting and thinking about creating fromand playing with sound.
Audio Game Center + CCBT showcased audio games, which are typically created and enjoyed primarily by visually impaired people, across three
sections: games produced by DDD Project and universities; new games created in collaboration with members of the public through open calls;
and works presented by creatives from around the world. Offering the experience of co-creating and playing audio games conceived from and
made entirely with sound, Audio Game Center + CCBT was a hands-on exploration of the rich expressive potential enabled by technology and
human perception, as wellas contemporary approaches to accessibility and inclusion.

TATSLAT4LYa Yy ARAPE (Fal—F— TOT2—Y—), FEESE (7 Program Directors: Tanaka Miyuki (curator, producer), Nozawa Yukio (programmer), Kakehi
O75%—), BEA MRE. 7—T 1 X b/ ERAXZRERHIR) Yasuaki (researcher, artist / Professor, University of Tokyo)
&1 7 : Disability Driven Design Project (DDD Project) Planning Support: DDD Project (Disability-Driven Design Project)
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Enjoying Games through Sound
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Audio Game Exhibits

In this section, visitors could experience four games
developed by DDD Project, utilizing the team’s expertise inart,
technology, and design, as well as the ideas and sensations
innate to the conditions of disability. The exhibits included a
racing and action game that uses stereo panning for sound
image localization, an immersive horror game using 3D audio
effects, and an app that allows users to create audio games
using AR technology. While audio games are often released
online, the exhibits meant visitors could play them in a
physical space with other people, providing new experiences
of perceiving space and narrative through sound alone, and
imagining movement, speed, and situations.

BR{EM Exhibits
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Super Audio Racing! (racing game),Screaming Strike neo (rhythm and action game),
Where the Ghost Dwells (horror game), Audio AR Game Maker (audio game design
app)
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Playing the World of Audio Games
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Audio Game Archive+

This section featured a selection of audio games from
around the world. Audio games composed entirely of sounds
were placed alongside video games with audio-accessible
features, showcasing the diverse possibilities of audio-
centered gaming. Accessible features such as graphic
elements in audio games for seeing players, text-to-speech
and audio cues in video games, and navigation assistance
allowed a wider range of visitors to play together. The games
seek to achieve not only audio realism and expression, but
also inclusive ways to play, revealing new approaches to
accessibility in our visually dominantinformation environment.

BR{EM Exhibits
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Atodashi Janken (Nozawa Yukio), Audio Strike (Morokuma), Minesweeper
(Morokuma), Audio Game Hub (Jarek Beksa), Blind Drive (Lo-Fi People), Din (Team_
Bill, created at Global Game Jam 2007), and more
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Collaborating on Making Games from Sound
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Hackathon: Making Games from Sound

DDD Project and CCBT held a three-day hackathon with the aim of
increasing the number of audio game creators. A total of thirty-four
participants—twenty-two participants recruited through an open
call, six blind facilitators, and six engineers and artists—split into
groups and created seven games. The completed prototypes were
exhibited during Audio Game Center + CCBT and played by visitors.
The creators continued to update the games based on player
feedback. By emphasizing an environment for inclusive creation and
communication, the hackathon provided an opportunity to recruit
new members to the audio game developer and community, which
is still relatively smallin Japan.

Exhibits

Ordinary Unfriendly Elevator (Ando Shinki, Umeda Masato, Egashira Misato, Suzuki Tomoko,
Nagasaka Lamo, Nagashima Chihiro, Yutani Tsugumasa), sound sommelier (Kusano Kota,
Kihara Tomo, Yoshihara Miwa), OL, a magical girl from the office (Suzuki Ryota, Nozawa Yukio,
Miyamura Azusa), Touchstones (Carmen Papalia, Suzueri [Suzuki Elico], Michael Smith-
Welch, Matsuura Tomoya, Yamasaki Ami), Auditory Pairs (lwatani Mahiro, Omachi Yoshiki, Tsuiji
Katsutoshi, Fukano Shota, Fukuhara Toshitaro), Birdatch (Ishida Hayato, Kai Kasei, sion, Shirai
Takaaki, Nakayama Sogen, Nambu Ryuichi, Mashiro, Li Isei), VibClap (Kato Hideyuki, Takeuchi
Shin)

General Facilitator: Inukai Hiroshi
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Related Event

During the exhibition, one of the directors and exhibiting artists,
Nozawa Yukio, acted as a blind facilitator, leading hands-on
sessions for the games on display. There was also a talk featuring
the developer of Blind Drive, a game that pioneered a whole
new field of audio games (p. 97). Having enabled participants to
experience inclusive playing and development environments, the
program highlighted the potential of games as communication tools

that overcome obstacles.
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Top: Meetup: The Future of Sound Technology and Audio Games

Bottom: Hackathon Presentation: What Starts with Audio Game Collaboration
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Tanaka Miyuki (curator, producer)

Tanaka Miyuki produces category-defying projects that
explore how disabilities offer perspectives that redefine
the world. She rethinks the way we perceive expression
with audiences that include people with disabilities.
Recent projects include Dance Work in Progress with
Creative Audio Descriptions (2017, Kanagawa Arts
Theatre and other venues), the film Night Cruising (2019),
and the exhibition Rules? (2021, 21_21 DESIGN SIGHT).
In 2022, Tanaka conducted research in New York as
a visiting scholar at New York University's Center for
Disability Studies on a grant from the Asian Cultural
Council. Her publications include Rules? Design for
Living Creatively (2024, Film Art, co-authored) and Who Is
Accessibility For? (2024, Little More).
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Nozawa Yukio (programmer)

The creator of over fifty games that are played only with
sound, Nozawa Yukio is a blind game developer with
hundreds of fans in Japan and abroad. He graduated
from the University of Tsukuba Special Needs Education
School for the Visually Impaired High School, and then
Keio University's Faculty of Environment and Information
Studies. He currently works as a programmer. Nozawa
completely lost his sight at the age of three. From
around the time he was at elementary school, Nozawa
developedastronginterestin computers, began to teach
himself programming, and started to make apps for users
with visual disabilities. His portfolio of games to date is
available on his website.
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Kakehi Yasuaki (researcher, artist / Professor,
University of Tokyo)

Born in Kyoto in 1979, Kakehi Yasuaki is an interactive
media researcher and artist. After periods at Keio
University and MIT, he joined the University of Tokyo
Interfaculty Initiative in Information Studies in 2018,
where he researches, creates, and teaches. He holds
a PhD in interdisciplinary information studies. Kakehi
develops interactive media that combine physical
materials and phenomena with digital technology,
expanding experiences through objects, the body, and
space. His work spans the fields of engineering, art, and
design, with exhibitions at SIGGRAPH, Ars Electronica
Festival, YCAM, and ICC,among others. He has received
numerous awards across various fields, including an
Honorable Mention at the STARTS PRIZE 2022, the
Excellence Award in the Art Division of the 23rd Japan
Media Arts Festival, Best Paper Award at ACM CHI 2017,
and Minister of Education, Culture, Sports, Science, and
Technology’s Young Scientist Award in 2014.
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Encountering Others through Creativity:
Attempting to Make Somewhere
between an Institution and Practice
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Curator and producer Tanaka Miyuki has served as amentor for CCBT's Art Incubation program and has designed co-
creation spaces with participants from diverse backgrounds, including Audio Game Center + CCBT, which explored
non-visual ways to develop games. Focusing on technology accessible to different kinds of bodies as well as process-
oriented practices, she has undertaken approaches that transcend the boundaries of education, welfare, and art. She
discusses the institutional design of CCBT, a place premised on co-creation, and the potential for cultural hubs in cities,

and today’s state of places of belonging and technology.
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CCBT’s Particularity: Making Together

As a mentor for the artist fellows, | have been interested in
the how media technology can relate to society. As such, |
particularly focused on how individual artists can engage with
society or other disciplines through their work. Hopefully, we
can make CCBT a place for people with expertise in media
technology to meet others from totally different fields, and
experiment together. However, there are many obstacles to
achieving this. Interpretations diverge significantly between
those in and outside the media art field. It's quite difficult for
people outside the field to understand CCBT's contexts. And
that's why | think it's necessary for CCBT to actively engage
more in bridging that gap and in communicating what people
can do at CCRBT. Its stance is not simply to provide a place
to work, but to make together. And CCBT is furnished with
a team, tools, and environment to that end. Even if it doesn’t
have a piece of equipment you need, people will endeavor
to find it for you elsewhere. | believe CCBT to be a place
premised on making things with others.
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A Pathway for Empathy from the Audio Game Hackathon

My involvement with CCBT is not limited to being a mentor.
| also participated in planning and producing Audio Game
Center + CCBT. Audio Game Center began as a project in
2017, but this time | aimed to make a version unique to CCBT.
Given the short preparation time, it was hard to create new
works, but | wanted to make it a place for collaboration, so |
positioned the hackathon as a core part of the program.

The goal was not to make a “good” work, but to explore
alternative approaches to the current visually oriented style
of game development. For instance, even with music editing
software, which is essential for game development, most
software requires you to edit waveforms visually, relying on
the sight of the developer. For people who are blind, this is
a major obstacle. At the end of the day, the current state of
game development means that games are created based on
the values of seeing people.

We usually work with a blind programmer, but there are
still far too few people who can collaborate with him. That's
why we wanted to increase that number. The design for the
program was also quite elaborate, with a visually impaired
facilitator assigned to each team, and we also made sure to



EDHANE EFLEEANICEY TLALDT, Fv 7
TEZS WS HEZIBEP LIch27cATT, 7“!:!7“5
LEREFO AL YERT, REREDHZ 77> )T —
Y—%EF—LIZANIET, 7AVIIVINTE
BAVN=—bEHDHLIICLE LI, —REMEFICD
(NBZADP VR ITNIERILERAD DT —FT 1
FT—LFMH T2 By EWDSFENY TLIZH,
ETHRLB DA EENE LT,

INYAY VTR, ZNE TG 2k RT—<
bEEFNFE LT, 12 2IE. REEZEOHZHD) T
LR—Y—DEHZRIBEIRVEE, BYBZDON
vy EELTANIZATYT, TOREHRED & (12,
BHOEEBEN 25 —LPAHELE LI, 25 L
1274 F7Id, YEETHEWERLIRAIAETIAWE
BUWEd, Tb, Y—LELTHETSE, TR3IZ
E. BOFESLITCREEZHTI20EH# LWL, &
KT S, SET "RALVADRE, 215D
%Luf?ﬁ F—LE—HEIZDL 5BRETIE. Fh
% TBRELED ETBEEE HILb EA> T, #
BOZEL>0IFE LT, §2CEVLDIZHE-TZERN
¥T, TOTAELZANRIZEYVEIBN>7ZTT L. %
DBRIZZZEWRADHZ ERBVET,

2(BI LI BAFREE(IL

HI—DREHILIE, DK BZ, VWS ERHES

IZlomeEdHo71-2t, REDEEIZBEHST., %
SWIEK->TEhBATT LN, Blo7Oy o
T BIEZHWDEBELET—T1 XD BEIT S
ENRHHIATTH, YIEBEKARIE THAEXTL
Nahuwhbh, EELCTWSMEDY., BEHLSLOD
FTIWBNWTOL WD, ZDHEDEZH DL 3B
512, > Trh>7ATL & D1, BEMIFTTIEERE
TERWVL, BD "R AW ARHLDEH D, "@% LT
Loy, ERBoELTH, ZITEDDL
FIZTHS—EEVTAHLS, &b B> THELS,
ERBABNES D, HBOFHERzHAE O RKEN. S
BIZLBZOI2az—> v EICERT, ETHE
BERATY, GIEE LI DK, BIZ AL %EDL B,
ZETIEHRLT, L HE > THEFREECTOER
TTo ZNHHEHHZZ, BEANES LS FEELD
BZAT<%, EH@mTIERAARL "E20BERME, »
TBENDRE, H-WRHOA, 7ALXDFIZH 5,
FNnidahr%E "HZ B, JETIERL MALHLEIS
Bl & EDRETT B0 IHEWL, ERE D> TRE
&N, ZOBII—HIIWB I EEBLT, HIISED
SELTVWBRERZELICRLOND I ENTAEEE
IZEBWET,

HE L RBEOHWIEIZIS N BI5M

ISV EIFARBRODLHZDIE FIEDRBICH ZE
BEEIRADINEVNI I ETT, 7—hebEHE

Ny HY v TED S — L% DL B, (AudioGameCenter + CCBT) 12T, F—F 1 A7 — L& FRT 25MEBOKT
Aparticipant trying an audio game at the “Making Games from Sound” hackathon
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include people able to program. None of that would work if
we didn't have general participants capable of doing creative
work. For many of the participants, it was their first time
to make an audio game, but the results were nonetheless
impressive.

Out of the hackathon also came themes that we had
never explored before. For example, a visually impaired
person shared how they were afraid to get off an elevator
without an announcement of the floor number. That
experience led to a game in which players distinguish
between the sounds of different floors. Such an idea would
not come easily to someone who isn't visually impaired. But
when you experience that as a game, you realize how difficult
it is to determine the floor number based just on the “mood”
of a sound. And that's a very powerful trigger for empathy.
It's difficult to convey the sense of being blind verbally, but
over the course of creating a game together, a pathway for
understanding is established. That was the most interesting
development, and why | think the process itself is meaningful.

Creating Is Building Relationships

Another important thing was the strong desire to collaborate
that arose in the venue. That kind of atmosphere comes
across regardless of whether you're seeing or visually
impaired. In another project, | had the opportunity to bring
together young socially withdrawn people and artists. After

TY " HBIDHEZELAZICLTVLS, "THRD
TATTERITIESDIL, WD K5 7%, RO
BN HETER. ZNIEEEERN—XDEMETIEHH,
BRHEELWI ETT LR, FICHTTIEIADTANLE
(O RERBOMANICRY DS, 5l %. 5
WOIBRADPLLLEE N BbdE >0 InEEND,
Tebicfnze >3l exnige LB, £ LT
Z. CCBTIZZNEHEZHRETEH LB TLET,

SOCCBTIZDWTHBELELS ET5 & TEMiET
v, MEmETH AL INERESLAVLWT — b
Ly —THiW, &, ESLTH TEEE, ITh-
TLES5, THEEZRTIE, FHLLWEZORBAZIE
RTEH2FvVATHHN T, —HIINHI, £
ERERRICLIERIE. 21EAVWERSATY, 2
nix. AHOFICHZLM L ZRkDOENEhi-biZE
HbEZFT. MADLSF VYR TlE, HEEERLT
BEOFTL2(WHETEIRIAMILAEG>TWE
TH, BHTIEO LA TWIARNARRBES, P MERMR
20 HESXZBAEONET, CCBTIEZ S
WS TEHEMER, OETILICRYZBERS, L
bzhnicE EE 5T, "CCBTABEb - oo Ar i
b &5%, THELEEB, L LTOHYAEBIEES L
BULWET, ZDHICE, RO TH, IZAXHZH
Wb T ICESERT A HARERATT L1,
SRPTRUIELTOMEEZELLANS, HEHE
FBRLTWLCZ &, ZDFRIZLA. CCBTDEALIZA W
EBWET,

the first day, we thought some participants might not return,
but they did and began eagerly engaging in creating things.
| think the atmosphere in the venue conveyed how it was
a place for creativity. Then there's what we might call the
“spirit” that we can't really explain by logic alone. Even if you
don't know what to do, you don't quit. You know you can
ask again or try something else. The time spent interpreting
the atmosphere somewhere is much more intense than
verbal communication and of utmost importance. Creating
is not simply making something; it's a process of meeting
and building relationships with others. And it's through this
process that you can see who you are. Also present within
that process are things not visible in a finished work, like
the relationships that linger in the background or how the
intentions of the makers intersected. It's not about “teaching”
something, but designing a space where something happens.
Less than creating and exhibiting works, | think what's more
important is sharing a feeling of trying to move forward by
being together in the same place.

A Place Between an Institution and Practice

My main interest right now is in the question of how to support
practices that operate in the gaps between systems or
institutions. | mean the activities that resist categorization as
just art, welfare, or education, but which we definitely need.
And | think that CCBT plays an essential role as a place for
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Speakers at "The Future of Sound Technology and Audio Games"

supporting such activities. It has the potential to be a new
model of somewhere located between institutions and
practices. A space for learning and creating together, not
reliant on someone else’s expertise or other contexts: a place
like that is of great value to society.

Our current need for a place to belong originates,
ironically, in the existence of smartphones. For many, their
phone is now their place of belonging. While our handheld
devices might indeed seem to connect us with lots of people
and things, is that a place to belong in the true sense of the
term? Technology is actually functioning as something that
leads to isolation. And yet, technology can be used to stop
people from becoming isolated. It's in physical spaces that
we can present approaches to technology different from
the values pursued in the business world, and CCBT truly is
such a place. It's why | think we shouldn't turn CCBT into a
place for exhibits. Once you adopt the format of an exhibition,
divisions appear between viewer and viewed, between
creator and critic. But a space where, on the other hand,
anyone can interact with the creators and where you too can
getinvolved in hands-on ways offers greater opportunities for
engagement as a place where you belong. And that's why |
think CCBT should further emphasize a stance of being ready
towelcome anyone whowantsto create. Actively anticipating
and looking forward what people will make, and wanting to
hear their ideas, is not easy for an art museum with a space for
curated exhibitions. Especially in cities, people come and go
so quickly, tending to make fleeting visits. And this is precisely

why such places create opportunities for people to pause and
interact. CCBT can demonstrate what makes it exceptional
when it embraces arole as a place premised on collaborative
creativity.

When | attempt to explain the current state CCBT, |
inevitably fall back on negatives, on whatit's not: it's not an art
museum or other kind of museum, it's not an art center with
a collection. Another way of looking at this, though, is that it
represents achance to propose a whole new framework fora
facility.|don't think any facilities to date are premised onatruly
collaborative attitude. Arguably, this is the approach that's
required foravenueinacity. Foraresidencyinaregional area,
a style of allowing participants to focus on doing their work in
arelatively closed-off environmentis more appropriate. Butin
acity, it rather comes down to how we can support piecemeal
involvement and unexpected encounters. CCBT can serve
as amodel for this kind of urban facility or venue. And not just
that, it can aimto be what we might callan “influencing device,”
by which something happens when CCBT gets involved. As
such, the crux of the matter is not so much what's inside as
how it affects what's outside. Prioritizing its functions as a lab
and studio while also engaging with the city: only by pursuing
this path will CCBT evolve.

Ny HY v TED S — L% D < %, (Audio Game Center + CCBT) D% F
Participantsin the hackathon "Making Games from Sound"
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Interview: July 2025
Interviewers: Shono Yusuke, Yagi Ayumi
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Workshop is a practical program for participants to learn and create
withtheir hands, collaborating with artists and engineers fromavariety
of fields. It provides opportunities for people of allages and experience
to take part, and enables connections between technology and
creativity. In 2024, the program focused on such topics as sound,
movement, Al, and communication. Instead of limiting its activities
only to CCBT, the program developed projects in partnership with
educational institutions and other facilities, and devised and published
instructions for workshops that can be enjoyed at home.
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Encounters with art and technology at CCBT!
Learning together and discovering the inspiration of making things
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Inspiration Dojo
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Inspiration Dojo is a series of original workshops developed
by the CCBT team with creatives from various fields, offering
opportunities to discover the fun of making things through
encounters with art and technology. Participants learned the
basicsof digital creativity,includingelectronicartsand craftsusing
fabrication tools in CCBT'’s Tech Lab as well as programming,
design, moving image, and sound. Since starting in July 2023,
workshops have been held at CCBT with monthly themes. CCBT
hasactively soughttoexpandthereachofthe series by organizing
workshops at other venues, and developing and releasing a
toolkit for schools and home use. Until March 2025, a total of ten
workshop themes were developed and organized.
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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 through art, 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 process of imagining 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.

3. Expanding 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.

?

Photo: Otsuto Masashi
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° Workshop Themes
| felt like the workshop valued each P | built a device from scratch and came up with the
participant’s individuality and what they ideamyself, so felt a sense of accomplishment at
wanted todo. VAVAVY theend.
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I'm glad | was able to make something
satisfying by devising ways for it to work.
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Itmade me want to try making music
onacomputer.
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The sampler is simple and
easytouse.
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| was surprised tolearnthat sound has

patterns. Water also vibrates, whichmade me
realize how interestingiitis.
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| thought I'd make a balance, but | played
around untilit became a kind of pet, which
was strange eventome.
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Learning from an Artist
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Introduction to Programming
Making an animation with generative Al!
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Participants learn how to use generative Al to express
something. Students develop an understanding of the
strengths and weaknesses of generative Al, a technology
that learns from large amounts of data and information
to create new data. They then use programming to draw
animations on acomputer.

A AR (T Y=7 P—T 1R })
Instructor: Kurahashi Masaya (engineer, artist)
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Introduction to Biotechnology

Making a growth medium and getting in touch
with the world of microbes!
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Participants learn about the presence of microorganisms
all around us by making an agar-based culture medium and
conducting experiments and observations. They create an
original agar medium while formulating hypotheses about
the environment in which microbes are likely to grow, and
observe how the collected microorganisms develop.

A WENE (T—T 1 X b)
Instructor: Haneda Misa (artist)
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Itmade me feel like ascientist. | lost
my dislike of science.
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Special Maker Faire Edition

Introduction to Digital Fabrication
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
smallworking conveyor belt.

HED REEE (F—T/ X b, TYYZT)
Instructor: Nakaji Hiroaki (artist, engineer)
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Special SusHi Tech Square Edition

Introduction to Electronic Arts and Crafts
Using motors to make something that moves!
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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 arts and crafts
as away to implement their ideas. A special off-site edition of
the workshop was held as part of CCBT Compass 2024.

FEED : PEERBE
Instructor: Nakaji Hiroaki
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Make, Think, Talk: Artificial Cell Recipes

A ERR (EZARBEENBEFARFAR
48 (JAMSTEC) EEMER). BRER (7 —
T4 R HRE)

773 )T —%— L IIVHIBKRZE (CCBT)
Instructors: Kuruma Yutetsu (Senior Researcher,
Japan Agency for Marine-Earth Science and
Technology), Fukuhara Shiho (artist, researcher)
Facilitator: Kobayashi Reina (CCBT)

Photo: Otsuto Masashi
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Top: Participants creating artificial cells

Bottom: Participant discussion
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Using a fluorescent microscope to observe the artificial cells
created in the workshop

Avrtificial cell researcher Kuruma Yutetsu and CCBT artist fellow HUMAN AWESOME
ERROR hosted a workshop for junior and senior high school students to think deeper about
life by creating and observing artificial cells. Based on the concept of DIY bio, a citizen science
approach that employs familiar tools and places to conduct experiments and observations,
participants made and observed artificial cells. In Kuruma's lecture, participants learned
about the developmental process by which cells mutate into cancer cells, and the functional
differences between normal and artificial cells. Over the course of nine stages, all the
participants successfully created artificial cells. Fukuhara Shiho's lecture described HUMAN
AWESOME ERROR's Super Cells project, highlighting the vast amount of data contained
withina single celland the ethicalimplications of handling that data.

After working on the cells with their own hands, the students engaged in a lively
discussion about various questions. Do you think the cells you created are alive? Are there
any differences between your own cells and those you created? The discussion led the
participants to fundamentally rethink the meaning of life. What state counts as being alive?
When do we feel alive? The experience of directly making artificial cells themselves for the
first time and sharing their thoughts with each other proved a valuable opportunity for the
teenagers to gain new perspectives onlife.
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Chance Encounters Opening Up
New Values and Creative Possibilities
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Artist Haneda Misa participated in the first edition of CCBT'’s Future Ideations Camp and later became an instructor for
the Inspiration Dojo workshops program. Compelled by fundamental questions about what life is and how death comes
about, she left a different industry to pursue art and biotechnology. For CCBT, she has designed a workshop for children to
observe the growth of microorganisms. Since chance encounters and learnings spurred her to begin her artistic practice,
Haneda has cherished the connections formed with the people she met at CCBT, and has lived her life by always trying
to distill the ideas born from inquiry into art. Haneda here discusses the value of the experiences she has gained at CCBT

and her outlook for the future.
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Encounters with People at a CCBT Camp Making What
They Want to Make

| think | first heard about CCBT on social media, before it
had even opened. At the time, | didn't really understand what
CCBT was, but | remember feeling intuitively interested. The
first CCBT event | participated in was Future Ideations Camp
Vol. 1Import *, held in February 2023 on the theme of creative
coding. It features an impressive lineup of instructors, and |
was amazed by the zeal | witnessed.

At the time, my artistic practice was still rudimentary.
My core interests remained unclear, and | felt nervous about
participating when | was such a neophyte. During the group
projects stage in the latter half of the camp, there were times
when the themes and production style assigned to my team
did not match my own interests, and | panicked a bit as the
deadline approached, but in the end, | felt like Id produced
something directly connected to what | wanted to do.

| think | achieved a breakthrough thanks to influence of
the others on my team. Although our interests and methods
differed, the sight of them tackling head-on the task of creating
what they wanted to create meant | could enter a state where
| could express what comes from within. My team’s themes
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were clocks and systems. | found the concept of systems
particularly hard to grasp. The inspiration for my work came
whenone of theinstructorsonmy teamletme use aniPad with
a waterproof cover. Stemming from my long-term interests in
theideathat every living thing eventually dies and the question
of what is death, | created a work based on the mental image
of seconds emanating from my fingers, dissolving in water,
and returning to the sea.

The connections | made with people at the fourth Camp
remain strong and evolved into valuable relationships. For
example, hearing biohistory researcher Nakamura Keiko
speak in person, and sharing such a precious moment with
others was an ineffable experience impossible to describe
later. | was able to share that with the people in the venue and
that was very significant in terms of building a relationship.
Differences in background that might normally be a cause
of concern simply melted away. There were three of us on
the team: someone whose work focuses on design that
leads to spiritual enrichment, another person studying cat
behavior to understand human habits, and myself, who was
exploring how to view myself as a living being. Despite hailing
from different fields, we had things in common, and | still get
together regularly with my collaborators from the Camp to
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Inspiration Dojo’s “Introduction to Biotechnology” workshop
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catchup.

Inspired by the Beauty and Mystery of Life

Until about three years ago, | was working in a completely
different industry. At one point, my values changed. | no longer
wanted to spend the rest of my life living that way. This feeling
suddenly arose, taking me by surprise. From then, | started
to ponder certain questions like what it means to be alive.
We take daily life for granted, yet this will all one day come to
an end. | didn't go to art school, but after seeing art museum
shows and media art exhibitions, | realized that | wanted to
create works like that. The turning point came when | visited
the solo exhibition of a certain artist. The artist's work deals
withthemes considered taboo, and this showed me that it was
okay to express myself that way. We only get one stab at life, so
| was filled with a strong sense that | too want to create.

During this time when | was exploring my interest in the
mystery of life, | came across a book by biologist Fukuoka
Shinichi. | was captivated by the beauty of what Fukuoka
wrote in Between the Living and Nonliving (2007, Kodansha
Gendai Shinsho): “Cells are constantly being replaced, yet
their form persists.” | also participated in a camp hosted by
BioClub Tokyo, which offered beginners the opportunity
to do experiments and learn about biotechnology. In my
student days, science classes consisted of just memorizing
stuff to pass tests. | started from scratch with absolutely
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no knowledge, but my eagerness brought me into contact
with new knowledge about biotechnology, and gradually
changed my values and perspectives. These various chance
encounters further deepened my interest in biotechnology.

Discovering that Microorganisms are also Living
Organisms

My involvement with CCBT's Inspiration Dojo workshop
series began when | was asked to help with the “Introduction
to Biotechnology” event taught by BioClub Tokyo co-founder
Georg Tremmel. Someone from CCBT then suggested that |
try leading a workshop. | was so happy; | never thought Id have
the chance todo that.

Because CCBT is not a dedicated biology lab, it's
hard to create a sterile environment suitable for growing
microorganisms. Instead, | decided to focus on making
various microorganisms visible. The notion of holding a
workshop to make agar culture media came from the strong
impression | had when | made a medium for the first time. |
mixed agar powder and nutrients with water, sterilized it in a
pressure cooker, and then poured it into a Petri dish to solidify.
A delicious smell wafted from the pressure cooker. And in
that moment, | realized that what | find delicious and what
microorganisms find delicious are the same. Until then, Id
thought of microorganisms as dirty or disgusting, but | came
to see them as living creatures like me. | included making



agar as part of the workshop because | wanted everyone to
experience that.

Most participants were elementary school students.
Many were taking part at the urging of their parents, but
once they got started, they became engrossed in what they
were doing, and some of the parents were likewise just as
surprised and captivated by the activities. For example, the
kids were shocked when | explained that yeast is a type
of microorganism but nonetheless a eukaryote and so
genetically closer to humans than prokaryotes, which are
microscopic single-celled organisms. The children couldn't
believe that we eat something like that. | too was surprised
when [ first learned that fact, and was overjoyed to see their
honest reactions. One of the children wondered what would
happen if they mixed everything together, and said that they
wanted to stir the medium with chopsticks. When they asked
if that was okay, | assured them that it was. Over the course of
the workshop, participants learned that some of the things
theyd believed were not allowed were actually fine to do. |
hope the experience was a positive one for them.

In terms of my vision for the future, | don't have a clear
goal right now for what | want to do. However, formative
experiences have naturally led to the actions I've taken, so
Id like to distill the things that move me, such as life and earth
sciences, into various artworks and pieces of writing. Until
now, | have lived my life by opening in effect random doors, and
then the next door that came along. Id like to keep living that
way.

TOSHKEZNAF TV /AT —AF ) O/%RF
Inspiration Dojo's “Introduction to Biotechnology" workshop
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Haneda Misa (artist)

Haneda Misa is a Tokyo-based artist whose practice explores her interest
in the mystery of living. Inspired by natural science, such as the history and
workings of life and stars, she interweaves her personal perspectives and
ideas into her art. Her practice explores how to situate her own existence
within our eons-old planet.

Interview: September 2025
Interviewers: Shono Yusuke, Hara Izumi (CCBT)

ITIE

'

N 10" L"
Siet 8o, 4 wxith o Ch—Ic ? EOESE
Fiy B AL ;-.rj‘,‘-ww'—'. =
[ T B
11 Al

90

91

STAFF COLUMN

FREBREFLRDOTSMLTAHI KBS "TO5H GER.
BLAPTLFEASKT "Thl~I2?) EWLWSFFDEEFLL,
2{BELEADANOZ VB,

Inspiration Dojo, where even total novices want tojoinin.
Afriendly atmosphere encourages curiosity and introduces everyone to the joy of creating.

X IINHREBIRER
Text: Kobayashi Reina
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The atmosphere of Inspiration Dojo is encapsulated by the three
Inspiration Dojo Friends! characters who appear on the flyers
and other materials. The characters are the result of a talk, “Is
CCBT a Digital Community Center? Building Communities at
Creative Hubs,” held in April 2023. While CCBT has a cool vibe,
the speaker Tanaka Motoko's remark that “I want to add eyeballs
to the stylish CCBT logo” have always stuck with me. And so we
aspired to create a program that would set itself apart from others
at CCBT with characters and a somewhat unusual title, and make it
appealing even to people with no prior experience of programming
or electronic arts and crafts.

The Inspiration Dojo curriculum is also used in partnerships
with other organizations. We held “Introduction to Programming:
Making an animation with generative All" (p.120) as a related event
for “CIVIC CANVAS Vol. 2: Kids Workshop™ at Shibuya Sakura
Stage, and adapted some of the curriculum and tools for private
use, making them available to download on the CCBT website as
Inspiration Dojo at Home.

At “CIVIC CANVAS Vol. 2: Kids Workshop,” the moment the

IMBERE (I—F11r—5—)
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Left: Let'stryl TOMODACHI!/Middle: What's this? TOMODACHI! / Right: POPIMARU

Kobayashi Reina (coordinator)
Born in 1998 in Nagoya, Kobayashi
Reina worked at CCBT from April
2028 to March 2025. During that time,
she was mainly involved with eventsin
the Workshop program.
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children's works were projected onto the Inter-Square media
facade, their faces lit right up. Seeing them enjoying themselves
with their parents and guardians made me realize that beyond
the inherent joy of creating something, the children could also
experience the thrill of sharing their work publicly. It gave me asense
of how scalable and flexible Inspiration Dojo is, and that it functions
asagateway totaking aninterestin making things, naturally leading
to the desire to create more.

When they first arrive at CCBT, participants tend to look a
little anxious. But seeing them later fully immersed in their project
and fluently communicating its key aspects to those around them
really makes you feel glad that such events take place. | hope that
this workshop series continues to develop in the future, instilling
creative curiosity among participants.
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Directed by Fujihata Masaki

Meetup Series: Concerning Art & Technology
International Symposium: Toward a Relativization of Art &
Technology

7— FIEBET BSRIBEADHRERICEYESH?

Can art form a seawall against environmental mechanization?

XA —XE, COBTIZBLWTEHRADHEEER/\—rF—L L. YV 2UTAT1 This series of events was held as part of the Research Partners Program, in which CCBT works with
TORBIZETZHDOME. AREZORAEZHELETZ VY —F - X—rF—- 7057 Japanese and international researchers to undertake R&D contributing to civic creativity, and makes those
Ly O—&RELTTbhE L, results public.
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What is the creativity enabled by art and technology? Media
art pioneer Fujihata Masaki and CCBT partnered for a series
of ten Meetup sessions and an international symposium as
an opportunity to learn about and explore the contemporary
significance of this question. The Meetup sessions comprised
lectures on various themes, spanning art, technology, and media
history. To broaden the discussion with a global perspective, the
symposium featured philosophers and curators from four cities
around the world, who came together to discuss the relationships
between history and regionality, and artistic expression and
media. The series attracted a wide audience, including artists,
creatives, students, researchers, and private and cultural
sector workers. The lively dialogue between the lecturers and
participants revealed their growing interests in the future of art
and culture inlight of technological advances.
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For any consideration of the relationship between art
and technology, a poetic imagination not reliant on words
becomes important. This is not how we use technology in
response to commercial capitalism, but about exploring
your relationship with the world through new media in
highly individual ways. Just as poetry uses the medium
of language to create new concepts and meaning, we
should call the way a medium is handlled a concept. Artists
can express concepts in nonverbal ways. It is possible to
express your aesthetic as a new concept through art.
Fujihata Masaki

Lecturer
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Fujihata Masaki (new media artist)

A media art pioneer in Japan, Fujihata Masaki created computer graphics works
in the 1980s, followed by interactive and net art in the 1990s. He subsequently
developedafieldwork seriesusing GPS.Heis currently workingonthe BeHereseries
that uses augmented reality. He was the first Japanese recipient of the Golden Nica
at Ars Electronicain Linz, Austria, in 1996, and he received the Minister of Education,
Culture, Sports, Science and Technology's Art Award in 2010. He taught at the Keio
University Faculty of Environment and Information Studies from 1989 and at Tokyo
University of the Arts from 1999, where he was involved in establishing the Graduate
School of Film and New Media in 2005. Fujihata is an emeritus professor at Tokyo
University of the Arts. He was a visiting professor at University of Arts Linz in 2017,
Hong Kong Baptist University in 2018, and University of California, Los Angeles in
2020.

Photo: Otsuto Masashi
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Meetup Series: Concerning Art & Technology

In response to changes in social conditions ushered in by global
warming, globalization, and financial capitalism, this Meetup
series aimed to re-examine our internalized frameworks of
thinking through science, art, philosophy, and technology, and
explore unique perspectives on the world. To this end, each
session emphasized a focus on technology as a subject rather
than a methodology, learning about the relationship with viewers
necessitated by creativity and artistic practices, the nature of
concepts, the essence of artworks that can return to society,
and the structure behind the creation of value, and also exploring
critical engagement with contemporary society. Drawing on the
recently internationally acclaimed philosopher Yuk Hui's notion of
space arts, which aims to diversify the concept of technology, the
sessions considered how to shape a uniquely Asian perspective
on art history, something constructed by Western modernity.
In parallel with the Meetup, participants also participated in a
voluntary study group to research the international reputation
of artists as well as in a workshop on installing related works.
With each session attracting around a hundred participants, and
online discussions also held to further deepen understanding of
the themes, participants developed proactive, critically engaged
creative practices.

Outline
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Session 1: Living as a Human (Guidance)

May 26,2024

Session 2: Tools and Devices (On Humans)

June 16,2024

Session 3: Whirlwind Tour of Art History (History of Painting)
July7,2024

Session 4: Viewing and Participation (On Seeing)

August 18,2024

Session 5: Conception and Medium (On Conceiving)
September 22,2024

Session 6: Life and Machines (On Knowing)

October 20,2024

Session 7: Concerning Art & Technology Complete Recap

L TP—br&TF/ OV —DHBE, RERNDER,
TP —bh&TI /A= OFEEEAN,

Top: The Geopolitics of Art & Technology: Perspectives toward
Future Generations

Bottom: From Art & Technology to Cosmotechnics

B YRIIVL "TP—&T7 /Y —0BEMEICEITT,
International Symposium: Toward a Relativization of Art & Technology
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Is there art in Asia? This two-part symposium investigated that
question,based onthe perspectiveslearnedinthe Meetup series,
including Western history, Eastern views on technology, and
recentadvancesinmediatechnology. Thefirstsessionreferenced
artasaformofresistanceto the limitationsimposed onmediaand
the instrumental nature of art as well as Chinese landscapes and
gardens, and proposed a social order—maintaining environment
as a new possibility for curation in the East. The second session
analyzed the evolution of new media art since the twentieth
century, along with its attributes and fundamental elements. In
addition, the session presented various examples of crypto art,
a diversifying trend centered on New York. A common refrain
throughout the speakers’ discussions and Q&A was that we now
existin an age that requires a reconfiguration of the very concept
of art in the face of new technologies like blockchains and virtual
spaces. To achieve this, participants asserted the necessity
of sensibility-oriented education and “transdependence” for
pursuing the spirituality, mysticism, and aesthetic inherent in each
culture.

Outline
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Part 1: From Art & Technology to Cosmotechnics

December1,2024

B 20 -k (BEE), Yaryy - Fyr (Fal—5—), HBEBEH (X5 Speakers: Yuk Hui (philosopher), Johnson Chang (curator), Fujinata Masaki (new media artist)
TT7—T4AR) Moderator: Harashima Daisuke (philosopher)
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Speakers: Alexia Achilleos (artist, researcher),
Kihara Tomo (media artist, game designer), Sarah
Kim (nurse, curator), Marinos Koutsomichalis
(artist, scholar, creative technologist / Director,
Media Arts & Design Research Lab), johnsmith
(artist, researcher), Jenny Pickett (artist, researcher,
organizer), Fukuhara Shiho (artist, researcher),
Yamakawa Fuyuki (artist, khoomei singer /
Associate Professor, Akita University of Art),
Alessandro Ludovico (artist, researcher / Chief
Editor, Neural), Nikos Rodousakis (economist,
consultant, lobbyist, radio producer)

Moderator: Shikata Yukiko (curator, critic)
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Konton-ni-Ai! Love/Encounter in Chaos:
Digging Deep into Sound, Media Art, and Care from Europe to Tokyo
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Konton-ni-Ail Love/Encounter in Chaos: Digging Deep into Sound, Media Art, and Care
from Europe to Tokyo was a project in which sound and media artists from Europe and
Tokyo came together for several events about care. It involved total of twenty artists from
varied social and cultural backgrounds, each bringing the knowledge they have cultivated
to explore how a wide range of social issues, from climate change to war and scientific and
technological progress, can be approached from the perspective of care through art. As part
of this, a roundtable and sound and media demonstration were held at CCBT. The artists
introduced the situation and issues where they work, along with their respective practices,
and discussed possibilities for how art developed from a care perspective can offer new
hope to society. Inaddition, during the sound and media demo, participants freely showcased
their work for a maximum of five minutes each. A related exhibition was also held at CCBT.
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Speakers: Giori Politi (sound designer, game designer
/ Lo-Fi People), Tanaka Miyuki (curator, producer),
Nozawa Yukio (programmer)
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1. A head-related transfer function (HRTF) characterizes
the frequency response of sound as it travels from the
source to the ear. The HRTF includes the effects of
reflection and diffraction from the head, ears, shoulders,
and so on, and can reproduce the mechanism by which
humans perceive the direction and distance of sound. It
is used in acoustic design for 3D audio effects and virtual
reality.
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The Future of Sound Technology and Audio Games
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The action game Blind Drive adapts the sound-based driving game format with stereophonic
sound by adding visual aids for sighted players. This talk featured Giori Politi, the designer who
developed the game and pioneered a whole new kind of audio game, in conversation with
Tanaka Miyuki and Nozawa Yukio for a discussion about sound-based game development.
The process of developing Blind Drive utilized 3D audio effects and spatial sound design with
head-related transfer functions'to achieve an experience that sharpens the senses. The game’s
story also emphasized narrative and humor, aiming to create a game “played with the ears” that
spurs the player'simagination. The game’s sound effects were repeatedly fine-tunedin terms of
accessibility to ensure a fun gaming experience for a wide range of players, including those with
visual impairments. During the talk, the speakers discussed the background to this pioneering
project, which not only incorporated sound technology into games but also demonstrated the
potential fornewgamingexperiences centeredonsound,andactively addressedcontemporary
issues like accessibility and inclusion.
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Future Ideations Camp Vol. 4
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Lecturer: Oron Catts (artist / Co-Founder and Director,
SymbioticA)
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1. Founded in 2000 by Oron Catts and lonat Zurr at
the University of Western Australia, this experimental
research and education organization works at the
intersection of biology andart.

2. Oron Catts and lonat Zurr presented this
performance piece under the joint name of the Tissue
Culture & Art Project in 2003. Using in vivo culture
techniques, the artists grew fetal sheep and frog
muscle cells outside of the body, and then eat the
cultured tissues with the audience.
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Oron Catts: Life Is Not What It Used to Mean
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The keynote lecture for the fourth edition of Future Ideations Camp was given by Oron Catts,
apioneer of bioart and director of the research laboratory SymbioticA.' Catts has been active
in the field of art dealing with life science practices since the late 1990s. He introduced major
examples of his output, from his early work Disembodied Cuisine? that used cultured meat
to his recent Sunlight, Soil & Shit (De)Cycle (3SDC). He presented a variety of questions and
perspectives behind his art practices related to the manipulation and creation of life. Catts
also cited an example from history of an incubator containing an infant that was exhibited in
a freak show, saying that an important goal of his work is to foster the imagination and values
for triggering ethical discussions before we lose control of science and technology in society.
Inthe ensuing discussion, there was a lively exchange of opinions with the participants about
how to engage with the rapidly developing field of biotechnology and the impact on artistic
expression.
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Speakers: Matsuura Tomoya (sound-maker), Ihara
Sayuri (Workshop Leader, Tokyo Bunka Kaikan),
Tada Ibuki, Sasa-Marie (sign poet [sign language
poet], music accessibility researcher)
Commentators: Osugi Yutaka (Professor, Research
and Support Center on Higher Education for People
with Disabilities, Tsukuba University of Technology;
sign language linguistics, deaf studies), Ito Takayuki
(CCBT)
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What Are Inclusively Made/Used Tools? CCBT and Tokyo University of the Arts Art Media
Center Music Device Development Project Report
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An event was held about VisVib, an open-source system that allows users to experience sound as
light and moving image, jointly developed by CCBT, Tokyo University of the Arts Art Media Center,
and Tokyo Bunka Kaikan in 2024. People involved with the development appeared at the event.
VisVib converts the sound of a tone chime into visual and tactile sensations. It was developed in
collaboration with engineers, accessibility experts, deaf people, and music and music education
specialists, with the goal of realizing a new musical experience that enables anyone to enjoy
music. In addition to the development stages, technical innovations, actual demonstrations, and
case studies from a Tokyo Bunka Kaikan workshop, the event also shared the dialogue and trial
and error that unfolded during the development process. Held with sign language interpretation,
the event brought together people from different backgrounds, and lively discussions took place
on inclusive approaches to creativity that utilize each person’s perspective and the tools they
should use.



Interview

AFATT7—bDNRAAZTHREETHY ., CCBTTIE T7—hr&FT 7/ O —~DEL, LFELI-28EDES
S—hTyTERELLCEBBEERK, BELXBA2SMELEDZOEEIEL. 7—heTFo/0Y—I2f2h3%
BRMOBRATIZBENT W, BHARLCROEMABOHENRRY ~NOREUN SHE Y, BEEMEEAT 177 —
FOBRELOEABEZ S ET5ZDEY 1F. BERBOFIZHOIYBAKRINIZEEZIRY R BRHA S, 77— bHtt
BIIBVWTEDKSINBIITONZIRNENZBVET LD TH>7co TARBEERIC, BROKRICELTX
FATT7—T 1A AMDPRIZTREHRE, Z L TCCCBTAFOAEEEIZ DLW CEE A>T,

R LE A5

Interview with
Fujihata Masaki
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Overcoming Western-centrism to Redefine the
Nature of Art and Technology
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Media art pioneer Fujihata Masaki hosted “Concerning Art & Technology,” a series of eight Meetup sessions at CCBT.
Proving more popular than even expected, the venue buzzed with impassioned debate about art and technology.
Beginning with a critique of the institutional bias in art education in Japan since the Meiji period (1868-1912), Fujihata's
sessions sought to reframe Western art history from the perspective of media art, looking back at unresolved issues from
the past 150 years and re-examining art's position in society. Fujihata here discusses the role media artists should play in
the current circumstances as well as CCBT's potential.
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Important History and Topics to Convey

My involvement with CCBT began when | was asked to give
a keynote lecture at Future Ideations Camp Vol. 2 setup():
Making New Rules with Blockchains in 2023. | spoke about
art and cultivation, with a focus on the importance of critical
perspectives when it comes to developing digital media
creativity into new artand culture. Two hours were not enough
to cover the topic, however, and | was forced to skip some
parts. CCBT's Hirota Fumi then asked me to talk about what
I had omitted, so | decided to turn that into a series of lectures
in 2024. This series was ultimately called “Concerning Art &
Technology.” In the end, the two-hour lectures often clocked
inatover four hours.

The target for the series was young people involved in
arts and culture, including media artists. | felt that the onus was
on me to explain things properly to the younger generation,
or later on they might not be able to understand the history
and contexts that have shaped the present. For that reason,
the fundamental goal of the lectures was simply to give me
a forum to discuss the things | can. More than two hundred
people applied, far more than expected, but space limitations
meant we could only accommodate about 120 participants.
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It was wonderful to have such enthusiastic attendees. | was
taken aback that so many young people wanted to hear me
speak.

Looking back at the history of art education, | began with
the introduction of a European education system during the
Meiji period. Okakura Tenshin led a movement to re-evaluate
Japanese culture, though ultimately those people were forced
out of the schools. In other words, a debate emerged around
that time about how to treat ‘Japanese” art and institutional
art. This discussion, however, was not properly passed on
and taken up by subsequent generations, so only technical
divisions of painting and sculpture remained. The result was
that the focus of education became the transmission of
know-how, and the concept of art, which should have come
first, did not take root. The educators also failed to convey the
essence of art, merely teaching what a certain technique for
using a piece of technology can do and so on,and art colleges
effectively became vocational schools. Given this context, the
concept becomes even more important when starting a new
art project involves technology. The artist’s attitude toward
technology is key to any work.
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How to Access Opposing Voices in an Era Dominated by
the Messages of Those in Power?

In the past, the label of media artist was almost synonymous
with activist. This is because technology can also be a means
of obtaining political power. What happens when individual
artists get their hands on that? It can lead to alternative
activities. For example, this was the beginning of a wave of
media practices like the moving image movement of guerrilla
television.! That emerged around the time that Sony had
released portable video cameras, enabling individuals to
create their own TV shows. In an era when the powerful had
a monopoly on the media, such countercultural practices
aspired to give the masses access to individual voices. With
Fred Forest's Le rallye télé-phonique in France, for instance,
anyone could call a specific number and record a message
on the answering machine, which then traveled uncensored
across borders. This sense of transcending geography
includes the sense of astonishment that comes from
visualizing what lies beyond the horizon, as seen during the
live TV broadcast of the Apollo Moon landing. In an era when
those in power broadcast messages unilaterally, how could
people provide access to opposing voices? There were many
practices in media art back then that explored this question.
It's the same with the emergence of the internet. In the
early days, only people in universities and research institutes
used it. People waxed lyrical that it was the most democratic
space possible, that we were on the verge of revolution. But
the reality proved to be the complete opposite; everything
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ended up a tool for capitalists and those in power. A sense
of disappointment over the perceived failure of the internet
became pervasive. The situation then became even messier
with the spread of social media. Individual urges could now be
immediately disseminated; it was an explosion that unleashed
the negative side of humanity. After the war, people believed
that technology would enrich society, but ultimately, this was
not the case, not least in terms of the environmental. Instead,
we now have a growing sense that technology doesn't make
things better.

Developments in Asia

In response to these issues related to modern technology,
the Hongkonger philosopher Yuk Hui asserted that the very
concept of technology is Eurocentric. Hui urges us to find
ways of approaching and understanding technology other
than the European ones. Because he made his intervention
only after first carefully studied European philosophy and
concepts of technology, he was able to persuade Europeans
as well. His stance is truly remarkable. Likewise, there is surely
a Japanese mindset toward technology that differs from
Eurocentrism. Itis the job of Japanese media artists to unearth
and reveal that? It's pointless if you just use new tech in a
clever way. | think we need, for example, to identity a uniquely
Japanese attitude toward technology.

As a thread to guide how | address this issue, | am
focusing on crafts. The concept of crafts was created during
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the Meiji period; prior to that, there was no unified category.
The nub of the matter is the Meiji-era division of things into
art and crafts, and then engineering. The concept behind
crafts was never clearly written down. This is because of the
cultural foundation by which crafts were passed down from
master to disciple through a watch-and-learn process. One
of the problems with Eurocentrism is that it treats technology
and humans as separate entities. The idea is that anyone can
use technology if we make a manual. By contrast, the Asian
mindset treats technology and humans as inseparable. And
that is why intelligence resides in the things that are created.
Theteaceremony is a typical example. The tea ceremony isa
space to convey intelligence through tools and gestures. That
form of intelligence may differ from Western frameworks.

CCBT’s Potential as a Knowledge-Sharing Platform

If I had to sum up the potential of CCBT's activities in one
phrase, it would be “knowledge sharing.” The original model
for knowledge sharing is the library. Essentially, a library
is a place that provides free access to the books sold in
bookstores. Nothing beats a service like that. From an
economic standpoint, however, one criticism we could level
at libraries is that they may put bookstores out of business,
while the acceleration of capitalist economics might put the
survival of libraries at risk. Regardless of these risks, a place
for knowledge sharing is an absolute necessity. We simply
donthave places to learn, especially when it comes to rapidly

evolving technology. If we look to schools to fulfill this role,
they're always ten to twenty years behind. Much like how art
universities have separate oil painting and Japanese painting
departments, the institutions struggle to keep up with the
emergence of new materials and techniques. That's why we
must restructure concepts from the ground up. The same
goes for technology education.

CCBT should be a place for people to learn techniques
that are too fast and complex for such schools to handle.
The vital thing is that people feel reassured that someone will
always be there. It's not just about knowledge itself, but having
people with intelligence always there. All the artists | know
are studious and furnished with interdisciplinary intelligence.
This generates an output, which in turn becomes their work.
In other words, their intelligence is not only linguistic but also
experiential. | think CCBT would become truly special if it
functioned as a place where such people could share their
knowledge with society.

| often talk about the importance of insight. If life feels
the same from day to day, you're as good as dead. We need
insight to see each day differently. Say you make a little
observation about the heavy clouds one day. You record
the weather conditions and then turn that into a drawing or
photograph. Such actions are both scientific and artistic. A
great film, it is said, is one that makes you see the world anew
after leaving the movie theater, and the same is true of art.
Insight enriches our daily lives and gives us new perspectives
on the world. That's why art embodies being alive. Without
insights, we cant say we're truly alive. Art and science are
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fundamentally the same in this regard. They are motivated by
insight and discovery. | hope that CCBT evolves into a place
that encourages such insights and discoveries.

1. Guerrilla television was a countercultural movement that emerged
mainly in the United States in the early 1970s in resistance to
the domination of large media corporations. It sought to restore
the means of making and broadcasting moving image back into
the hands of citizens. It is also the title of a 1971 book by Michael
Shamberg that codifies the theory behind this approach.
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Artists presented live performances on a special stage at SusHi Tech
Square. From physical contact hyper-amplified and reverberating in the
venue to “electromagnetic instruments” made from modified household
appliances, these performance embodied the ingenuity of art and
technology through physical forms of expression and live music.

This fifteen-day event across four programs showcased the activities
of ten CCBT artist fellows from 2022 and 2023, allowing audiences to
experience hands-on the intersection of technology and creativity. Held
at two venues (CCBT in Shibuya and SusHi Tech Square in Yurakucho),
the varied lineup included workshops, performances, exhibitions, and
talks.
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Five types of workshops were held eight times, offering participants
opportunities to learn the basics of design, moving image, and media art,
including how to create augmented reality, programming with Al, and
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} ~ 7 /\ 7 D “/ > electronic arts and crafts. The monthly Inspiration Dojo workshops also

made a special appearance at SusHi Tech Square, allowing parents and
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Fifteen days of collaborations with artists
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Participating artists whose work deals with new technologies and forms
of expression like Al, XR, digital fashion, and generative design held talks
exploring the intersection of creativity and social themes. These talks were
achance to discover a compass for the future through the artistic results
and mindsets ushered in by creativity and technology.
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The six works and one exhibition that resulted from the projects developed
by artist fellows at CCBT were shown at the two venues. From new forms
of expression using augmented reality and computer simulation to our
relationship with Al, urban space, inclusive environments, and digital fashion,
the exhibits were highly diverse.

F¥KD CCBT NEES
Future Undokai (Sports Day)
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Future Tokyo Undokai (Sports Day) was held by Inukai Hiroshi and his team of so-called
developlayers as one of CCBT's opening events in October 2022. It returned for another edition

Outline

at SusHi Tech Square in Yurakucho. This time, participants collaborated with creatives including
CCBT COMPASS 2024 CCBT COMPASS 2024 CCBT artist fellows to make the CCBT Future Undokai (Sports Day).
2024 5H3H~19H May 3-19,2024
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Discoveracompass for making and thinking
about the future of creativity brought about by technology
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At Future Undokai (Sports Day), participants
use technology to devise and play games and
competitions. They here made a new kind of sports
day in collaboration with CCBT artist fellows and
other creatives.
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ELECTRONICOS FANTASTICOS! "% & #4175 (Stage Version) 4
ELECTRONICOS FANTASTICOS!, Electromagnetic Matsuri Parade
Performance
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Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR,

@ } AUGMENTED SITUATION12 D. An extended reality

performance tour, Beneath the Asphalt, was also held.
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Synflux’s archival exhibition, Algorithmic Couture Alliance: Digital
and Fashion Dialogues
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Compass Warp was a live link set up
between the Shibuya and Yurakucho
venues.
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// ol ~ flying objects in the skinland ~, an from rode work ver. under city, which
unprecedented performance in which the group showed at an outdoor
the pain andimpact of physical contact is venuein 2023

shared with audiences
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CCBT ARTISTFELLOWS
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Tokyo Motion Point Researchers (lwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue) / Snoezel.ab. / SIDE CORE / Synflux / Tomo Kihara + Playfool /
ELECTRONICOS FANTASTICOS!/ contact Gonzo / Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR / Tokolo Asao + Hiramoto Tomoki / Inukai Hiroshiand Developlayers
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Terai Masaya
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A Support Team Undergirding
the Curiosity of Different Visitors

Photo: Otsuto Masashi
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TeraiMasaya has served as amember of CCBT support team on several event programs ever since his days as animaging
arts and sciences student at Musashino Art University. His involvement in Media Art Studies 2023: Playing with Your Eyes,
directed by Iwai Toshio for the CCBT Showcase program in 2023, led on to helping with CCBT Compass (p.106) and Audio
Game Center + CCBT (p. 66), where he handled photographic documentation of the events and facilitation connecting
visitors with the exhibits. A specialist in photography and moving image, he goes back to the origins of photographic media
to explore the nature of recording and archiving. Terai here discusses the possibilities for expanding practices through the

people and events encountered at the urban community center thatis CCBT.
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Exhibition Facilitators Bridging Venue and Visitors

My involvement with CCBT began when artist Hashimoto
Norihisa, who was one of the program directors for Media Art
Studies 2023: Playing with Your Eyes, invited me ina university
class to join the support team for Iwai Toshio's exhibition.
Hashimoto is a highly trusted educator whose class on
the prehistory of moving image teaches the foundations of
moving image while giving students the chance to operate
classic animation and film devices. At CCBT, | guided visitors
during the exhibition, and also participated in preparing the
exhibits, such as scanning materials for creating the replica
precinema devices.

At the information session beforehand, | was told that
CCBT is not just a place to exhibit completed works, but
somewhere to create new works, for people to participate
andgetinvolved. As such, the supportteam'sroleis to facilitate
communication between visitors and the venue. Having never
worked in a gallery before, this was my first time serving in a
role bridging works and visitors, and | felt that this differed
from what is expected from regular art museum staff. | was
impressed by the large number of parents and children as
well as the wide range of age groups who came, perhaps due
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to the content of the exhibits. | remember feeling that CCBT
had an atmosphere closer to a community center than an art
museum.

Prioritizing Good Communication

The support team'’s role is fundamentally one of explaining
the artworks and showing how to use them. Unlike paintings
or sculptures, media art becomes complete through viewer
participation, and some works are directly interactive. Such
works enable viewers to make new discoveries by touching or
peering into them. My role was to naturally guide them to do
this. Museums usually prohibit visitors from getting close to or
touching the works, so some people at CCBT held back and
just looked at the interactive exhibits. For works whose appeal
cannot be fully appreciated without physical interaction, |
actively encouraged people to try touching them. Parents
often stopped their children from touching the exhibits, but
when we told them it was fine, everyone was surprised and
tried touching the artworks.

There were also wheelchair users or visually or hearing-
impaired visitors, and | was conscious about the need to
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treat them the same as other visitors. My goal was to ensure
that those with accessibility needs and those without could
still enjoy the same kind of experience, and | tried to make
up for any shortcomings in the facilities. For example, at the
Department of Imaging Arts and Sciences at Musashino
Art University, where | used to study, there are compulsory
electives on portrait photography and filmmaking, and | have
also gained hands-on experience assisting in fiming, lighting,
and recording sound. In film productions, the actors are often
recruited from outside, and so the quality of the resulting work
depends on internal communication. | think this emphasis on
communication is also similar to the role of the support team
atCCBT.

CCBT, a Place That Broadens Horizons

If a visitor seemed confused about an exhibit, | would offer
to help. In my involvement, | stayed mindful of maintaining
an appropriate distance. For example, in a workshop for
lwai's exhibition, we used a cinematograph' made of Lego,
and an elementary school boy was very interested in how
it works. While not in the manual, | suggested to him that we
take the device apart to show its insides, and with Professor
Hashimoto's permission, we did this several times. Rather than
just explaining the work “correctly,” | came up with ways to stir
up curiosity.

My time as a member of the support team made me
realized just how much CCBT truly is like a community center.

We would first welcome visitors simply as individuals, allowing
them to interact with the space at their own pace. | once took
part in a photography workshop for visually impaired people,
and when | asked a participant about how they make their
life easier, | was taken aback by their answer: “In the end,
we're all human.” At CCBT, we were mindful of this whenever
interacting with visitors. For example, the sound-based nature
of the communication at the Audio Game Center + CCBT
exhibition meant the atmosphere was boisterous, with all
visitors laughing and talking loudly irrespective of ability or
disability. Media art utilizes not only the physicality of the
viewer in terms of seeing and hearing, but also media in a
literal sense as a medium, making it easy to share physical
sensations and understand each other through nonverbal
means and across cultural differences. The response to an
exhibit from experiencing it and sharing that excitement could
also be considered part of appreciating an artwork.

CCBT's greatest asset is its openness to anyone. It
feels like a free space for connecting with others through
our intellectual curiosity, and for me personally, CCBT has
broadened my horizons, so Id definitely like to participate
again in the future if invited. | also hope CCBT evolves into a
place where people from all over the city can drop in more
casually, not just those who are already interested inits events
and programs. Being like a secret base is interesting, but
CCBT also needs to have that open, flat feel of a community
center.| want it to be a place where no one s left out, unlike the
closed spaces of the exclusive communities we find in the art
scene. lhope that CCBT remains an open place.
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1. Developed by the Lumiere brothers in 1895, the cinematograph was
an early motion picture device that combined filming, projecting,
and developing. The cinematograph had an internal film advance
mechanism (a crank-operated means of moving to the next frame)
turned manually to project successive photographs onto a screen.
Itis considered the prototype of the moving image technology that
formed the basis of modern cinema and animation.

Terai Masaya (photographer, graduate student)

Terai Masaya graduated with a degree in imaging arts and sciences
from the College of Creative Thinking for Social Innovation at
Musashino Art University and is currently a graduate student in moving
image and photography at the same college. The photography he did
of his hometown for his undergraduate graduate project led him to
start thinking about the concept of the outsider. Terai is also interested
in the establishment of photography as a medium, and is engaged
in researching photographic ways of seeing that predate the birth of
photography inthe modernera.
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Creative Event

March2,2024

Venue: SusHi Tech Square 1F

Voting

April23-July 8,2024

Venues: Online, Tokyo Metropolitan Government No. 1Building 2F North

Hybrid Event

August 24,2024

Venues: Tokyo Innovation Base (SusHi Tech Square 2F), CCBT boothin Decentraland
MetaTokyo (metaverse venue)
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Organized by: Tokyo Metropolitan Government, Arts Council Tokyo (Tokyo Metropolitan
Foundation for History and Culture), MetaTokyo, Inc.
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Fromthe over twohundred digital yukata designs created by participants
at a creative event in March 2024, people voted for the top thirty, which
were then used to create digital yukatas that could be worn by avatars
around the world in the metaverse. These were distributed free of charge
on the Decentraland metaverse, and a hybrid event linking the real world
and metaverse was held as the project finale.
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MEET YOUR ART FESTIVAL 2024
NEW ERA

CCBT X MEET YOUR ART FESTIVAL 2024
NEW ERA

Ty RRO—EF > TEEREK,

God Scorpion, Beginningless and Endless

HEMESR  Exhibited work
Ty RROa—EF > MERERK,
God Scorpion, Beginningless and Endless

=15 FHBEGIEIL (F—hIF>E> 3> 'SSS: Super Spectrum Specification, )
FEf : MEETYOURARTFESTIVALETRE R, RR#. JEVY - JUIAT47 - R—
ZHR [CCBT] (ARMEEARRIEL LM E 7—V ATV VILER)

Venue: Warehouse TERRADA G1Building (at SSS: Super Spectrum Speciftation exhibition)
Organized by: MEET YOUR ART FESTIVAL Executive Committee, Tokyo Metropolitan
Government, Arts Council Tokyo and Civic Creative Base Tokyo (Tokyo Metropolitan
Foundation for History and Culture)

T—hE®BHII BE -B-T77ry>¥ary - 4 T7RIALED
BELIZALF vy —P—RII2T 2BEBHEMEBEOD7—F 72X
T 4 /NJULMEETYOURARTFESTIVAL, X T4 77 —T4 X D
Ty RXROA—EFUH2022FET7—F A vFaR—>ay -
7O LDT7—F4Rb 7O —FHO—FE L TH
ELItER%E. P—hIF2E> 3> TSSS:SuperSpectrum
Specificationy ICTERL £ L7,

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. At the SSS: Super Spectrum Specification
exhibition, media artist God Scorpion showed a work created as part of
his artist fellow project for the 2022 Art Incubation program.

Photo: Kioku Keizo
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Ars Electronica Festival 2024
HOPE who will turn the tide

Arts Electronica Festival 2024
Electromagnetic Street Bon Dance Festival

2023 ECCBT7—75 4 XA b+ 7z 0O—® "ELECTRONICOS
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Hi78 : ELECTRONICOS FANTASTICOS!
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%% : EcoFlow Europes.ro.

Performer: ELECTRONICOS FANTASTICOS!

Venue: St.Mary's Cathedral (Linz, Austria)

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

Inpartnership with Ars Electronica

Sponsored by EcoFlow Europe s.r.o.

2023 CCBT artist fellow ELECTRONICOS FANTASTICOS! developed
its Electromagnetic Matsuri Parade project, a practice-led concept for a
new festival, and staged the Electromagnetic Street Bon Dance Festival,
featuring performers dancing and playing old electrical appliances like
musical instruments. As part of the opening event of Ars Electronica,
the world's largest media art festival held annually by the eponymous
cultural organization based in Linz, the Electromagnetic Street Bon
Dance Festival took place in the plazain front of the Austrian city’s iconic
cathedral. The event celebrated the essential part of modern life that is
electricity asagift fromnature. Payinghomage to philosopher Ivanlllich’'s
concept of conviviality, the Electromagnetic Street Bon Dance Festival
showcased tools reborn and repurposed, and ascribed new value. It
conjured up acontemporary space of collaboration that blended diverse
fields, including music, art, engineering, science, and design, and thrilled
alarge audience withits unique electromagnetic version of the traditional
Bondance.

Photo: vog.photo




CCBTx

E# | Partner

SOCIAL INNOVATION WEEK 2024

FCCBTx X SOCIAL INNOVATION WEEK20245 ART FOR
TRANSFORMATION7'L h—2 TRH O ERKFKEEZ S,

SOCIAL INNOVATION WEEK 2024 ART FOR
TRANSFORMATION
Preview Talk: Thinking about the Future in Food

BEHRADI (P—F 1 R b 20245FECCBT7—T 14X b - 7x0—) | %M
HH (P—F 1 X b, 20245 ECCBT7 —F 4R b - 7x0—) | BEE— (5/
SRTF4AVRER) . FIEE (REENR/DOMMUNEER) . REAHF (—K
HEENEBRRT YA VEBE/BBERBR. SWLI/€¥ 7+« 77072 —%—)

Speakers: Ichihara Etsuko (artist, 2024 CCBT artist fellow), Shibata Yusuke (artist,
2024 CCBT artist fellow), Saito Seiichi (Artistic Director, Panoramatiks), Ukawa Naohiro
(contemporary artist / CEO, DOMMUNE), Osada Shinko (Director of the Board, Future
Design Shibuya / Executive Producer, SOCIAL INNOVATION WEEK)

243 1 SUPERDOMMUNE (# > 5 1 Y Ef8)

EfERBRE. DEMEEARREELCHE 7—VH7 Y LVER,
—BIEFEANEBRE T 1 >~

Venue: SUPER DOMMUNE (online)

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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Through the framework of food, this talk explored the potential for cities
to change when artistic practices unfold. Organized as a preview for
ART FOR TRANSFORMATION, a collaboration with Ars Electronica,
the event featured a discussion between two of the 2024 CCBT artist
fellows as well as Shibuya-based producers and directors. Along with
delvinginto the themes each artist was working on, from food substitutes
to dystopias, the discussion considered the meaning of civic creativity
as well as the innovations that arise when the ideas and tools generated
through the activities of the artist fellows are implemented in cities and
society.

121
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Ars Electronica

ART FOR TRANSFORMATION 7 — b &£ KK, B L EIE,
ART FOR TRANSFORMATION: Art and the Future, Change
and Creation
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What if art born from human creativity could change people, society,
and cities for the better? At a three-day event at Shibuya Sakura Stage,
participants considered the potential of this question. Across exhibitions,
a conference, workshops, and talks, participants explored approaches
to the possibilities that unfold from creativity involving art and digital
technology. The discussions at the conference offered insights from
various perspectives and standpoints on innovation through art and
on different approaches to achieving it. A talk featured speakers on the
development and use of apps that enable anyone to do 3D scanning with
aphone,andexploredthe future of XR. The other events were workshops
by members of Ars Electronica Futurelab, a video exhibition of works that
included the winner of the Prix Ars Electronica’s Golden Nica award, and
another exhibition introducing CCBT's activities.

215 © Shibuya Sakura Stage

T RRB, ABRPFAEARRBELCHEA 77—V h 7 v ILERR
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Venue: Shibuya Sakura Stage

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

Inpartnership with Ars Electronica
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BR B R from Ars Electronica Animation Festival 2023 on Tour
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Conference

November 8,2024

Keynote Lectures: At the Frontline of Art for Innovation

Speakers: Sugiyama Ou (Art + Tech Producer, Shinryoiki Corporation), Ogawa Hideaki (Creative
Director, CCBT / Co-Director, Ars Electronica Futurelab)

Session 1: Tokyo (CCBT-Led Social Implementation)

Speakers: Hashimoto Atsuko (sensory room producer / Representative Director,
Snoezelab. / 2023 CCBT artist fellow), Niwa Nao (Associate Professor, Chuo University
Researchand Development Initiative), Moderator: Ikuta Aya (Editorin Chief, CINRA)

Session 2: Ars Electronica

Speakers: Ide Nobutaka (President and CEO, Wacom Co,, Ltd. / Representative Director,
Connected Ink Village, S+T+ARTS 2020 juror), Fukuhara Shiho (artist, researcher, S+T+ARTS
2019 winner, 2024 CCBT artist fellow), Moderator: Kunoh Kyoko (artist, Ambassador at Ars
Electronica)

Session 3: Art X Social Business Case

Speaker: TokuiNao (artist/ Founder, Qosmo and Neutone), Moderator: Ikuta Aya

Session4:Art X Business Case

Speaker: Hayashi Aki (CEO, Brand Journalism, Inc. / Editor in Chief, Ambitions), Moderator: Ikuta
Aya

OpenDiscussion

Speakers: Hashimoto Atsuko, Ide Nobutaka, Fukuhara Shiho, Tokui Nao, Hayashi Aki, Moderator:
OgawaHideaki

Talk: XR and the Future of Civic Creativity

November9,2024

Speakers: Shiraishi Junji (Senior Manager, Business Development Division, Niantic, Inc), Sega
Miku (MVMNT, 2024 CCBT artist fellow, 3D Digital Archive Project), Ogawa Hideaki

Exhibition: Introductionto CCBT

November8-10,2024

Video Exhibition: Ars Electronica Animation Festival 2023 on Tour

November8-10,2024

Workshop: Memory Volume—Reality Capture Workshop

November9-10,2024

Facilitators: Denise Hirtenfelder (Researcher, Ars Electronica Futurelab), Johannes Poll (Lead
Designer, Ars Electronica Futurelab), Kunoh Kyoko, Konno Keina (program and experience
designer)

Workshop: Welcome to Planet B—Kids Workshop

November 10,2024

Facilitators: Denise Hirtenfelder, Kunoh Kyoko, Konno Keina
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CIVIC CANVAS

CCBTEINEEEZED—IRL LT, RAKET) 7IZ2023F 118
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As part of CCBT's series of projects with Japanese partners, the
workshop and screening program CIVIC CANVAS was held at Inter-
Square, the media facade at the Shibuya Sakura Stage complex
completed in November 2023 in the Sakuragaoka area of Shibuya. The
first workshop was aimed at creatives involved in programming, and the
second at elementary school students. The works they produced were
then screened in the heart of Shibuya, conjuring up a new cityscape.

Vol1: 2VIA 9 =X 7—0>av7
Vol. 1: Creators Workshop

CIVIC CANVAS O _EB£15 & % - 7= Shibuya SakuraStage D X 5
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The screening venue for CIVIC CANVAS was the Shibuya Sakura
Stage's Inter-Square media facade, which features a distinctive shape
comprisinga collection of square unitsinstalledin four linkedlocations.
The first workshop was aimed at creatives with programming
experience, and included lectures on how Inter-Square works and
examples of generative art in use in cities. All participants then used
programming to create something visual. They also used a simulator
to experiment with how their works display on the facade, taking
into account the view from the station and inside the building. As the
output of the workshop, in which participants learned about using
programming to create visual art, the works of approximately twenty
creatives were screened.

Vol.2: ¥y X 7—0>av7
Vol. 2: Kids Workshop
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The second workshop aimed to enable fourth to sixth graders to
showcase their creative programming efforts on large digital signage
in the city. Even children with no programming experience took part
in the workshop, which employed programming to make something
visual with generative Al using a web application developed by one of
the instructors. While learning how to interact with Al, the participants
produced works with stars and polygons, and collaborated on two
works that combined their expressive visions through programming.

SHIBUYA FASHION WEEK 2025 Spring

20254 3 B 12 (& "SHIBUYA FASHION WEEK 2025 Spring, & &
L, Vol1: 2VIA9—X-T7—=0>ayv 7 & Vol2:
FyRX-T—=0>avT, OSMEMBIZLHERO—F
7O S b TbNnE L1z,

In collaboration with SHIBUYA FASHION WEEK 2025 Spring, a
screening program was also held in March 2025 featuring works by
thirty-four participants from the two workshops.
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BR2A7AITS5E0, —MEBEIEA S 25T 17 7— MEEME
Flowplateaux Co., Ltd., Japan Generative Art Foundation

Photo: courtesy of Flowplateaux Co.

CCBT X Shibuya Sakura Stage
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CCBT X Shibuya Sakura Stage
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SHIBUYA FASHION WEEK 2025

CCBT X Shibuya Sakura Stage CIVIC CANVAS Vol. 1: Creators Workshop

August 24,2024

Instructors/Facilitators: Arikuni Keisuke (project director, planner / Flowplateaux Co., Ltd),
Tanaka You (visual artist, programmer, Rhizomatiks co., Itd.), Takawo Shunsuke (artist / Chair,
Japan Generative Art Foundation)

Venue: SHIBUYASACS

CIVIC CANVAS Vol.1Screenings

August 25-September 7,2024

Venue: INTER-SQUARE (Shibuya Sakura Stage)

CCBT X Shibuya Sakura Stage CIVIC CANVAS Vol. 2: Kids Workshop

December1,2024

Instructors/Facilitators: Kurahashi Masaya (engineer, artist), chobishiba (artist, software
engineer), Arikuni Keisuke, Tanaka You, Takawo Shunsuke

Venue: Shibuya Sakura Stage BLOOM GATE

CIVIC CANVAS Vol. 2 Screenings

December 1-15,2024

Venue: INTER-SQUARE (Shibuya Sakura Stage)

Planned and Produced by: Civic Creative Base Tokyo, Flowplateaux Co., Ltd., Japan Generative
ArtFoundation

Organized by: Tokyo Metropolitan Government, Civic Creative Base Tokyo (Arts Council Tokyo,
Tokyo Metropolitan Foundation for History and Culture)

Co-organized by: Flowplateaux Co., Ltd.,Japan Generative Art Foundation

In cooperation with: Shibuya Ekimae Area Management, Shibuya Station Area Management
Council

CCBT X SHIBUYA FASHION WEEK 2025 Spring

TCIVICCANVAS : 7—2 ¥ 3 v 7REESR LB,
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CCBT X SHIBUYA FASHION WEEK 2025 Spring

CIVIC CANVAS Workshop Screenings

March13-23,2025

Venue: INTER-SQUARE (Shibuya Sakura Stage)

Organized by: Tokyo Metropolitan Government, Civic Creative Base Tokyo (Arts Council Tokyo,
Tokyo Metropolitan Foundation for History and Culture), SHIBUYA FASHION WEEK Executive
Committee
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Visual Identity

CCBTOEYa7ZIL - PATYT4714 (V) & HAGHER CCBT's visual identity is designed to allow flexible change and expansion
INTGA—=GF—DEAIZE>TRRIZE - IR TER LS TY through shifting combinations and parameters. An original editor was

AYEINTWET, ATV TR VRIVDERIZIEAY S FIL developedtomake the CCBT logo andicon, and thisis now available online | Examplo2 J
DIT1+y—%RFEL. HLHIFRATRRY—ILELTHAMRM asatool that anyone can use. Turning a design system into the CCBT visual 7—ovav7
LTWEd, 7HA VI RTLB®REZCCBTOE a7l - 74 identity embodies the creativity and participation that the intersection of Workshop
FUTATAETBIEIZEN, ZVIAT4T7xTo/AQ9—H creativity and technology makes possible. This visual identity system is

HHEE TREEMEESMEERIRELET, ZOVIOZRT AL, used for CCBT's logo and furnishings, and also helps inspire the events in
CCBTOATRHEBRT YA VIZHIz>THERAIN, 51270 the CCBT programs. This visual identity system is used for CCBT's logo

IS LEEIIHI>TDTATTIZHiR>TWE T, and furnishings, and also helps inspire the events in the CCBT programs.

VIF4LZ%— HAUS 7—hFTaLo¥a>y Wil VI Director: HAUS, Art Director: Isu Tagko FUB&) < *E%J Tl $9X7’L\0)%i7§
ERMRLIcO—20>ay T TFOILT T
r—>avAfl v—Y¥—-hvs—fE 77V
WX REDLAHD ) ZRAF. 7y BN
iy —hEICN—=VEEREBEL, ZOTY
AVIZEDWTIDT Y vy —%BLWTT oY
WY v REBELET,

He o .
For the Inspiration Dojo series, the “Introduction to
‘ . Digital FabricationLaser cutter workshop: Making a
‘ ' plastic figure” workshop was developed, based on
the concept of the visual identity system. Parts are
AN placed on a sheet with a grid to create a design, which
|y is turned into a self-standing plastic figure using a 3D
printer.
—_—
B Grid
[ Example 3 J
.
:| Sticker Machine
Clear

CCBTTF 14—
CCBT Editor
CCBTIZIE. ¥ —hIZEXBZETHY
PFNATYyN—#HATEDLATYA-X
ISP CCBTOATIECCBTIFy—2ALTHIEENE LT “/—‘/fﬁﬁl:'cu:ir;i 2R Vll/Zj_—
Az AL Ci THRLBTF YAV HESNERESNTLET, LERELEIOVY—VEEST, FY YK

N N - \
V7RI TR HAUS S5 74y OF YA Y LT RA LIN=YPETa—LERBIREL, T

Logo CFILDTHA VEERT B ENTEET,
The CCBT logo was created using the CCBT Editor software. — CCBT has a machine that can print original stickers
[ee]

Each letter is arranged differently, including the two Cs. if the user answers a questionnaire. Visitors can use
Software Development: HAUS, Graphic Design: Isu Tagko this machine, which also features the visual identity
system, to freely place parts and modules on a grid

and create their own designs.
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CCBT Analytics: CCBT by the Numbers
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ARy M
Number of Events

’ﬁsw

&y

20224 (88~3H) 2022 (August-March) 67
2023 FE 2023 122
2024 F E 2024 143

Jid2

N

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 toimprove accessibility.

CCBT TRfESNIcA R b DFSEL
Totalnumber of programs and events held at CCBT

-

a7 7a7 3 L5
Visitors and Participants P—hkArFar—ar
by core program ArtIncubation

7—ovav7
Workshop

«

R

Frr7 Ya—r-2
Camp Showcase
I—-t7v7

Meetup

23 KZnfth, 1B - BEEHE6MH

26 other Collaboration/Partner Projects

2022410 A DBIEE D 520258 3AK A & TOXIE
KCCBTXD¥MEZ &£/
From CCBT's openingin October 2022 to the end March 2025
Does notinclude numbers from CCBTx
=] -
CCBT RiZEH IRy FSNEH
Visitors Participants

2022%E (8A~3A8) 2022 (August-March) 3188
2023 2023 10,014
2024 F & 2024 9,016

20234
2024 5

/4
Cr

15,092,

20224 (8A~3A)

2022 (August-March)
2023
2024

5852
19,450
20,590
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CCBTTld, A7 7RI ILIZEST—TFT4AM, ZVIA9—, FTHAF—.
HRE TrI=T ¥ MEEEZOEMRCSMTIHRE. YEY
T OVIAT4THERTSE T LAY — LMBEMITVWES, INETIC
#3742 AT TOT T LIZSEL, CCBTEHM. 7VITAT17EttR%D
BCTLAV—ELT RROFLVEASEZEDICEBRBLTEE LT,

CCBT treats all the members of the public and various specialists—artists,
creatives, designers, researchers, engineers, corporations, cultural
institutions—who take part in the core programs as “players” who engage in the
practice of civic creativity. To date, around 374 players have participated in the
core programs, bridging CCBT and the city, creativity and society, and together
envisaginganew Tokyo landscape.

%

R

Satisfaction Rate

& - RKBEOT7 47— FEE SEREFMFIULEDOEE
Based on five-point scale participant and visitor surveys

93,94
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XAEFEARZRLE Lo CCBTIE, 7—h&T27/AY— XFT4F77—h, T¥ILIUT
171 7EDNBICHIAEE L HAELZEN L. TREBCERAT LAV —L EBITHIE
MEZRRT 27 DDIREEEZBLTLET,

2022 F(HM44%) 38

2022F (M4 F) 4B

2022 & (SM4%) 68

2022 (H45) 7H

2022 % (SM45) 8A

2022 F(SM44) 108

2022 & (©f144) 10A23H

2023 & (HM55) 48

2023 F(HM5%F) 58

2023 & (HM5%) 68

2023 F (HSM5%F) 78

2023 F (B M5%) 88

2024 (HM6%F) 28

2024 (HM6F) 48

2024 FE (£ 64) 58

2024 F(SM6 %) 78

2025F (RF74) 38

- TRREERE 2030, ICBIFARY—F - AlLFr— - 7AY 7 bOBMEL LT, BRRESLOCRHHEEA
HREEEULFEIC T FIILT— b FHA 2 ZRUR) , OB - 2EH % BR,
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s BV )IAT 17 R—RERR[CCBT] DR BB LHAMEERKER, HhHE THEIBT—h 1> Far—
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C ERBMELERRICTC YEY S - JUIAT 47 - R—RER[CCBT]) ORREA—T =V TAIRY FORE
ZHR

s RERTLMT 2T 7> b IEETF,
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- THYRIERT,
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c OVIAT4T T4 Lo 7—IZINIFHEI BT,

A7 TATILDRBII T a— =R, #8M, TRLVEHBET (LI ay " XF4T7 77—k - Z9T1—X
2023 : [REESR, #FIE)

- EHEEETCCBT HRY—h,

CE2ET—b AV FaAR—T 3V DREE R,

CONIATATTAL Y —REBRKSEE, Iviay IV IAT4T7XTo/AY—TEREZLVBWEH
|12Z % % (Co-Creative Transformation of Tokyo) 1 % F%.

- 2023FECCBT7—T 4R K - 7zA— (P—h - A ¥ Far—>3V) 2HK,
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© A7 TATILARY S SIEBGERTANE R,

- AT TATILARY bSIMEBBGER 25 Nz R,
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AT TOTTLARY FEINEHIEN 4 5 AN%E R,
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CCBT Timeline

Civic Creative Base Tokyo was opened in 2022 by Tokyo Metropolitan Government and the Tokyo Metropolitan
Foundation for History and Culture as a place for people to engage with society through creativity that harnesses art
and digital technology. CCBT functions like a lab for utilizing the creative and collaborative nature of art and technology
crossovers, mediaart, and digital media, and for advocating new values with a wide range of participants and members of
the public that it calls “players.”

March2022

April2022

June 2022

July 2022

August 2022

October 2022

October 23,2022

April 2023

May 2023

June 2023

July 2023

August 2023

February 2024

April2024

May 2024

July 2024

March2025

- Opening of the tentatively named Digital Art Design Lab decided as part of the Smart Culture Project proclaimed in the Tokyo
Cultural Strategy 2030

- Looking ahead to achieving the goals of the strategy by 2030 and to promote the new output and dissemination of pioneering
practices by artists, Tokyo Metropolitan Government and the Tokyo Metropolitan Foundation for History and Culture begin
preparations for an initiative that can provide opportunities for everyone to come into contact with digital art

- Ateam of collaborators established as an organizational structure for partnering with specialists. Four people are commissioned to
advise onthe conceptand programming, provide technical support,and develop partnerships withcommunities, the private sector,
andinternational institutions. Facility preparations and planning begin. (In 2023, the team is renamed the Steering Committee.)

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

- Facility information and opening of Civic Creative Base Tokyo officially announced. Open calls for first Art Incubation program and
Future Tokyo Undokai (Sports Day) launch

- 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

- Visualidentity andlogo decided
- Venue construction finished

- Civic Creative Base Tokyo opens
- Future Tokyo Undokai (Sports Day) held at nearby Shibuya Jinnan Elementary School

- Ogawa Hideakiappointed Creative Director

- Showcase added to the core programs. From July, Media Art Studies 2023: Playing with Your Eyes (Directed by Iwai Toshio) held
- CCBTXx partnership programlaunches

- Open callfor second Art Incubation launches

- Creative Director's Media Mixer held. Co-Creative Transformation of Tokyo mission announced

-2023 CCBT artist fellows (Art Incubation program) decided
- Inspiration Dojo workshop series launches

- Core program event participants surpass 10,000

- Core program event participants surpass 20,000

- Open callfor third Art Incubation launches

- CCBT Compass 2024, a comprehensive showcase of CCBT s activities, held at CCBT and SusHi Tech Square
- 2024 CCBT artist fellows (Art Incubation program) decided

- Core program event participants surpass 40,000
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2024%F 4H6H~5H19H

CCBT COMPASS 2024

2024 4H6H

KROCCBTOEHS HEHPD

B REEL RR—Y7OTF1—Y— F—LEE EEXR). BRER (T— X771
I—5—) KBEE (BEREL/CicleofLifeK). ZHKAE (T>I=7) KR# (X
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ZH8 FIEE (REEMR/DOMMUNEESE). /MNIIFEH (CCBTZVIAT+47
FALYY—/FLAILIRAZA - Ja—Fr—FRERRK) . 2IIEE (BER/
ALTEMY %)

EFL—%— : EH3A (CCBT)

£15 © SusHi Tech Square 10

2024%5H3H

7—923v7 "TBABTIAI | TEDBEHEIFA .,
A EHBRE (ATATT7—T1ZM BEER)
215 © SusHiTech Square 15

2024%5H83H. 48

7—ovav7 TEBOEHICESDAREREZHESELS!

HADMEER (V) IAT47TaL o5 —) ZRME (AUGMENTED SITUATION1.2D
TAYIIRTFALIS—)

£15 © SusHiTechSquare 1§ . CCBT

2024%5H3H. 48

IX7x— R contact Gonzo "my binta, your binta // lol ~ flying objects in the skinland ~3
HiE © contact Gonzo

=15 © SusHiTech Square 15
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7—ovav7 "B AR

D TMPR (BRI IIZ— BB+ LB +HE—=)
=15 1 SusHiTech Square 15

2024%5H4H

CCBTCOMPASS k=7 "77y>avDRERE, L—LDTHI2,

B BEEEE (BEL. TrvyarvIFay—). NBENE (RRFa5717 77y
2 avFHAF— /Synflux kR R4t A REUHR CEO)

EFL—9— BIBEBT (77rv>ariffi® /Synfluxtk X &% CCO)

215 © SusHi Tech Square 15
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B EARAE. REAE (IHFEAFEELRPHHR). TyRRa—A4> HHL
(F=k Py TVTPAT7, FaL—5-)

EFL—5— MRS E ALIREREHTREBEMREYR—Yv—)

215 1 SusHiTech Square 15

202458 4H. 128

7—=02av7 TOLHLKER BFIMEAP E—9—%#>T5I&%2<55],
F PERBE (F—TXb TUYZT)

215 SusHiTech Square 15

2024%5A5H. 6H

7—=02av7  TOLHNGER TASSIVIAR ERAIL—RIZT=X—Yay
22551,

AP ABREE (TYY=7 T—T4RN)

215 © SusHiTech Square 15

20244 585H. 68

N7x—2 YR BHEH 173 %—F 'SUSHIGOL
I - BRI E

£18 : SusHiTech Square 1

2024 %5850, 11H
4 kY 7— TCOMPASS 7—7,
£15 © SusHi TechSquare 1f&. CCBT
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KKDCCBTDEE) S
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Playfool, BAFIE#

#15 © SusHi Tech Square 10
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EFL—%— EHIA

£15 © SusHi Tech Square 15
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2024%5H8H

CCBTCOMPASS h—7 TRIEMAEMH I ET—hF « FHAY - Xk - BEDOFHIL
BRI,

B2 RANES (FRXRHE7AY M- FRKRIHER). MEZE (KXSHT VR
P —F VX LRKRIEHER. Ambitions R LK)

EFL—9—  BERE— (\/SYTAOREE)

2135 SusHiTech Square 15

20244 5H10H
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B8 )% GEENRKR R Polaris R 77V 59—, BRASHEA—TREK.
—BHEEAFCRII2=TALOBHYRBMERMEE) . LWhIbich L (F7=h
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2024F5811H, 128

IN7+— R : ELECTRONICOS FANTASTICOS! "# B 175! (Stage Version)
H’8 | ELECTRONICOS FANTASTICOS!

=15 1 SusHiTech Square 15
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VSHLIGES BISEIEAF BAAahE TRIGOHNREZZIELS!
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5 |MetaTokyotk X R4t
TFIINDHT=I)IAY— + TR BEARVE
RI5 1 AVIAY RRBTHE—ARTE 2R
4 MetaTokyo bk &4t

20244 5H26H, 6H16H. 7TA7H. 88188, 9A22H, 10A20H. 11A17H, 12A22H
EfEMeetup "7— k& T2/ O —ADREL, Directed by Fujihata Masaki

FBE : NBELTEES (HM15vR) /H2E  BELEE (ABIOLWT) /#3060 &
PURAETE (REL) /$H40 : FEHEES (R228) /850 aveToavexsv
L (BEHIE) /E6E  Ametgi (A5ZE) /HB7E: BEB | 7—hT/AY—A
oL /8 FRERE (lifEISLT)

B BIEES (XFA7T7—T1RXE)
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EFL—Y— I AEF (Fal—5y— H#FR)

®F - FIE: XU/ R YFINYRHTFEF

#37: CREICE /B0, RITRER
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N/ BERAZRZRIR) MEFE CRTLAIVYZT, Ta—Yvvy) AHEB (N
AAVZRZN /= LT oS EVTFARRF—LIGL (AVESTIL - #=3IVFFR) R
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20244 8 A25H
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Electromagnetic Street Bon Dance Festival
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April 6-May 19,2024

Showcase

CCBT COMPASS 2024

April 6,2024

CCBT Future Undokai (Sports Day) Briefing Session

Speakers: Inukai Hiroshi (e-sports producer, game director, sports-play expert), Kanmuri
Nanana (art mediator), Mizuno Midori (physical therapist/ Director, Circle of Life), Miura Daiki
(engineer), Kihara Tomo (media artist, game designer), God Scorpion (media artist), contact
Gonzo (performance group), Playfool (designer, artist), Maywa Denki (art group)

May 83,2024

Opening Talk Civic Creativity: Changing Public Values

Speakers: Ukawa Naohiro (contemporary artist / CEO, DOMMUNE), Ogawa Hideaki
(Creative Director, CCBT / Co-director, Ars Electronica Futurelab), Tsugawa Eri (architect /
Director, ALTEMY)

Moderator: Hirota Fumi (CCBT)

Venue: SusHi Tech Square 1F

May 3,2024

Workshop: Make a Flower Phenakistiscope

Instructor: lwai Toshio (media artist, children’s book author)
Venue: SusHi Tech Square 1F

May 3,May 4,2024

Workshop: Your Augmented Reality Art on the Streets of Shibuya!

Instructors: Matsuoka Yuki (creative director), Asami Kazuhiko (Project Director,
AUGMENTED SITUATION1.2D)

Venue: SusHi Tech Square 1F, CCBT

May 3,May 4,2024

Performance: contact Gonzo, my binta, your binta // lol - flying objects in the skinland ~
Performer: contact Gonzo

Venue: SusHi Tech Square 1F

May 3-19,2024

Moving Point Observation Station Workshop

Instructors: TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
Venue: SusHi Tech Square 1F

May 4,2024

CCBT Compass TALK: The Current State of Fashion and Designing Rules

Speakers: Ebisawa Miyuki (Lawyer, fashion designer), Kawasaki Kazuya (speculative
fashion designer / CEO of Synflux Co., Ltd.)

Moderator: Fujishima Yoko (Fashionresearcher / CCO of Synflux Co., Ltd.)

Venue: SusHi Tech Square 1F

May 4,2024

Fellows Compass Talk: Art Festivals in Cities Evolving through Media Art

Speakers: Asami Kazuhiko, lida Yutaka (Professor, College of Social Sciences, Ritsumeikan
University), God Scorpion, YOSHIDAYAMAR (art amplifier, curator)

Moderator: Hosokawa Asami (General Manager, Sapporo International Art Festival
Executive Committee Secretariat)

Venue: SusHi Tech Square 1F

May 4,May 12,2024

Workshop: Inspiration Dojo

Electronic Crafts for Beginners: Use a motor to make things move!
Instructors: Nakaji Hiroaki (artist, engineer)

Venue: SusHi Tech Square 1F

May 5,May 6,2024

Workshop: Inspiration Dojo

Programming for Beginners: Make an animation with generative Al!
Instructor: KurahashiMasaya (engineer, artist)

Venue: SusHi Tech Square 1F

May 5,May 6,2024

Performance: Maywa Denki, SUSHI GO!
Performer: Maywa Denki

Venue: SusHi Tech Square 1F

May 5,May 11,2024
Guided Tour: COMPASS Warp
Venues: SusHi Tech Square 1F, CCBT

May 5,May 11, May 12, May 18, May 19,2024
CCBT Future Undokai (Sports Day)

Speakers: Inukai Hiroshi, Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR, contact

Gonzo, Kihara Tomo, Playfool, Maywa Denki
Venue: SusHi Tech Square 1F

May 6,2024

Fellows Compass Talk: Generative Art and Design: The Potential for Logos
Speakers: Isu Taeko (art director, graphic designer), Tokolo Asao (artist), Hiramoto Tomoki
(space designer, architect)

Moderator: Hirota Fumi

Venue: SusHi Tech Square 1F

May 6,May 15,2024

Beneath the Asphalt Extended Reality Performance Tour

Performers: Itoh Kim (dancer, choreographer / Artistic Director, Kim Itoh & GERO), Aokid
(dancer, artist)

Venue: CCBT and around Shibuya

May 8,2024

CCBT Compass TALK: New Relationships between Creative Urban Development
and Art, Design, Culture, and Economics

Speakers: Hasegawa Ryuzo (CEO, FRONTYARD Co., Ltd.), Hayashi Aki (CEO, Brand
Journalism, Inc./ Editor in Chief, Ambitions)

Moderator: Saito Seiichi (Artistic Director, Panoramatiks)

Venue: SusHi Tech Square 1F

May 10,2024

Fellows Compass Talk: A YouTuber and Artist Co-create and Compete with Al
Speakers: lida (Yosomiinc.), Kihara Tomo, Namu (YouTuber, Game Sampo), Playfool
Venue: SusHi Tech Square 1F

May 11,2024
Workshop: Make a Kumi-Ichimatsu-Mon Pattern Interweaving Forms and Rules
Instructors: Tokolo Asao, Hiramoto Tomoki

May 11,2024

Fellows Compass Talk: Inclusive Environments and Creativity

Speakers: Ichikawa Nozomi (Founding Director, Polaris NPC; President, Mowen LLC;
Director, Happy Community Connections Practices Research Institute), Iwasawa Takashi
(technical director / lwasawa Bros., TMPR), Hashimoto Atsuko (sensory room producer /
Representative Director, Snoezelab.)

Moderator: Tanaka Miyuki (curator, producer)

Venue: SusHi Tech Square 1F

May 11, May 12,2024

Performance: ELECTRONICOS FANTASTICOS!, Electromagnetic Matsuri Parade
(Stage Version)

Performer: ELECTRONICOS FANTASTICOS!

Venue: SusHi Tech Square 1F

May 12,2024

Fellows Compass Talk: Physical Interventions and Perception in the City
Speakers: SIDE CORE, Yamaki Shinya (art director, curator)

Moderator: Shimada Mei (CCBT)

Venue: SusHi Tech Square 1F

April13, April 14,2024

Inspiration Dojo

Introduction to Video Production: Cc
makes!

Instructor: Otsuto Masashi (CCBT)

h

bining things to the impression a video

April23-July 8,2024

Partnership with MetaTokyo, Inc.

Digital Yukata Creator Fest Voting Event

Venue: Online, Tokyo Metropolitan Government No.1Building 2F North
Co-organized by: MetaTokyo, Inc.
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May 26, June 16, July 7, August 18, September 22, October 20, November 17, December 22,2024

Meetup Series: Concerning Art & Technology

Directed by Fujihata Masaki

Session 1: Living as a Human (Guidance) / Session 2: Tools and Devices (On Humans)
/ Session 3: Whirlwind Tour of Art History (History of Painting) / Session 4: Viewing and
Participation (On Seeing) / Session 5: Conception and Medium (On Conceiving) / Session 6:
Life and Machines (On Knowing) / Session 7: Concerning Art & Technology Complete Recap /
Session 8: Artand Artistic Expression (On Value)

Speaker: Fujihata Masaki (new media artist)

June1-2,2024

Collaboration

Konton-ni-Ai! Love/Encounter in Chaos
Digging Deep into Sound, Media Art, and Care from Europe to Tokyo

June1-2,2024

Twelve hour exhibition: Konton-ni-Ai! Love/Encounter in Chaos

Speakers: Alexia Achilleos (artist, researcher), exonemo (artist duo), Julien Ottavi
(artist, curator, media activist) + Jenny Pickett (artist, researcher, organizer), Marinos
Koutsomichalis (artist, scholar, creative technologist / Director, Media Arts & Design
Research Lab), johnsmith (artist, researcher), Jorgen Teller (electroacoustic music
composer, experimental songwriter, organizer), Kasper T. Toeplitz (composer, base player,
musician), Radio Ensembles Aiida (radio artist, performing installation artist), Josefine
Linderbrink (acoustician, artist, researcher), Atras of Care (Card game)

Produce: Konton-ni-Ail

Support: COST (European Cooperation in Science & Technology), Toolkit for Care (COST),
EU

Special cooperation from: MAD Lab, Cyprus University of Technology

June1-2,2024

Meetup: Roundtable / Sound & Media Demo

Speakers: Alexia Achilleos, Kihara Tomo (media artist, game designer), Sarah Kim (nurse,
curator), Marinos Koutsomichalis, Shikata Yukiko (curator, critic), johnsmith, Jenny Pickett,
Fukuhara Shiho (artist, researcher), Yamakawa Fuyuki (artist, khoomei singer / Associate
Professor, Akita University of Art), Alessandro Ludovico (artist, researcher / Chief Editor,
Neural), Nikos Rodousakis (economist, consultant, lobbyist, radio producer), Julien Ottavi
(artist, curator, media activist), Fani Konstantinidou (composer, performer, researcher), Akis
Sinos (artist, DJ / head of Hypermedium Record Label), Jergen Teller, Kasper T. Toeplitz,
NIINOMI (NEORT), Josefine Linderbrink, Kimura Yusuke (director, performer), Ito Takayuki
(CCBT), Tabei Katsuhiko (CCBT), Hirota Fumi (CCBT)

Moderator: Shikata Yukiko (curator, critic)

Planned and Produced by: Marinos Koutsomichalis + Shikata Yukiko

In cooperation with: Konton-ni-Ai!

June 15-16,2024

Inspiration Dojo

Introduction to Digital Fabrication

Laser cutter workshop: Making a plastic figure
Instructors: Ito Yuya (technical director), Hirase Miki (artist)

July 13-September 16,2024

Showcase

Audio Game Center + CCBT

July 13-15,2024

Hackathon: Making Games from Sound

Lecturers: Inukai Hiroshi (e-sports producer, game director, sports-play expert), Ishida
Hayato, Egashira Misato (e-sports player / ePARA), Omachi Yoshiki, Kakehi Yasuaki
(researcher, artist / Professor, University of Tokyo), Kato Hideyuki (systems engineer,
musician), Shirai Takaaki (violinist / Director, Invisible Gaming Lab game accessibility
research team), suzueri (Suzuki Elico) (sound artist), Tanaka Miyuki, Tsuji Katsutoshi
(accessibility consultant / SmartHR Inc.), Nagashima Chihiro (engineer, researcher),
Nozawa Yukio (programmer), Mashiro (graduate student, Rikkyo University), Matsuura
Tomoya (sound-maker), Miura Daiki (engineer)

July 13-September 16,2024

Creating with sound. Playing with sound. A game center that inspires imagination
and creativity “Audio Game Center + CCBT”

Program Director: Tanaka Miyuki (curator, producer), Nozawa Yukio, Kakehi Yasuaki
Planning Support: Disability Driven Design Project (DDD Project)

August 6-September 16,2024
Hackathon Results Exhibition: Audio Game Center + CCBT

August 25,2024

Hackathon Presentation: What Starts with Audio Game Collaboration

Speakers: Inukai Hiroshi (e-sports producer, game director, sports-play expert), Tanaka
Miyuki, Nozawa Yukio, Kakehi Yasuaki (researcher, artist / Professor, University of Tokyo),
participants of the “Hackathon: Making Games from Sound”

August 25,2024
Audio Games Event: Experience the World Only through Sound!
Facilitators: Nozawa Yukio, Kobayashi Reina (CCBT)

September1,2024

Meetup: The Future of Sound Technology and Audio Games

Speakers: Giori Politi (sound designer, game designer / Lo-Fi People), Tanaka Miyuki,
Nozawa Yukio

Planning Support: Disability Driven Design Project (DDD Project)

July20-21,2024

Inspiration Dojo

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

Instructors: Kimura Yusuke (director, performer)

August8-9,2024

Inspiration Dojo

-

inglr ive Training: Observing and making movement!
Instructors: Nakaji Hiroaki (artist, engineer), Miura Daiki (engineer)

August 11,2024

Collaboration

Workshop: Touching TouchDesigner
Instructor: Tanaka Kaoru (generative artist)
Organized by: dialog() committee

August 17-18,2024

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

August 24,2024

Partnership with MetaTokyo, Inc.

Digital Yukata Creator Fest Hybrid Event

Speakers: NORI (Producer, Future Design Shibuya/ Representative, noriforce / Legitimate Head of
Growth / CEO, NEORT Inc.), Hancos (Decentraland Official Ambassador), Asada Mari (VJ, visual
artist, cryptoartist/ CEO, MiraCreative), Monster Girl from KAWAIIMONSTER CAFE

Venues: Tokyo Innovation Base (SusHi Tech Square 2F), CCBT booth in Decentraland
MetaTokyo (metaverse venue)

August 24-September 7, 2024

(GcBTY
Partnership with Flowplateaux Co., Ltd., Japan Generative Art Foundation
CCBT x Shibuya Sakura Stage

August 24,2024

CIVIC CANVAS Vol. 1: Creator’s workshop

Instructors / Facilitators: Arikuni Keisuke (project director, planner / Flowplateaux Co., Ltd.),
Tanaka You (visual artist, programmer, Rhizomatiks co., Itd.), Takawo Shunsuke (artist / Chair,
Japan Generative Art Foundation / Program Director, CCBT Future Ideations Camp Vol. 2)
Venue: SHIBUYASACS

Planned and Produced by: Civic Creative Base Tokyo, Flowplateaux Co, Ltd., Japan
Generative Art Foundation

Organized by: Tokyo Metropolitan Government, Civic Creative Base Tokyo (Arts Council

137

Tokyo, Tokyo Metropolitan Foundation for History and Culture)
Co-organized by: Flowplateaux Co., Ltd., Japan Generative Art Foundation
In cooperation with: Shibuya Ekimae Area Management

August 25-September 7,2024

CIVIC CANVAS Vol.1Screenings
Venue: INTER-SQUARE (Shibuya Sakura Stage)

Augast 31-October 20,2024

Future Ideations Camp Vol.4:Und lingand Creatively Expressing Ecc Data
Program Directors: Enomoto Teruya (scientist, researcher), Tsuda Kazutoshi (researcher)

Augast 31,2024

Collecting Microor

September 21,2024
Keynote Lecture 1: Oron Catts “Life Is Not What It Used to Mean”
Speaker: Oron Catts (artist / Co-Founder and Director, SymbioticA)

October 12,2024

Keynote Lecture 2: Elizabeth Hénaff “Microbial Metrics and the Multispecies City:
Scientific and Creative Practice”

Speaker: Elizabeth Hénaff (computational biologist, artist)

October 12-16,2024

Understanding and Creatively Expressing Ecosystems as Data

Lecturers/Facilitators: Ikeda Takehide (PhD in physics, ecologist, ethologist / Project
Assistant Professor, Utsunomiya University), Ishikawa Yukako (urbanist, experience
designer/ Co-Director, for Cities / Director, Social Green Design/ Director, watage), Ishibashi
Tomoya (artist), Elizabeth Hénaff, Oron Catts, Konno Keina (program and experience
designer), Suzuki Haruo (Associate Professor, Faculty of Environment and Information
Studies, Keio University), Suzuki Rumiko (Project Associate Professor, Biological Networks
Laboratory, National Institute of Genetics), Dorita (Takido Dorita) (artist, director, designer),
Tsunoda Hajime (designer, engineer), Nakamura Keiko, Murakami Hisashi, Yamabe
Masaki (data visualization artist / Specially Appointed Assistant Professor at Hitotsubashi
University), Enomoto Teruya, Tsuda Kazutoshi

October 13,2024

Keynote Lecture 3: Murakami Hisashi “The Science of Herds—Separate Steps and
Interpreting Movement”

Speaker: Murakami Hisashi (researcher)

October 15,2024

Keynote Lecture 4: Nakamura Keiko “Biohistory, Learning from the 3.8 Billion-Year
History of Life”

Speaker: Nakamura Keiko (DSc / Honorary Director, JT Biohistory Research Hall)

October 17-20,2024
Results Exhibition

September 4,2024

(GcBTY
Partnership with Ars Electronica Festival 2024

Ars Electronica Festival 2024: Electromagnetic Street Bon Dance Festival
Venue: St. Mary's Cathedral (Linz, Austria)

Support: EcoFlow Europe s.r.o.

September 21-22,2024

Inspiration Dojo

Special Maker Faire Edition

Introduction to Digital Fabrication: Making a mini conveyor belt!
Venue: Tokyo Big Sight West Hall 4

September 28-29, October 5,6,2024

Inspiration Dojo

Introduction to Biotechnology: Making a growth medium and getting in touch with the
world of microbes!

Instructor: Haneda Misa

October 12-14,2024

(GcBTY
Partnership with MEET YOUR ART FESTIVAL 2024 NEW ERA
CCBT x MEET YOUR ART FESTIVAL 2024: New Era

God Scorpion, Beginningless and Endless

Venue: Warehouse TERRADA G1Building

November 5,2024

(ccBTY
Partnership with SOCIAL INNOVATION WEEK 2024

CCBTx x SOCIAL INNOVATION WEEK 2024 ART FOR TRANSFORMATION

Preview Talk: Thinking about the Future in Food

Speakers:Ichihara Etsuko (artist, 2024 CCBT artist fellow), Shibata Yusuke (artist, 2024 CCBT
artist fellow), Saito Seiichi (Artistic Director, Panoramatiks), Ukawa Naohiro (contemporary
artist / CEO, DOMMUNE), Osada Shinko (Director of the Board, Future Design Shibuya /
Executive Producer, SOCIAL INNOVATION WEEK)

Venue: SUPER DOMMUNE (online)

Co-organized by: Future Design Shibuya General Incorporated Association

November 8-10,2024

Partnership with Ars Electronica
ART FOR TRANSFORMATION: Art and the Future, Change and Creation
Venue: Shibuya Sakura Stage

November 10,2024

What Are Inclusively Made/Used Tools? CCBT and Tokyo University of the Arts Art
Media Center Music Device Development Project Report

Speakers: Matsuura Tomoya (sound-maker), lhara Sayuri (Workshop Leader, Tokyo
Bunka Kaikan), Tada Ibuki, Sasa-Marie (sign poet [sign language poet], music accessibility
researcher), Osugi Yutaka (Professor, Research and Support Center on Higher Education
for People with Disabilities, Tsukuba University of Technology; sign language linguistics, deaf
studie), Ito Takayuki (CCBT)

November 16,2024-March 9, 2025

ArtIncubation

Shibata Yusuke + Token Art Center: Daitaiya Il

November 16,2024

Workshop: City Bug Shibuya Insect-Harvesting and Sampling

Instructor: Uchiyama Shoichi (edible insects researcher)

Facilitators: Akiba Daisuke (Token Art Center), Takamura Mizuyo (Token Art Center),
Shibata Yusuke (artist)

Venues: Civic Creative Base Tokyo, locations around Shibuya

December 15,2024

Workshop: Introduction to Shibuya Weed Cultivation

Instructor: Maeda Jun (edible weeds researcher / Director, tsumugite LLC.)
Facilitators: Akiba Daisuke, Takamura Mizuyo, Shibata Yusuke

Cooking Support: Uemura Yuki (wave chef, wave therapist)

Venues: Civic Creative Base Tokyo, locations around Shibuya

January 31,2025

Talk: Is Nature Possible?

Speakers: Fujihara Tatsushi (Professor, Institute for Research in Humanities, Kyoto
University), Shibata Yusuke, Akiba Daisuke, Ito Takayuki (CCBT)

February 21-March 9,2025
Exhibition: Daitaiya ll
Venue: Salonde Zuppa

February 28, March 1-2,2025

Eating and Drinking Experiential Performance
Performers: Shibata Yusuke, Uemura Yuki

Venue: Salon de Zuppa
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November 22—-24,2024

Collaboration

MUTEK.JP - Digi Lab: TouchDesigner Workshop

Instructors: Ben Voigt (Product Manager, Derivative), Michel Didier (Creative Technical
Developer, Derivative)

Organized by: General Incorporated Association MUTEK JAPAN, Derivative Inc.

November 23-24,2024

Inspiration Dojo

Introduction to Video Production: Combining things to change the impression a video
makes!

Instructor: Otsuto Masashi (CCBT)

December 1-15,2024

(Ccany
Partnership with Flowplateaux Co., Ltd., Japan Generative Art Foundation
CCBT x Shibuya Sakura Stage

December 1,2024

CIVIC CANVAS Vol. 2: Kid’s workshop

Instructors/Facilitators: Kurahashi Masaya (engineer, artist), chobishiba (artist, software
engineer), Arikuni Keisuke (project director, planner / Flowplateaux Co., Ltd.), Tanaka You
(visual artist, programmer, Rhizomatiks co., Itd.), Takawo Shunsuke (artist / Chair, Japan
Generative Art Foundation / Program Director, CCBT Future Ideations Camp Vol. 2)

Venue: Shibuya Sakura Stage BLOOM GATE

December 1-15,2024

CIVIC CANVAS Vol. 2 Screenings

Venue: INTER-SQUARE (Shibuya Sakura Stage)

Planned and Produced by: Civic Creative Base Tokyo

Organized by: Tokyo Metropolitan Government, Civic Creative Base Tokyo (Arts Council
Tokyo, Tokyo Metropolitan Foundation for History and Culture)

Co-organized by: Flowplateaux Co., Ltd., Japan Generative Art Foundation

In cooperation with: Shibuya Ekimae Area Management

December 1,2024, January 19,2025

International Symposium: Toward a Relativization of Art & Technology
Directed by Fujihata Masaki

December1,2024

Vol.1: From Art & Technology to Cc hni

Speakers: Yuk Hui (philosopher), Johnson Chang (curator), Fujihata Masaki
Moderator: Harashima Daisuke (philosopher)

January 19,2025

Vol.2: The Geopolitics of Art & Technology: Perspectives toward Future Generations
Speakers: Ryszard W. Kluszczynski (curator), Shiba Masako (Co-Founder and Executive
Director, BEAF), Fujihata Masaki (new media artist)

Moderator: Nishimura Mariko (producer / CEO,HEART CATCH Inc.)

December 5,2024-March 9,2025

ArtIncubation

MVMNT: TOKYO [UN]JREAL ESTATE

December 5,2024

DOMMUNE x TOKYO [UN]IREAL ESTATE: Digitally Observing the Current Tokyo
Style

Speakers: Tsuzuki Kyoichi (writer, editor, photographer), Ukawa Naohiro (contemporary
artist/ CEO, DOMMUNE), Hara Ryosuke (MVMNT), Sega Miku (MVMNT), Yamada Lennon
(MVMNT), Okamoto Kanaha (MVMNT), sion (MVMNT), Matsuoka Taiga (studio TRUE)
Venue: SUPER DOMMUNE

December 8,2024

Kick-Off Event: Lessons on Archiving Lifestyle: Preserving Tokyo Lives and Stories
with 3D Scans

Lecturer: Lecturer: Sega Miku, Yamada Lennon, Okamoto Kanaha

Venue: old house in Kichijoji

January 18,2025
3D Data and Manga Workshop: Devising Stories from Homes
Instructors: Ishihara Ko (Comicaroid developer, artist), Sega Miku

February 28—March 9,2025
Exhibition: TOKYO [UNJREAL ESTATE

March1,2025

Talk: Tokyo Home Stories: Exploring Everything about Lifestyle with Experts
Speakers: Hashi Kayoko (Co-Founder, Tsuchi to Digital LLC), Shioura Issui (architect /
SAMPO), Hara Ryosuke, Sega Miku, Yamada Lennon

December 8, December 15,2024

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

January 11,2025

Inspiration Dojo

Introduction to Digital Fabrication

Laser cutter workshop: Making a plastic figure
Introduction to Digital Fabrication: Making a plastic figure
Instructor: Hirase Miki (artist)

January 13-February 24,2025

ArtIncubation

HUMAN AWESOME ERROR: Super Cells Infinite

January 13,2025

Talk: Who Owns Disembodied Cells?

Speakers: Tsukamoto Takahiro (PhD candidate in interdisciplinary cultural studies [cultural
anthropology] at the Graduate School of Arts and Sciences, University of Tokyo), Hino Okio
(Professor Emeritus, Juntendo University / Honorary Chair, Cancer Philosophy Clinic),
Furukawa Miki (breast cancer survivor)

Host: Chae Umi (HUMAN AWESOME ERROR), Fukuhara Shiho (HUMAN AWESOME
ERROR)

February 11,2025

Talk: Immortal Cells and the Blurring Boundaries of Individuality

Speakers: Kaneko Shin (Professor, Center for iPS Cell Research and Application, Kyoto
University / Institute of Medicine, University of Tsukuba), Yashiro Yoshimi (Professor, Center
for Translational Research Support Education, Fujita Health University)

Facilitator: Chae Umi, Fukuhara Shiho

February 11-24,2025
Exhibition: Super Cells Infinite

February 15-16,2025

Workshop: Make, Think, Talk: Artificial Cell Recipes

Instructors: Kuruma Yutetsu (Senior Researcher, Japan Agency for Marine-Earth Science
and Technology), Fukuhara Shiho

Facilitator: Kobayashi Reina (CCBT)

January 15-March 23,2025

ArtIncubation

Fuse Rintaro: Pavilion ZERO

January 15,2025
Pavilion ZERO Press Conference
Speakers: Fuse Rintaro (artist), Ochiai Yoichi (media artist), SawaragiNoi (art critic)

February 8-9,2025

Outdoor Promenade Performance-Exhibition

Pavilion ZERO: Aquarium of Air

Artists: Yonezawa Shu (artist, animator), Itagaki Ryoma (artist), Wakui Tomohito (Visual
artist, music artist, Director and Curator / WHITEHOUSE), Kurosawa Koharu (artist),
Kurachi Tomonosuke (artist), Yonemura Yuto (artist), Aoyagi Natsumi (artist, poet), Komatsu
Kazumichi (composer, visual artist, DJ), Fuse Rintaro (artist)

Venue: KasaiRinkai Park
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March 11,2025 (publication date)
Magazine: Dream Island 1: Ground (Basis)

March 11-23,2025
Related Exhibition: Pavilion ZERO Documents Room

March 15,2025

Planetarium Screening: Observation Report: Testimony of Air
Speaker: Fuse Rintaro (artist)

Venue: Cosmo Planetarium Shibuya

January 25-February 2,2025

Future Ideations Camp Vol.5: Can Al Become Life?

Program Directors: Masumori Atsushi (ALife researcher / Project Specialist, The University
of Tokyo Graduate School / CEO, Alternative Machine Inc.), Doi Itsuki (musician, complex
systemsresearcher / Senior Researcher, Alternative)

Co-Director: University of Tokyo TakashilkegamiLab

Partnership: Watershed

January 25,2025

Keynote Lecture: Agency Emerges! Approachesin ALife

Speaker: Ikegami Takashi (DSc in physics / Professor, Department of General Systems
Studies, Graduate School of Arts and Sciences, The University of Tokyo)

January 25-29,2025

Can Al Become Life?

Lecturers/Facilitators: Alter3 (Humanoid), Ikegami Takashi, Ema Arisa (Associate Professor
/ University of Tokyo, Visiting Researcher / RIKEN Center for Advanced Intelligence Project
inJapan), Kyoda Kaniji (Al fashionresearcher),johnsmith (artist, researcher), Nagami Keisuke
(HATRA / fashion designer), Playfool (designer, artist), Horikawa Junichiro (programmer,
algorithmic designer), Maruyama Norihiro (Senior Researcher, Alternative Machine Inc. /
Project Specialist, The University of Tokyo Graduate School), Martin O'Leary (Studio Community
Lead / Pervasive Media Studio), Yoshida Takahide (PhD student / University of Tokyo Takashi
lkegamiLab), Rachel Smith (artist, software engineer, creative technologist), etc.

January 26,2025

Hello from the Campers!: Can or Should Al Become Life?

Speakers: Martin O’Leary (Studio Community Lead / Pervasive Media Studio), Rachel
Smith, Kato Yu (engineer, creative / dot-hzm), Sakamoto Kaoruko (Vice President of Space
Business & Industry Strategy, SpaceData In.), Hayashi Yusuke (researcher / Director, Al
Alignment Network), Masumori Atsushi, Doi ltsuki

January 30-February 2,2025
Results Exhibition

February1,2025

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

February 11-24,2025

Partnership with DIG SHIBUYA 2025
2024 CCBT Artist Fellow Results Exhibition
HUMAN AWESOME ERROR, Super Cells Infinite

February 14,2025

ArtIncubation

SUPER DOMMUNE: Civic Creative! NOW!!

Speakers: HUMAN AWESOME ERROR (art collective), Shibata Yusuke (artist) + Token Art Center
(artcenter), Ichihara Etsuko (artist), Fuse Rintaro (artist), MVMNT (speculative design team)

MC: Ukawa Naohiro (contemporary artist / CEO, DOMMUNE), God Scorpion (media artist),
Shimizu Tomoko (cultural theorist, Tokyo University of the Arts)

Venue: SUPER DOMMUNE

March 1-16,2025

ArtIncubation

Ichihara Etsuko: Dystopia Land

March1-16,2025
Exhibition: Dystopia Land

March1,2025
Workshop: Dystopian Cooking Studio
Food coordinator: Rin Hiroko

March 4, March 9, March 12, March 13,2025
Workshop: Co-creating Civic Life in a Dystopia
Lecturer:Ichihara Etsuko (artist)

March 8,2025

Lecture Series: Dystopia School Day 1

Lecturers: Tanaka Miyuki (curator, producer), Takeda Riki (director, folk performing arts
archiver), Shimizu Tomoko (cultural theorist, Tokyo University of the Arts), Ebihara Yutaka
(science fiction writer, cultural critic), Ichihara Etsuko

March 15,2025

Lecture Series: Dystopia School Day 2

Lecturers: Nakano Nobuko (neuroscientist), Mizuno Tasuku (attorney / CITY LIGHTS LAW),
Ozawa Tsuyoshi (artist), Hatanaka Akihiro (folklorist), Ichihara Etsuko

March13-23,2025

Partnership with SHIBUYA FASHION WEEK 2025

CCBT X SHIBUYA FASHION WEEK 2025 Spring

CIVIC CANVAS Workshop Screenings

Co-organized by: SHIBUYA FASHION WEEK Executive Committee
Venue:INTER-SQUARE (Shibuya Sakura Stage)

March19-23,2025

Collaboration

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

Organized by: Agency for Cultural Affairs, Government of Japan, Tanpopo-No-Ye Foundation
In cooperation with: Wataboshi-No-Kai Social Welfare Corporation, Able Art Japan Specified
Nonprofit Organization

March 19,2025

Symposium: Physical Expression, Technology, Well-Being

Speakers: Arai Hideo (performer, dance artist), Itasaka Kiyoko (Odoru Teshigoto-ya),
Sakuma Shin (Javanese dancer), Kakehi Yasuaki (researcher, artist / Professor, University
of Tokyo), Watanabe Junji (Senior Distinguished Research Fellow, NTT Inc.), Kobayashi
Shigeru (Professor, Institute of Advanced Media Arts and Science)

March 21,2025

Symposium: Potential of Creative Expression Using Sound-Generating Aland MR in
the Care Sector

Speakers: Kimura Hajime (occupational therapist / Director, Shitennoji Yawaragi-en
Rehabilitation Center), Tokui Nao (artist / Founder, Qosmo and Neutone), Takeda Kazue
(welfare and art coordinator), Kikuchi Masaaki (dancer), Ogata Hisato (design engineer /
Project Director, Takram), Shimizu Junko (design researcher), Kobayashi Shigeru

March 20,2025

Inspiration Dojo

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

Instructor: Kimura Yusuke (director, performer)

March 22,2025

ArtIncubation

2024 CCBT Artist Fellows Final Presentations: CCBT Stadium!

Speakers: Ichihara Etsuko (artist), Shibata Yusuke (artist) + Token Art Center (art center),
HUMAN AWESOME ERROR (art collective), Fuse Rintaro (artist), MVMNT (speculative design
team), Ukawa Naohiro (contemporary artist / CEO, DOMMUNE), Shimizu Tomoko (cultural
theorist, Tokyo University of the Arts), Tanaka Miyuki (curator, producer), Mizuno Tasuku
(attorney / CITY LIGHTS LAW), Nakaya Hide (art director, Professor / Department of Digital
Entertainment, International Professional University of Technology in Tokyo)
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SIDE CORE rode work ver. under city
(2022 CCBT artist fellow)

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

SIDE CORE: Concrete Planet
August 12-December 8,2024
Venue: WATARI-UM (Tokyo)

Tomo Kihara + Playfool Deviation Game ver 1.0
(2022 CCBT artist fellow)

Now Play This 2023
April1-9,2023
Venue: Somerset House New Wing (London)

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

Cinekid Festival
October 15-29,2023
Venue: Pathé Amsterdam Noord

Day of the Devs: GDC Edition
March 17,2024
Venue: The Midway (San Francisco)

CCBT COMPASS 2024
May 3-19,2024
Venue: SusHi Tech Square (Tokyo)

ARTPLAYS GAMES
October 29,2024-January 5,2025
Venue: FACT Liverpool (UK)

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

Permanent Exhibition
March 2025-
Venue: Science Centre Singapore (Jurong East, Singapore)

God Scorpion

Mushi-Mushu (Beginningless and Endless) (AUGMENTED SITUATION D)

(2022 CCBT artist fellow)

CCBT x MEET YOUR ART FESTIVAL 2024: NEW ERA
October 12-14,2024
Venue: Warehouse TERRADA G1Building (Tokyo)

Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR
AUGMENTED SITUATIOND

‘ AUGMENTED SITUATION D: Dreaming of a Roaming City—Powered by PLATEAU

Venues: Kanazawa City, Hiroshima City, Osaka City

God Scorpion
If I became another living thing

AUGMENTED SITUATION D: Dreaming of a Roaming City—Powered by PLATEAU

November 8-17,2024 Kanazawa

December 615, 2024 Hiroshima

January 17-26,2025 Osaka

Venues: Kanazawa City, Hiroshima City, Osaka City (Japan)

ELECTRONICOS FANTASTICOS! Electromagnetic Matsuri Parade
(2023 CCBT artist fellow)

Electromagnetic Street Bon Dance Festival
September 4,2024
Venue: St. Mary's Cathedral (Linz, Austria)

Electromagnetic Street Bon Dance Festival
September 29,2024
Venue: RoppongiHills Arena (Tokyo)

MUUUSE: MUSIC MUSEUM—Touch the sound, hear the light. Your body will reflect.
November 1-December 27,2024
Venue: TOKYO NODE GALLERY A/B/C (Tokyo)

TMPR (Iwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
Tracing the Landscape That Al Beheld: An Artificial Intelligence Travelogue
(2023 CCBT artist fellow)

Machiaruki (City Walk) in Shibuya by TMPR
June12-30,2024
Venue: FabCafe Tokyo

Iwai Toshio

Iwai 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
July 30-November 3,2024

Venue: Tokyo Photographic Art Museum

Works may be updated or modified from their original form.
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ArtIncubation

Ichihara Etsuko

Dystopia Land

Producer:Ichihara Etsuko

Camera, Video Generation, Editing: Sakamoto Asato, Tanaka Kazuya
Goat God Sculpting: MAKE-UP DIMENSIONS; inc.

Folk Song Vocals: Otoya

Robot Motion Design: Watanabe Chika

Inflatable Doll: Wayo Co., Ltd.

Metal Frames and Furniture: YANG SEHWAN
Installation/Lighting: Kamijo Shinji

Graphic Designer: Hata Yurie

Interviewees: Mishima Yuta, Fukushima Masato, Harada Yuki
Editorial Support: Harada Yuki

Tutors: Ozawa Tsuyoshi, Nishio Yoshinari, Yamashiro Chikako
Photography: Kawashima Ayami

Video Documentation: Maruo Ryuichi

Archive: Otsuto Masashi (CCBT)

Project Management: Kobayashi Reina (CCBT), Shimada Mei (CCBT)
Program Management: KanmuriNanana

Technical Director: Atsumi Masashi

Technical Team: Hirase Miki (arsaffix)

Production Coordinator: Kato Naho (TASKO Inc.)

Shibata Yusuke + Token Art Center

Daitaiya Il

Sponsoredby: GRID Inc.

Planter Installation Support:Image Forum, EUROSPACE
Program Management: Tada Kaori (CCBT)

Production Coordinator: KiraHonoka (TASKOInc.)
Photography: Sakanaka Takafumi

Videography / Editing: Yamamoto Atsushi

HUMAN AWESOME ERROR

Super Cells Infinite

Production Support: Kaneko Shin (Professor, Center for iPS Cell Research and Application,
Kyoto University / Institute of Medicine, University of Tsukuba), Yashiro Yoshimi (Professor,
Center for Translational Research Support Education, Fujita Health University), Iwasaki Hideo
(Professor, Department of Advanced Science and Engineering, Faculty of Science and
Engineering, Waseda University / Director, metaPhorest), Higashijima Jin (Associate Professor,
Chiba University Graduate School of Global and Transdisciplinary Studies)

HAE Project Management: AIKOKO GALLERY

Program Management: Tada Kaori (CCBT), Shimada Mei (CCBT)

Technical Director: Tabei Katsuhiko (MeAM studio)

Technical Team: Hirase Miki (arsaffix)

Graphic Designer: Tanaka Makoto (VOYAGER)

Film Production: Takasaki Daisuke (e/s Production)

Producer: Kato Naho (TASKO Inc.)

Production: HUMAN AWESOME ERROR

Funded as part of the Grant-in-Aid for Scientific Research (B) Exploring Forms of Human Life
through Science and Science Fiction

Fuse Rintaro
Pavilion ZERO

Outdoor Promenade Performance-Exhibition: Pavilion ZERO: Aquarium of Air
Tour Guide, Planning, Direction, Script: Fuse Rintaro

XR Design: JACKSON kaki

XR Content Production: Yonezawa Shu, Fuse Rintaro, Komatsu Kazumichi
ArtDirection: YagiHeijiro, Sakai Eisaku

Technical Direction: Murakawa Ryuji (arsaffix), Ito Yuya (arsaffix)

Technical Support: Amemiya Yosuke

Photography: Takehisa Naoki

Production Management: Sakaguchi Chiaki, Kato Naho (TASKO), Shimada Mei (CCBT)

Planetarium Screening: Observation Report: Testimony of Air
Narration, Curation, Script, Video Editing: Fuse Rintaro
Music: Komatsu Kazumichi

Magazine: Dream Island 1: Ground (Basis)

Editor: Fuse Rintaro, Sakai Eisaku

Designer: Yagi Heijiro

Photographs Courtesy: Takehisa Naoki

Contributors: Mizuno Koji, Inoue Gaku, Ito Michibumi, Yonezawa Shu, Murai Kotone
Guests: SawaragiNoi, Ochiai Yoichi, Uoto

MVMNT

TOKYO [UN]JREAL ESTATE

Production: MVMNT (Hara Ryosuke, Sega Miku, Yamada Lennon, Okamoto Kanaha)
Logo/ VI/Graphic Design: Tamuralkuho

Research/ Estate Agency Design: studio TRUE (Matsuoka Taiga + Terauchi Rei)
Secret Base Room/Room Viewing Space / Video Production: Asada Sion

Promo Video / Sound Design: Osawa Riki

Videography: Takahashi Rikako

Photography: Takehisa Naoki

Program Management: Hirota Fumi (CCBT), Ito Takayuki (CCBT)

Technical Director: Tabei Katsuhiko

Technical Manager: Ito Yuya (arsaffix)

Operations Manager: Kira Honoka (TASKO Inc.)

Scanning Advisor:lwama Hikaru

Video Production Advisor: Nakaue Juniji

VR Exhibit Advisor: Discont

Project Website Design: Tsutsumi Daiki (Eat, Play, Sleep inc.), Yamamoto Yohei (Eat, Play, Sleep
inc.), Ito Tomomi

Special Thanks: 32 scanners

Workshop

Inspiration Dojo

Program Directors: Kobayashi Reina (CCBT), Tabei Katsuhiko (CCBT)

Workshop Development / Instructors: Ito Yuya (arsaffix), Kimura Yusuke (arsaffix), Kurahashi
Masaya, Miura Daiki (arsaffix), Nakaji Hiroaki (arsaffix), Otsuto Masashi (CCBT), Haneda Misa
(artist), Hirase Miki (arsaffix)

Camp

Future Ideations Camp Vol. 4:

Under dingand Cr ly Expressing Ecosystems as Data

Program Director: Ito Takayuki (CCBT)

Program Management: Hirota Fumi (CCBT), Kobayashi Reina (CCBT)

Technical Team: Miura Daiki (arsaffix), Kimura Yusuke (arsaffix), Tabei Katsuhiko (CCBT), Otsuto
Masashi (CCBT)

Management: lwanaka Kanako (Onokoro), Kanmuri Nanana (Onokoro), Koizumi Miki (Onokoro),
Hayashi Keiichi (Onokoro)

EnglishManagement: Sano Meiko

Archive: Okamoto Akio (Ney-Anton G.K.), Saito Jumpei, Tomita Ryohei

Future Ideations Camp Vol. 5:

CanAlBecome Life?

Program Directors: Shimada Mei (CCBT), Ito Takayuki (CCBT)

Program Management: Hirota Fumi (CCBT), Kobayashi Reina (CCBT)

Technical Team: Ito Yuya (arsaffix), Miura Daiki (Shift One), Otsuto Masashi (CCBT)
Management: Hayashi Keiichi (Onokoro), Isono Rena (Onokoro), KanmuriNanana (Onokoro)
English Management: Sano Meiko

Archive: Harimoto Kazunori, Muramatsu Masahiro

CCBT Compass

CCBT Compass 2024

Project Directors: Hirota Fumi (CCBT), Hosokawa Asami

ProgramManagement: Kashima Moeko(CCBT),Kobayashi Reina (CCBT), ShimadaMei (CCBT)
Technical Directors (Exhibition): Tabei Katsuhiko (CCBT), Iwata Takuro (arsaffix), Kanechiku
Hiroshi

Technical Directors (Performances): Ito Yuya (arsaffix), Ito Takayuki (CCBT)

Technical Team: Kimura Yusuke (arsaffix), Nakaji Hiroaki (arsaffix), Hirase Miki (arsaffix),
Murakawa Ryuji (arsaffix)

Technical and Operations Management (STS): ballinc.

Art Director: Oooka Hironori (OOOKA Hironori office)

Designers: Oooka Hironori + Hiramatsu Rui

lllustrator: Yaegashi Kimiaki

Translator: Sano Meiko

Website: HAUS, Yagi Ayumi

Animator: Shirai Hiroaki, nochiutd.

Music: Miyauchi Yuri

Photography: Maruo Ryuichi, Otsuto Masashi (CCBT)

Videography: Matsui Satoshi

Public Relations / Digital Marketing: Yotsumoto Tomoko (Sankai Production LLC), Ichikawa
Tomoyuki (Nippachi Factory inc.), Kikuchi Masashi (Nippachi Factory inc.), Yamamoto Sakura,
Shinohara Aya (Nippachi Factoryinc.)

CCBT Future Undokai (Sports Day)
Program Director: Miura Daiki (arsaffix), Mizuno Midori
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Chief Facilitator: Inukai Hiroshi (Undokai Association)

Operations Director: KanmuriNanana (Onokoro)

Managers: Hayashi Keiichi (Onokoro), Koizumi Miki (Onokoro)

Technical Director: Namikawa Kosaku

In cooperation with: Undokai Association

CCBT Volunteers and Workshop Management: TASKO Inc.

Management Team: KiraHonoka (TASKO Inc.), Taichi Naoki (TASKO Inc.), Mukai Hiro (TASKO
Inc.), Yahagi Sora (TASKO Inc.)

Installation (STS): SUPERFACTORY

Installation (CCBT): Atsumi Masashi (Switchback), Kosakabe Shogo (Switchback), Tabata
Riko (Switchback), Numata Yuka (Switchback), Hatakeda Kunpei (Switchback), Mikita Iku
(Switchback)

Showcase

Audio Game Center + CCBT

Program Director. Tanaka Miyuki (curator, producer), Nozawa Yukio (programmer), Kakehi
Yasuaki (researcher, artist / Professor, University of Tokyo)

Project Cooperation: Disability Driven Design Project (DDD Project)

Project Director: Hirota Fumi (CCBT)

Technical Director: Tabei Katsuhiko (CCBT)

Program Managers: Tomita Yutori, Kobayashi Reina (CCBT), Shimada Mei (CCBT)

Writer (Technical Keywords): Matsuura Tomoya

Technical Assistant Director: Kimura Yusuke (arsaffix)

Technical Team: Iwata Takuro (arsaffix), Murakawa Ryuji (arsaffix)

Spatial Design/ Fixtures: Sasaki Ayami, Suge Mayumi

Installation: AtsumiMasashi (Switchback), Numata Yuka (Switchback), Tabata Riko (Switchback),
Sugimoto Masaki (Switchback), Mikita Iku (Switchback)

ArtDirector:Isu Taeko

Photography / Video Documentation: Maruo Ryuichi, Otsuto Masashi (CCBT)

Public Relations / Digital Marketing: Yotsumoto Tomoko (Sankai Production LLC), Kikuchi
Masashi (Nippachi Factory inc.), Ichikawa Tomoyuki (Nippachi Factory inc.), Yamamoto Sakura,
Shinohara Aya (Nippachi Factoryinc.)

Volunteers Management: TASKO Inc.

Hackathon: Collaborate on Making Games from Sound

General Facilitator: Inukai Hiroshi

Lecturers/Facilitators: Ishida Hayato, Egashira Misato, Omachi Yoshiki, Kato Hideyuki, Shirai
Takaaki, suzueri (Suzuki Elico), Tsuji Katsutoshi, Nagashima Chihiro, Mashiro, Miura Daiki

Super Audio Racing! (Racing Game)
Game Design & Development: Audio Racing Team
Supervision: Kakehi Yasuaki

Screaming Strike neo (Rhythm and Action Game)
Development:Nozawa Yukio
Narration: Kitamura Naoya

Audio AR Game Maker (Audio Game Design App)
Game Development: Urata Taiga

Sound Creation: Nozawa Yukio

Technical Director: Kakehi Yasuaki

Production: Tanaka Miyuki

Technical Advice: Inukai Hiroshi, Kato Hideyuki
Support: Misawa Tsuyoshi

Where the Ghost Dwells (Horror Game)
Game Design & Text: FujiwaraKana
Game Design & Concept: Tanaka Miyuki
Music: Kakudo Manami
Technical Development: Akagawa Tomohiro (A-KAK Inc.), Kakehi Yasuaki
3D Sound Production Technical Support: Sony PCL Inc.
Sound Directo: Ito Takayuki (CCBT)
Voice:InoriKirara
Recording & Mixing: Oshiro Makoto
Performers
Contrabass, Violin: Chiba Hiroki
Cello: Iwao Yumiko
Saxophone, Clarinet: Takeuchi Rie
Percussion: Akiu Tomoyuki
Percussion, Horagai (Conch ShellHorn): Kakudo Manami
Accordion: Nakamura Hirofumi

Meetup

Meetup Series: Concerning Art & Technology

Producer: Hirota Fumi (CCBT)

Documentation and Production Coordination: Shono Yusuke

Technical Team: Tabei Katsuhiko (CCBT), Kimura Yusuke (arsaffix), Murakawa Ryuiji (arsaffix)
Archive: Otsuto Masashi (CCBT)
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