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About Art Incubation Program
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Art Incubation Program provides opportunities for creative talent to undertake new
projects and makes those processes accessible to the public, facilitating forms of
artistic expression, exploration, and action that change our city for the better. Selected
through an open call, five artist fellows will act as CCBT partners, developing their
projects, making the creative process public, exhibiting the results, and holding
workshops and talks.
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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 for members of the public to come into contact with the intersection of
creativity and technology through creative endeavors and making these processes public as well
as holding workshops, lectures, and 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
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Ichihara Etsuko: Dystopia Land

L4+ Token Art Center [#i - X EE ]

Shibata Yusuke + Token Art Center: Daitaiya Il

2024

HUMAN AWESOME ERROR [Super Cells Infinite
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Fuse Rintaro: Pavilion ZERO

MVMNT [TOKYO [UN]JREAL ESTATE.
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Mentors: Ukawa Naohiro (contemporary artist, DOMMUNE CEO), Shimizu Tomoko (cultural theorist, Tokyo
University of the Arts), Tanaka Miyuki (curator, producer), Mizuno Tasuku (lawyer, CITY LIGHTS LAW)
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Categories

@ 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 such research

2024

R ADZ Ichihara Etsuko

TA4ARET + 57K Dystopia Land

77/0-OREOXICFOHRIEI-FETH? T4 ARET H?

Where is technological progress taking us? To a utopia or dystopia?
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In the worst of times, how can people live happily? Taking this question as its starting point, the project considered
ways to survive in a society so beset by problems through fiction and humor, working together with members of the
public to build a vision of the future that mixes fact with fiction. Based on multilayered research on science and
human history, the exhibition featured an installation that portrayed a portrait of a dystopian Japan in a parallel
universe. The exhibition also included a series of lectures by experts on the body, religion, the nation-state, and
citizens’ lives in a dystopia, and workshops in which participants envisioned and created dystopian lifestyles and
futures. Focusing on the paradoxical positiveness inherent in the act of predicting and envisioning the disasters that

await, Dystopia Land aspired to give us resilience in the face of an uncertain future, and provide opportunities to
think about better alternatives.

HRADZ(7—T1AR)

FAANET DREBRT 7307
[Dystopian Cooking Studio |
“Dystopian Cooking Studio”

for experiencing food in a dystopia

b’
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“Co-creating Citizens’ Lives in a Dystopia” workshop

BER[T1AMNT -SR]

Dystopia Land

2025%F3A1H~ 160

S5 0EYT - JUI(T 17 - N—ZK R [CCBT]
March 1-16, 2025

Venue: Civic Creative Base Tokyo [CCBT]

BARK AL BIR-EUEREOB S THARE, 77/00—AVWTHLWIWOERTEREHIE
T2, RN LRETLEELDBERMERRLIHTIRBEOT A5 HRPDSH LA
FATICE) EFSh T3, B20E AL T AT A 7 EMRE L 2—T A ANEPIEFE, 7ILAIL IS
O=HTREHEZHSAENELRESIC[AARKRIOYY L T2022 ERA—F1!] (FREMER) &

Ichihara Etsuko (artist)

Ichihara Etsuko has been creating artworks that interpret Japanese culture, customs and beliefs from a
unique point of view, and present new, technology-based approaches. Thanks to their strong impact,
these works have been introduced across a wide range of media all over the world. Ichihara’s works were
included in the Excellence Award at the 20th Japan Media Arts Festival, Entertainment Division and
Honorary Mention (Interactive Art+) in PRIX Ars Electronica. She has recently presented her works in
exhibitions such as ‘Roppongi Crossing 2022’ at the Mori Art Museum.




YEMth &+ Token Art Center Shibata Yusuke + Token Art Center HUMAN AWESOME ERROR

- XEHE Daitaiyal Super Cells Infinite
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Creating food substitutes from research on gastronomic culture and history in Reflections on the human body, life, and identity through cancer cells

Shibuya’s uniquely metropolitan ecosystem _ _ ‘
HUMAN AWESOME ERRORMDEEFRDIAN ATEEEHEICEIIAL-[Super Cell ]2 U-XDRIEEL

BB T—TART 17 VY —F - TOT 17 R P RHEE DG 5B T OARREFESNRBEDOF A
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“Make, Think, Talk: Artificial Cell Recipes” workshop

ERLUBORARYILEBR T IERLBERCHARB LI TMI BNBIE ZLTEZSZEIID
WTIEKT 270V 17 @ ECH M EShBROEWEBEIO R LR EE £ RO —FEEL
S.EORPEATOID R TR RERERERMBBRBRE NI+~ X ZLTHERTITHALT
AR VY —FDIBRETIE, BERIRBPEERIELBEM ELT -0 a3y TOREL EBICBIT BB RM
DIREREEDHDT7/OY—IZDOVWTER TREEDICHALZVDIZEEAH LI ERREL TR
RUIINTH =< ATRAROBHOHIEELBL TGN O-IRIREREL . AW B, BRE BTAR DIYNAHT =023y TeEML. BRDBEMRICH B P ATEL T RROEBRPHIRICDOVVTHLL
ALBEDZTHEBAB-ODT I /O —DFINEF T4 T H HEESRUT, R[OBEMEEE AU,
This artistic research project formed the final chapter of the Super Cell series, which was initiated by HUMAN
AWESOME ERROR member Fukuhara Shiho’s breast cancer diagnosis. In collaboration with hospitals and research

institutes, the project involved taking out her own frozen cancer cells and culturing them, generating regenerative
immune cells from blood-derived iPS cells, and then confronting her cancer cells with these immune cells. Along with

This project explored what it means to eat and live, based on the concept of substitute food—a vital component of
Japanese food culture since modern times. Through research on the ecosystem, history, and cuisine of Shibuya, a
highly urbanized area of Tokyo with no agriculture, the project searched for what influences food today. The results
were presented publicly in the form of an exhibition, participatory food performance, and dedicated website. The

process of the research involved holding workshops on harvesting insects and foraging for weeds, and reflectingon 7 ( revealing the challenges and limitations of this process through video works, the exhibition probed the issues of cell PR —
technology for procuring and producing substitute ingredients in Shibuya. In this way, the project created new ‘[City Bugl A BRIERH AT — 7S 29T ownership arising from the ethical, customary, and legal restrictions made evident over the course of the research, as “The Self and Immortal Cells” talk
opportunities for participants and members of the public to learn. The culmination of the project was the “Clty Bug” Insect-hunting workshop in Shibuya well as bioethics and the reality of the self. The project also involved interviews with individuals who have

performance, which served dishes made with substitute ingredients and cooking methods, and explored experienced cancer, talks with various kinds of practitioners, and a DIY bio workshop, creating a public platform for

approaches to technological alternatives that transcend binaries of real and fake, and natural and artificial. discussion. Through cancer, the project fostered new insights and dialogue on the future of healthcare and bioethics.

HUMAN AWESOME ERROR

REH+Token Art Center i HBICBU BB SHBOTHA LIS 5N HUMAN AWESOME ERRORK. S 27 LIT— A5,
ﬁzﬂi»ﬁ?ﬂ%ﬂ*é’i";ﬂﬁb‘ékﬁEbﬁUfF&fT??—74Xh®§EE#ﬁiﬁts nﬁd)Ti—fof*@ FERMTALITATELT2019FSNRE L B RBEEREFDICTOT VP ECF — LEERLED D BUR K
E%’("é}*t:tswéﬂ‘ﬁiﬂ’ﬂ&/ NTH—T L RA N NEFH 1B Token Art Center? 17 18,2023 O—A>T SEER ARV —2a>  TAZIMN N AT TREERLBAT (T EEMIL a0 57EED, [Super
FI2RIRMLLIARER RBEI T %g#ﬁﬁb‘TWI'JT?béiiﬂ R B@ﬂ_{wﬁ? - Cell|DTAYT /TR ARREFSNBREERON AMIRE S RITBRL BT EERIELAY D EHREA
[mesx | ROELESAED)S —F 170 L CHEIAB] E0IX -0 —FEFHDYI RIBEIRNS ORI R AR ET, 20255 B, RRERBO2ODRAEN—RIF —E R,
hBERERHTI[AREE KBEBIE1ARETH—T > U7
Eal&- X T F—7> EE2[Super Cells Infinite | HUMAN AWESOME ERROR
,’E_"rﬁ REE] BRRABR/NT A=A Shibata Yusuke + Token Art Center P ’ . o ! . .
Daitaiya Il Performance Inspired by the uncertainty of self-certification in society, HUMAN AWESOME ERROR launched in 2019 as a collective
Artist Shibata Yusuke, known for his work focusing on the ambiguity and uncertainty of reality, 2025 2R 118~248 seeking out thrilling perspectives from system errors. Comprising project teams centering on Chae Umi and Fukuhara
20258 28218~3H9A 202542828 ~3H828 tea;ned up with To:<en Art zi;ter,.twhxrl:olgs te‘>t<hibit.i0nsfolfjul;:-gnd-.colgning akr)tistgoa;: ;tg'%icfl S5 VEYT - I)IAT 1T - X—XHEE [CCBT] Shifr:o, ilsdinterdis::iplri‘nary practsice enéolr;'lpFaskse: m?vifng image, drawilr:g, sculpture; insl:llalior,bpfroduclts, .biot.ech,
February 21 - March 9, 2025 Fob 28 - March 2. 2025 performance events around the city. At the first iteration of Daitaiya in December , Shibata Feb 11 - 24 2025 cratts, and more. In the project Super Cell, Fukuhara’s frozen cancer calls were transferred to a lab for culturing in an
’ ebruary aren 2, undertook research on culture, especially food in the old Sumida area of Tokyo, and then created ebruary s attempt to challenge bioethics and undertake new research into immunity. As of 2025, the collective is based in Tokyo

%15 / Venue : Salon de Zuppa &35 / Venue : Salon de Zuppa a one-day “eatery” where visitors could partake of works inspired by the concept of substitution. Venue: Civic Creative Base Tokyo [CCBT] and Kyoto, and exploring various themes.
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A multilayered art project for restoring fiction and the imagination

RRODBREERAKEDIIVIAT1TNERITFB. TFIO2NVBERORMERKTEBEE

A next-generation estate agent for the digital age, capturing the present reality of

o ) Tokyo and connecting it to future creativity
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Installation view
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Press conference for Pavilion ZERO

An expanded form of land art, Pavilion ZERO was a multifaceted exploration of the nature of the “ground” of Japan.
At the core of the project was a promenade performance-exhibition in which participants wore head-mounted
displays and wandered around Kasai Rinkai 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 as its surroundings and environment, and past, future, and future. The project also included a
planetarium screening that fused narration with moving image, and published discussions and essays by artists,
architects, manga artists, and more.

mAR=Y 7 -RRER[/NEYF €0 BOKIRE]
Outdoor Promenade Performance-Exhibition
“Pavilion ZERO: Aquarium of Air"

This project collected data on living spaces in Tokyo, creating a digital archive of the diverse lifestyles in the city
through 3D scans. Documenting and examining a life-sized version of humanity, the project comprised a new
iteration of modernology (a form of urban sociology in prewar Japan) that decoded the shifts and characteristics of
contemporary society. The project exhibition presented the results of these efforts, showcasing the data it compiled
of real Tokyoites’ lives as well as the various lifestyles evident from that data. It also featured displays of manga,
games, extended reality, moving image, and other examples of works that utilized the 3D data of actual homes. In
addition, the project released the 3D data on a dedicated website. By exploring approaches to digital archiving and
new possibilities for collaboration, the project attempted fresh uses of living spaces in the digital age.

BENOMBEERS~ DT —EXTLHBIET— YAy T ~
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Outdoor Promenade Performance-Exhibition “Pavilion ZERO : Aquarium of Air”

2025%F2H8H.9H February 8, 9, 2025
£15 . EFEEE/AR Venue: Kasai Rinkai Park

XK ER[BAERBE ZOIE]
Planetarium Screening “Observation Report : Testimony of Air”

2025F3A150 March 15, 2025
S AXETI5R4Y YLD Venue: Cosmo Planetarium Shibuya

HEETTIFY—L-TA1FUK]
Magazine “Dream Irland”
2025%F3A118FI1T  Issue date: March 11, 2025
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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, which was 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).

RE£[TOKYO [UN]JREAL ESTATE |
RR[FITEE]

20255 2F28H~ 3A9H

S5 VEYT-IUI(T 17 - X—ZK R [CCBT]
February 28 - March 9, 2025

Venue: Civic Creative Base Tokyo [CCBT]

“Stories Inspired by Homes: 3D Data and Manga” workshop

MVMNT(ZRF 157147 - FH121=9h)
[20XXEDmRAERIET 3163023l HABPHLIEVWRROUMSENALER Y TT v T &
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MVMNT (speculative design unit)

Dedicated to creating the legends of the year 20XX, MVMNT specializes in speculative design that
embeds possible future visions of society and culture, and produces as yet unknown movements.
It prototypes art-driven, intellectually and socially engaged content that create new meanings,
worldviews, and opportunities. MVMNT aspires to bring out new world lines in contemporary
society, and trigger creative social movements of all sizes through the power of communities.
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TMPR (lwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)
TMPR (&R %H+3E/IZF—B+XUF+FEH—F) - . e o o=
AP RTEERREWS AT AN R TE-BR%eEW3 A THEERCTT

TMPR (Ilwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue) Tracing the Landscape That Al Beheld: An Artificial Intelligence Travelogue
: Tracing the Landscape That Al Beheld: An Artificial Intelligence Travelogue R - . ] o) o o
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Synflux [ WORTH: Digital Fashion Platform]

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

Snoezelab.
[1ISE (Immersive Inclusive Sensory Environment) |

ELECTRONICOS FANTASTICOS! [ R E & 1751 |
ELECTRONICOS FANTASTICOS!: Electromagnetic Generator Parade
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Normalize the symbiosis of technology and humankind
Mentors: Isu Taeko (art director, graphic designer), Ukawa Naohiro (contemporary artist, DOMMUNE CEO),

Kuze Shozo (artist, engineer), Takekawa Junichi (Director, MUTEK Japan), Tanaka Miyuki (curator, producer), AIZIZLHETZT7/00 =P N2 DEFICEDLIICEDLY, SHREDSOILRAFRMEENTIKRELER
Hosokawa Asami (General Manager, Sapporo International Art Festival Executive Committee Secretariat) E9370VI 7N TTRSMEDERETN T—I 23y T ThHY), ABRBEER THH B[S BLAIRT ] 25

R AEME AP B AL THREBE T 2EVIRENDE. BMERTEEESES BT T2 %
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BREHT- This project worked with members of the public to explore how Al and other forms of technology affect our lives and

@ AIFENT /O —EALEIHLL T —bRE DR what kind of relationship we will have with them in the future. In order to enable public input for its experiments, the B 5

@ XR¥NFTENDWeb3ICH 1157 IAT1ET1&RITTE70VI7MPREDEAR project opened the Moving Point Observation Station, which was both a workshop space and participatory artwork.

@ 12—V hUBOH LV - HEERIET SRR NT4—3IFT7—Y Participants went out into Shibuya, guided by the routes shown on their phones and designed to enable cooperation

O REENEEICEDOOTAALTELHZZOJIIFDIES between technology and humans in observing the world. The experiences that participants had through their bodies

O NUHIIRT—5L 39T B EELEHREEICED TSN TA—LDOWRE sometimes differed frqm and sometimes matched the Al prt_adi;tions. A documentation book was produced cqllating TMPR‘L;ZMJ i *;

Themes theldata that was o?talned as well as the assessm.erlwts e.md insights tha.t emer-ged, and the process of developlng the TMPR Artist Talk with Kihara Tomo
project. Through this gradual process and the participation of people with various expertise, and based on a fictional

@ New artistic expression responding to artificial intelligence and other forms of technology story, the project prompted us to update our perceptions of the technology beneath the surface of everyday life, and

@ Projects and artistic expression that engage with aspects of Web3 creativity like NFTs and XR attempted to normalize the symbiosis of technology and humankind.

@ Music and performing arts aiming to build a new scene for the digital age Projects accessible to bothable-bodied and disabled people

@ Projects accessible to both able-bodied and disabled people TMPR (R 28 +3E)IZ— B+ E LA +HEA—2)

@ Platforms that are socially engaged or participatory for members of the public, such as hackathons and workshops FIOGNETATHIV A TIEFEE T/ DRAEEIDRSETERLED S FHEBER) Y —F 1
B 5 2017 (35.39.36.02/139.42.5.98) SR MBTYAF = AFTOT I~ FET YA F— MW T I F - AT o=@ P,

2023 F#ER oA [ TAXRS ],

Moving Point Observation Station (35.39.36.02/139.42.5.98)
TMPR (lwasawa Brothers + Horikawa Junichiro + Miyama Yu + Nakata Kazue)

2024F1R128~21H

S5 VEYT V) IAT 1T - X—ZXKH [CCBT] Formed in 2023, Tokyo Motion Point Researchers (TMPR, or Tempura) is a team that researches ways
to play with the city, straddling the digital and physical, the high-tech and handwork, and human and

January 12-21, 2024 nonhuman perspectives. Its members include designers and programmers whose work focuses on

Venue: Civic Creative Base Tokyo [CCBT] objects, surfaces, and the interpersonal.




Synflux
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WORTH: Digital Fashion Platform

MEEIERTETI2T7/00-¢,
77vavTHAOHVEICETNBHLVELEE
New forms of creativity are now emerging from the meeting of rapidly evolving digital

technology with fashion design.
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Installation view
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contact Gonzo
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my binta, your binta // IOI ~ roars from the skinland ~

EVRIIZAZUFURAOAQ O NEEHSTLEEBIZT VAL
Binta, entrance to the skinland, Pain pulls everyone in.
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This was a project to make a new performance by contact Gonzo focused on the skin, a sensory organ that controls
the sense of touch across the whole body, and an interface and boundary between the self and others. Through
multifaceted research and a public lecture with a cell biology expert, the project investigated how our skin works and
then turned that into a performance. The show included several original, wearable devices that convert data from
physical contact between people as well as its speed and pressure into electrical signals, plus eight massive

This project attempted to redefine digital fashion for a sustainable fashion future. Synflux advocates renewable and
generative fashion that transforms manufacturing systems and clothing design through digital technology. Based on
Synflux’s Algorithmic Couture design system and premised on a system with next-generation technology, this project
researched a wide range of topics—from future consumption environments to identity and physicality—through
dialogue with Tokyo-based, internationally active designers and brands. The results were published online and
presented in the form of an exhibition, and a series of talks and workshop were also held to engage critically with the
issues and think about them with members of the public. Through these efforts, the project explored the diversity of

[FORNERERSDET PyYa> FHA)
Open Dialogue:
Fashion Design for the Digital Self

woofers. These hyper-amplified the sensations and physical experience received and sent through the performers’
skin, and which then spread across the venue as sound pressure. This proposed a new style of viewing, one
experienced not just visually but also physically. Applying the approaches we have come to expect from this group,

Welcome to the Skinland
—RErSOREERILT 37— avT—
Workshop: Welcome to the Skinland
—Perceiving Information via the Skin

contact Gonzo engaged with transmitting, expanding, and sharing physical experience, which is likely to change

through the development of information technology.

digital fashion that intersects not only with virtual spaces but also physical experiences and manufacturing.

& £[ Algorithmic Couture Alliance
—FIaNETPYa B BNEE]
Algorithmic Couture Alliance: Digital and Fashion Dialogues
2024F3F15H~24H
R VEYTTUIAT1T - N—XHR [CCBT]
March 15-24, 2024
Venue: Civic Creative Base Tokyo [CCBT]

Synflux (ARF 15717 - FH A FHEF M=)

FWMMET 7/ O0—EBREL BEDIDDT 793 DBANRF 1T T1T - THALTRIN) — 5503
AW BERBRNDOERBEHBLN S BA LY DRLEHZRE TEARRAAEHEOEREBREL. KitL
DF YLV RT LEHBIL TV D HETIEC T 70 a2 TP DT O RERE LT B-0DTV /O %
R -BRL AL G T TRPA—H— LB EL TROFHERIRE L REEN /DT Fvb 74— LERFIT 30

Synflux (Speculative design laboratory)

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

contact Gonzo (/¥74—7Z1=vh)
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X7 +—2 R4 | Performance Stage DTREMBIELE S U5 ERE R,

['my binta, your binta // lol ~ roars from the skinland ~| contact Gonzo (performance group)

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

2024%3A18~3H

ST EYAIRTFY
March 1-3, 2024

Venue: HILLSIDE PLAZA
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%%mﬁyu Electromagnetic Matsuri Parade

ZAX=XL+F3K Snoezelab.

2023
2023

IISE (Immersive Inclusive Sensory Environment)

CELDDICRST AVIN-TERIBEZRLU 16 % BEMRIANF—THRETIUEERTERICLS . BAKOREY
Return to a Child’s Mindset and Experience an Inclusive Environment A contemporary festival with a float and household appliance musical instruments,

\ s powered by renewable energy
1970 K DA 7 4 TEEMMEEZ DRBEBEL TAE). AATHEAIEREHDICERLTEL[R

=R O TNERX=R T T /00 —EERU it — I —LERETZ AT
TRt BBV IREN - MEORMACEAVT. RE - B -RE-ME - REOABIC FER -BESE
BEIMALTODRBREERS T 2 EBRNERRE[AX—X L2 SR | EFMEL 1= RER R BIR Cld. #i7= 1 CBIR
LE7ORA TEEEBIC ERDREZICH IR ADBN IS [V THRE| DRBEO-0 &

et N #AILEH DEEERA B RS EH /-4 [ BREER | NEFESE B2t — T ANTE ‘ |
3oTWKTEY TN ILZMAZAR - 77227 (AR D [ BHEESE | TEMTFAE RS Frh ‘ \

SRBHATH)(CHRE BRATEY . KBRSV EFIAL CBRER A RET0DREYRT LE
EFE S REBRAEBLASLEREELE | OFEDBREE 2RI, RRERI L —X2—

BDHZARIDIRIELEEF — LICSEL, PRI TEOEELBPERULEY IV ERELL, e —— IS BEOE R E AR T S S EHU -, COBTAILEIC 4 A A 2 ERAD LB R%E ! :
B EHMEHRITBLODT I 3y TXA T AEVALRME AT OV IO MBL, B T T2 ' r=——

Kickoff Meeting

Immersive Lab

Snoezelen rooms began in the Netherlands in the 1970s as a form of therapy for people with severe developmental
or intellectual disabilities, and are now available in Japan mainly at welfare facilities. SnoezelLab.’s project at CCBT
used design and technology to propose a new kind of sensory room, based on the Snoezelen room concept. It held
an experimental, Snoezelen-themed exhibition that stimulated the five senses as well vestibular sensations and
proprioception through light, sound, scent, vibration, tactile materials, and other elements. The experiential
exhibition showcased newly developed products and initiatives by Japanese corporations and others. People with
disabilities and their families were actively involved in the running of the exhibition in order to realize the inclusive 3
environment that SnoezelLab. aims to achieve, proposing a vision not only in terms of the facilities and equipment, h=T AN ool AT =S TV - F S [37:5<]

STV HAIL R T BESHET v RS EIRANEHAID G E5h i,

ELECTRONICOS FANTASTICOS! is a project that brings together various collaborators to resurrect disused
electrical appliances as new “electromagnetic instruments” and gradually form an orchestra. It created the
Electromagnetic Matsuri Parade, a whole new kind of festival in which participants played the instruments and
paraded around. It conceived a renewable electric system to worship electricity and power the instruments through
solar panels. Participants built new electromagnetic instruments and a festival float capable of generating power.

but in the overall management of the project Talk: More Inclusive Piaying, Parenting, Working The highly unusual festival appeared at Higashi Yashio Greenway, next to Tokyo International Cruise Terminal. pa—
. —TLRET
While based at CCBT, the project held open studio events and workshops for collaborating on the float, instruments, Open Studio
and music with various kinds of people. The result was a contemporary, interdisciplinary, and collaborative platform
mixing music, art, engineering, science, and design.
ILYhOZaR 7774 ZF4AR(BMBET7—ATOT1IH)
BRERE T =71 MDA ER OIS AR 2B A2 LRGN SR ENEHEA - BILRREH 14 [ BREER N ERESE RLF T I T%E
ZAR—ZXL K <2 TKT AT TR 2015 F LW BB EITV REF TICRR -BIL - K& BHE - IXEDOEARSE ML, 12— vb EICTHREL
BER[#T &hoT-E2NT AR=RL> - A= — LOBE IR R DTV 7Y ORERREN T BRRE B LW, 100830 Ao /S~ b RIER BN 5o TNE TSI T 9 BT LE R, SR, E7 1525, T73 BRMEED
e - o = Ay AUt s JE— HAORBELRL B ESN 77/ 05— SN B BREHEE P OSREBEUANS. BAT 78T~ EH TS,
—BUTHESARAR—AL VTR FIDEEABF IS FRTAF TG F— LIEVEFN Y TEIMHIIRED Y 21> BB S [REBETII/INT7A—7 R
AR Q107 HAIT S — . .
See, Touch, Hear: Playing by Sensing BT PLR- B THARL KBTI T T4 4 Electromagnetic Matsuri Parade performance ELECTRONICOS FANTASTICOS! (participatory art project)
s Lab. Led by the artist Wada Ei, this project brings together various collaborators to resurrect disused electrical appliances as new kinds of
2024F3A50~10H noezeLab. 2024%3A17H musical instruments that gradually form an orchestra. It is currently active in five cities in Japan and via an online laboratory as a
S UEY T ) I T4 T N—IEH [CCBT] Snoezelab. is the pairing of Hashimoto Atsuko, a specialist in making Snoezelen sensory S ENBGEAR participatory art project with close to a hundred members. To date, numerous types of appliances have transformed into musical
rooms and developing digital content for infants, with Ichikawa Nozomi, who builds instruments, from cathode-ray tube TV sets to electric fans, extractor fans, video cameras, air conditioners, and telephones. Participants
March 5-10, 2024 sustainable teams. It is a collaborative platform comprising corporations and organizations March 17, 2024 draw on their creative ingenuity to reconfigure the original function of these electrical appliances for musical purposes, which is then

Venue: Civic Creative Base Tokyo [CCBT] with a shared ethos. Venue: Higashi Yashio Greenway Park channeled into fantasies that conjure up “electromagnetic native music” and festivals from these obsolete forms of technology.




EZRME+IYRZXO-EF+FHIL Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR

2022

ERME+DdyNRO-EA+FHLW

[AUGMENTED SITUATION D |

Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR
: AUGMENTED SITUATION D

AUGMENTED SITUATION D

AJF# + Playfool [ Deviation Game ver 1.0

Tomo Kihara + Playfool: Deviation Game ver 1.0

SIDE CORE [rode work ver. under city |
REABLEETANOYTLAY—/-5 [REODRTDEHZ |

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

P+ FEAXRMNE+H OB X [FORMING SPHERES |

Tokolo Asao + Hiramoto Tomoki + Iguchi Kota: FORMING SPHERES

BMHZEREXREMIREL LRI IBHEURES

A= WA (P—bT1LIE—T 57497 H 1) FEEZ (LUOER=H 22— [YCAM]R&DT (LY Shibuya International Urban XR Exhibition
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Mentors: Isu Taeko (art director, graphic designer), Ito Takayuki (R&D director, Yamaguchi Center for Arts TaTIRILaZLTDRT L) FiiEAWESTRERESEEE - BRUATOV I VN BAER P T
and Media [YCAM]), Iwaya Tamio (graphic designer), Saito Seiichi (Director, Panoramatiks), Takekawa EEREXREMEMAAEHE. TV 17N T —T4AMIBEST BERP T 7y a T H(F— FER
Junichi (Director, MUTEK Japan), Hosokawa Asami (General Manager, Sapporo International Art Festival EUHRIMHBHED ZHEERY S, KIGE /T yMIBEINZETRADRI AN, #
Executive Committee Secretariat) MARICHETSAREREXY— I+ THET 2. SHRICIEAREMERVWRIE A EEFR SR TUTA
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AR Choir Vocal Music Workshop
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WTHbEH-R7a L TERSh -,

This project showcased a Shibuya-set urban exhibition using cross reality (XR), an umbrella term for both
augmented and virtual reality, and a visual positioning system capable of synchronizing cityscapes. Integrating
sculptures and two-dimensional artworks with XR tech, the exhibition featured a diverse lineup of eight groups and
individuals from three cities around the world, not only visual artists but also architects, fashion designers, and
musicians. People visited locations in Shibuya listed on a pamphlet and then used their phone to read a QR code to  BAPTFEFEREERATL LI s,
experience an AR artwork in the cityscape. The exhibition’s program of related events included a guided tour led by Augmented Reality Content Workshop!
performers as well as a lecture for creatives about uses of AR. Through a fusion of art and technology, the exhibition

demonstrated the potential for developing an artistic city that is hybrid and scalable. In 2024 and 2025, it was also

held in Hiroshima, Kanazawa, and Osaka.
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Themes

@ New art\fvorks using Technol?gy - _ FBHUEES[AUGMENTED SITUATION DJ EZRME+IYRZO-EA +THIL

: Sﬁi‘lrs';!Tﬁsa::oauﬂ::;f;::;ﬁfﬁgm ey AUGMENTED SITUATION D Urban Experience Exhibition XROEETOF 1~ £ 757% RREEAT 77— F A AR DTIKZ
2023%3810A~21A J-E*> Fal—2—OFRIUOIBH TOV VN F—LERK. VR
215987 - YUT (5717 N—XHR [COBT]. shibuya-san, 201t 4 X A6 HF (ARZRIDIER T 5174 = LSTYLY O RATEE L. BHRED
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March 10-21, 2023
Venue: Civic Creative Base Tokyo [CCBT], shibuya-san, and other locations in Shibuya Ward Asami Kazuhiko + God Scorpion + YOSHIDAYAMAR

H.‘.E{'Eﬁ/Artists The project team featured the media artist God Scorpion, curator

X . YOSHIDAYAMAR, and extended reality producer Asami Kazuhiko. It
ALTEMY, ANY, God Scorpion, GROUP+Yuya Haryu, KODAMATACHI, Markus Selg, Simon Weckert,  ytilized the AR/VR creative platform STYLY and aspired to create
suzuko yamada architects, Scramble Crossing Program, street fashion as medium to explore a city possibilities for play and interstices in urban environments.




KIFE# + Playfool Tomo Kihara + Playfool

2022

Deviation Game ver 1.0

SIDE CORE

2022

H5VBZAEDRBZAINHHEICRMTEZIVE HLORFEIZEICH?

Now that Al can effortlessly imitate us, how will we deviate?
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2025F(2I3FA LTI TOUI=ZBHFEL TS,

This project explored the mutual evolution of humans and artificial intelligence through a game in which people both
compete against and collaborate with Al. In the game, an Al with image recognition technology is pitted against a
human team comprising one artist and several respondents. The artist draws a picture of something that the game
specifies, though in such a way that the human players recognize it but the Al cannot. Building on the Imitation
Game, a thought experiment devised in 1950 by Alan Turing, Deviation Game does not use Al to generate
something, but rather exploits Al’s ability to identify forms of expression that previously existed, and so searches for

possibilities for human expression to deviate from the past. It has since been presented in several cities around the
world and an online version will be released in 2025.

BRER
Installation view

7—2%37 [Deviation Game — AlLHi% 838173 )
Workshop: Deviation Game
Competing and Co-creating with Al

rode work ver. under city

T

AN)=POBREHS5AEHHTRIEOEADYFEBERRTS

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

ERERPHAAREE, TRPEEE AN —FDRE A TR S EMR)—XTrode work | DF{EZHIF
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In this project, SIDE CORE made the latest entry in its rode work series that examines architecture and civil
engineering from the perspective of the street, investigating post-disaster reconstruction, urban development, and
more. The series started in 2017 with a work made in Ishinomaki, Miyagi, and continued in Tokyo as it underwent
huge redevelopment for the Olympics, and focused this time on underground urban space. SIDE CORE conducted
research on a giant underground retention basin, disused water treatment facility, and abandoned subway station—all
sites that people ordinarily do not see—and filmed skateboarders in these subterranean locations. Their movements
became an “eye” through which we beheld an image of the city shrouded in darkness. In addition, the team did 3D
scans of the filming locations and created a 3D model collage. The model and film were installed at an empty lot next
to Meguro Observation Well, a site for monitoring groundwater levels in aquifers and underground shrinkage. The
team has continued to add more scenes, re-edit the footage, and exhibit this work that reveals a new cityscape.

SIDE CORE

RRER
Installation view

PSSR [under ity desk]
Related exhibition “under city desk”

BE&[FJ1I-2av-T—LE ver1.0
— B HSRBEA]

Deviation Game ver 1.0 — From imitation to deviation
2023F3A4H~26H

S5 0EYT - JUI(T 17 - X—ZE R [CCBT]

March 4-26, 2023

Venue: Civic Creative Base Tokyo [CCBT]

KR4t + Playfool
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BEL BT —MEROFIEICEF TRVES HRFOT TR TEVEHEIZE 5. B3 TlE[How (not) to get
hit by a self-driving car]#*, S+T+ARTS Prize 2024 Honorary MentionZ52EL T\ 3,

Tomo Kihara + Playfool

This project was a collaborative effort between game designer Kihara Tomo and art-design duo Playfool (Daniel
Coppen and Maruyama Saki). Their highly acclaimed practices center on the notion of play to design tools that
foster creativity and produce artistic interventions that engage with urban spaces and society. Their previous
collaboration How (not) to get hit by a seif-driving car received an Honorary Mention in the S+T+ARTS Prize 2024 at
Ars Electronica.

rode work ver. under city

2023 3A18H~26H

=I5 BRBAHE 2t

March 18-26, 2023

Venue: Empty Site next to
Meguro Observation Well
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SIDE CORE

Active since 2012, SIDE CORE comprises Takasu Sakie, Matsushita Tohru, and Nishihiro Taishi. The video director Harimoto
Kazunori also participates in the collective. Based on a critical inquiry into how individuals can communicate messages in cities and
public space, its practice explores the ideas and history of street culture. Its diverse output is presented in urban interstices and dead
spaces as projects that involve artists from other fields and disciplines. SIDE CORE’s work has appeared in a wide range of
exhibitions, including SIDE CORE: Concrete Planet (2024, Watari Museum of Contemporary Art and outdoor locations) and
Yokohama Triennale 2024.




REAELTETANOY 7L 1Y¥—7-5 Inukai Hiroshi and Developlayers

FKIKEDFERTIEE) L Future Tokyo Undokai (Sports Day)

2022
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Creating and collaborating with others on a collectively made unique sports day
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Thinking with Game Designer Inukai Hiroshi:
What Is Future Tokyo Undokai (Sports Day)?
Future Tokyo Undokai (Sports Day) created and held a completely unique sports day event in which people came
together to harness technology and collaborate on making new competitions, rules, and equipment. Unlike
conventional sports day and other sports events that feature predetermined competitions and races, the newly
devised competitions, rules, and overall event itself were all produced collectively by participants. The project kicked
off in August 2022 prior to the opening of CCBT, and included an orientation, workshops, hackathon, and online
event, and was then held to mark the opening. It encapsulated the Art Incubation program’s goal of creating

platforms for collaborating with others as a CCBT partner. Over the course of seven events, Future Tokyo Undokai w_:;‘/f_mé‘fv;;h -
(Sports Day) involved more than two hundred members of the public, and formed a basis for a community that has Sports Competition Collaborative Workshop
continued to develop with further CCBT programs.

RiAEL (eXFR—Y7OF1—Y— F—LEE  EER)
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BEPE+FEARMB+HOM K Tokolo Asao + Hiramoto Tomoki + Iguchi Kota

FORMING SPHERES

TOANTTPITVr—2a il&oTHE D BARDER - HHBRBROKER

A traditional Japanese checkered pattern in light and shadow,
created by digital fabrication
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BAk%E. DTV —EAVWTEHADORE I EL THBEBELTOD 17N, SO EHZTL. e
BUOBETA 2L~ 3 (EREBLEHMEER2023 TRRU /2. S5IC AEDARICHHOE T ZDRIFR
BETLTULORBEMERN T 270N A TERECCBTIC TR, BAF A B A - iR DER
ICH T BHFERDOREOEKE, FRRN FHNIDT VN T7 TV —oar HFORICLBENN LB TS
LI ZDOVY—FEERIEDT ORI EB A7,

Three people involved in the drone show at the opening ceremony of the Tokyo 2020 Olympics reconfigured the
Olympic emblem’s kumi-ichimatsu-mon pattern into 3D-printed spherical sculpture. It was presented at Yebisu
International Festival for Art & Alternative Visions 2023, projecting light onto the sculpture and transforming into an
installation created through the interplay of light and shadow. Alongside this, CCBT hosted an exhibition showcasing
how FORMING SPHERE was made and the Olympic emblem developed. Pairing Tokolo Asao’s unwavering

exploration of geometrical Japanese motifs with Hiramoto Tomoki’s digital fabrication and Iguchi Kota’s dynamic
motion design, the exhibition introduced the process of their research and collaboration.

HIbFB 5522023 AT7HIRETR
BEME+FEERME+HO6EXFORMING SPHERES |

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

20235F2A7H~16H BHEPH+TFAMB+HOMK

[FORMING SPHERES ] 7rb%1 7 /AR
FORMING SPHERES Prototype

2022%10A23H

S5 EARIHENER #ERE

October 23, 2022

Venue: Shibuya Jinnan Elementary School Gymnasium

RENDEANDEHEL—E— TEREELME

Future Tokyo Undokai (Sports Day) Documentary Premiere Screening
2023F2A26H

S5 VEYT-IUI(T 17 - N—ZK R [CCBT]

February 26, 2023

Venue: Civic Creative Base Tokyo [CCBT]
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Inukai Hiroshi (e-Sports producer, game director, Sports-play Expert)

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

The artist Tokolo Asao, who created the emblems for the Tokyo 2020 Olympics and
Paralympics, teamed up with spatial designer and architect Hiramoto Tomoki as well
as the video designer Iguchi Kota. These same three were also behind the spherical
checkered kumi-ichimatsu-mon pattern made with aerial drones at the opening
ceremony of the Tokyo 2020 Olympics.
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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 (CCBT) 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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CCBTTR. VT I—,MVREL—2 3V REET VAV RRTE520A7 707 L2EBBALTVET,
Five Core Programs for Generating a Cycle of Literacy and Inspiration, Proposal and Action.
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Vol.2: Cultural Facilities Responding to the Co-creating Opportunities for Inclusive
Times Encounters Workshop

CIMICCREATIVE BASE TOKSO0

SEYTIVILTF 4T R=ZRR Web : https://ccbt.rekibun.or.jp E E
EFRIRFB.IEYVSIVIAF 1T - R-2ARFR[CCBT] E-mail: ccbt@rekibun.or.jp
(ABHEEARRBERLHE 7—VHI7 P VER)
X @ccb_tokyo .
Organizers: Tokyo Metropolitan Government, Civic Creative Base Tokyo [CCBT] E
(Arts Council Tokyo, Tokyo Metropolitan Foundation for History and Culture) 6 @civiccreativebasetokyo =l
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