
Art & Media Course
Department of Information Design,
Tama Art University



MEDIA
ART
TEXT
BOOK

MEDIA ART TEXTBOOK
Tama Art University 
Faculty of Art and Design 
Department of Information Design
Art & Media Course 

メディア芸術テキストブック
多摩美術大学 美術学部 
情報デザイン学科 メディア芸術コース



 Th e  Med i a  Ar t  E r a

��� Media and Art of the 21st Century｜Akihiro Kubota  p.06 

��� Media Art｜Akihiro Kubota p.10 

��� From Information to Memory｜Chihiro Minato p.14 

  �	  Art of the Post-Information Era｜Akihiro Kubota p.18 

 Th e  R e a l m  o f  M e d i a  A r t

��
�Picture Planet – World of Image｜Chihiro Minato p.22 

��� Visual Representation – Depicting the World, Creating the World　｜Naruaki Sasaki p.24

����CGI – World Depicted by Computer｜Daizaburo Harada p.28

���   Manga and Anime  – Japanese Emblems｜Naruaki Sasaki p.32

��  Software Art｜Akihiro Kubota p.34

���  Digital Fabrication｜Akihiro Kubota p.38

���  Satellite Art｜Akihiro Kubota p.42

 ��    Diversif ication of the World of Modern Art – Installations｜Hiroyuki Moriwaki p.46

 ��   Media-created Space and Experiential Art｜Hiroyuki Moriwaki p.50

��	   Body as Media – Performing Arts｜Naruaki Sasaki p.54

��
   Sound Representation – The Extent of Sound Art｜Akihiro Kubota p.58

���   Workshops – Play and Creativity｜Hiroyuki Moriwaki p.62

���   Bio Art｜Akihiro Kubota p.66

目次｜c o n t e n t s

 A r t  of  P e r c e p t i o n

��� Perception and Representation – Interactive Art｜Seiko Mikami p.72

�  The Scene of Media Art – Museums, and More Familiar Encounters｜Yukiko Shikata p.80

 T h e  P r e s e n t  o f  I n f o r m a t i o n  a n d  A r t

��� Landscape as an Experience – Landscape after 3/11｜Chihiro Minato p.86

��� Festival Space – Creativity-inspiring Sacred Magnetic Field｜Toshiharu Itoh p.88

Introduction to the Department p.90

Introduction to the Authors p.94

“Lights” Mizuki Kin (Tama Art University, Department of Information Design, 
Art & Media Course, graduation project, 2009) 



One might express media art as simply “the 
materialization of a dream.” A desire to capture a 
moment for eternity, to deliver a song all the way to 
the other end of the world, to make a still painting 
move, to share a laugh with anyone, anywhere, 
in real time... People’s dreams have come true 
through the creation of various inventions, and 
have subsequently brought to life a great number of 
masterpieces. 
 
The first decade of the 21st century has already 
passed, and we are now approaching a period of 
major historical transition. In a world that will 
become more and more interconnected via a web 
of information and communications technology, 
the entire planet has the potential to become 
one enormous atelier. Crossing the boundaries of 
classrooms, time, and national borders, students will 
be exchanging knowledge and sharing experiences, 
and encountering one new idea after another. This 
textbook offers a rough sketch of the coming new 
world of creativity, as well as a compact guide into 
the realm of media art. 

The era of global artists who work toward making 
the earth an atelier has already begun. Media 
art pursues a dream in which all creative hands 
participate in creating an open artistic laboratory for 
a better world. 

Chihiro Minato

An Invitation to the Creation of the Wonderful
Toward the Era of Global Artists T he  Med i a  Ar t  E r a

メディア芸術の時代
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Media and Art of the 21st Century 
Since the birth of art, art and media have developed 
side by side, retaining a deep connection with 
one another (the author defines media here as “medium of 

representation”). The invention of printing technology 
in the 15th century *1, the phonograph*2 in the 19th 
century, and later photography and motion pictures 
– the emergence of these image technologies had 
a profound influence on art at each given time. 
Moreover, computers *3 and network*4 technology, 
which made digital media of the 20th century 
possible, led to a new realm of expression through 
various means of interaction in cyberspace, allowing 
for new ways of perception and a changing role of 
the body in such interactions. 
     The “digital” in digital media means “numbers.” 
Image, sound, text, these various forms are expressed 
through consolidations of digits (numerical lines), and 
this is called digital media. The representations of the 
various forms are returned to groups of digits, and 
literally anything can be expressed in zeros and ones. 
     The digital computer of today is, so to speak, 
a massive chunk of digits. Let's first focus on its 
quantity and speed. “Mega” is about 1 million (106), 
“Giga” is about 1 billion (109), and “Tera” is about 1 

trillion (1012). Now, even a portable digital device that 
can fit into the palm of one's hand operates on the 
giga scale in terms of capacity and speed. For instance, 
the capacity of 1 Gigabyte (109 or 1,000,000,000 bytes) 
roughly equals one thousand books or 250 music 
tracks.  On the other hand, on the time scale, in the 
interval of 1 nanosecond (10-9 or 0.000000001 second) light 
can travel only as far as 30 cm, even though light is 
fast enough to go 7.5 times around the Earth in one 
second.  
     By connecting one such device to the internet, a 
user can access more than 40 billion web pages, which 
amounts to a figure that is five times larger than the 
Earth's total population, despite the fact that the 
population of the internet as of 2008 reached 1 billion 
people. 
     This sort of talk is enough to make one dizzy, 
but we currently have in hand the technology that 
enables such capacity and speed. Computers and 
networks are not simply tools any more. They are 
the most familiar material for art in the 21st century, 
capable of great size and great speeds. But what does 
it mean to be creative using these media? The starting 
point of media art lies in this simple question. 

*1. Print technology 
Around 1450, print technology using mechanic type blocks 
(letterpress printing) was invented by Gutenberg in Germany 

*2. Phonograph
Although the literal meaning of the word is sound recorder, it is also the 
forerunner of the record player. In 1877 Thomas Edison invented a rotating 
cylinder type recorder where the rotating cylinder was wrapped in a sheet 
of tinfoil. This was later improved into a wax‐ coated cylinder.  Emil 
Berliner later improved it to make a disc record. (Reference: Wikipedia)

*3. Computer
The broad definition of the computer is an electronic computing device, 
in a more narrow sense it is a computing machine that completes a 
computation from start to finish without the involvement of human hands. 
Rationally speaking, it can be regarded as an equivalent of a Turing 
machine. On the everyday life basis the word “computer”is often used 
to indicate the personal computer (in Japanese it is also shortened to 
pasokon, which is a portmanteau of pāsonaru, “personal”, and konpyūta, 
“computer”) (Reference: Wikipedia)

*4. Network
A computer network is a technology that enables interconnection on 
multiple computers. Also, it can indicate the whole system of such 
interconnections. Because it forms the foundation for information society, 
it is also often mentioned in the context of communications infrastructure. 
(Reference:  Wikipedia)

���

a.  “The Gutenberg Bible” Printed in the 
15th century, it is said to be the world’s first 
major (mass produced) book.

b.“Computer Lib / Dream Machines”
Ted Nelson (1974) 
Nelson proposed and substantiated in this book 
the concept of hypertext which has become 
an archetype of the modern web. The whole is 
composed of small fragments of text, and the 
position, size and direction of those fragments on 
a page is multitudinous. 

c.“Popular Mechanics”Keyboard art using 
characters (ASCII Art, October, 1948). 
>>http://blog.modernmechanix.com/
2006/03/13/ascii-art-1948/

a

b

久保田 晃弘｜Akihiro Kubota
��
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“Radical Software” Magazine – No.4 (1970–) An early video magazine.  
>>http://radicalsoftware.org

“Barrett Lyon Opte Project 2003” Internet map of October 
23rd, 2003, visualizing about 5 million links between one million IP 
addresses from around the world.
>>http://wired.jp/2012/05/21/visual-complexity-1/3/

Fukushima Daiichi Nuclear Power Station and Phobos, 
natural satellite of Mars, seen using Google Earth 
>>http://earth.google.com
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Media Art 
New media, namely digital media, emerged when 
two timelines - the history of media, such as painting 
and sculpture, photography and motion pictures, 
and the history of computing (gear-type mechanical 

computing machines, analogue computers, the Turing 

Machine*1, and finally, digital computers) - intersected 
and became linked to one another. Media art, which 
possesses digital media's characteristics of being 
“numerical,” “dispersed,” “automatic,” and “variable,” 
is a generic term representing a new art that focuses 
on media itself. Moreover, the term “media art” 
these days indicates not only art representations that 
are connected to digital technologies, but also bio 
technologies, nano technologies*2 and other scientific 
technological advancements. In Europe, where fine 
arts have strong roots, ideological philosophy has a 
deep relation with media art as well. 
     The ancestry of media art can be traced back to 
the time of the invention of photography in the 

first half of the 19th century or to Charles Babbage’s 
difference engine, but the most influential connection 
we can see appears in the middle of the 20th century, 
with art and technology movements like Fluxus*3 
or EAT*4 (Experiments in Art & Technology). Forms of 
representation such as installation and performance 
are also deeply engraved in the media art of today. 
     Behind the scenes of  media art lies the 
development of  narrative theories regarding 
hypertext*5,  databases *6, and non-linear networks, 
as well as perception theories regarding interface, 
interaction, and immersion related affordance. 
Each one of these theories provides feedback to 
problems surrounding definitions of perception or 
environment, and of humanity; they go beyond the 
representation of entertainment or design as a paean 
to technology and do indispensable work for the 
present and the future of society by expressing critical 
viewpoints, which is the essence” of art.

*1.Turing machine
A Turing machine is a model of a computing device proposed in 1936 by 
British mathematician Alan Turing. Its components can be described as 
an “ infinite tape,” a “head which can read and write symbols on the tape,” 
and a “memory (state register) which stores data about the state of the 
machine.” It is a simplified and idealized hypothetical device created for 
the scientific investigation of mathematical hypothesis verification and 
for further scientific debate; the actual machine was never assembled. 
However, if we look closely at the modern computer, it becomes evident 
that it works on the same basic principles as the Turing machine. 

*2.Nano technology
A technology that manipulates the physical matter on the nanometer (nm, 
1nm=0.000001mm) scale and is applied in a wide range of fields from 
computer and communications equipment manufacturing to the production 
of microscopic devices and molecular scale manipulations.  It is commonly 
referred to using the abbreviation “nanotech,” (esp. in Japanese) and is 
one of the most active areas of modern scientific research. 

*3.Fluxus
An art movement that spread widely in the 1960s in Europe and America. 
It is characterized by its transversal artistic representation extending 
to various genres (e.g., fine arts, music, poetry, dance) and in the years 
following its establishment, exerted great influence on conceptual art, as 
well as performing arts. Among the members of Fluxus are remarkable 
figures such as Nam June Paik and Joseph Beuys, and Japanese artists 
such Yoko Ono, Ay-O and Mieko Shiomi.  
  
*4.E.A.T. (Experiments in Art & Technology)
An organization established in 1966 by Swedish engineers and artists 
B. Klüver,  R. Rauschenberg, J. Cage, and others, based in New York. 
They incorporated new technologies in the creation of dance, digital 
music, video projections and other art forms. In October of 1966 they 
produced their first series of performances called “9 Evenings: Theatre & 
Engineering.” Among the participants were B. Fuller and G. Kepes, and the 
series received great acclaim.
Translated quote from: 
>> http://artscape.jp/dictionary/modern/1198177_1637.html
Author: Takemi Kuresawa

�� 久保田 晃弘｜Akihiro Kubota

*5.Hypertext
A structure of multiple branching texts interlinked with each other. Invented 
by American computer scientists Ted Nelson and Douglas Carl Engelbart. 
The word is composed of the root “text” and the prefix “hyper,” signifying 
the overcoming of the old linear constraints of written text. (Based on 
Japanese Wikipedia article: Hypertext)

*6.Database 
A database is a set of collected data on a specific subject that is 
structured and enables reuse through easy search and extraction. There 
are various methods being developed using computer technology to 
improve the structure of storage, the speed of processing, and operational 
stability for data reuse. Data structures are an important research field in 
the information sciences. (Based on Japanese Wikipedia article: Database)

*7.Affordance
A new model of perception proposed by American perceptual psychology 
scientist James J. Gibson in the end of the 1950s. The term is derived 
from the word “afford” in its meaning of “to provide, supply.” The core 
principle is that characteristics of a given object (shape, color, texture, etc.) 
placed in a certain environment convey a message to living organisms 
about what actions can be performed with that given object. 

  Exhibition: “Retrospective and Prospects of 
Computer Art of the 20th century” Tama Art University 
Museum (2006) An exhibition of approximately 250 works and 
reference materials representing the history of Japanese and 

Browser art deconstructing web representations. >>http://jodi.org

Exhibition: “Cybernetic Serendipity,” exhibition poster 
and venue scene (1968)“Cybernetic Serendipity” was the 
world's first large-scale computer and media art exhibition. It was 
curated by Jasia Reichardt and shown at the ICA (Institute of 
Contemporary Arts), London, in 1968. Many engineers, artists, poets 
and people of other professions took part in the project. Japan was 
represented by CTG (The Computer Technique Group).

foreign computer art. All of the works were created by artists who 
are successors of the ideas and theories of art algorithms.
>>http://tamabi.ac.jp/museum/exhibition/061103.htm
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In Japan, the general definition of media art includes “film, manga 
comics, animation, and other art, created using computers and other 
electronic equipment,” which is different from its artistic definition 
that we employ in this textbook. The Japan Media Arts Festival, 
which has been held annually since 1997, has four categories: “art,” 
“entertainment,” “animation,” and “manga.”
>>http://j-mediaarts.jp

a.Creative Commons Sharing information 
produces a creative environment and presents 
opportunities to redefine copyright. 
>>http://creativecommons.org

b.TOPLAP Portal site focused on “Live Coding”
- an electronic music and video performance 
genre based on real-time programming. 
>>http://toplap.org/
 
c.Artbots  Homepage of “Artbots,” an 
“international art exhibition for robotic art and 
art-making robots” (this description taken 
from the website). Explores the possibilities of 
robotics from an artistic standpoint.
>>http://artbots.org
 
d. “Anthology of Computer Art” 
(computer art masterpieces selection)
An exhibition held in Amsterdam, Netherlands. 
>>http://2006.sonicacts.com
 
e. Software Studies Initiative A software 
research organization. Director: Lev Manovich. 
UCSD (University of California, San Diego). 
Using a super-high speed, high resolution 
large format screen, (286,720,000 pixels on 
a 9.7m×2.3m display) on a PC with 18 quad-
core processors, the research focus of the 
organization is to examine software from both 
technological and cultural perspectives.
>>http://lab.softwarestudies.com/
 
f.“WAXWEB ” David Blair, “the hypertext 
movie.”>>http://iath.virginia.edu/wax/

a

b

c

d

fe

“Make” DIY+Internet=DIWO (DoIt With Others) –
the establishment of a new craftsperson community
On June 2nd, 2012, the founder of Make magazine and co-
founder of Maker Faire, Dale Dougherty was received at the 
Maker Conference Tokyo 2012, held at the National Museum of 
Emerging Science and Innovation (Miraikan).
>>http://jp.makezine.com/

Japanese 
Media Art
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From Information to Memory
“ Information” is a word that we use casually in 
everyday life. There are different forms of it, from 
information on the world economy to information 
about our personal data, and despite the wide variety 
of information types, there are common features 
to be found in them all. First of all, information is 
always about something; it has a subject. Secondly, 
most information is recorded and reproduced. 
Thirdly, in the present day, which is often called 
the “age of the internet society,” the distribution 
of recorded information takes place in real-time. 
Images, sound recordings, text, and other various 
kinds of information are reproduced and distributed 
simultaneously. 
     If you compare recorded information to memory, 
the latter is quite perfunctory. Humans sometimes 
remember things incorrectly, can not recall things 
that they know they should know, or sometimes 
completely forget things without even knowing! 

The memorization process of our brain is influenced 
by the state of our body and is also closely connected 
to perception and emotions. Events that made us 
especially sad or happy are usually sharply engraved 
in our memory. A friend whom we haven’t seen for 
many years and about whom we may have forgotten 
in our daily lives can suddenly appear in a dream. 
Memory is certainly a happening of the past, but the 
mysterious part of it is that memory has a constant 
presence in our present. 
     The information stored in our brain aids our 
imagination and is represented as various images. 
Memory is these living images, which change their 
appearance over time, and these images are the 
core of artistic creation. Memory exists not only for 
the purpose of the correct recollection of things. 
Conducting a dialogue with the past and gazing at 
the present, we create a new form to pass on to the 
future, and that is the power of creation. 

�� 港 千尋｜Chihiro Minato

Board with letter press forms, this work passes on the 
first Asian letterpress printing image to the present. 
Chihiro Minato “The Mothers of the Characters” Exhibition (Taipei, 2010)

Graffiti Realms of artistic self-expression have gone beyond art museums and galleries and can now be found 
in cyberspace as well as in the everyday city environment. Graffiti has grown into an art movement which crosses 
national borders and has become a part of the memory landscape of the modern city. |  Photographed by Chihiro Minato

Early period metal letterpress blocks preserved at The National Printing House In Paris 
The invention of letterpress printing by Gutenberg made large-scale reproduction of text information possible and built a 
foundation for modern society. | Photographed by Chihiro Minato
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Colors on Polaroid carry unique nostalgia. Media form is also a part of memory. 
Chihiro Minato “The Memory of Journey, Memory Palette” (2012)
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Art of the Post-Information Era
The information century is over. 
     More than 60 years have passed since the debut 
of the world’s first large-size, general-purpose digital 
computer, ENIAC, that was heralded as a “Giant 
Brain.” With the introduction of the personal 
computer, the spread of the internet, and the rise of 
search engines and online shopping sites, the second 
half of the 20th century was indeed the century of 
information. And then, we entered the 21st century. 
As the century of information came to its end, so did 
the digital revolution, and we witnessed the transition 
to the post-information society era. 
     The key phrase of the era of information was 
“Move bits, not atoms.” However, these days various 
devices are connected to computers, and computers 
have a ubiquitous presence in our environment. 
The art of the 21st century's post-information era 
combines the virtual world of information, images, 
and sounds with the physical world of materials 
and organic life; these worlds are compounded into 
new hybrid materials and objects. Because of this 
hybridity, a next generation research and production 

environment becomes essential, where skills related 
to crafting, physical tools and digital devices, 
programming, and the production of image and 
sound, are intertwined with culture.
     From time immemorial, bits and atoms have 
intermingled within life and the body. DNA is 
not only the source of life, but also ever-changing 
digital information media at the same time; the 
human brain is an advanced information processing 
apparatus responsible for consciousness and emotions 
and, at the same time, just a mass of protein. Like the 
brain, which can not exist without its physical body, 
the bit can not exist without the atom. BioArt, which 
deals with life, the brain, and the physical body, is 
an important key to the art of the post-information 
age. The most recent ultra-high speed single-molecule 
DNA sequencer can read a hundred billion bases (100 

gigabases) per hour, which means it can decipher a 
diploid human genome of 6 billion bases (6 gigabases) 

in a mere 4 minutes. BioMedia is the new media of 
the 21st century. 

�	 久保田 晃弘｜Akihiro Kubota

CG artwork by Daizaburo Harada (1993)
from “The Universe Within II / Human Body 2 / Brain and Heart,” 
NHK Special (NHK Documentary) 

Stelarc,  “Ear on Arm”
An artist who attempts to integrate technology with the creation 
of a new human body
>>http://www.stelarc.va.com.au/earonarm/index.html

“Pureφ-Abstract Painterly Interface” Akihiro Kubota 
(2008) Using optical flow as an interface, artificial perception 
(computer vision) is connected with human’s direct perception. 
From November 1st, 2008, till February 8th, 2009,  the exhibition 
“minimum interface” was held at the Yamaguchi Center for Arts 
and Media [YCAM]. This piece was produced and published as a 
work commissioned by YCAM. >>http://minimum.ycam.jp

Visual Complexity / 
Mapping Patterns of 
Information (published by 
BNN) by Manuel Lima
Translated by Izumi Oku, 
Edited by Akihiro Kubota

iGEM Based on the idea of manipulating DNA in parts as if 
it were Lego bricks (a new process called “BioBricks”), and 
using the Registry of Standard Biological Parts, iGEM (The 
International Genetically Engineered Machine competition) – a 
world competition of synthetic biology also called “BioRobocon” 
– has been held since 2003. In 2008, this competition attracted 
a lot of media and corporate attention with 84 teams from 21 
countries and more than 800 participants.
>>http://igem.org/Main_Page

 Japanese Society 
for Cell Synthesis 
Research 2.0 
This symposium was held 
at the University of Tokyo 
Faculty of Medicinein 2009, 
from October 1st to the 
3rd. Developments made in 
modern synthetic biology, 
as opposed to the collage-
like process in genetic 
modifications, enabled the 
building of cells inside test 
tubes from scratch. Some 
very important questions 
where raised at the 
symposium, such as“when 
creating (biological matter), at 
what point does it become a 
cell?” or even “what is life?” 
These questions received 
constructive reconsideration, 
and they were posed not 
only for the natural sciences, 
but also for the humanities, 
sociology, and art and design. 

“Visible Human Server”Human body transformed into 
digital data, in a way that different sections of the human body 
can be observed. 。>>http://visiblehuman.epfl.ch

The 3D structure of the human genome. The work of 
the Human Genome Project, which focused on deciphering the 
3 billion base pairs (3 gigabases)  of the human genome, was 
completed entirely on April 14th, 2003. Of the 60 trillion cells 
which make up the human body, all of the cells were taken one 
by one, and having confirmed that the unfolded cell's genome 
would be approximately two meters in length, statistically the total 
length would equivalent to traveling 400 round-trip journeys from 
the earth to the sun. This genome structure can be efficiently 
folded into a fractal figure in three-dimensional space using the 
Hilbert curve-alike pattern.
>>http://wiredvision.jp/news/200910/2009101323.htm

Connection Machine CM-2 (1988)Massively parallel computer 
with 65536 processors (Thinking Machines Corporation) 
>>http://www.new-npac.org

The Japanese Society for 
Cell Synthesis Research was 
established in 2006, and 
since then has been active in 
the promotion of diversified 
and integral information 
exchange and discussion 
in the areas of the natural 
sciences, liberal arts, and fine 
arts.  
>>http://www.jscsr.org
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In this piece, the viewer manipulates 
a device which is a conceptual model 
of the solar system, where one can 
switch between the Ptolemaic and 
Copernican theories and view it 
from the respective standpoints. This 
controllable and dynamic viewpoint 
allows for a special “power” that can 
only be achieved with a telescope, 
pen, paper and the imagination of 
observers on a fixed point. Such 
an act of  redefining the center 
of the world can only be a truly 
dynamic and exciting action on the 
conceptual level. This workpiece was 
named “A plaything” because of its 
dynamic, playful quality. 

T he Realm o f  Me d i a  Ar t
メディア芸術の領域  

A plaything for the great observers at rest  Norimichi Hirakawa 2007 
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Picture Planet – World of Image 
��
 港 千尋｜Chihiro Minato

There is no other time in the history where humans 
would have been surrounded by such a great number 
of images. It has been 170 years since photography 
came into existence and 120 years since the first films 
were created, but right now smart phones and tablets 
are making it possible to carry around an incredible 
amount of images - something that no one could 
have ever experienced before. The earth has become a 
“picture planet,” meaning a planet of image creation 
and sharing, which is active 24 hours a day and never 
sleeps. 
     When photography, f ilm, and video were 
invented, highly advanced technology was necessary 
to enable the use of it. The materials for their 
manufacture were expensive, and learning the 
required skill to create works using them was even 
more difficult. A lot of people admired Disney films, 
but the enormous amount of work that brought them 
to completion was beyond imaginable. However, we 
have learned now that with the modern developments 
of multimedia we can not only look at, but also 
produce images relatively easily. From the standpoint 
of art, this means that all such technologies have had 
a “second birth.”
     The first birth was the technological invention. 

As we see from the examples of photography and 
motion pictures, many such inventions were made 
not by field specialists but by amateurs with a great 
passion for the subject. The second birth occurred 
when the respective technologies were used to create 
and leave artistic masterpieces for future generations. 
The important thing about this “second birth” is 
that it is shared beyond the boundaries of one time 
period, and that it can be re-experienced indefinitely 
and eternally. 
     Now, given just one created painting, we can take 
a picture of it, edit it, and create a fine animation 
or documentary. Using an accumulation of taken 
pictures one can add sound and transform it into a 
video, or to re-use and edit video records to create a 
documentary. In this way, we see how the world of 
images has expanded explosively; every day new and 
unique art comes into the world. 
     Two important aspects of this new world are 
the urge to share or express something through the 
image and the power of observation that can bring 
up important issues that are often overlooked in 
everyday life. The tools are all around us.  The “world 
of images” is waiting for new talent full of dreams 
and imagination. 

Clay animation artwork set for the film, “Chicken Run”
Nick Park opened a new era in the world of clay animation, a world where 
figures and objects made of clay move freely in all possible ways. The 
work overflows with the fun of making things and imaginative creativity. 
Photographed by Chihiro Minato

“Video Fish” Nam June Paik  A work of art that is viewed 
while lying on the floor. Paik extended the experience of the 
image into an art space that includes the corporeal aspect of the 
observer. Nam June Paik (1932-2006) was a Korea born modern 
artist, a musician, and a performer. He is also acknowledged as 
a founder of video art. In Japan, his works are preserved at the 
WATARI-UM (The Watari Museum of Contemporary Art), the 
Hara Museum of Contemporary Art, and more. 
Photographed by Chihiro Minato

Times Square in Manhattan, New York City The walls 
of the buildings surrounding the square are all screens. This 
historical site has been turned into an image space. 
Photographed by Chihiro Minato
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Visual Representation 
–Depicting the World, Creating the World

��� 佐々 木 成明｜Naruaki Sasaki

Things, statements, and feelings that can not be 
recorded using words are expressed in paintings. Since 
pre-historic times when our ancestors created wall 
paintings in caves, art has come a long way, ignited 
by the desire of humans to describe and express. The 
depicted world is not limited to the natural world that 
surrounds us. It extends to tales of gods, to internal, 
spiritual worlds of creators themselves, and many 
more.
     Photography, which captures with the eye of a 
mechanical device, and motion picture technology, 
which records movement with elements of sound and 
dramatic art, builds upon previous imagery, drawing 
a curtain to a world that could not be depicted using 
the crafting skills of human hands alone. Visual 
media create a new world and convey messages that 
can not be expressed by spoken or written words. 
     Since the invention of photography approximately 
150 years ago and the following birth of motion 
pictures, our world of perception has been widened 
by visual media. And now, with the use of computers, 

there is yet a new realm of image representation to 
venture into. The creation of wholly separate realities 
with CGI, visual, operable content represented by 
video games.... New art opportunities that we could 
not even imagine within the former conceptual 
frameworks of design and fine arts are hiding within 
visual media. These days a lot of artists and designers 
endeavor to find new methods of expression using 
visual media. 
     Visual media is not just one-way image projection 
like watching TV. It is also an instrument for 
interactive communication. Images not only depict 
and reproduce the world; they also create rich 
connections between human beings and society itself. 
Sending a picture to a friend who is far away and 
sharing one's experience is also one of the roles of 
visual media. Visual media will continue to evolve, 
driven by our desire to express. 

“Shin San Sui” (lit. “Contemporary Mountain-Water 
Landscape,” from Chinese “Shan shui”) Reiko Ogura (Tama 
Art University, Department of Information Design, Art & Media 
Course graduation project artwork, 2011) 
This artwork is a magnificent landscape painting created using 

Cave paintings in the Chauvet Cave of the Ardèche department in the 
south of France. Some of the oldest paintings date back to about 30,000 
years ago. Photography: Chihiro Minato

“Cave of Forgotten Dreams.” A 3D documentary film 
directed by Werner Herzog (2010)

“Allegory of Media Art” Takahiro Tsushima (Tama 
Art University, Department of Information Design, Art & Media Course 
graduation project artwork, 2009) “Jury Selection” recommended artwork 
at the 9th Annual Agency for Cultural Affairs Japan Media Arts Festival 
/ 11th Annual Student CG Contest (Campus Genius Award) Interactive 
Division highest award winner (Campus Genius Award Gold)
Johannes Vermeer’s painting is reproduced in CG, and with the use of 

The Chauvet Cave was discovered in 
southern France in 1994. Its entrance 
was sealed off after being covered by 
a landslide that occurred approximately 
20,000 years ago. As a result, the interior 
was left untouched since the Paleolithic 
era. The cave contains more than 300 
wall paintings, created 32,000 years 
ago. Important relics and fossil remains 
were also found in the cave along with 
the paintings. Once filming inside the 
cave was permitted, the oldest known 
paintings in the world were visualised 
using the newest 3D camera technology. 

a stereoscope the viewer experiences three-dimensional vision. On top 
of that, by horizontally rotating the image on a transverse plane, one is 
able to “enter” the room represented in the image. While throwing the 
spectator back in time on the scale of media art history, the work points 
at the fictional “other side of the canvas” and provides a mystical, virtual 
experience of being “inside the painting.” 

the “digital collage” technique to interconnect phonographs of the 
concrete-made papier-mâché “monkey mountains” (saruyama) 
in the zoo. Perhaps this vast landscape image, which gives the 
feeling of not being able to see the opposite side, is close to the 
imaginary dream-world of zoo monkeys.
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“Seika Ryusui Blue and White” (lit. “Flowers and 
Running Water in Blue and White”) by Naruaki Sasaki  
(2010) Japanese Pavilion at Shanghai Expo 2010, INAX 
Corporation’s booth / Visual installation artwork /

“display” Yusuke Tsuchida (2009) An “honorable mention” 
work at the Canon New Cosmos of Photography contest. Taking 
“the light of the present” as a theme, photographs are taken 
in rooms where the models are actually living, using the light of 
personal computers and cell phones. Light from the displays shines 

“Turn the time Chapter of Venezia” Yuu Suzuki 
(Tama Art University, Department of Information Design, Art & 
Media Course graduation project artwork, 2010) 
“Award for Excellence”at the 2010 Asia Digital Art Awards, 
Category B, Moving Images Division

“The Sound of Future SYNC” 
Pappa TARAHUMARA (2002) 
Directed by Hiroshi Koike 　
Visuals by Naruaki Sasaki 　
LED screen by Hiroyuki Moriwaki 
Photography by Sakae Oguma

The work is a projection on a gigantic (36m in circumference) 
dome of high-precision seika porcelain work made of ceramic 
tiles (seika is a blue and white pattern style in ceramics that 
was introduced to Japan through Imari and Seto, coming from 
Jingdezhen, China) 

directly on the model while dimly  illuminating the interior of the 
room. The white light focuses on a singular person in the middle 
of the night, who is in turn communicating with a presumed other, 
also facing that very light. 

Prizewinner at the ASK? Film Festival 2011
Selected work at ASIAGRAPH 2011, Third Division
Full CG animation work that shows the past, present, and future 
appearance of Venice, Italy, which is gradually submerged in 
water, in the form of poetry in motion. 
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CGI –World Depicted by Computer
��� 原田 大三郎｜Daizaburo Harada

Our life today can not be described without the 
context of computer technology. With the vast 
expansion of the internet, mobile phones, and other 
various developments, we are closely connected to 
computers. The same thing can be said about the area 
of artistic expression. There are plenty of artists who 
create their works not with paints and paintbrushes 
but with keyboards and mice in front of their 
computers instead. Alongside this wave of change is 
the tendency to use visual and graphic expressions 
that are attached to a keyword that is so often 
repeated these days - “digital.”  
     Especially in the world of the image, we now 
have digital movie cameras that can record in RAW 
data formats, such as 4K, which exceed Hi-Vision 
(High Definition television), and color grading systems 
that “develop” digital RAW data. We have non-linear 
editing systems that analyze live-shot imagery and 
extract camera or character movements and combine 
them with CG. We have RAID disk systems that 
enable the high-speed replay of non-compressed 
video data. A new world of visual expression that is 
completely different from what came before it was 
born because of the introduction of computers.  
     The world is being “rasterized;”the real (analog) 

world is being run through the matrix-shaped filter 
that we call "digitalization....” We humans perceive 
reality by processing all external information in our 
brain as we go. A process identical to such behavior 
can also be performed through digitalized operations. 

Digital terrestrial television broadcasting (known as “Hi-

Vision” in Japan), which started in July, 2011 (in Japan), 
has 2,073,600 pixels. Artists now manipulate their 
original concepts and techniques in a world made of 
pixels and reconstruct it into a new (digital) world.
   From the heaving sea of pixels and through the 
expressions of artists, new works are born left and 
right before our eyes. Sometimes it is a beautiful 
scene of nature, sometimes a film made with the 
most recent VFX technologies, and sometimes it is a 
documentary that utilizes a high quality medium.
     The CGI (Computer Generated Image) field, which 
is an area of new digital imagery expression created 
by computers, is still in a state of development. In 
fact, the number of pixels in Hi-Vision is not enough. 
It is impossible to fully reveal the analog reality with 
a set number of pixels. Most likely, by the time you 
graduate from university and become a working 
member of society, the previously mentioned 4K and 
8K high resolution image formats that are superior to 
Hi-Vision, which we currently call “high-quality,”  will 
be quite common in the world of image production. 
And those images, perhaps, will be projected with 
high-resolution vividness using cutting-edge, large-
screen organic EL flat displays. These images will be 
the first gigantic light-emitting images seen by the 
human eye. After reaching that point, it will probably 
become necessary to develop a new way of sensation 
and new concepts of projection.

*1.4 K, 8K
4K is a general term for a video format with a screen resolution of about 
4000 horizontal by 2000 vertical pixels. 8K resolution (super high vision 
and others) have 4 times more pixels than 4K, and 16 times more than the 
number of pixels of “regular”HDTV. (Reference: Wikipedia)

*2.RAW data 
When working, for example, with digital cameras, it means “unfinished” 
image data. “Raw” also conveys the meaning of “nama” (“生” in Japanese 
has varied definitions, including fresh, straight, “ live”or living, and “raw” in 
the English sense) or“unprocessed.”(Reference: Wikipedia)

*3.Color grading system
The process of color grading in the context of video image editing means 
altering colours, for example, digitally, before the showing of the work. This 
process makes possible motion picture production that exploits a wide 
range of digital equipment and does not use analog equipment entirely. 

“Swallowtail Butterfly,” CG work by Daizaburo Harada (1996) 
Film director: Shunji Iwai

*4. Non-linear
A non-linear method of image editing using a computer. It was developed 
in the 1990s and spread very quickly alongside computers. 

*5. RAID disk system (Redundant Array of Independent Disks equipment)
A system that combines multiple disk drive components and is accessed 
by the operating system as a single virtual hard disk. It is a technology that 
improves redundancy in data storage. 
 
*6. Organic EL flat display
Organic light-emitting diodes (OELD) use the physical phenomenon 
of organic electroluminescence and light emission.Products made of 
light emitting polymers (LEP) are anticipated as technologies for new 
generation displays. Organic EL displays are thin because they emit light 
themselves, and operate with low electricity consumption. (Reference: 
Wikipedia)

Shooting with the RED EPIC 5K RAW digital cinema camera makes 
possible the capturing of the smallest details, exceeding the capability of 
traditional 35mm formats. 
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“Notation of Rotating Earth - 
Gaia” Takashi Ohashi
(Tama Art University, Department of 
Information Design, Art & Media Course 
graduation project artwork, 2009) 
Finalist prize at the 2009 Asia Digital 
Art Awards, Category B, Moving Images 
Division / Award for excellence at THE SIX 
'09 Web Competition, exhibition display; 
included in the “100 Filmmakers Selection” 
2011.

“Inanimates” Ayako Makino
(Tama Art University, Department of 
Information Design, Art & Media Course 
graduation project artwork, 2011) 
A hybrid work with mixed 3D CG and 
hand-drawn animation, elucidating an irony 
created by the relations between organic 
matter and inorganic substance in a world 
of coexisting humans and robots. The work 
leaves a strong impression on the viewer 
with its peculiar style. 

“Evolution” Kouki Okuyama
(Tama Art University, Department of Information Design, Art & Media 
Course graduation project artwork, 2011)
3DCG work giving expression to the comparison between the evolution 

“Theory Of Surrender” Wakiko Mishina
(Tama Art University, Department of Information Design, Art & 
Media Course graduation project artwork, 2009) 
Five interrelated short animation works use a theme based on 
the Japanese term“ahou”（阿呆） (“ahou”can represent various 

meanings. It’s most common usage is in describing a “fool”or an 
“idiot,” but in an abstract sense could be defined as “idiocity” or 
“absurdity.” Both music and animation are made solely by author. 
The language, characters, and color expression in this project are 
both unique and fascinating.

of living creatures and the evolution of mechanical structures. One can 
feel the stylish concept that the author had in mind when constructing the 
world through the specific color tones that dominate the frame structure . 
The modelling is done carefully, down to the smallest details. 
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Manga and Anime – Japanese Emblems
���

Japanese “emakimono” (handscrolls) represent legendary 
tales and scenes in simple ink drawings  reciprocally 
on rectangular screens made of paper or silk, which 
are then connected to each other horizontally to 
form very long scrolls. Some picture scrolls only have 
a single painting on them, while other scrolls like the 
“Kegon-shu Soshi Eden” (scrolls of pictorial biographies of the 

founders of the Kegon Sect),  contain beside the pictorial 
narratives “spoken lines”that resemble speech 
balloons beside characters in manga comics. Among 
the distinctive features of the drawing techniques of 
emakimono is the “Ijidozuho,” a compositional method 
used to show successive events in a single picture. The 
same characters reappear in the paintings multiple 
times, and between those appearances the passage 
of time is indicated. Emakimono, which are viewed 
not on walls but by being unrolled on the table, 
show unfolding events in front of the viewer while 
the viewer is still engaged in the previous scene. By 
placing the images horizontally one after another, 
emakimono allows for unlimited and detailed story-
telling. The composition of these scrolls can be called 
equivalents of modern manga comics’ composition. 
     “Ukiyo-e,” which were produced during the Edo 
period, are represented mostly by color woodblock 
prints called “nishiki-e.” Ukiyo-e, just like manga, were 
a medium for this replication-using art form. 
During the same Edo period, kabuki, the dramatic 
art, was perfected and gave popularity to a phrase
“mie-o kiru” (“to strike a f lamboyant pose”). In that 
expression “mie” means reaching the climactic point 

of a rising emotional state and action and is a part 
of kabuki pantomime. The pose is performed by 
suddenly halting all movement for a moment and 
giving a wide-eyed stare while standing motionless. 
A lot of nishiki-e had kabuki actors performing such 
striking poses as objects of their painting. Making 
such a pose is also a technique to create a still image 
on the stage, which can again be called a prototype of 
expression in modern Japan’s manga. 
     Roland Barthes gave Japan the name “the Empire 
of Signs,”* and in the foundation of this aspect of 
Japanese culture lies hidden the philosophy of 
animism, beliefs in spirits that dwell everywhere 
around us which are worshipped as the “Yaoyorozu-no 

Kami-gami” (“all the deiteies”). Animism’s beliefs, which 
assume that souls and spirits are not only present 
in the world of the living, but also travel back and 
forth between this world and the world of dead, 
have greatly influenced Japanese paintings, literature, 
and other arts in Japan. When the iconic Japanese 
television anime “Tetsuwan Atomu” (the Japanese name 

“Tetsuwan Atomu,” lit. “ Iron Arm Atom,” is perhaps better 

known in English by the name “Astro Boy”) f irst came 
out,  people were calling anime a “TV manga”. Anime 
were perceived as moving manga. And considering 
anime and manga’s affection for incorporation of 
puppets these days, Japanese media art is nothing 
but the extension of Japan’s unique history of visual 
art, with its foundation in animistic beliefs, that has 
accumulated layer after layer over time to the present. 

*“Empire of Signs” (“L’Empire des signes”)
Roland Barthes (1915–1980) was a French critic. Influenced by such 
figures as Ferdinand de Saussure and Jean-Paul Sartre, he established 
an original ideological view on “écriture” (fr. for “writing,” a representation 
of language in a textual medium through the use of a set of signs 
and symbols). His activity ranged widely, and is represented in such 
works as “Mythologies,” “The Fashion System,” (“Système de la mode”) 
where dressing fashion is addressed, or his posthumously published 
work “Camera Lucida” (“La Chambre claire”), wherein he discussed 
photography using the concept of “punctum,” a term he coined. In his work 
“Empire of Signs” (1970), which introduces an original take on Japanology, 
Barthes talks about his impression of Japan from the semiotical viewpoint, 
arguing that, in contrast to the “empire of asserted significance” which 
was how he saw Western Europe, Japan is the “empire of simple signs 
(symbols).” (Reference: Wikipedia)

a. “Holiday” Ryo Hirano  (Tama Art University, Department 
of Information Design, Art & Media Course graduation project 
animation work, 2010) 

b.“Eyes>” Hirotaka Tanaka  (Tama Art University, 
Department of Information Design, Art & Media Course 
graduation project work, 2008). An installation work showing 
the author’s take on eroticism of female high-school students. 
Bold compositions and vibrant colors give the viewer a pleasant 
feeling. The work is notable for its choice of paper and original 
defocused manner of expression, as well as an exploration of the 
potentials of ink-jet printing. 
 
c.. “Kegon-shu Soshi Eden” (lit. “Biography of Kegon 
Sect Founders told in pictures”) Author unknown 
(1220s)
A picture scroll portraying the lives of the founders of the Kegon 
sect in Silla (ancient Korean kingdom), Uisang, and Wonhyo. Just 
like in modern manga’s speech balloons, the dialogues between 
the characters on the scroll are expressed through written 
speech lines. (property of Kōzan-ji).

d.“Takiyasha the Witch and the Skeleton Specter” 
(“Soma-no Furudairi”)  (1830-1844)
Kuniyoshi  Utagawa 
Image illustrating the battle between monstrous gashadokuro (a 
Japanese type of evil ghost), summoned by princess Takiyasha, 
and a hero called Oyataro Mitsukuni. 

“Chōjū-giga” (lit.“Animal Caricatures”) Monochrome 
ink-painted paper emakimono (set of picture scrolls) of Kōzan-
ji (Toganōsan Kōsan-ji, Buddhist temple) Ukyō Ward of Kyoto. 
It is believed to have been produced between the 12th and 
13th centuries (from the Heian period to the beginning of the 
Kamakura period). It is an elucidation of social conditions of the 
time through caricatural representation of animals and humans, 
and the first volume, depicting personified rabbits, frogs, and 
monkeys, is particularly famous. On one part of the scroll one 
can see the use of techniques giving effects resembling ones in 
modern manga, for which these scrolls are also called “the oldest 
manga in Japan.” 

a

b

c

d

佐々 木 成明｜Naruaki Sasaki

���

��

�

��

��

��

��

�	

�


��

��

��

�

�


��

��

�

��

��

��

��

�	

�


��

��

���



　　　　　　　　

　　　　　　　　
　 34｜ 35

The M
edia A

rt Era
>

The R
ealm

 of M
edia A

rt
Perception and R

epresentation
The Present of Inform

ation and A
rt

Software Art / Application Design
�� 久保田 晃弘｜Akihiro Kubota

The term “sof tware art” was def ined at  the 
“transmediale.01 DIY [do it yourself !]” media art 
festival in Berlin in 2001 as “an algorithmic*1 software 
written by an artist which is not just a functional tool 
but an artistic creation itself.” Through the website 
of Alexei Shulgin*2 (>>http://easylife.org), who along 
with JODI has been at the frontier of the world’s 
internet and browser art, as well as form art (>>http://

www.c3.hu/collection/form/) which uses HTML forms, 
one can access the portal site runme.org (>>http://

runme.org), a site dedicated to software art (refer to this 

textbook’s chapter “Media Art”) To better understand, 
I would like the reader to refer to the “keywords” 
section in the head menu of this site (>>http://runme.

org/keywords/). There you can see words like “love” 
or “psychedelic” are in harmony alongside such 
computer terms as “POSIX” and “PHP.” Just by 
looking at that list of words and terms one can feel 
that, for an artist, technologies are no longer mere 
tools or objects for collaboration, but that each of 
them is a material for artistic expression of itself and 
an area for investigation. 
     Software computer and internet technologies, 
programming languages, and codes are more than 
tools for the creation of something else. They are 
both creative material and a source of inspiration. A 
creator is full of desire to investigate the nature of 
the technology and explore it through and through. 
In the world of technology, when technology makes 
something more convenient it also has the equivalent 
potential to make something more dangerous. 
Technology that offers convenience but is not 
dangerous simply does not exist, and the technology 
which does not pose any danger has no use. A perfect 
example of that can be seen in copying technologies 
that are deeply related to the problems with the 

copyright of digital information.    
     In 2008, together with the release of Apple’
s iPhone 3G, Apple’s “AppStore” was opened. 
AppStore is not just for selling applications, it enables 
anyone who has the appropriate environment to 
develop and distribute applications. And an iPhone 
smartphone, in addition to the telephone function, 
can be used as an iPod for listening to music, for 
taking pictures, connecting to the internet, and 
moreover, as a platform for various applications 
– just like a personal computer. The applications 
released through the AppStore are distributed and 
sold throughout the world, and as of May, 2012, the 
total number of apps is approximately 600,000. The 
number of app downloads as of March, 2012, exceeds 
25 billion. The distribution of applications is also 
extended from the AppStore to the iTunesStore, and 
they can be purchased there just like any music track. 
     Music media has always been ahead of other 
media in the development and implementation of 
the technologies of the next generation: going mobile 
with the release of Sony’s Walkman*3 in 1979, going 
digital in the 1980s with the birth of the CD, starting 
online distribution with the spread of the MP3 format 
and file sharing using P2P software such as “Napster,” 
and finally, with the release of iPod and iTunes. Since 
the emergence of the AppStore, the distribution of 
music is shifting towards application rather than 
data distribution. In other words, music has its own 
algorithm, and the next step of its development is 
none other than becoming an autonomous form 
connected to various sensors and networks. When the 
first generation Mac was developed, Steve Jobs*4 said: 
“Real Artists Ship.” And now, we say: “Real Artists 
Distribute”. 

  “SimpleDotBrowser.app™”Super-large data visualization 
software developed by Akihiro Kubota and Norimichi Hirakawa, 
which enables a sweeping glance at an entire data set of 1 Giga (1 
billion) units by rasterizing (pixelizing) it. It can import image files 
with up to 6 billion pixels at a time, which is twice as much as the 
number of bases in the human genome, and display them with a 
real-time scrolling effect

*1.Algorithmic (algorithm)
An a lgor i thm is  a  s tep-by-step descr ibed procedure for  the 
accomplishment of a specific task. There is no fixed form for writing 
an algorithm, and there are various types of them, from everyday life 
procedures like food recipes and furniture assembling instructions to 
computer calculations. (Reference: Wikipedia)

*2 Alexei Shulgin
A Russian born contemporary artist, musician, and online curator. Pioneer 
of internet and software art most known for his artworks that use internet 
as media which connect everyday life and art. 
Reference: 
>>http://readme.runme.org
>>http://www.ntticc.or.jp/Archive/2005/art_meets_media/Talk/talk03_
j.html

The beginning of software art, 
“Nato.0+55+3d” Netochka Nezvanova 
(1999–2000) Operated inside the Max/MSP 
framework, this work sharply criticizes copyright 
and expression problems by enabling the 
creation and distribution of objects. 

*3.WALKMAN
Portable audio cassette player released for sale by Sony on July 1st, 1979. 
Enabling people to listen to music at any place and any time made it a 
media landmark and a world-wide hit product. (Reference: Wikipedia)

*4.Steve Jobs
One of the founders of Apple Inc., a company which developed the 
world's first commercially successful personal computer. Hhis charismatic 
personality also drew a large amount of attention via his words and actions. 
(Reference: Wikipedia)
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a.“VP3L” Satoru Higa (2006-) A visual programming language for real time 
music manipulation based on the idea of three dimensional space. 
Photographed by Keizo Kioku (ICC Open Space 2008) 
 “VP3L” (Visual Programming for 3D Language)
>>http://www.ntticc.or.jp/Archive/2008/Openspace2008/Works/VP3L_j.html

scopic measure #05 Satoru Higa “VP3L” 
>>http://re-marks.ycam.jp/2007/scopic-measure-5/

b.“Bloom”
An iPhone application developed by Brian Eno and 
Peter Chilvers and released in 2008. As you launch 
the application a monotonous accompaniment starts 
flowing and sound is produced together with ripples 
that appear with each tap of the screen.
 
c.“RjDj”（2008–） 
An iPhone application that generates sounds and 
melodies through an algorithmic process using values 
from the microphone and other iPhone sensors. In 
addition to the standard “melody,” there is also a 
program function called “scene,” which enables the 
additional use of various algorithms. 

d.“Rappumushi” (lit. “Rap Bug”) 
The biggest hit work in the “Rizumushi”series 
(“Rizumushi” is a made-up word that can be literally 
translated as “Rythm Bug,” based on the combination 
of the words “rizumu”- rhythm, and “mushi” - bug, 
or insect) by Tsubasa Naruse. One can enjoy self-
produced rap music by just tapping on the buttons that 
play rap-style recorded words like “I,” “sing,” “music,” 
etc., and combine those with the rhythm loops. The 
application has more than 1 million downloads.    

An iphone application that generates music using the data 
collected from the satellite-through-satellite API.

In 2008, the Tama Art University Art & Media 
Course launched a PBL (problem-based learning) 
course 
   “iTamabi: iPhone application development 
project” which was made available for all Tama 
Art University students. An open source tool kit 
for creative coding“openFrameworks”( >>http://

www.openframeworks.cc) is used for application 
development. The aim of the class is be expressed 
using the motto: “With iPhone in hand as your 
new canvas, make your debut in the world,” - 
meaning the goal of the course is to intersect 
the worlds of  programming, f ine arts and 
contemporary art, and design. The 2012 course  
was connected with the Art and Satellite Project 
and focused on collecting data from the project 
satellite and aimed to develop an application for 
iPhone that would be connected to the universe. 

“tamabi.tv: application channel”
>>http://tamabi.tv/app/
One can enjoy numerous original and simple applications 
created by art students. 

iTamabi

a

b

c

d
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*1.3D Printer
As opposed to printers that print on flat and even paper surfaces, 
3D printer creates three-dimensional objects using 3DCAD and 
3DCG data (through a sequential layering process called additive 
manufacturing). 

*2.Laser cutter
A machine tool developed for carrying out machine work 
(engraving, cutting, marking processing) that could not be done 
with existing cutting and trimming instruments but became 
possible with the use of laser light for trimming and cut 
processing. (Reference: Wikipedia)

*3.Digital sewing machine
Functions only as a regular sewing machine, but can be 
connected to a computer, enabling the embroidering of self-
designed, original patterns.

Digital Fabrication 
�� 久保田 晃弘｜Akihiro Kubota

Production processes that use 3D printers*1, laser 
cutters*2, digital sewing machines*3 and other data-
materializing personal digital machine tools – digital 
fabrication – is widening the borders of artistic 
production. Just a little over 10 years ago, 3D printers 
that could process CG, CAD and other 3D data 
into an output of real-material objects cost tens 
of millions of yen for one machine. But in 2009 a 
Brooklyn, New York, based company released the 
MakerBot CupCake CNC kit at the price of 750 U.S. 
dollars, an event that started the era of individually-
owned personal 3D printers. 3D printing can be 
called a second digital revolution. It creates an output 
in a three-dimensional material space, transforming 
information into real matter and taking a step beyond 
the two-dimensional visual worlds of screen and 
print that we are used to working with on standard 
displays. 

a.Tamabi Hacker Space Established in April 2010, it is an 
open production space for everyday creative activity, based on 
“freedom” and “volition,” characteristics of the hacker’s spirit. 
Also called the  “super-art” room,the space is equipped for digital 
fabrication with CNC CupCake, Thing-O-Matic, Up!, CraftRobo, 
Janome Memory, and Craft 200E. There is also equipment for 
biomedia art, such as water tanks and hydroponics equipment. 
>>http://hackerspaces.org/wiki/

a

“FORM+CODE in Design, Art, and Architecture” 
/Casey Reas, Chandler McWilliams, LUST/ 
Translation: Masateru Yoshimura/Translation 
supervisor: Akihiro Kubota (2011)
From 1960s’ computer art to the 
digital fabrication of today, from 
drawing to artificial life, this book 
includes various examples that 
go beyond the time frames and 
areas described in this textbook 
and offer an abundant number 
of forms of expression waiting 
to be explored. 
>>http://www.bnn.co.jp/
support/formandcode/

d

c

construction. The high-precision algorithmic moulding ability 
enabled by 3D printers has the power to overturn established 
ideas of scale. 
>>http://mmozolewska.com/pages/ornamentstrukturalny.html

d.“astro ornament”Born from the NASA hackathon held 
on April 21–22, 2012, “astro ornament” is an application and 
fabrication service that creates ornaments “for you only.” . One 
can access planets’ coordinates for any arbitrary day and time 
using NASA’s database, and based on their positions, various 
rings of cross-sectional shapes are created. The created shapes 
can then be shared on the web or printed out on a 3D printer and 
actually used as shape-memory accessories. The programming 
code for the application that makes the rings is also open source. 
>>http://www.idd.tamabi.ac.jp/art/artsat/isac/

b

b. Industrial-Waste Summit The 1st Industrial-Waste 
Summit was held atTama Art University’s Kaminoge Campus 
on September, 23rd, 2011, from the initiative of Nakadai Inc.’s 
“Recycle Center for Industrial Waste” in collaboration with Tama 
Art University. The event included designers, architects, artists, 
and students as participants, and used 10 tons of industrial 
waste as material to create new products. There are plenty of 
new opportunities in the combination of digital fabrication, which 
makes customization so simple, and social materials that become 
a common property of society through recycling.

c.“Struktural Ornament” Michael Piasecki, 
Malgorzata Mozolewska (2010) Chair with mesh density 
controlled by load distribution. If you look from a distance it looks 
like a chair, but if you look closely it looks more like a gigantic 
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CupcakeCNC Released for sale by MakerBot Industries in March, 2009. The 
Cupcake CNC’s outside dimensions are 350mm × 240mm×450mm, and the 
size of the usable build area is 100mm × 100mm × 130mm (L/W/H). The price for 
the basic kit was 750 U.S. dollars. A motto of the early period digital revolution 
that took place in the 1990s was “Move bits (information), not atoms (physical 
substance).” Chris Anderson declared in Wired magazine (2010, February issue): 
“In the next industrial revolution, atoms are the new bits,” but the second digital 
revolution that we are witnessing today has an “atom vs. bit” structural relation; 
what we are witnessing now is an era when an atom (form) and a bit (code) are 
unified to become a “hybrid.”
>>http://www.wired.com/magazine/2010/01/ff_newrevolution

e

f

e. “Arecibo Object” Akihiro Kubota A solid object 
made of the Arecibo message (information) consisting of 23×
73=1679 binary digits (bits) that was broadcasted into space a 
single time using the Arecibo radio telescope in Puerto Rico on 
November 16th, 1974. It is a sculpture-message made for aliens, 
that includes the numbers from one (1) to ten (10), the atomic 
numbers of the elements hydrogen, carbon, nitrogen, oxygen, and 
phosphorus (which make up deoxyribonucleic acid, or DNA), the 
formulas for the sugars and bases in the nucleotides of DNA, a 
graphic image of the double helix structure of DNA, a graphic 
figure of a human and  the dimensions (physical height) of an 

average man, the human population of Earth, a graphic of the 
Solar System, a graphic of the Arecibo radio telescope and the 
dimensions (the physical diameter) of the transmitting parabolic 
antenna dish. 
Collaboration: INCS Inc. 

f.“Geiger Object” Akihiro Kubota (111002-125331-
150651, Fuchu) The materialization of the 8000 seconds long 
environmental radiation data measured at Fuchu Art Museum 
Open Studio on October 2nd, 2011 at 12:53:31 in the afternoon. 
Collaboration: INCS Inc. 
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Satellite Art
��� 久保田 晃弘｜Akihiro Kubota

Art and space have held a deep connection with one 
another for a very long time. Back in Ancient Greece, 
Pythagoras*1 claimed that planets emit a particular 
sound as they revolve around the Sun, and that the 
whole solar system is playing chords. From the end of 
the 16th through the first half of the 17th century, as-
tronomer Johannes Kepler*2 led an investigation into 
the order of space from a mathematical perspective, 
while at the same time trying to explain the structure 
of the universe and its connection with music. 
     In the 20th century, Tsiolkovsky*3 suggested that it 
was possible to create an artificial body that would go 
around the Earth in its orbit driven by inertial force, 
and on October 4th, 1957, the Soviet Union launched 
the world's first artificial satellite “Sputnik 1.” That 
event had a great impact not only on the U.S.A., but 
also on many other countries, including Japan, to 
the point that the event was even referred to as the 
“sputnik crisis.” The meaning and the implications of 
that event in the context of the art world were widely 
debated at the time. (For example, in the 1958 February 

issue of SHINCHO ART magazine there was an article ti-

tled “Another change in Avant-garde Art – Arts and the Era 

of Space.”) 
     Since Sputnik’s launch, we have witnessed the 
progress of the Apollo program landing a man on the 
moon, the development of space shuttles and inter-
national space stations, and the recent “Hayabusa” 
*4 “boom” in Japan. All of these events have caused 
an increased interest in space and satellites while rais-
ing humanity’s hopes for, and admiration of, space; 
such events, accompanied by our dreams and a sense 
of mystery, are an inexhaustible source of wonder. 
In the art world, there are emerging projects like the 
open space art community “beyond” (>>http://beyond-

spaceart.net), represented by Professor Takuro Osaka 
of the University of Tsukuba. Its activities are aimed 
at defining the “art of space,” which itself is derived 

from the ability of humans to look at Earth from be-
yond. 
     With such developments in the background, 
the 2010 “ARTSAT: Art and Satellite Project” was 
launched, with Akihiro Kubota (Department of Informa-

tion Design, Art and Media Course, Tama Art University) 
as a project leader. This project views the satellite or-
biting earth as a “medium that connects everyday life 
on the surface of the earth to the universe,” and has 
resulted in the creation and further development of 
a variety of works, such as sound art and interactive 
media art works. The goal of the project is to trans-
form a satellite from being highly professional to an 
everyday life medium by making it a part of an open 
and social environment, and to create and transmit to 
society concrete examples of the interconnection of 
space science and technology with art and design.
     The ARTSAT project is carried out in a collabo-
rative effort of over 70 members from Tama Art 
University and The University of Tokyo. The latter 
team developed a specialized “art satellite” for artistic 
purposes, while the team from Tama Art University is 
in charge of producing works based on data from the 
satellite, operating a ground station, and distributing 
data. The teams of both universities are composed 
of interdisciplinary members, going far beyond the 
frames of a single department, graduate school, or 
grade range. In addition to that, at Tama Art Univer-
sity, the mission of making satellite art a part of art 
universities’culture is carried out through the PBL 
(problem-based learning course) discipline.  
     In December of 2011, the “ARTSAT1: INVADER”*5, 
the world’s first satellite developed by the “ARTSAT: 
Art and Satellite Project,” was selected for a piggyback 
payload on the Japan Aerospace Exploration Agency’s 
( JAXA) H-IIA rocket scheduled to be launched in 
February, 2014. This world-first art satellite “IN-
VADER” is a standard 1U CubeSat ultra-small satellite 

*1.Pythagoras
Philosopher and mathematician in Ancient Greece, best known 
for the Pythagorean theorem. He is also considered a pioneer of 
the “science of music” because he was the first known person 
to try a scientific approach in the exploration of sound. He was 
the author of the theory that “musical intervals can be expressed 
as number ratios.” (Reference: Wikipedia)

“Mysterium Cosmographicum” (lit. The 
Cosmographic Mystery”) 
Johannes Kepler (1596)

Sputnik 1 World’s first artificial Earth satellite, launched by the Soviet Union on 
October 4th, 1957. Sputnik 1 was an aluminum sphere with a 58cm diameter and 
weighed 83.6kg. The word “sputnik” means “satellite” in Russian (an additional 
homonym of this word in Russian means “companion” or “fellow traveller”). The 
satellite had a one-watt radio-transmitting unit that worked on two frequencies, 
20.005 and 40.002MHz, which transmitted signals containing temperature 
information in 0.3-second pulses. It travelled around the earth in an elliptical orbit 
in a period of 92.2 minutes, with an apogee of approximately 950km, at 65.1 
degrees of orbital inclination. 

White navigation marker placed on the 
surface of the asteroid Itokawa and 
the shadow of Hayabusa. 
Image Credit: JAXA

*2.Johannes Kepler
German astronomer. He is well known for the proposition of  
“Kepler’s laws of planetary motion” that describe the laws of 
orbital motion of the planets. Kepler is considered to be the 
forefather of later astrophysicists because he was the first 
to theoretically explain the motion of astronomical bodies (a 
fundamental break from existing theory was Kepler’s theory that 

the orbits of planets were elliptical rather than circular). Moreover, 
he proposed the structural set called “musica universalis,” or 
“music of the spheres,” suggesting that planets play musical 
scales and chords as they draw their elliptical orbits. (Reference: 
Wikipedia)

*3.Konstantin Tsiolkovsky
Imperial Russian and Soviet rocket scientist, mathematics 
teacher and writer. He was a pioneer of the astronautic theory 
and modern rocket engineering, best known for his research on 
rocket theory, space suits and space walking, artificial satellites, 
multistage rockets, space elevators, and more. 
(Reference: Wikipedia)

Imaginary image of the art satellite “INVADER”
Satellite as a medium connecting the earth to the universe. CG production: Takahiro Tsushima
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with a volume of exactly one liter (10cm3) and 1.5kg 
of mass. CubeSat is the world’s smallest standard of 
miniaturized artificial satellite specifications that were 
adopted as a result of the USSS conference in 1999. 
On June 30th, 2003, XI-IV, designed and produced by 
University of Tokyo students, and CUTE-I by Tokyo 
Institute of Technology students, were among the 
world’s first successfully launched CubeSats. Aiming 
to widen the opportunities of student-made CubeSat, 
the ARTSAT project has been focusing on the design 
and development of “the world’s first art satellite,” the 
main purpose of which is to be used for the creation 
of works of art. If the launch is successful, the satel-
lite is going to spend approximately one year in orbit, 
and during that year various events are scheduled to 
take place. 
     Interactive installations will utilize data from the 
satellite. Furniture and accessories, for example, can 
react to the satellite’s orbital motion and condition, 
music can be produced from its data, and observa-
tions made by the satellite using AR technologies 
(observations that can not be seen by the human eye) are 
shared via SNS – all of these processes give birth to 
interactive communication with the satellite. Just like 
it was with the computer 40 years ago, today ARTSAT 
project efforts are directed at promoting and sharing 
ways to create and use satellites, thereby changing 
the perception of satellites from a “special thing” for 
scientists and experts to a “familiar happening” in the 
everyday life of ordinary people. The motto of the art 
satellite consists of three parts: the satellite “for eve-
ryone,” open to society; the “emotional” satellite that 
has an impact on people's senses and feelings; and the 
“beautiful” satellite designed to have balanced looks 
and functionality. Having moments in our everyday 
lives when we can feel a connection with the universe 
and turn our thoughts to worlds far, far away.... That 
is the rich and fulfilling life that we are working to 
build. 

“ARTSAT Project” >>http://artsat.jp
 ［ARTSAT on Facebook］ >>https://www.facebook.com/artsat

ARTSAT: an exhibition by the art satellite project 
team (26 May 2012 – 3 March 2013)“OPEN SPACE 2012” 
NTT InterCommunication Center [ICC]
Artwork production: Norimichi Hirakawa, Yoshito Ohnishi, Sota Ichikawa | 
Photograph by Hirotaka Hirabayashi
Data provided by The University of Tokyo, Nakasuka Laboratory
>>http://www.ntticc.or.jp/Exhibition/2012/Openspace2012/
index_j.html

Antenna installed on the 
satellite ground station at 
Tama Art University

*4 Hayabusa (lit. “Peregrine Falcon”) 
An asteroid space probe launched on May 9th, 2003, by the ISAS 
(Institute of Space and Astronautical Science, currently a division 
of JAXA - Japan Aerospace Exploration Agency). In the summer 
of 2005 Hayabusa took a sample of material from a small, near-
Earth asteroid named Itokawa, and on June 13th, 2010, after a 
6 billion kilometer journey, re-entered the Earth's atmosphere. 
Hayabusa's feat of landing on the solid surface of an object 
outside Earth's gravitation field and returning with a sample is a 
world first and a splendid achievement. 
(Reference: Wikipedia)

*5. INteractiVe satellite for Art and Design Experimental Research
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Diversification of the 
World of Modern Art – Installations

��� 森脇 裕之｜Hiroyuki Moriwaki

The world of contemporary art is getting more and 
more diversified, and the borders of expression are 
becoming wider and wider. Until the 19th century, it 
was a common understanding among many people 
that the purpose of art was confined to reproducing 
landscapes of the real world as they are. But the order 
dominating pictorial space changed tremendously 
with the arrival of the 20th century. The emergence 
of Picasso’s cubism*1 brought with it a new idea 
that forms can be seen from different perspectives 
simultaneously, and the “rules of perspective” in 
pictorial space, which had been passed down through 
a long tradition since the times of the Renaissance, 
were overthrown. 
     A similar shift occurred with the idea of time 
when Italian futurist painters attempted to bring the 
concept of time into the two-dimensional space of 
their artwork. Futurism*2 sought to add dynamism 
and a kinetic aspect to the pictorial space. Such art 
movements in the beginning of the 20th century 
established the early foundations for art to become an 
important instrument for broadening our perception 
of things, and these movements also continued the 
exploration of the role of art in life. 
     Today, the space of modern art is not only within 
the picture frame. Everyday there are new works 
being created in an unlimited field of imagination, 
works which attempt to explore new dimensions of 
expression and go beyond the common framework of 
the arts. The scene of such free expression, based on 
the attempt to extend the space of experience, came 
to be called an “installation.” Installation is an art 
form that considers space and place as a part of the 
artwork, and makes the viewer experience rather than 

observe. 
     The concept of the installation kept evolving and 
finally broke out of the walls of art museums and 
expanded into open-air space. That resulted in the 
birth of an art form on a global scale, called “earth art 
(or land art)”*3, and the magnitude of its works is truly 
magnificent.  
     The way we perceive art space is changing, from 
a literal definition as an enclosed space, to a broader 
concept of an environment. This in turn leads to 
the expansion of our framework of thought. Along 
with the perception of space, the perception of time 
has also evolved into a number of various concepts. 
This correlates to the emergence of works that 
incorporate “change” and “transformation” as a part 
of the work themselves. The early futuristic approach 
was limited to the idea of “the painting that looks 
like it is moving” until Naum Gabo*4, the Russian 
constructivist*5 sculptor, made a break-through by 
attaching a motor to his sculptures and making 
them actually move. Since that accomplishment, the 
moving sculpture (kinetic art) has been recognized as 
an art form that succeeded in adding a time element 
to a spacial expression. 
     Moreover, contemporary art attempts to grasp 
the concept of non-fixed space and time, which leads 
to some works not being contained by any certain 
fixed shape. Therefore, there are works with a strong 
performance component that focus on the creation 
process or on particular circumstances, and sometimes 
a form created accidentally is left as it is and becomes 
a masterpiece. Such artworks become “one-time” 
experiences that only exist at a certain moment in 
time and space. 

*1.Cubism
Art movement, mainly in painting, pioneered by Pablo Picasso 
and Georges Braque. The characteristic technique of the cubist 
artwork is depicting the subject from multiple viewpoints instead 
of one, and representing that in an abstract form on a single 
image plane. 

*2.Futurism
Avant-garde art movement that originated in Italy in the early 
20th century and quickly grew, extending its influence from the 
fine arts to music, literature, architecture, and other areas. Its 

emphasis on the elements of modern civilization had a great 
impact on the development of contemporary art. 

*3.Land art
A contemporary art genre that works directly with natural 
landscape. One representative artwork is Robert Smithson’s   
“Spiral Jetty.” Created in 1970, it is an earthwork sculpture 
constructed on the lakeshore and appears on its surface as a 
counter-clockwise coil. 

*4.Naum Gabo
Russian artist and participant in the Russian constructivism 
movement since its early period. Member of Abstraction-Creation 
art group. His most famous works include the “Spheric Theme” 
and “Linear Construction in Space No.1 (Variation).” 

“Mirabon” (from Japanese “mira:bo:ru”, mirror 
ball) Kazuna Miyamoto (Tama Art University, Department 
of Information Design, Art & Media Course graduation project 
artwork, 2005) | Photograph by Jun Mitsuhashi

*5.Russian constructivism
An art movement that originated in Russia in the 1910s under 
the influence of the above-mentioned cubism and suprematism. 
It gave birth to artworks of various genres and forms, both two-
dimensional and three-dimensional, and is characterized by 
geometric abstractedness, innovative use of modern materials, 
and symbolism. 

An interactive artwork where one can touch and manipulate 
the mirror ball, filling the installation space with myriads of light 
reflections. 
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“suzukaze”(lit. “cool breeze”) Sainei Fusimi (Tama 
Art University, Department of Information Design, Art & Media 
Course graduation project artwork, 2007)
When one blows on the art object, the pinwheels projected on 
the wall start spinning. The projection is produced by exposing 
real pinwheels placed in boxes to light. The analogue projection, 
being different in quality from digital projections, provides the 
spectator with a refreshing experience. 

“Les Demoiselles d’Avignon” (“The Young Ladies of 
Avignon”) Pablo Picasso (1907) A masterpiece considered 
seminal in the early development of cubism art. This painting put 
a beginning to what was later called “the revolution of cubism.” 

“Komorebi Project” (“Komorebi” - lit. “sunlight 
streaming through the leaves of trees”) 
Takahito Kimura When sunbeams sift down through the 
leaves of the trees, an intricate pattern of light and shadow is 
formed on the ground. By merely changing the shape of the 
incoming light, all of a sudden the ground at one’s feet becomes 
covered with a “star carpet” made of light and shadow.  

“ten sen no saki”(lit. “the point of the dotted line”) 
Sakiko Inomata (Tama Art University, Department of Information 
Design, Art & Media Course graduation project artwork, 2009) 
Spherical magnets on both ends of metal shafts are supported by 
vertical props. The force that pulls the magnets against each other 
creates a connection between multiple shafts. By simply putting a 
hand in the mesh of the net of randomly placed elements, one can 
set the whole pool of shafts into gentle motion. This action creates a 
pliant, exciting space.
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Media-created Space and Experiential Art
��� 森脇 裕之｜Hiroyuki Moriwaki

The remarkable advancement of media technologies 
in recent years has sparked a search for new meanings 
and interpretations in the realm of art, venturing to 
even question the structure and essence of art itself. 
The origin of this exercise is found in looking at space 
and time from new perspectives. 
 Kinetic art*1 expresses the ever-changing aspect of 
things. Light art*2 offers a “pure” visual experience 
by addressing the light itself as the art subject, as 
opposed to art forms that use reflected light as a 
vehicle that brings the paint to life. These days, when 
visual media attracts so much attention, there is 
still a need to constantly review and reconsider the 
expression of “light” and “motion” in order to be able 
to understand the basic and essential matter of media 
expression.
     So, what roles do the various factors of media-
related perception play in art forms that consider 
space, such as installations? In such art, space, people, 
images, sound, light, and motion merge into a mix 
that creates a very comprehensive artistic expression. 
In such spaces filled with interwoven media, in the 
moment when computer-made virtual experience 
meets real-space physical experience, that is when new 
means of sensation are invoked. 
     Now that various devices are readily accessible 
and familiar  to many people, revolutionary 
spatial experience, based on the use of digital 
data, is becoming feasible. This not only creates 

unprecedented and absolutely new and futuristic 
areas for expression and exploration, but also leads to 
the creation of artwork within established art fields 
by exposing them to the light of new media elements 
and arousing new interpretations. For example, some 
venture into the creation of works that are a fusion 
of poetry and visual media, or corporal expression 
and media technologies. In comparison to more 
traditional forms of art expression, these new artworks 
evoke a feeling of novelty and excitement, giving one 
the sense of a new stage in the development of the 
arts.
     I would also like to point out that the format of 
art expression enabled by installations goes beyond 
the one-way communication between the person 
that creates the work and the party that appreciates 
it. By entering the art space and experiencing the 
place, a person can develop a relationship with the 
artwork by “stepping into” the spotlight. “Interactive 
art,” with its appeal-response connection between the 
work and the viewer, focuses on the dynamic change 
of the environment and the spectator’s position.  
Modern media technologies that enable real-time 
data processing can be utilized for this type of artistic 
expression. By relating to the artwork, the viewer, at 
the same time, provides feedback to the work. This 
is the new, unprecedented art form, where works 
are structured in a way that is responsive to external 
impact and open to transformation. 

*1 Kinetic art
In its broad sense, kinetic art includes all artworks that 
incorporate physical motion, or create an illusion of motion. The 
energy required for motion is created in some cases by artificial 
power sources like motors, in others by natural forces like wind 
or water currents, and sometimes by humans themselves. In 
some cases “op art” that creates optical illusions is also included 
in the category of kinetic art. 

“The Tenth Sentiment” Ryota Kuwakubo (2010) A model train with an LED light 
manoeuvres along a set of tracks, focusing a light at commonplace objects on the ground, 
which subsequently cast large shadows on the walls of the room. These shadows change as 
the light moves, showing different objects from different perspectives. A visual, but also very 
physical, artwork. (c) 2010 Ryota Kuwakubo | Photography by Keizo Kioku
Photo provided by NTT InterCommunication Center [ICC]

“Lake Awareness”Hiroyuki Moriwaki (2005) 
As one approaches the sensors installed on the substrate parts, 
interconnected light switches start a chain reaction. It is an 
interactive light artwork where one can observe the light pool 
widening like a ripple spreading across water, made possible by 
the transmission of a signal to the neighbouring lights.  
Photography by Andrés Fraga

*2 Light art
A form of visual art where the main media of expression is 
light.  It manipulates light, mostly artificial, to create works that 
appeal to the visual senses of the viewer. Experimental light art 
works began to be produced in the 1920s. The “Light-Space 
Modulator” by László Moholy-Nagy is one of the most famous 
masterpieces of light art. 
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“Infinite stairs Ututustep” Chisato Fujita 
(Tama Art University, Department of Information Design, Art & Media Course 
graduation project artwork, 2009) When one tries to climb a step it drops down, so the 
person keeps moving without walking up. It is an art piece that provides an element of 
attraction through the physical experience it provides, in the form of mysterious steps. 
The concept of trying to walk up infinite steps also acts as an interesting allegory. 

“Each Scenery” Ayako Hatta 
(Tama Art University, Department of Information Design, Art & 
Media Course graduation project artwork, 2009) An art object 
made of transparent nylon threads floats in darkness, illuminated 
by blue LED light. As the source of the blue light slowly shifts 
its angle, the reflected glare of the structure changes. This work 
leaves you in the dim transitory light, gazing at interweaving 
transparent threads covered by the evening dew.

“MIKIKO_house” Mikiko Yamabayashi 
(Tama Art University, Department of Information Design, Art & Media Course graduation 
project artwork, 2009) An artist-nourishing “atelier house” appears! This atelier is made for 
your future self. Its interior is your perfect environment, and from within you can carry out 
daily experiments and challenge new realms of art production. As the artist grows, the walls 
of the atelier are repainted. The atelier that evolves together with the artist is also an art 
piece that is produced by the very same artist. 
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Body as Media – Performing Arts 
��	 佐々 木 成明｜Naruaki Sasaki

Performing arts are art forms in which artists use their 
body to convey artistic expression. Body motion is a 
constructional component of a performing arts piece. 
     The word “performance” came into popular use 
in the 1960s, when works by artists such as Hermann 
Nitsch *1 and Joseph Beuys *2 emerged. Beuys 
repeatedly produced performances that appealed 
not to humans’ logic and ability to think rationally, 
but directly to our very primitive and intuitive 
sensibilities; he used performance as a means to 
evoke vivid images in the viewers’ mind. In a more 
broad sense, performance art is not just performances 
showed on a stage in front of spectators; it can also 
contain merely elements of performance, as found 
in the works of Matthew Barney *3, photography and 
video record pieces by Cindy Sherman*4, or Jackson 
Pollock’s*5 “action painting.”  The most common way 
to identify performing arts is by associating them 
with stage performances like dance shows or drama 
theater, or as artistic expression through music. It is 
inferred that the roots of dramatic performance can 
be traced to the early stages of human civilization,., 

when humans began to find amusement in seeing 
someone mimicking the behaviour of animals or 
other people. Dramatic performance is an art form 
that tells a story to the spectator, appeals to different 
senses, and evokes individual interpretations. 
     The dramatic art that served people’s amusement 
by having actors realistically play imaginary roles on 
stage shifted to the movie screen in the 20th century. 
In the present, the spectator now steps up on stage 
to play the main role, supported by virtual reality*6 
technologies and interactive games. 
     Musical performances are included in the realm of 
performing arts. There are also newly emerging types 
of performance in the realm of music, such as DJ 
events and laptop music. 
     Performing arts have a deep connection with the 
history of humankind. Gestures and the motion of 
actors on stage, bodily expression of models in still 
images, and furthermore, new corporal experiences 
in technology-driven augmented reality, represent 
the performing human being. Performing arts are art 
forms that will continue to push their limits. 

*1.Hermann Nitsch
Born in 1938. Austrian painter, composer, writer, and performing 
artist. In 1960 he started creating radical performances that 
incorporated slaughtered animal intestines, carcasses, and blood. 

*2. Joseph Beuys
1921-1986. German contemporary artist, sculptor, pedagogue, 
and social activist. He was engaged in early Fluxus, and created 
a large number of performance pieces. Using unusual materials 
such as fat, beeswax, felt, copper, iron, and basalt, he also 
produced solid three-dimensional artworks. 

*3.Matthew Barney
Born in 1967. American contemporary artist. Works primarily in 
visual art and sculpture production. The theme of transformation 
of the human body is consistently reoccurring in both his 
sculpture works, composed of such materials as plastic and 
silicon used for cosmetic surgery, and his film series, “Cremaster 
Cycle.”

*4. Cindy Sherman
Born in 1967. Female photographer who represents the American 
post-modern generation. She came into the spotlight in the end 
of the 70’s, when she posed as a photography model for a self-
portrait series, “Untitled Film Stills,” which recreated Hollywood 
one-scene shots. 

*5. Jackson Pollock 
1912–1956. An American painter and a major figure of the 
abstract expressionist movement who is well known for his 
uniquely defined style of “drip painting” - a style of action 
painting in which paint is spontaneously dripped or splashed 
onto a canvas spread on the floor. (as opposed to being carefully 
applied). 

*6.Virtual reality
Virtual reality (VR) is a term that applies to computer-simulated 
environments (using computer-created graphics and sound 
effects) that can simulate physical presence in places in the 
real world, as well as in imaginary worlds. The four necessary 
elements that constitute virtual reality are:“a structured 
virtual world content available for experience,”“a sense of 
being immersed in an environment through the stimulation of 
five human senses,”“a sensory feedback, achieved through 
manipulations in positioning and motion,” and “interactivity 
between the subject and the imaginary world.” 

*7. Laptop music
A new style of sound performance born from the heightened 
performance of laptop computers, which enabled real-time audio 
synthesis on a single machine (the laptop). Laptops have created 
a revolution in sound production, comparable to the release of the 
Walkman, and they have even led to a reinvention of computer 
programming for live musical performance. 

 “The Order: From 
Cremaster 3”
Matthew Barney（2002）
An excerpt from the third 
episode of the series “The 
Cremaster Cycle” released 
on DVD, where Matthew 
Barney plays the Entered 
Apprentice.  
>>http://www.cremaster.net

“PARAKONPE 3000” 
Sputniko! (2012)
First DVD Album of 
visual works by the artist 
Sputniko! (many of the 
works are also available on 
Youtube)
>>http://www.sputniko.com

“Big Science” Laurie Anderson (1982) 
Laurie Anderson came into the spotlight of 
the New York art scene in the 1980’s when 
she became well known for her original 
electronic music performances in which she 
used synthesizers, video, computer graphics, 
and various gadgets of her own invention. Her 
performances were a combination of various 
types of artistic expression, such as music, 
images, spoken word, and action, all mixed 
together by modern technologies. 
(Reference: ICC Online) 

“SPACE MAESTRO” Keisuke Inoue (Tama Art 
University, Department of Information Design, Art & Media 
Course graduation project artwork, 2003) 
Jury Recommended Works Selection at the 17th Annual 
Japan Media Arts Festival, Art Division, Interactive Art
Using original, artist-designed trackball type controllers, the 
artist manipulates light and sound to create a sound-space 
performance. | Photography by Yuki Oomori 
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“Onshin” (lit.“correspondence”) Ryosuke Sato (Tama Art 
University, Department of Information Design, Art & Media Course 
graduation project artwork, 2011) A musical performance that utilizes a 
familiar object – the public phone – for performance by turning it into 
an electronic musical instrument.  The performance has an interesting 
style, using motions attached to certain periods of time. It creates a 
nostalgic mood by incorporating such actions as pushing buttons on 
the phone and pressing an old, heavy receiver to the ear.

“D.D.D.” Fuyuki Yamakawa (2004) An artwork in collaboration with 
Takao Kawaguchi - a part-time lecturer at Tama Art University, Department of 
Information Design, Art & Media Course. 
Photography: courtesy of the author

“Braun Tube Jazz Band”  
Ei Wada (Tama Art University, 
Department of Information Design, Art 
& Media Course graduation project 
artwork, 2009) 
Excellence Award at the 13th Annual 
Japan Media Arts Festival, Art Division 
The author of this work used old 
electronic appliances, such as tape 
recorders and CRT TV sets controlled 
by computer, and connected them 
to musical instruments. The result of 
which was the creation of a unique 
sounding art piece and original 
performance. In this work the TV sets 
and PC-controlled video decks are 
set up to correspond to the number 
of notes in a musical scale, creating 
a set of gamelan-like percussion 
instruments.  
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Sound Representation 
– The Extent of Sound Art  

��
 久保田 晃弘｜Akihiro Kubota

In 1913, Italian futurist*1 painter Luigi Russolo*2 
published a work called “The Art of Noises.” In 
1953, American composer John Cage, inspired by 
Robert Rauschenberg’s “White Paintings”*3, created 
and performed  “4′33″”(pronounced “Four minutes, thirty-

three seconds”) – a composition where not a single 
instrument is played. Forms of sound art expression 
born in the 20th century that underline the meaning 
of the indispensable “listening” behavior of humans 
have brought diversity into the world we now 
call “sound art,” which is closely connected to the 
concepts of noise and silence, as well as to arts that 
are based on visual and corporal expression.
     Sound art attempts to go beyond the boundaries 
of fine arts and music and incorporates elements of 
motion-created sound generation of kinetic art*4 and 
its sound sculptures, technology-driven electronic 
musical instruments that utilize objects such as 
oscillators and modulators, and finally, audio-video 
art that synchronizes sound and imagery. Sound art 
has become a symbol of cross-cultural expression, 
traversing dif ferent genres with elements of 

installation and performance. In the 80s, digital CDs 
(Compact Disks) came into wide use and, at the same 
time, analogue records gained a second life through 
DJ culture. In the 90s, network distribution of music 
and the problem of the copyright infringement 
came to the forefront of discussion circles. Today we 
witness the massive scale of applications distribution 
via iPhone and Android. 
     The transformation that computers have 
undergone since the 90s – higher speed, smaller size, 
higher performance and functionality – has enabled 
new audio-video performance styles, such as laptop 
performance*5. From online performances that use 
the internet to broadcast the show, to self-designed 
musical instruments that make full use of interface 
devices*6, to electronic “circuit bending”*7, hardware 
hacking *8 that utilizes toys and existing circuits, and 
live coding*9, which presents real-time programming 
as the performance itself, current sound art has 
become not just cross-cultural, but a technology-
utilizing art expression that bustles with as much 
activity as a trade fair.

*1.Italian futurism 
The publication of Italian writer and poet Filippo Tommaso 
Marinetti’s “Futurist Manifesto” in 1909 sparked the avant-garde 
art movement in the beginning of the 20th century. Marinetti 
explicitly rejected attachment to art ideas of the past and 
celebrated the machinery and mechanization that shaped modern 
civilization, as well the new art expressions budding from modern 
society. 

*2.Luigi Russolo
1885–1947. Italian futurist painter and composer. In 1913 he 
published a manifesto called “L’arte dei rumori” (“The Art of 
Noises”), and as an extension of his theory described in the 
manifesto, he designed and constructed a number of noise- 
generating devices called “Intonarumori.”

*3.Robert Rauschenberg’s “White Paintings”
A work created by Rauschenberg in 1951, which is essentially 
seven blank, white canvas sheets lined up next to each other. 
Together with Jasper Johns, Robert Rauschenberg (1925-2008) 
was part of the American art movement known as “Neo-Dada.”

*4.Kinetic art 
A common way of calling art forms that incorporate movement 
by utilizing motors working off electricity/magnetic force/wind 
power or set to motion by humans. Kinetic art was popularized by 
Alexander Calder’s mobiles in the 1950s (a mobile is a type of 
kinetic sculpture constructed to take advantage of the principle 
of equilibrium). Some of the best known representative artists of 
kinetic art are Nicolas Schöffer, Julio Le Parc, and Jean Tinguely.. 

*5.Laptop performance 
A type of performance that uses laptop computers because of 
their light weight and portability. 

*6.Device
Electronic device or equipment with a functional specification. 

*7. Circuit bending
A creative customization of the circuits within electronic devices 
such as in low voltage, battery-powered guitar effects, children’s 
toys, or small digital synthesizers to create new musical or visual 
instruments and sound generators.

*8.Hardware hacking
Modification and creation of new types of electronic hardware 
by improving existing and widely available electronic appliances, 
giving them new functions and value. 

*9.Live coding 
A performance practice centered upon the use of improvised, 
real-time, interactive programming – writing and editing programs 
– in front of an audience. 

“material AV - resonant interface” Akihiro Kubota (2003)  NTT InterComunication 
Center | A work that conveys the essence of digital expression by producing sound and image 
simultaneously using shared digital data. 
Photography by Takashi Ootaka 
>>http://www.ntticc.or.jp/Archive/2003/Sounding_Spaces/

“Intonarumori” Luigi Russolo (1913) 
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4′33″ John Cage (1952) The first show program of this “no-
sound” musical work at Maverick Concert Hall, Woodstock, New 
York 

Space-acoustics 
performance by 
Karlheinz Stockhausen, 
Expo ’70 in Osaka (1970)
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“Algorithmic Free Improvisation: Prepared & Processed Guitar” Performance, Akihiro Kubota 
(2009) Guitar solo improvisation performed using SuperCollider3 and a self-designed tripod guitar connected to a 
computer through the Arduino platform. Performance at Culture Lab, Newcastle University, the U.K.

Open Reel Ensemble 
[CD+DVD] (2012) 
First full-length album from 
the conceptual musical crew 
Open Reel Ensemble, which 
docks old-school “open 
reel decks” with modern 
computers to deliver bold, 
energetic performances to 
the audience. The album 
features guest artists such as 
Yukihiro Takahashi, Etsuko 
Yakushimaru, and Oono 
Matsuo. Open Reel Ensemble 
was formed by Tama Art 
University’s Art & Media 
Course graduate Ei Wada 
and four musician friends 
― Kimitoshi Sato, Takuya 
Namba, Yu Yoshida, and 

Tadashi Yoshida. The project 
work is based on mixing 
analogue sounds generated 
from old rolls of magnetic 
tape on open reel decks with 
computer-digitized samples, 
using these sets as “musical 
instruments.”

Tama Art University, Department of Information 
Design, Art & Media Course, Circuit Bending 
Workshop (2005) Performance by (e)-bombers – a circuit 
bending group that finds a creative use for electronic toys in 
their performances. Junya Kojima + Koichiro Mori + Koji Ogata 
+ Takahiro Yamaguchi + Takanobu Inafuku (Students at Tama 
Art University, Department of Information Design, Art & Media 
Course), Machida City Museum of Graphic Arts

“Sound Art. Sound as a Medium of Art” A major sound art exhibition that took place 
from March 17th, 2012 untill January 6th, 2013 at ZKM (Center for Art and Media Karlsruhe) 
in Karlsruhe, Germany. The participating artists totalled 90 in number, and the artworks, 157, 
including archival works. The exhibition was a large-scale, diverse event. 
Curator: Peter Weibel.
>>http://soundart.zkm.de
>>http://seismograf.org/sites/default/files/article_images/zkm_0.jpg

The Idea of David Tudor’s  Rainforest. RonKuivila, et al., ICMC 2000 Berlin 
An“artificial tropical rain forest” is created by filling the space with various arranged art objects.
>>http://www.audiosynth.com/icmc2k/
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Workshops – Play and Creativity
��� 森脇 裕之｜Hiroyuki Moriwaki

A cognitive education toy is a toy that, while 
attracting a child's attention and interest, is expected 
to have a creativity-cultivating ef fect that is 
considered important for the healthy development 
of a child. Superb toys can be entertaining without 
solving logical tasks, but they can also provide 
educational functions as well. Many artists and 
designers use a toy theme to incorporate experience-
based entertainment in their works. They have a 
dream – to bring the freedom of idea generation and 
creativity into children's development processes and 
deliver tools that help make playtime productive. 
     Connected to the issue of bringing creativity into 
a child's upbringing, recently one can see more and 
more places like art museums plan and implement 
workshops as a way to promote enhanced education 
activities. Although the majority of such workshops 
are carried out as events that are supplementary to 
planned exhibitions, the most recent trend is for a 
wider recognition and employment of a style that 
emphasizes moving  “from a reading-based exhibition 
to an action-based exhibition.” This change, which 
comes from the initiative of workshops, which 
provide an educational experience linked to reality, 
has a promising future. Hosting such workshops is 
not only a way for museums to increase the number 
of guests to their exhibitions, with the target focus 
on local people, but also a means to create links 
and cooperative connections with local community 
members. This helps to foster a better understanding 
of the main points of exhibition planning. 
     If  you look at the matter from the artist’s 

standpoint, such workshops are a great opportunity to 
directly experience the world through their own art. 
The workshops allow the artists to communicate their 
own world views to the participants who experience 
the artists’ views themselves through the artists’ work. 
This kind of communication is limited to those who 
participate in the workshops, but it has the potential 
to provide very high quality interaction. 
     These recent trends indicate that the need for a 
consistent connection and cooperation between the 
maker and the receiver has become stronger than 
ever before. These days, with issues of regional (in 

the case of Japan, often rural) population decline, city 
populations can suffer from “feelings of isolation.” 
The task of reviving communities by supporting the 
development of the “creative city” has received great 
interest. Therefore the recognized value of regional 
community-focused workshops is gradually growing. 
There is no doubt that it is the young creators who 
will become the leaders and the driving force of a 
familiar yet dynamic and creative lifestyle vision, 
based on corporal and mental experience, sharing, 
cooperation, and networking. We expect these 
leaders to take advantage of modern technology and 
information networking to cultivate a new type of 
creative activity that sprouts from global information 
sharing and exchange that will thrive even outside of 
the city scene in the most remote regions. Where and 
when this vision comes true, workshops will become 
the new means and the new medium of art, and 
will establish their role as an indispensable part of a 
reinvigorated community life. 

“Meguru” (lit. “to revolve”) Haruka Shima (Tama Art University, Department 
of Information Design, Art & Media Course graduation project artwork, 2010) A wooden 
ball tumbles down following different set routes while making a light sound.  In this 
work, the viewer takes visual pleasure in watching the falling ball and, at the same time, 
enjoys the charming timbre of the wooden musical instrument. This art piece uses the 
idea of a wooden toy, creating feelings of warmth and familiarity.

“mother shamoji” Haruna Aoki (shamoji, a flat rice paddle 
used in Japanese cuisine, also acts as a symbol of unity between 
mother and daughter in Japanese society.) (Tama Art University, 
Department of Information Design, Art & Media Course graduation 
project artwork, 2009) This art object uses character dolls, called 
“people from the planet of Felton” as the work material, and 
collectively they form a “Felton star.” This spacial design filled with 
the characters' explicit personalities is very memorable.  
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“Kids Illumination TAMA 2010” (2010) A collaborative illumination project by 
Parthenon Tama, Tama Art University, and Tama City elementary schools. Tama Art 
University Art & Media Course students planned and held workshops for elementary 
school students, and the result of the workshop work, which was a part of Tama City’
s culture event plan, was an exhibition at the Parthenon Tama “Glimmering Pond.” 
Figures shaped like kids, which represent the alter-egos of the children who made 
them, flicker in the light while their reflections float on the water surface. 
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Bio Art  
��� 久保田 晃弘｜Akihiro Kubota

A new art form that is aided by modern technologies 
and incorporates scientific elements related to life, 
such as genetic engineering or molecular biology, has 
become popular recently. It is called “bio (logical/-

technology) art.” Bio art represents a sort of extension 
of avant-garde fine arts and contemporary art, or an  
art&science / art&technology combination, and has 
developed close connections with media art. 
   Bio art began to be addressed in the world of art at 
the ART+BIO exhibition held at Central Michigan 
University in 1998 (>>http://www.leonardo.info/gallery/

gallery314/artbio.html), as well as at the annual Ars 
Electronica held in Linz, the themes for which were 
“LIFE SCIENCE” in 1999 and “NEXT SEX” in 2000 
(>>http://www.aec.at/festival_ history_en.php). Some of 
the representative works of that time are presented on 
the next page (p.67).   
     In 2010, Craig Venter’s team in America created 
the first cell with a synthetic genome, or a self-
reproducing “artificial cell.” This was done by 
synthesizing a very long DNA molecule containing 

an entire bacterium genome, and introducing it into 
a host cell. It was as if Frankenstein came back to life 
with the help of modern bio media. (>>http://www.

ted.com/talks/lang/ja/craig_venter_unveils_synthetic_life.

html).
     In the major flow of media from matter (hardware) 
to information (software), bio-media, like other media, 
started shifting recently towards personalization/
DIY, as represented in the wave of kitchen/garage-
biology. This trend naturally overlaps with the rise 
of the computer and microcomputer art of the 1970s 
and 80s, which was born from the liberal culture of 
rapidly advancing processes of personalization and 
the subsequent mixture of art and technology. Art of 
any time period must be an act of individualism from 
an anti-establishment standpoint and in opposition 
to powerful authority. It is imperative to continue to 
experiment and practice from various standpoints to 
unveil new art opportunities of bio media as a new 
media in the 21st century, and to follow the path 
toward the realization of those opportunities.

“Natural Selection”George Gessert
（1994–）By hybridizing irises with other plants, 
new kinds are created, giving birth to the 
expression of aesthetic sense development. 
>>http://www.viewingspace.com/genetics_
culture/pages_genetics_culture/gc_w02/gc_
w02_gessert.htm

“Audio Microscope” Joe Davis & Katie Egan (2000)  
Makes audible the greatly amplified microacoustic signatures of 
particular living cells. >>http://www.viewingspace.com/genetics_
culture/pages_genetics_culture/gc_w03/davis_audio_scope.
htm

“Microvenus” Joe Davis (2000) This symbol of a “Y” 
superimposed on an “I” (which is both a Germanic rune 
representing life and an outline of the external female genitalia) 
was digitized and translated into a string of 28 DNA nucleotides. 
The resulting bacteria quickly multiplied in its beakers into billions 
of cells, each carrying a separate instance of the icon.
>>http://digitalarts.lcc.gatech.edu/unesco/biotech/artists/bio_
a_jdavis.html

“GFP Bunny” Eduardo Kac (2000) An experimental 
“glowing rabbit,” genetically modified using a fluorescent gene. 
The project's authenticity and validity as an artwork caused a lot 
of questions and debates. >>http://www.ekac.org/gfpbunny.html

“The Semi-Living Worry Dolls” Oron Catts & Ionat 
Zurr (2000) In this work tissue culture and tissue engineering 
are used to create WORRY DOLLS (“Dolls [that] remove 
worries,” traditionally made in Guatemala) from a combinations 
of cells. Similarly, in 2000, Oron Catts, together with cell biologist 
Miranda Grounds and neuroscientist Stuart Bunt, established an 
artistic research laboratory, SymbioticA, which enables artists and 
researchers to engage in bio art and wet biology.
>>http://www.tca.uwa.edu.au/ars/main_frames.html

SymbioticA (The University 
of Western Australia) 
>>http://www.symbiotica.
uwa.edu.au/

“Genesis” Eduardo Kac (1999) Genesis is a transgenic 
work that incorporates a synthetic gene into a Escherichia coli 
(colon bacterium) which then mutates under ultraviolet light. 
The gene's code was created by translating a sentence from 
the biblical book of Genesis (first into Morse Code which was 
then converted into DNA base pairs according to a conversion 
principle specially developed by the artist for this work).
>>http://www.ekac.org/geninfo2.html

“LIFE SCIENCE” (1999), “NEXT SEX” (2000) 
A new art form that is aided by modern technologies and 
incorporates scientific elements related to life, such as genetic 
engineering or molecular biology, has become popular recently. 
It is called “bio (logical/-technology) art.” Bio art represents 
a sort of extension of avant-garde fine arts and contemporary 
art, or an art&science / art&technology combination, and has 
developed close connections with media art. Bio art began to be 
addressed in the world of art at the ART+BIO exhibition held at 
Central Michigan University in 1998 （>>http://www.leonardo.
info/gallery/gallery314/artbio.html）>), as well as at the annual 
Ars Electronica held in Linz, the themes for which were “LIFE 
SCIENCE” in 1999 and “NEXT SEX” in 2000.
>>http://www.aec.at/ festival_history_en.php
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Medicine and Art (2009) Held at the Mori Art Museum, this 
exhibition, with its theme of “1the human body as the meeting 
place of science (medicine) and art,” displayed medicine-related 
materials and art pieces. 
>>http://www.mori.art.museum/contents/medicine/

“Bio×FAB” (2011) In November 2011, Waseda University’s Iwasaki 
Lab (Hideo Iwasaki Lab for Molecular Cell Network & Biomedia 
Art) and Keio SFC’s Tanaka Lab (Hiroya Tanaka Laboratory of 
Keio University Shonan Fujisawa Campus), held a “joint container 
exhibition,” titled “Bio×FAB.” This exhibition, with its theme of “bio 
media × personal fabrication” was held in Tokyo’s Meijijingu Gaien 
as a part of “Tokyo Designers Week 2011.” Students of Tama Art 
University’s Art & Media Course, in collaboration with Enzan Kobo, 

“Edunia (Eduardo+Petunia)” Eduardo Kac 
Eduardo Kac pouring water on an “Edunia” - a flower 
that he invented and produced through molecular 
biology by introducing a gene that produces a protein 
for the red veins in the light pink petals. 
>>http://www.ekac.org/nat.hist.enig.html

“bacterial radio” Joe Davis (2011–2012) In 2012 this work 
won the Golden Nica, the Ars Electronic festival’s Hybrid Art 
Category top prize. 
>>http://www.flickr.com/photos/arselectronica/7156234908/
>>http://prix2012.aec.at/prixwinner/7023/

“Signs of Life: Bio Art and Beyond” (MIT Press) 
Eduardo Kac In 2006 Eduardo Kac published a book called 
“Signs of Life: Bio Art and Beyond” (MIT Press), consisting of 
four chapters - “Biotech Culture,” “Bioethics,” “Bio Art,” and 
“Biology and Art History” - where he not only gave a summary of 
bio art in history and the present, but also presented his views on 
its future development.

presented a work called “Agri-POT.” The work is a kit that com-
bines web and hydroponics technologies, takes measurements of 
a plant’s conditions using temperature, light, water level, and other 
sensor data, which can then be automatically transmitted to the 
web and uploaded via an SNS service. The work is a proposal for a 
“vegetation design social platform,” which is made possible by the 
cloud technology era.
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Desire of Codes / Seiko Mikami
YCAM (Yamaguchi Center for Arts and Media) March 20th – June 6th, 
2010
Produced by Kazunao Abe (YCAM Curator), Soichiro Mihara, Richi Owaki, Satoshi 
Hama, Takayuki Ito (YCAM InterLab), Norimichi Hirakawa, Ryota Kuwakubo, 
Takegaharasekkei

A r t  a n d  P er c e p t i o n

知覚と表現
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We human beings acquire var ious types of 
information through our perceptive organs – eyes, 
ears, nose, tongue, and skin. That information goes 
through the processes of sensation, perception, 
and cognition, and which are all processed in our 
brain. Sensation is the physical experience of direct 
contact with something from outside of the body, 
such as an external impact on organs like the eyes or 
ears. Perception is the experience that comes from 
the processing of the external information received 
through the organs; it allows us to comprehend such 
things as shape, color, or timbre. Then, at the stage 
of cognition, the meaning of perceived objects and 
connections between objects are comprehended and 
structured using concepts, memory, inference, and 
imagination. The work that is introduced here is 
the artistic expression of the real-time projection of 
perceived information in a space using the sensory 
interfaces of vision, hearing, smell, taste, touch, and 
a sense of gravity which can be called a “sixth sense.” 
These works create a dialogue between the body and 
space. This audince-participation type of installation is 
called “interactive art.”   
     The projects presented here were developed 
through the research and production of interface 
devices that are used to obtain information related to 
vision, hearing, touch, gravity and more. To produce 
art that extends the functions of the human body, 
the artist creates imagery and sound using an original 
interface and computer programming. Such audience-
participation type interactive representation that uses 
computers as a medium is termed “media art,” which 
has maintained a presence at various exhibitions 
since the 90s. Media art is an art form that expresses 
the process of intermedium information exchange, 
which is conducted “between” body and space, as 
opposed to focusing solely on the stillness art object.  
And just like our body perceives information which 
is never still, the works of this art form change their 
appearance every second. 

“Eye-tracking Informatics 
– Morphology of the Eye”
Yamaguchi Center for Arts and Media [YCAM] (December 
2011–March 2012), “two-participant version” installation / 
NTT InterCommunication Center [ICC] (December 2011),   
 “one-participant version” installation 
Production collaboration: evala, Norimichi Hirakawa, 
Takayuki Ito, Richi Owaki

Perception and Representation 
– Interactive Art 

 Eye site expression

“Molecular Informatics-Morphogenic Substance via 
Eye Tracking” is a project that started from its 1996 
premier and has since been constantly improved 
upon and shown in different parts of the world. This 
artwork is an interactive installation that projects the 
movements of the viewer’s eye on a three dimensional 
space. The project derives from two concepts:  
“observing the act of ovservation ” and “the chain 
between consciousness and unconsciousness,” and 
creates an installation space based on eye movement. 
By using “eye tracking input” technology and a 
computer program, forms produced by the viewer’
s gaze are transformed into a real-time spacial 
projection. In addition to that, the projection system 
tilts and pans in accordance with the position change 
of the focus point of the participant’s gaze, which 
makes the structure of the created space an expression 
of the “motion of the viewer’s gaze.” Human eyes 
are always inexorably moving, and even though we 
are used to thinking that we control the movements 
of our eyes, there are always moments when our 
eyes move unconsciously. Control over the gaze is 
achieved through calibration adjustments. A shape is 
automatically created at the point of focus. Change 
in focus is also tracked. The viewer's gaze is in turn 
digitized and converted into XYZ coordinate data.
     The participant experiences almost tactile 
communication through the visualization of his or 
her gaze in a three-dimensional VR environment, 
and the process of the participant’s gaze becomes a 
complicated organic structure that can be called a 
“bio-architecture.”
     Moreover, the movement of the gaze is viewed 
from the perspective of the optic nerve. The evolution 
of technology has made it possible to express gaze 
input data with imagery that can be seen with the 
eye without glasses, and by using speakers placed 
behind the participant, sound can also be generated. 
From the participant’s viewpoint, the main framework 
of the installation is composed of just these two 
components. In the case of two participants, two sets 
of optic nerve activities are tracked and overlapped, 

��� 三上晴子｜Seiko Mikami
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“gravicells” (2010)   The artwork 
“gravicells,” having been vastly updated 
since its premier in 2004, was showed again 
at the Yamaguchi Center for Arts and Media 
[YCAM] in 2010. A part that dealt with 
spacial distortion caused by the use of an 
LED for interactive expression was replaced 
with imagery projected onto four screens. 
The interactive experience is further 
enhanced by using a three-dimensional 
space. This work was also displayed at the 
National Art Museum of China's triennale 
(Beijing, July-August 2011) and at the 
Daejeon Museum of Art (Korea, September 
2012).

“World, Membrane and the 
Dismembered Body”

which produces the illusion of infinite interconnected 
motion. The version of the installation with one 
participant interacts in an environment where the 
created imagery is shared with other viewers in a 
format close to a movie theater. The installation 
space, being an artistic expression created in pursuit of 
the concept of “observing the act of ovservation” has 
a direct impact on the brain and the optic nerve of 
the participant and emphasises the role of corporeal 
experience and perception in artistic expression. 
     The 2012 installation, which can be called a 
“remake” of the 1996 work, introduced an open 
source project called “The Eye Writer ver 2.0” into 
the gaze-interface technology. The use of this open 
source project makes the older equipment outdated 
because it provides wide-range, naked-eye visibility, 
and enables extensive navigation.  The installation’
s acoustic environment, visual projections, and its 
interactivity factors, along with the other aspects of 
the original work, have been updated to the point of 
creating a new form of expression.
  

 Expression of auditory sense
The “World, Membrane and the Dismembered Body” 
installation was a permanent exhibition at NTT 
InterCommunication Center [ICC] where media 
art museum opening in 1997. The installation uses 
the sense of hearing as its central theme and utilizes 
various computer and measuring devices to amplify 
the sound of a body’s internal organs. The visitor 
first hears sounds inside his or her body, such as the 
internal sounds of the heart or lungs, followed by 
amplified versions from audio speakers. Internal and 
external sounds intermingle in the installation space. 
The specially designed three-dimensional acoustic 
equipment is installed in an “anechoic” room, and a 
computer uses body sounds to form a 3D-polygon 
mesh. In this “echoless room,” the sounds of internal 
organs pulse, drawing near the ears and then receding, 
and the whole acoustic field changes in a wavelike 
manner. This work is an interactive sound installation 
that expresses the connection between the sounds of 
the body and auditory perception. 

 Expressing the sense of gravity
The project “gravicells” is collaboration with Sota 
Ichikawa (Architect), and exhibited at 11 locations 
throughout the world; it premiered at the Yamaguchi 
Center for Arts and Media [YCAM] in 2004, after 
which, in the same year, it went on to Rotterdam’s 
“DEAF04.” In 2005 the installation travelled to Berlin’s 

“transmediale.05,” Torino’s “SHARE FESTIVAL,” “Ars 
Electronica ’05” in Linz, “OOH Media Art Festival” 
in northern Spain (Observatorio Orbital de lo Humano, 

2006), “Mois Multi” in Quebec Canada, Natinal Art 
Museum of China (NAMOC) 2011 and more. In Japan 
it was exhibited at the NTT Intercommunication 
Center [ICC] in Tokyo as a part of the “Possible 
Futures: Japanese postwar art and technology” and 
“Open Space 2009” exhibitions. 
     The sense of gravity, to which the work is 
dedicated, can be called the “sixth sense” in humans, 
and derives from the three semicircular canals in 
our inner ear that detect gravitational force. The 
connection between gravity and the body is deep 
enough to make one sick just by receiving a little shake 
in the sensory system while moving, for example, in a 
car.  There are various items that can assist our senses 
and complement the body’s functionality – glasses for 
the eyes, hearing aids for the ears – and the use of an 
artificial inner ear can make up for incorrect gravity 
perception. Some experimental results suggest that 
equipping elderly people, who frequently suffer from 
a distorted sense of balance, with an artificial inner ear 
can significantly reduce the risk of falling. 
     The participation aspect of this work consists of 
simply walking on an unbalanced square field of 6m
×6m. The field consists of a cell-like arrangement of a 
total of 225 square panels with an embedded sensing 
mechanism that detects mass, position, orientation, 
and speed of the walking participant on a scale from 0 
to 1000, and transmits that data to the computer. It is 
an interactive installation where changes in movement 
are captured by sensors and translated into distortions 
of sound and light (LED) patterns, making the whole 
installation space change dynamically. In addition to 
that, participants’relations to other participants as well 
as the position, reception quality, and speed of GPS 
satellites orbiting above, also affect directly on this 
installation site.  
     The space created by all of these forces pulling 
against each other becomes deformed by the actions 
of the participant. As time passes, the track of the 
passing GPS satellite is also converted into distortions 
of the lines in the installation space, and the LED 
lights floating in the air warp the lines based on three-
dimensional calculations, creating gaps that look 
like slit windows in real-time. The viewer is in the 
position of an observation point and is engaged in the 
environment as a part of outer space and a part of the 
world. The realm of our perception is expanding, and 
this installation is the expression of a scene of infinite 
motion created by the pull of gravitational forces.
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The desires evoked by a multi-aspect + multi-eye surveillance system (from artist sketch)

 From perceptional corporeality 
 to the information-oriented individual
This interactive installation “Desire of Codes” is 
comprised of three parts.

The Wriggling Wall 
A wall composed of 15 horizontal and 6 vertical 
lines of mechanized rods forms a structure of 90 
rods decked with lights, cameras, and sensors. Upon 
entry into the exhibition space, the visitor is greeted 
by these wall-mounted appendages, which blink and 
turn in unison to gaze at the viewer, similar to the 
movement of a tactile  insect. The turning produces a 
mechanical sound, which creates a sense of awakening 
of a living creature in the installation space. This 
part of the structure is also equipped with highly 
sensitive miniature video cameras that exceed the 
level of human perception, and the recorded footage 
of the participant along with the movement data of 
the structure, is transmitted to the “Desire of Codes 
Database” where all stored recordings are unified 
and remixed. At the end of the exhibition space, 5m 
diameter, circular screen reminiscent of an insect’s 
compound eye displays a projection of a complex 
mixture of images.

Multi-perspective search arms
Six robotic “multi-perspective search arms” are 
suspended from the ceiling. The tip of each of the 
arms is equipped with cameras and laser projectors. 
As the participant approaches, the arms detect and 
follow those moves, and project the captured imagery 
at the same time. The input and output are infinitely 
repeated, and through the feedback produced by the 
“search arms” the participant realizes that the “present” 
is a “void of repetition.”

“Compund eye” surveillance screen
The “Desire of codes” artwork is composed of three 
types of imagery – real-time footage captured by the 
“wriggling wall structure” (which records participants’

skin, eyes, hair, bags, and other attributes), the record of 
past footage (5 seconds, 5 hours, 5 days, or 5 months prior), 
and, in addition to that, real-time data from public 
surveillance cameras throughout the world available 
on-line (at airports, parks, in hallways, and in other public 

places). The 5m diameter round-shaped screen that 
looks like an insect’s compound eye consists of 61 
hexagonal video screens, and on each screen cell 
one can see the imagery produced by this “Desire of 
Codes” structure, split into pieces and remixed. While 

“Desire of Codes” Yamaguchi Center for Arts 
and Media [YCAM] March 2010 – May 2011
NTT InterCommunication Center [ICC] October 
– December 2011 Ars Electronica (Linz, Austria) 
August – November 2012
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The “Wriggling Wall”

Multi-perspective search arms

Photographed by Ryuichi Maruo, Yamaguchi Center for Arts and Media [YCAM]
new gravicells & Desire of Codes & Eye Tracking Informatics

gazing at the changing images and irregularly scaled time 
on the split screen, which creates a sense of falling into an 
illusive world of dreams and memories, the participant can 
also discover the existence of a desire for observation that 
unconsciously arises from the act of viewing the screen. 
In addition, super-directive microphones set up at 
various places inside the venue pick up voices, machine 
sounds, and other ambient noise in the installation space 
caused by visitors and by the work itself. Chronological 
sound information, like acoustic pressure or frequency 
components, are extracted from recorded sound data 
and analyzed. All of the information is recorded to the 
database in real-time – the data from the viewpoint of 
the “wriggling wall” and its 15 rows of sensors and mobile 
units, data from the “search arms” that capture the 
environment from the length of the long cylinder arms 
driven by step motors, and the contents of each of the 
cell-screens of the “compound eye.” At the same time, the 
present becomes the trigger for the accumulated data of 
previous events to be brought back to become material for 
the creation of a new acoustic environment. 
     This installation’s acoustic environment and projections 
illustrate a new reality of fragmentarily recombined 
aspects of time and space, allowing for an investigation 
into contemporary appearances of human corporeality 
and the desire of an audience to be both the observer and 
the observed. 

“Compund eye” surveillance screen
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*7. DEAF (Dutch Electronic Art Festival) 
A media art festival held in Rotterdam, Netherlands since 1994. The sponsor 
of this festival is V2, a local art center. 

*8. Sónar 
A media art and digital music festival held in Barcelona, Spain since 1994. 
In 2004 and 2006 Tokyo also hosted “sonar sound tokyo,” which has a 
partnership relation with the Spanish festival. 

*9.FutureEverything
FutureEverything is a festival of art, music and ideas held in Manchester, U.K. 
Its predecessor was the Futuresonic festival, which was renamed and has 
been known as FutureEverything since 2010. 

*10.ISEA (International Symposium on Electronic Art)
ISEA is an international conference overseen by the Inter-Society for the 
Electronic Arts. This regular gathering has been a tradition since 1988 with 
its focus on the promotion of digital art. The program includes a conference, 
artwork exhibitions, and other events. The location changes each year. In 2010 
it was held in Ruhr Germany (2011 – Istanbul, Turkey, and 2012 - Albuquerque, 
New Mexico, U.S.)

*11. eARTS 
A festival promoting digital arts, held in Shanghai, China, since 2007. It also 
functions as a ground for information exchange between digital artists and the 
creative industry. 

*12.SIGGRAPH (short for Special Interest Group on Computer Graphics and 
Interactive Techniques)
An annual conference and exhibition on computer graphics (CG) convened 
by the ACM SIGGRAPH organization (New York–based Association for 
Computing Machinery's Special Interest Group). It is considered the world's 
biggest and highest ranked CG festival, and includes the announcements of 
new academic research publications, contests, exhibitions of related works, 
and other events. Since 2008 SIGGRAPH ASIA has also been held for 
participants from Asia. 

Yamaguchi Center for Arts and Media [YCAM] 
Establishment Anniversary Project 
Rafael Lozano-Hemmer (2003) | Photographed by Kazuumi Takahashi

The Scene of Media Art – Museums,
and More Familiar Encounters 

One of  the representative cultural f acilities 
t ha t  s pec i a l i z e  i n  med i a  a r t  i s  t he  N T T 
InterCommunication Center [ICC]  *1 located in 
Tokyo. It conducts a wide array of activities with 
a focus on exhibitions and has been managing a 
digital archive since its launch in 1991. Another 
example is the Yamaguchi Center for Arts and Media 
[YCAM]  *2 located in Yamaguchi city. It supports 
the production of artworks, and many of the works 
presented there go on to tour in and outside of Japan. 
The “Miraikan” (National Museum of Emerging Science 

and Innovation) in Tokyo and “Sendai Mediatheque” 
in Sendai are also active in the promotion of media 
arts, and the number of cases when media artworks 
from these locations are exhibited in other museums 
is increasing as well. 
     Within the framework of the “Japan Media Arts 
Festival”*3 – a cultural event that includes exhibitions, 
competitions, and a range of other possible awards is 
held annually by Japan’s Agency for Cultural Affairs. 
The “media art” present at the festival includes 
commercially oriented works such as animation, 
games, and manga, and the festival attracts a very 
diverse audience.     
     As for media art promotion overseas, one of 
the venues that attract a lot of attention is the Ars 

Electronica Center*4 (Linz, Austria), which was 
expanded and reopened in 2009. It is a place of 
annual international festivals and competitions, and 
along with the Japanese ICC and German Karlsruhe’s 
ZKM*5, has a strong presence on the world's media 
arts stage. 
     Other regular festivals include “transmediale”*6 in 
Berlin (Germany), “DEAF”*7 in Rotterdam (Netherlands), 
“Sónar”*8 in Barcelona (Spain), “FutureEverything”*9 
in Manchester (U.K.), the world-traveling “ISEA 
(International Symposium on Electronic Art)”*10, and 
“eARTS”*11 in Shanghai (China). Another famous 
organization which focuses more on the industrial 
and academic aspect of contemporary media is 
the American “ACM (Association for Computing 

Machinery)” and its conferences, “ACM Multimedia” 
and “SIGGRAPH (Special Interest Group on Computer 

GRAPHics)”*12.
     The media art scene is not only present at 
specialized cultural facilities and festivals; it can 
be found at a great variety of  live shows and 
performances, in online environments, in products 
developed in collaboration with commercial 
enterprises, and in public spaces. Perhaps the reader 
has already encounterd media art! 

�� Yukiko Shikata

*1. NTT InterCommunication Center [ICC] 
The first Japanese cultural facility dedicated to media art, opened in 1997 and 
located in Tokyo, in the Hatsudai station area. It is comprised of a free-access 
zone, “Open Space,” which displays a variety of media art forms, provides 
planned exhibition space, and has an archive corner containing a library and 
digital archive. Since the beginning of the organization's activity in 1991, it 
has introduced a great number of artists from around the world to audiences 
through the organization of exhibitions, symposiums, and live performances. It 
also has a warehouse to preserve various media art works, visual art pieces, 
and other artistic pieces. 

*2. Yamaguchi Center for Arts and Media [YCAM]
A cultural facility complex established in Yamaguchi city. It has two art spaces, 
a library, and a cinema hall. The building was designed by the architect, Arata 
Isozaki. The facility offers production equipment for collaborative media art 
projects and performing artists and technology specialists, and many of the 
artworks created here have received wide recognition and are invited for tours 
in and outside of Japan. There are also numerous art production projects and 
tours conducted in collaboration with other cultural establishments. YCAM is a 
place where anyone can get in touch with cutting-edge artwork. 

*3. Japan Media Arts Festival
A media art festival held in Tokyo annually since 1997. It is organized by 
Japan's Agency for Cultural Affairs. There are four divisions in the festival: Art 
(formerly called Non-Interactive Digital Art), Entertainment (formerly called 

Interactive Art; including video games and websites), Animation, and Manga. 
Within each of these categories one Grand Prize, four Excellence Prizes, and 
other minor prizes are awarded. The festival draws audiences of more than 
40,000 people every year and is the biggest media art event in Japan. The 
festival also organizes exhibition tours to various parts of the world. 

*4. Ars Electronica Center
An art center opened in 1996 in Linz, Austria. Besides regular exhibitions with 
themes related to science, art, and culture topics, there are also educational 
and research facilities, and the center functions as an art studio as well. Since 
1979 the center has hosted the media art festival, called the “Ars Electronica 
Festival,” and Japanese artists such as Toshio Iwai and Ryuichi Sakamoto, 
Ryoji Ikeda, and exonemo have won the festival’s Grand Prize. 

*5.ZKM (Center for Art and Media Technology)
An art center situated in Karlsruhe, Germany. It was opened in 1997. The ZKM 
functions as a museum for media art and contemporary art, and has also 
established a research facility with the purpose of media art related technology 
research. It is also associated and conducts joint projects with the neighboring 
Karlsruhe University of Arts and Design. 

*6 transmediale
A media art and digital culture festival held since 1988 in Berlin, Germany.  Part 
of the festival is a competition which awards outstanding works with prizes. 
Also, since 1999 the festival program has included the digital music festival 
“club transmediale (DISK/CTM).”

��
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“A plaything for the great observers at rest” 
Norimichi Hirakawa (Tama Art University Graduate Program 
Information Design Major graduation project artwork, 2007) 
In this piece, the viewer manipulates a device that is a conceptual 
model of the solar system, where one can switch between the 
Ptolemaic and Copernican theories and view it from the respective 

standpoints. This controllable and dynamic viewpoint allows for a 
special “power” that can only be achieved with a telescope, pen, 
paper and the imagination of observers on a fixed point. Such an act 
of redefining the center of the world can only be a truly dynamic and 
exciting action on the conceptual level. This work piece was named 
a “plaything” because of its dynamic, playful quality.

“Urbanized Typeface: Shibuya08-09” Takahiro Yamaguchi 
(2008–2009)A scene from the exhibition at the NTT InterCommunication 
Center [ICC] by Takahiro Yamaguchi (Tama Art University Graduate 
Program Information Design Major Art & Media Course 2008) 
Photography by Keizo Kioku 

“Ars Electronica Center”An art center opened in 1996 in Linz, 
Austria. Besides regular exhibitions with science, art, or culture related 
themes, the site also houses educational and research facilities, and 
functions as an art studio as well. 

“TENORI-ON” Toshio Iwai (2007) A music interface designed 
and created by media artist Toshio Iwai and Yamaha Corporation 
(Yamaha Center for Advanced Sound Technology). It consists of a 
hand-held screen in which a sixteen-by-sixteen grid of LED switches 

“eARTS” A festival promoting digital 
arts, held in Shanghai, China, since 2007. It 
also functions as a ground for information 
exchange between digital artists and the 
creative industry.

��

�

are held within a magnesium plastic frame, and allows for the 
production and performance of music based on visual and sensory 
intuition without any prior musical knowledge or experience. 
>>http://www.yamaha.co.jp/tenori-on/



My Sputnik Kazuomi Furuya / Inkjet Print / 2009-2012

This work is a continuous project with 
the concept of  “Satellite / family / 
picture.”We are living in the era where 
one can easily browse the Internet and 
see “various images of the places and 
things never previously seen in real life.”   
Satellite photography is another thing 
that symbolizes the times we live in. The 
artist takes satellite photography as a 
motif of the piece, takes an ironic look at 
our relationship with the modern world 
of information, and expresses that irony 
through the image of a family from a 
satellite’s perspective. At the same time, 
the main weight of the theme is placed 
on “keeping it a family portrait,” 

T h e  P r e s e n t  o f  
I n f o r m a t i o n  a n d  A r t

情報と芸術の現在



��
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Iidatemura – a village in Fukushima prefecture. All residents were evacuated due to 
the level of radioactive pollution in the area. June, 2011 | Photographed by Chihiro Minato 
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Landscape as an Experience 
– Landscape after 3/11  

The Great East Japan Earthquake and tsunami 
happened on March 11th, 2011, whose scale of 
destructive force is said to happen only once in one 
thousand years, was deeply shocking for the whole 
country. The earthquake and tsunami disaster struck 
such a vast territory that the immediate extent of 
the destruction was unseen. In addition to that, the 
Fukushima Daiichi Nuclear Power Plant disaster 
caused radioactive pollution that crossed national 
borders, and the aftermath of this disaster continues 
to cause serious problems, even today. The fact that 
one natural disaster can cause such a powerful and 
complex effect suggests that for us, who work with 
information and media, that this is most likely a 
historic turning point. 
     Looking at this earthquake disaster from the 
standpoint of media and art, we can see an important 
task to work on. Our familiar scenery changed 
drastically in a matter of minutes, but what also 
happened was the loss of a tremendous amount of 
personal and social record in the stricken area. The 
problem we face therefore is how to bring back the 
memories of life and the environment from before 
the earthquake, and to also ask how and to what 
extent should we address the factual record of this 
disaster. For example, there is a project for collecting 
memories from pre-disaster landscape images and 
sharing them via the Internet. In this project, major 
Internet providers and volunteers play a key role, and 
we can see how the Internet era is making possible the 
creation of a new collective memory with both high 
speed and wide coverage. 
     One thing that happened was not so visual, 
however. The radioactive contamination problem 
has radically transformed human-landscape relations. 
How should media deal with the fact that even 
though the contaminated landscape has not visually 
changed, no one can live there and no ordinary 
person is allowed to set foot in that area any more? 
It is not just visual things, but things that can not 
be expressed visually as well that demand deep 
contemplation and reconsideration. To overcome this 
crisis between the landscape and human culture, we 
must reimagine old and new themes of landscape. 

��� 港 千尋｜Chihiro Minato

Inari Shrine Inari shrine that withstood the giant tsunami, located 
25km away from Fukushima Daiichi Nuclear Power Plant, inside of 
the evacuation zone. June, 2011. | Photographed by Chihiro Minato 

“Landscape elsewhere” Marie Drouet (2011) A “hybrid 
landscape” artwork connecting the two landscapes – the sceneries 
of Iidatemura village in post-disaster Japan and the Tuscany region 
in Italy. Created from photographs of Iidate village. Clock stopped by the giant tsunami Hirono, Fukushima 

Prefecture. June, 2011 | Photographed by Chihiro Minato 
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Festival Space – Creativity-inspiring 
Sacred Magnetic Field 

I majored in art history and media theory, but 
the reason I have always had an interest in public 
festivities is because of a deep emotional and soul-
stirring feeling raised by the scene of festival. While 
visiting and participating in ritual festivities of Bali*1 
and Sumatra, Nepal and India, I searched for the 
answer to one question – what is the nature of this 
complex and intricate aesthetic sense?
     The creativity of human beings is connected 
to the external environment. Creative thinking 
originates from human relations with the world, and 
the power for creation comes to humans from the 
outside as well. That “outside world” is not all chaos 
and disorder. It would be more accurate to call it “the 
world where things are possible.” Humans choose 
their path from various possible directions and derive 
new meanings from existing paths. Humans also fall 
into a vicious circle if they don’t have various means 
to develop a deep connection between the outside 
world and the inner world. Similar to the mechanism 
of going into a state of trance during Balinese festivals 
which create an atmosphere where sacred information 
enters the mind, public festivals serve to maintain a 
constant network of ties with the whole community 
and are the most important scene for the design of 
communities and the establishment of relations with 
the external world. 
     It has been suggested a while ago that the 
development of the media environment and the 
progress of digital technologies will raise questions 
about human corporeality and synaesthesia. In 
the context of these questions, interest towards 
human internal information circuits and research 
of communication technologies in their broad 

sense has increased in number over the past several 
years. This is precisely why the modern stage of 
information science requires a holistic*4 approach that 
goes beyond sensor fusion*2 research in the field of 
human factors and ergonomics or the development 
of complex perception type interfaces. The more that 
informatization and acceleration of various processes 
infiltrate society, the more that problems occur in 
body/soul relations. As a result, we will face issues of 
mental state and pathology, of physical matter and 
perception. 
    Claude Lévi-Strauss*5 made some interesting 
statements about human nature and ritual festivals. 
He claimed that humans act in the world without 
fully understanding it. Our soul can never be 
“complete,” and we live with the constant feeling of 
“something missing.” In these circumstances our mind 
is far from focusing on understanding the nature 
of physical objects and the meaning of phenomena 
around us, but becomes a big container for the 
surrounding information. Lévi-Strauss suggested that 
social rituals play a role in attempting to close the gap 
between that incomplete state of mind and reality. 
Ritual festivals are, in other words, an immanent and 
authentic “ image craft.” They fill in the part lacking 
in us and bring a state of mind that could be called 
“a balance of perception.” The “image craft” of 
festivals is embedded deep within our minds, which 
are normally focused on the present, and shapes our 
consciousness. Festival tradition is not a thing of 
the past, but an integral activity that crystallizes the 
present. Information design is nothing else but a new 
scene of exploration for this “ image craft.”

*1.The ritual festivals of Bali 
In the island villages of the Indonesian Bali province, large and small 
religious rites are performed at different times of the year according 
to a special calendar with the purpose of preventing a poor harvest, 
plagues, and other natural calamities, as well as praying for soil 
purity and fertility. These rituals are devoted to the Gods and are 
accompanied by music and dance. One representative ritual is 
a dramatic dance called “Calonarang,” wherein a demon queen, 
Rangda, which symbolizes evil power, and a lion-like animal figure 
called Barong, which is a manifestation of virtue, engage in an 
endless battle between the two. The villagers enter a trance state 

��� 伊藤 俊治｜Toshiharu Itoh

and dance fanatically, as if possessed by the gods themselves, for a 
long time.

*2.Sensor fusion
The combining of sensory data or data derived from disparate 
sources of perception information, such as senses of sight, hearing, 
touch, smell and taste.  

*3.Complex perception type interface 
An interface that engages not only in visual, but multiple human 
senses, such as hearing or tactile sensation. 

*4.Holistic
A term that includes the concepts of “whole,” “relation,” “connection,” 
and “balance.” It is close to the traditionally comprehensive way of 
thinking of the East. Political thinker and philosopher Jan Christiaan 
Smuts pioneered the concept of holism (Smuts defined holism 
as “the tendency in nature to form wholes that are greater than 
the sum of the parts through creative evolution” in his 1926 book, 
Holism and Evolution.)

*5 Claude Lévi-Strauss
1908–2009. French anthropologist, ethnologist and philosopher. 
Along with Jacques Lacan, Michel Foucault and Louis Althusser, 
Lévi-Strauss is considered one of the central figures of structuralism. 
Some of his representative works are “Tristes Tropiques”(lit.“The 
Sad Tropics,” but also translated as “A World on the Wane”), 
“Anthropologie Structurale” (“Structural Anthropology”) , “La 
Pensée Sauvage” (in English the book is known as “The Savage 
Mind,” but there is also an argument that this title fails to capture 
the other possible French meaning of “Wild Pansies.” In French 
“pensée” means both “thought” and “pansy,” the flower. Reference: 
Wikipedia), and a four-volume study called “Mythologiques.”

the slopes of Mount Agung in eastern Bali, Indonesia.
Photographed by Chihiro Minato 

“Taksu - The Spiritual Dancer” Miho Nitta (Taksu is a 
Balinese word that is difficult to translate directly. it is perhaps best 
described as Creative Inner Energy.) A documentary captured 
the last years of the life of legendary Balinese dance performer 
Ni Ketut Cenik, who passed away in 2010 at the age of 86. It is 

made in the style of ”poetry in motion.” The documentary presents 
the traditional culture of Bali Island and the depth of its spiritual 
atmosphere through the story of Ni Ketut Cenik, who danced all of 
her life.
Photographed by Chihiro Minato 



New Art and 
Entertainment 
Course!

多摩美術大学 情報デザイン学科
メディア芸術コース
ART & ENTERTAINMENT
Department of Information Design, 
Tama Art University

Introduction to Media Arts 
/ Fundamental Practices 
For the production of high quality artworks one needs to gain certain fundamental 
knowledge and skills. Therefore the first year is focused on the following six subjects.

The Department of Information Design changed the name of its 
“Information Art Course” to the “Art & Media Course” in 2012. The 
program has always been a place for exploration of and search for 
new ways of artistic expression in the broad field of media-utilizing 
visual arts, sound art, installation art, and performance. Together with 
the many talented artists that have graduated from this program, we 
continue to challenge new realms of artistic expression in pursuit of 
next generation media art.

Our Media Arts Festival is filled with excitement and enthusiasm 
every year due to the presence of genres like media art, animation, and 
manga, which has attracted the world’s attention, alongside cutting-
edge bio art research. Our doors are always open to brave dreamers 
who aim to become the leading talent of the future, and we welcome 
explorers from all of these fields. 

[Art & Media Course Official Website ]　>>http://www.idd.tamabi.ac.jp/art

Department of Information Design, Art & Media Course Laboratory
2-1723 Yarimizu, Hachioji, Tokyo 192-0394, JAPAN Development Practices 

The focus of the second year is on workshops, where students directly engage in artwork 
production, and lectures on department disciplines, which are largely dedicated to history 
and theory courses that are fundamental for art creation, and an introduction to three-
dimensional technologies. The second year opens great opportunities to apply the skills and 
knowledge earned over the course of the first year.

1st year

2年次

Image Literacy
Interaction
Sound & CGI

Craft & Materials 
Media Literacy 
Informative Drawing

Photographic Presentation 
Sound & Software Art  
Video Art Construction   
Kinetic Art 
Bio Media Art    
Scenario Design

Graphics and Animation 
Light as an Art Object 
Workshop Design
Interaction Design
Interactive Art 
Short Film Production  

2nd year

“Rocket” Masaaki Nakae (Tama Art University, Department of Information Design, Art & 
Media Course graduation project artwork, 2005) 

1st year class – Media Literacy

2nd year class – Interactive Art 



There are three spaces on the second floor 
of the program’s building: an “Audio Visual 
Space,” a “Device / Programming Space,” 
and a “Craft Space.” The combination of 
the three fosters a creative environment 
by providing access to a variety of media. 
The first floor has a professionally designed 
audio-visual studio and a lounge for 
meetings and discussions. In addition to 
that, the Art & Media Course provides 
stable high-speed internet connections and 
a high capacity server for file storage, as 
well as free-access to our Wi-Fi network. 
The communication environment provided 
by the school creates a cyberspace that can 
be called an “invisible” art studio. 

Besides our specialized facilities, the 
program offers a gallery and studios for 
students’ use. The gallery hosts various 
exhibitions and enables the production of 
large-scale media art works. The Tama Art 
University Library, designed by architect 
Toyo Ito, is located right next to our 
building and provides access to a rich 
database of resources and an atmosphere 
that enhances creativity.

Applied Practices
During their third year, students explore the concepts and techniques of art production 
within the framework of the workshop and complement those skills with fieldwork and 
lectures on art theory and history. The third year program is an organic extension of the 
second year courses, where skills and fundamental perceptions learned during the second 
year are further used to develop the student’s artistic personality. 

3rd year

Media Art: General Practices 
4年次

Media & Installation I
Media Art I
Film
CGI 

Media & Installation II
Media Art II
Film II
Exhibition Design

Post-graduation Careers 
Our graduates have won many awards at numerous 
festivals and competitions in and outside of Japan 
in categories such as: media art, visual arts, web 
design, interface/interaction design, software/
device design (including collaboration projects with 
commercial enterprises and independent projects), 
advertisement, event design, game design, and more. 
Our graduates’ career paths include a wide range of 
professions, from production and post-production 
of visual, acoustic, and industrial design works, to 
the establishment of their own companies. It would 
not be an exaggeration to say that our program is 
a “fine arts department that ensures a high chance 
of employment.” At the same time, it promotes 
innovative production that is not bound by 
conservative concepts and opens the door to a broad 
range of creative opportunities. 

A-Lab: Media and Installation
B-Lab: Media Art

C-Lab: Photography and Film –     
            Creation of Memory
D-Lab: Future Cinema

3D Printer

“parch” Akiko Kondo (Tama Art University, Department of Information Design, Art & Media Course graduation project artwork, 2011) 

“Footway Number 1, Number 2: Kimura Formula 
Bipedal Mechanism Series” Masataka Kimura  
(Tama Art University, Department of Information Design, Art & Media 
Course graduation project artwork, 2003) 

Gallery 

Practical class in the photo studio

Facilities and Equipment

Craft Studio  Sound Studio
Photo Studio  Tamabi Hacker Space
PC Room  Gallery



執筆者プロフィール｜authors

港千尋
Visual artist and writer / Born in Kanagawa prefecture in 1960 / BA, 
Waseda University, Faculty of Political Science and Economics, 1984 / 
Began teaching at Tama Art University in 1995 / In 2002 and 2004 he 
was a visiting scholar at Wolfson College, Oxford University / In 2007 
he was appointed as a commissioner of the Japanese Pavilion at the the 
52nd Venice Biennale / Major works: “Memory-Powers of Creation and 
Remembering,” Kodansha (1995), which won the Suntory Prize for Social 
Sciences and Humanities in 1997; “Chromatic Citizen,” which won the 
INA NOBUO Prize for Photography in 2006 / Recent works: “ Jomon 
in Your Hand” (Hatorishoten), “Geijutsu Kaiki Ron” (“Art Regression 
Theory”) (Heibonsha) / Current position: Professor, Tama Art University 
Faculty of Art and Design Department of Information Design, Art & 
Media Course; Dean of the Faculty of Art and Design. 

原田大三郎
Filmmaker / Born in 1956 in Fukuoka / MA, University of Tsukuba, 
Graduate School of Art and Design, Major in Fine Arts / 1983 16th 
Modern Japan Art Exhibition Award / 1st Japan Arts Council Award 
/ Multimedia Grand Prix’ 94 MMA Chairman’s Award / Leads an 
investigation into visual expression with a focus on CG / active as a SFX 
and concert visuals producer / Current position: Professor at Tama Art 
University, Faculty of Art and Design, Department of Information Design, 
Art & Media Course.

三上晴子
Artist/ Has been active in production of large-scale installation works 
themed on information society and and the human body since 1984. 
/Since 1990 has produced and exhibited in and outside of Japan a 
number of interactive media art installations incorporating human 
perception. / Major exhibitions include ones held at Joan Miro 
Museum (Barcelona), Fine arts Museum of Nantes (France), Kulturhuset 
(Stockholm), /Kuenstlerhaus (Vienna), National Art Museum of China 
(Beijing), Daejeon Museum of Art and Seoul Museum of Art (Korea), 
/and other venues. Her works have also been solo show at Japanese 
Media art Museum including Canon ARTLAB, InterCommunication 
Center [ICC], Yamaguchi Center for Art and Media [YCAM] and 
Media art festivals throughout the world,including Ars Electronica (Linz), 
transmediale (Berlin) and Dutch Electronic Art Festival (Rotterdam).
The 16th Japan Media Arts Festival [Excellence Award] and show at 
The National Art Center (Tokyo). Current position: Professor, Tama 
Art University, Faculty of Art and Design, Department of Information 
Design, Art & Media Course.

Chihiro 
MINATO

Daizaburo
HARADA

Seiko
MIKAMI

久保田晃弘
Born in 1960 / PhD, The University of Tokyo, Graduate School, Division 
of Engineering, Department of Naval Architecture / Research in 
Nonlinear Computational Fluid Dynamics and Artifactual Engineering 
(design science) / Faculty of Art and Design at Tama Art University since 
1998. Works in developing and promoting various cross-discipline and 
hybrid production projects in such areas as satellite art (artsat.jp), bio art 
(bioart.jp), digital fabrication, social materials, sound performances with 
self-designed musical instruments (hemokosa.com), and other projects. 
/ Current position: Professor, Tama Art University, Faculty of Art and 
Design, Department of Information Design, Art & Media Course.

佐 木々成明
Visual artist / Born in Hiroshima in 1963 / MA, Musashino Art University, 
Graduate School, Division of Formation Arts (Visual Communication 
Design Course) / Along with producing and exhibiting media art works 
at museums in and outside of Japan, he is active in the fields of game and 
digital contents production, CM, stage visuals direction, and production. 
/ Author of “Eizou Jouhougaku Nyumon” (lit. “Introduction to Image 
Information”), 2005 / Visual installation artwork for the Japanese Pavillion 
at Shanghai Expo 2010,  INAX Corporation’s booth / “Video Dance” 
Second Prize, and other awards / Current position: Associate Professor 
at Tama Art University, Faculty of Art and Design, Department of 
Information Design, Art & Media Course. 

伊藤俊治
Art historian / Born in 1953 in Akita / BA, The University of Tokyo, 
Faculty of Literature / MA, The University of Tokyo, Graduate School of 
Humanities and Sociology, Major in European Art History / Has been 
contributing as a critic to areas beyond his specialties (art history and 
the history of photography), extending activity to critical and holistic 
approaches in fields that intersect the arts, science, and technology. / 
Major exhibitions (planning and curation): “Portable Sacred Grounds” 
(NTT InterCommunication Center [ICC], 1998), “CHIKAKU: Time 
and Memory in Japan” ( lit. “A Dialogue with Four Dimensions”) (Taro 
Okamoto Museum of Art, 2006), and other exhibitions / Author of “20 
Seiki Syashin Shi” (lit. “The History of Photography: 20th Century”), 
“ Jiremma-ron”(lit. “Dilemma Theory”), “Kikai Bijutsu Ron” (lit. 
“Mechanical Art Theory”), “Denshi Bijutsu Ron” (lit. “Digital Art Theory”) 
and many more works. Current position: Visiting professor, Tama Art 
University, Faculty of Art and Design, Department of Information Design, 
Art & Media Course; Professor, Tokyo University of the Arts (formerly 
Tokyo National University of Fine Arts and Music), Department of Inter 
Media Art. 

四方幸子
Curator and critic / Conducted research of information environment, its 
retrospective from 20th century to present, from the perspective of media-
related art opportunities. From the beginning of the 90s active in curation 
of numerous and diverse revolutionary projects – independently and in 
collaboration with such establishments as Canon ARTLAB, Mori Art 
Museum, ICC and other organizations in Japan and overseas. Curated 
works were awards, and took part in numerous international media 
art events as a member of jury. An advocate of “Extended Curatorial 
Practices” since 2010. / Current position:  Visiting professor at Tama Art 
University, Faculty of Art and Design, Department of Information Design, 
Art & Media Course; Specially Appointed Professor at Tokyo Zokei 
University; Part-time Lecturer at Institute of Advanced Media Arts and 
Sciences (IAMAS).

森脇裕之
Light artist / MA, University of Tsukuba, Graduate School of Art and 
Design, Major in Design / Works with a focus on interactive installations: 
“Dreaming, in the Dream...” (ARTEC’95 Second Prize), “Geo-Sphere” 
(l’Oreal Art&Science Honor Prize) / Displayed works at Locarno 
International Video Art Festival (Switzerland), the “Chikaku” exhibition 
(Austria), and at other international venues and events. Recently involved 
in large-scale outdoor illumination projects such as Shinjuku Times 
Square illuminations. Current position:  Associate Professor at Tama Art 
University, Faculty of Art and Design, Department of Information Design, 
Art & Media Course. 
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