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GEIDAI GAMES 04 Game Course Exhibition 2023
Tokyo University of the Arts Graduate School of Film and New Media

Online: https://games.geidai.ac.jp/04/
March 17th 10am OPEN

onsite: Tokyo University of the Arts Ueno Campus Factory Complex Building
March 17th 11:00-18:00, March 18th 10:00-17:00
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New Directions Presented in GEIDAI GAMES 04

GEIDAI GAMES 04 will be held with the attendance of the team
members from USC for the first time since the GEIDAT GAMES
exhibition started in September 2020.

The Japan-US Educational Initiative on Creating Games
between Tokyo Geidai and USC, which had included online ele-
ments since its launch in 2018, turned out to be a good practice
for global collaboration in the COVID-19 situation. However,
this time, we expect that the dialogue happening in a physical
exhibition will bring forth many inspirations.

There are also new components which will be presented
at GEIDAI GAMES 04 that bring games into an art context. Un-
der the ArtDX project, which promotes the application of digital
technologies in the entire university, Ryoya Usuha started a new
course of game production practice for undergraduate students.
Some of the results from his class will be exhibited. PhD student
Issei Yamagata will be showing “Farewells” as an outcome of his
research in the doctoral program. In the Art Innovation Center,
an exhibition of an old Yokohama streetcar using photogram-
metry and volumetric capture (4D scanning) will be displayed. We
would be grateful if you could enjoy these exhibits as new devel-

opments of games in the arts.

Takashi Kiriyama

Professor, Department of New Media
Dean, Graduate School of Film and New Media
Tokyo University of the Arts

Findings on the A to G Project

One of the research themes of the games track at Tokyo Geidai
is what we call the A to G Project. We are trying to find common
grounds in the production pipelines of animation and games. At
first glance, the thought and making processes of animation and
games seem similar, but in fact, the divide is quite wide.

Generally, in the preproduction stage of animation, first
comes a reliable storyboard followed by layouts which are rough
designs for the actions and backgrounds in each scene. Then, the
animating begins, usually from keys to inbetweens. In most cas-
es, it is possible to imagine what the final film will look like even
in the beginning stages.

On the other hand, when creating a game, the prototype
and its later versions are playtested again and again as it devel-
ops into a vertical slice, alpha, beta, and so on. Between each
step the game is tested and reviewed, therefore sometimes chang-
ing its course completely. What it ends up being could be rather
different from how it was first planned.

Even the word “finished” has very different connotations
in animation and games. In our graduate school, a finalized ani-
mation cannot be modified in any way after its release. However,
the games students can continue to polish and debug their thesis
projects after they are finished for school and prepare them for
public release. Many of them go on to make upgrades and patch-
es after the release as well.

In animation, the end of production is the actual end, but
in games, there is no end to the production.

The chain of thought that generates when comparing
animation to games seems to go on forever. There are many in-

teresting aspects worth pursuing.

Mitsuko Okamoto

Vice President

Professor, Department of Animation
Graduate School of Film and New Media
Tokyo University of the Arts
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Master’s Thesis Projects
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Room-made
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A room embodies a certain sense of loneliness, and its small space can
sometimes become as vast as an empty, unoccupied ocean. She had once
lived alone in a room that had drowned her in the sea of desolation.

But the ocean sounds also hint at the freedom and joy she felt at times.

Music: Lingge Zhang

1995 FREREEE N, 2017 FEEFRBRART VAN X T« 77— NEHREE.
2023 FRFREMAZAZRREMER 7 =X —> 3 VERIET FE.

Born in Wuhan, China in 1995. Graduated from the Digital Media Art Department at Huazhong University of
Science and Technology in 2017. Master’s candidate in the Department of Animation at
Tokyo University of the Arts Graduate School of Film and New Media.

FEMIEEEN, FEREEMERT7 X —> 3 VEREE,

2023 FRREMAFRFERRGEMAR 7 = X —> 3 VBHET FE.

Born in Sichuan, China. Graduated from the animation department at Tsinghua University. Master’s candidate in
the Department of Animation at Tokyo University of the Arts Graduate School of Film and New Media.

B ~EVIROBE~
Songs of the Hmong
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The Hmong is an ethnic minority in China known for its beautiful tradi-
tional music. This is a music and puzzle game based on the ancient tales
and songs of the Hmong that revives their rich culture and aesthetics.

Music: Chenhan Liu, Qiongyu Li Sound Design: Qiongyu Li
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Master’s Thesis Projects
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M1 Projects
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Whale Fall

FERBIKOHCHEMOEERZ KERT 5 HHED T — Lo
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A game of the oceans, experiencing the cycle of life in the vastness of

water.

Music: Riki Kitai, Akio Yokozawa Sound Design: Dochi Matsumura

1999 FERAREE . 2022 FICRREBMALEMATICERIAB SR EEREK L. RE. AAZRBEHE
B7=x—Ya VEREL—F, F—LPB&E. A VA2 L—2a EREEICHIELTOET.

Born in Kumamoto, Japan in 1999. Received a bachelor’s degree in Oil Painting from Tokyo University of the
Arts in 2022. Currently enrolled in its Department of Animation in the Graduate School of Film and New Media

and creating games, films and installation art.

BERLXEREREX

White-Haired Witch and Black-Haired Witch

HEDREL L BEOBLOYEE. AROE L 1 7 —nE,
HRETRETH Y, BRETH. EFDD L ICEMb AV,
THEOARDBICRERLERD D HARRD 5,

A story of a white-haired witch and a black-haired witch. Black-and-
white dreams and dreams in color. After all, love is everything. And love
is a dream that ends with it. But in the dream, love is there again with

all the wonders of the world.

FEMHES. VREMEZE> THRE7 =X —>a > &> TV,

Born in China. | create narrative animation using VR technology.
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M1 Projects
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There is a single black box floating in an enclosed space. We don’t know why it exists or what
it does. It just spins slowly, its black surface shining eerily.

Small figures are gathered around the box. Their movements show craving, and their curiosity
about the box is evident. At the same time, in the far corner, there are others who are fright-
ened by the mysterious box and are trying their best to avoid its glow.

At that moment, the player touches down in this space. How will they react to the box?

Music: Sawako Nonaka Sound Design: Tatsuaki Nishioka

FEES., ZRTRETYEMXT 77— NeBRL. BERA V425707« THBBREREZMEL TV,

Born in China. | studied digital media art as an undergraduate, and for my master’s | am researching interactive filmmaking.
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DUCK!
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ﬁ touch the duck to play
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Quack quack quack

Quack quack

QUACKKKK!

Hold out your hands, break the fourth wall, and assist the DUCK
in avoiding obstacles. You have to duck the crocodiles as well or the

DUCK will get duked out!

1997F &4 %%Fh, Fa5AXAVKRFEAI 15— arTHA VEREE,

B RREMAFZAZRREMAR X 7« 7REFREZH,

Born in Thailand, 1997. Graduated from Chulalongkorn University, Department of Communication Design. Currently
enrolled in the Department of New Media at Tokyo University of the Arts Graduate School of Film and New Media.
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Affiliated Projects
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“Farewells” is a multi-layered narrative adventure game in which the player maneuvers the
protagonist boy between his real life and the worlds of video games that he's playing.

The boy in the game is playing video games in his room all the time, not listening to the
worries of his family. The player can control the boy and also the video games that he plays.
The story develops with the in-game reality and the games within the game nested within each

other, shedding light on the roles that characters play in video games.

20212 A &V EFF 4 — Ltkdn [Farewells | O EIFIEZ A,

Began making the video game “Farewells” together from February 2021.
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Game “Bunny Ussa’s Great Adventure” for “ETV 0655/2355” New Year’s Song 2023

SCORE 02022

4

Zennyan

EVtENT—T14 AN, BADEGHRIEPRAEMEFLALE. 2V
Ea1—8—4S—LDERIBEOINE I L7 —MiEERAE, 28— IR E.
Pixel artist. Studied traditional Japanese crafts and contemporary
art, then became fascinated by the aesthetics of computer games
and began creating pixel art.
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At the beginning of every new year, the television program “ETV 0655/2355” introduces an eto
(Chinese zodiac) song of the animal assigned to that year. In 2023, they took a different approach
in producing the animated video by first making a game with this year’s animal, the rabbit, as
the hero. Then, they recorded the game being played and edited the recording to match the mu-
sic. The final piece was aired on the show as the eto song of 2023 entitled “Bunny Ussa’s Great
Adventure.” This game has been modified to be showcased in the Tokyo Geidai Game Course

Exhibition.

7] 5%#@ Ryoya Usuha
BUSIER. EAT — LIRS, RREMAS =MHR

Filmmaker, independent game designer, and
researcher at Tokyo Geidai.
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Affiliated Projects
Undergraduate Game Projects

i s 78] W Lecturer: Ryoya Usuha
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The Game Development Exercise is a class for all undergrad-
uate students that has been offered at the Tokyo University of
the Arts Art Information Center since 2022. Many of the stu-
dents begin without any game design experience. In a period
of six months, they work on their own to create a game proj-
ect in stages from ideation to implementation. This exhibition

introduces a selection of the students’ work.
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Walking in the Art

b 1 LR SVAC)

Akari Endo (4th-year, Dept. of Design)

froIc A> THETE 25 & o ) REA LM, —A#/=
NBBIRFR Y — Lo

A magical museum where you can enter and enjoy the paintings.

First and third person exploration game.
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After school games ~ Look this way!

e NEE (v om2m)

Yorie Mamiya (2nd-year, Dept. of Design)
INERP D DN o NADBKDLETOM, brolk
HobLWTBRATHEREEAL?

On the way home from elementary school. How about a game of

“Look this way” while we wait for the bus?

Existence

FHH 5 eEriaEs 1 )
Kei Murase (1st-year, Dept. of Painting [0il])

ORI LRFHIL 72\

I want to escape from this world.

Living as me, and Dead as it

YOWPY | &I doo» b | ditlh ZHFE Gemsmzmnie)
YOWPY | Akari Nagai, Ayumi Koike (4th-year, Dept. of Intermedia Art)
(B R k2 BB LA Aol &, AR ED X 5 IcH Y
BHZTH2 LA TE D W) T L eIEOT—~IC L

7= L =METT

The three games share a common theme: “How can a human being
prove that he or she is in fact who he or she says who he or she is

when he or she no longer needs his or her physical body?”

nobody
knows

nothigg

GameStart
Settings
Exit

Nobody knows nothing

JEERE 1HEk cemsaiEmm L)

Naoya Hirooka (4th-year, Dept. of Intermedia Art)
su<F—H{REEF— 70, HEZT OV EZ AR LEEDZ 5
bLTHEGASNZIANT 7Y 2 v 7 —LTT,

This is a puzzle action game inspired by chroma key compositing.
Players aim to reach the goal by dodging obstacles while switching

perspectives.
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Music Parkour!

B2 BT @smer s gmas)
Riito Shimata (4th-year, Dept. of Instrumental Music [Piano])

BHRICAEDECRER BT, R E2HED D | SAalBFT—icilly
BLTEMRTES he?

Avoid the walls and collect the instruments in time to the music! Can

you reach the goal...?
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Modern Life of Fingers

P I (anem)
Ryoya Usuha (Lecturer)

B2y T ATA T EVFAVITY b

Tap, Swipe, Pinch to Zoom
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Tokyo Geidai X USC
Collaboration Project

Tokyo Geidai Gradute School of Film and New Media x
University of Southern California School of Cinematic Arts

RREBAXUSCHREHIE

2018 4EFEICSCERRFAA IC & 5 T RF o FEF s b ¥~
COILBIZE % 16 L 7o Rk ES% & o REMLMBR LB~ IC
BRI N, 2K b vy 70 r — LBE B % 3 5 USC B
BA Y2 T I T4 T AT 4T T — LER L RERTF O 7 —
LEBEKEEE D D T DIC, FH - BRICK 2% B T R
77 L %kfToTnET,

USC x #ALFEFIES 4MH & 4 2 54k, USCT v F
VTR T9FdF—HRBELIVE—2—-T Y vy vEREDOT—
LHIEEE A ERE .y 2 0%k, 20224512 A IcEREREX,
USC%FMIL BRXUSCa I KL —v avF—Lick B —
LEIWEDSBIEL & Lico ARP3F— L0352 L. WaE % &Y
WhIA v IAvI—Ta v r%ERAERLTY 27 b %D
TwEd, KABEATHE., 20E—BEROHiHE A2 T L7 7
fizsRELET,

Tokyo Geidai X USC Collaboration Project

Selected in 2018 by the Japanese Ministry of Education, Culture,
Sports, Science and Technology for the Inter-University Exchange
Project that supports the forming of collaborative programs be-
tween Japanese and North American universities, Tokyo Geidai
Graduate School of Film and New Media and the Interactive
Media & Games Division of the University of Southern Cali-
fornia School of Cinematic Arts, known as the best game design
school in the U.S., jointly explore methods to improve games ed-
ucation for both faculty and students by conducting innovative
international programs.

The 2022 academic year of Tokyo Geidai welcomed
workshops on game development by USC professors Andreas
Kratky and Peter Brinson. The schools then launched the fourth
round of the Tokyo Geidai x USC Collaboration Project with
a kickoff meeting in December 2022 in Los Angeles. A total of
three teams were formed to make three different game proj-
ects. Setting their sights on the Alpha presentation in GEIDAI
GAMES 04 and Beta in the USC GAMES EXPO 2023, students
hold frequent online discussions with their teammates while

checking in regularly with the faculty on their progress.

14

Wi Samsara
Moss Dooley () Qingyun Liu (u) Ziyang Liu ) F 325 Haoyu Wang (6) [JE 22 Pang Wen (6)

e R o ARFR=RBICHEEL . BFCEEL T2, #fZ
WY RS C L BDRIcDMimc, Bk k- [EEEY | BE%
TFERLABLAZAEML 2DHA FA7a =17 — 1,

Enter a world thrown out of balance. Nature has separated into its
three physical states and is rapidly deteriorating with no hope of
returning to harmony. It’s up to you to restore the balance. Use your
abilities over solid, liquid, and gas to traverse levels and solve puzzles

in this 2D side-scroller.

;2727 — TofuTower
F AR WEFi Saki Araki (6) Sammy Chuang (u) David Padrén-Harris (u) Heming Ruan () [ JES Fuma Yamane (6)

P TR —ERCHALET, COMNY TR -G BHTHEE
OJTRAEEBELLDCEETETVE XY —TT, LHIEHDOE
PhE—ATELLTVE Lk, LALZCCEEERIELC L L ;

BO.ETH—ELE L, PV T7RAT—LEADLDICH L VE
AEEEL T EE v,

Meet Tofu Tower. A living breathing apartment building located on a
quiet city block. Life changes, though, when a freeway begins being
built, and Tofu Tower is standing right in its way. The player’s goal

is to find a new home for Tofu Tower and its residents, and explore

what it means to be uprooted from one’s home.

C&U&IZ  Gradually
FiG 1257 Haruna Izumi (6) Nickey Olson (u) A4¥F¥/3 F+¥*% Chanya Sriuranpong (6) Xingyao Wu () ¥z ZEWE Yini Yang (6)

FvF—tLlTa—r%ZHET Y — 24, BECH» > THICAEY —
F#EFCTn2 e [EF, AELLTR2 bR ANWESL S0 L
EZDLTERDLD LNEE A BICEEEE T T, Sazs
LAaREZR L5 TH I VwoTR? T—r@3H8FECedHh 5,

A game where you play as a runner racing to the end of the path. As
you constantly speed up towards the goal, you may wonder to your-

self, “what am I missing out on?” Slow down and you may see some-

thing you didn’t realize was there. Remember, the goal will always be

there, and you can take as much time as you need.

(G) EREM AL Tokyo University of the Arts (Tokyo Geidai)
(U) EHY 740 =7K% University of Southern California (UsC)
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Tokyo Geidai X USC
Collaboration Project
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Messages from USC
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After three years of collaborating across the Pacif-
ic in online meetings, this is the first time that our
Tokyo Geidai and USC game design collaboration
is happening the way we envisioned it: A group of
students from Geidai and USC are exploring together
what it means to talk, form ideas, and work together
to create a unique game project. The three teams
have been visiting each other, spending time together
in person, brainstorming and creating. The results,
as already in the past, are unique and of a rare qual-
ity. The creative challenge of this collaboration, the
need to communicate across very different cultural
settings, life experiences, and languages, unleashes
a unique creative force. And the game projects that
have been the fruit of this initiative since several
years now, are a beautiful testament of it. We hope
you will enjoy the works in this exhibition as much

as we have enjoyed the process of their making!

Andreas Kratky

Associate Professor
Associate Dean of Research
Media Arts + Practice Division

Interactive Media & Games Division

USC & BB R D2 bR B F — b A lIC
b5 BB RREEZ, B L WRER, KIE. 2 LTl
DBV EEWET 5 C & ~Df, Ricki? DEAR
Tk, RICRSEORED BV | izl x ToIkFE
VEERS 7 b THEEZ NI T LIETE RV, L
L. Bz ko 200/ MEE Wi BTORANWI L Y
~HBF—LT =7 ICHEINE [F—L A4} D
HEZELALHBTE TR L Wi etl
FoTEIEWED T TA XV T4 R %, 2D
X5 REEEZH NS C L, FEEBICE 5
TOHW R %, 2L TCCOBEEDAMTIAIS ]
EVSRERFEL T, 7Y A Z—— A—ADHEL
F—bxBELTRL,
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For the teams formed from USC and Tokyo Geidai
students, what comes first is the excitement for a new
experience, the friendships, and the potential for cre-
ating captivating play. Next, comes the uncertainty;
the situation brings challenges — both with collabo-
rating across seas and sometimes with language. But
with this need for understanding, an unavoidable
dilemma becomes an inevitable creative priority,
through a question embedded in the teamwork itself
— do I clearly understand my teammates’ point of
view? Seeking such sympathy is each student’s first
and last task of the day. And through this struggle,
each creator pursues a simple beauty through the
experience of creation, as well as with the games they

craft.

Peter Brinson

Professor of Practice

Interactive Media & Games Division
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The exhibit website will showcase videos of featured games played and reviewed by professors and guests. In

addition, student designers will present their own projects.

*In Japanese only

https://games.geidai.ac.jp/04
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Game Course Games Commentary
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[Room-made] [E#~ E Y ENDE~ | [Whale Fall] [BZRE%
& B2/ % |[Black BOX/[DUCK!]
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Hajime Kasai
Journalist. Writes articles and conducts interviews on video games as
it relates to other disciplines such as art, modern society, literature,

and sports.

Hajime Kasai, a journalist who has closely followed
the relationship between video games and art, will
play the following Tokyo Geidai Game Course stu-
dent projects: “Room-made” “Songs of the Hmong”
“Whale Fall” “White-Haired Witch and Black-

Haired Witch” “Black BOX” “DUCK!”

SN RBIREIR ©H 5 ABHER, 7 — LB
FHE 124 O JEHENRERT < B 2 FRBIEFIG, FHI8d%
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[Room-made | [EF~ € > HENDE~ | [Whale Fall] [BZE %
& BE2E & |[Black BOX][DUCK!]
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Play & Critique of Tokyo Geidai Projects

A Tokyo Geidai professor, Game Course lecturer,
and industry mentor will review the student proj-
ects: “Room-made” “Songs of the Hmong” “Whale
Fall” “White-Haired Witch and Black-Haired
Witch” “Black BOX” “DUCK!”

By &7
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Kazuhiko Hachiya

Media artist

Professor, Department of Intermedia
Art, Tokyo University of the Arts

Katsutoshi Machiba

XR contents producer

“Introduction to Games” Lecturer, Tokyo
University of the Arts

SRR B

Takashi Tokita

Producer, SQUARE ENIX CO., LTD.
Visiting Professor, Tokyo University of
the Arts
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A Discourse with Kazunari Yonemitsu on PhD Project “Farewells”

[RERXIRELRDT — Lo - BB % Ik
KI—RRIC X B WHEA T 1 T EHEBL (L
) I —H D IFEVET [Farewells) (0 b7 b UL 1L
B—th) DFFFEE b — 2 DT EEMEL £ 3

Kazunari Yonemitsu, a game designer and director
known for game titles such as Puyo Puyo, will dis-
cuss the project “Farewells” with its creators Issei
Yamagata (PhD, Film and New Media Studies) and collabo-

rator Toraji.

K —

F=LERK, TYRNANIT Y FREBIR, R g, REMENSK
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Kazunari Yonemitsu

Game designer. Professor at Digital Hollywood University. Born
in Hiroshima, Japan. His long list of works ranges from computer
games to table games that includes Puyo Puyo, the Ha Tte Iu Game

series, and Aiue Battle.

udfi

U5ESL. LUK -4
20214E2 A& €747 — L8 [Farewells) O 2L FIGIVE % BgRo
Toraji & Issei Yamagata

Began making the video game “Farewells” together from February
2021.

T — L PHIC, BEST = A —v a v, Bl
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EL 7c Zennyan K (% v 7 7 2 —F ¥4 v & 4u1y) & i
PR (Fur 7 2 vramy) ic X %, [Games to
Animation] % A f v 77—, L b =27 DT %

;M=% [Games to Animation]

“Games to Animation”

Video games journalist Hajime Kasai and the cre-
ators of the game “Bunny Ussa’s Great Adventure”
- Zennyan (character design) and Ryoya Usuha (program-
ming) - will sit down for a talk on the topic of creat-
ing animation from games. This game was created
as a visual companion to the music of 2023 New
Year’s song in the TV program “ETV 0655/2355.”

BfEL T,
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Hajime Kasai

Journalist. Writes articles and conducts

interviews on video games as it relates
to other disciplines such as art, modern

society, literature, and sports

Zennyan

EZ¥NT =74 AL, HRDEFH TS
BIREMN 2 P AR, avea—2—F—
LOEBlICEE L T —MilfER
BAtfio

Zennyan

Pixel artist. Studied traditional Japanese
crafts and contemporary art, then became
fascinated by the aesthetics of computer

games and began creating pixel art.

TR
BURIESR, A — LBiFE#E . HOEITR
% i v 2 — FHIMIER.

Ryoya Usuha
Filmmaker, independent game designer,

and researcher at Tokyo Geidai.
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Recordings by Game Course Students
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[Room-made] [E#R~ €~ iEDE~ | [Whale Falll [B£RExX
L BEF % |[Black BOX]DUCK! |

FEEEDESOHT Last year's stream

Tokyo Geidai Game Course students will introduce
their projects: “Room-made” “Songs of the Hmong”
“Whale Fall” “White-Haired Witch and Black-Haired
Witch” “Black BOX” “DUCK!”
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Key Visual Concept

I was reading an ancient Chinese text called Shanhai
jing (The Classic of Mountains and Seas) when 1 found a
passage about a mythological creature: “It is shaped
like a goat but has nine tails, four ears, and eyes on
its back. Its name is Bo Yi, a beast who loses fear and
becomes brave when it dons a coat of fur.”

Three years ago, when I quit my job in China
to go to Japan and study there, my future became
100% uncertain. But I wasn’t scared at all because I
had a dream to make games.

Creating games involves so many fluid ele-
ments and it takes a long time and tremendous devo-
tion. It is so daunting that even those of us who love
games and want to make them sometimes can’t help
but be overwhelmed by fear and doubt. But what
gets us over that is courage. Courage becomes our
pride.

Games are my dream and my mission. When
I'm feeling down, games are what motivate and in-
spire me. Games are my fur of bravery. That is what
I wanted to portray in this illustration. I hope all of
us who share this dream
of creating great games go

after it with passion and

=

continue to push forward.
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USC Workshops
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Games as Systems

Aug 8,9,10,11,12
Yokohama Campus (Bankokubashi)

The workshop is a short and intensive introduction
to game-design methodologies aiming to create video
games as a medium of artistic expression. It considers
video games as a medium for the study and playful
interventions in every-day life. We rarely accord
much attention to the procedures of every-day life,
the details of how we go through our days, how we
interact with other people, and how we navigate the
world around us. Games offer a unique opportunity
to model and simulate these dynamics and creatively
design new forms of interaction and navigation that
stimulate our perception to see what normally passes
unseen.

This five-day workshop will introduce stu-
dents to foundational concepts of play and game
design and explore the combination of ethnometh-
odological observation and experimental interaction

design as a medium to engage the player in unusual

ways.

AVEVM) OB — L%
20224108 14,21,28 8. 1184, 118 (¢5m)
A1y

COT—27vay FTRVBOIC. Ty TL—1+ %
fioTRA b=V —D2F LB XD bR EE
ZnZnUnity ETHIVET 5. v A Y —ldikE%
BRLADBD A BRRA A —N—-F T F
T2 b FHTERDERAEELK TR
TLHTED, RIC.ZDT a7 b I HICH
BEE, TLAX—cfZECTIDLI LS
7 ARY Ty AT —VICHREE S TR ERTEL
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Concentric Development of Games

Oct 14, 21,28 & Nov 4, 11
Online

In this workshop, students will first create a short
project of a maze to get acquainted with Unity. The
maze will have pieces of story embedded through-
out which players will find through different bits of
voice-overs, sound effects, music, texts and images.
Then, the acquired skills will be further advanced
by developing a project that focuses on the players’
experience goals and packaging it into a playable
state. The games will be playtested to see if they have

achieved the designers’ objectives.
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Academia and Industry Collaboration Initiatives
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Game Development

Naoki Yoshida (Square Enix, Member of the Board/Game Designer)

#2E

UZNEA LA - %ERL T
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U —F% (Luminous Productions U—K3D #+554—7—F12N)
Reality Enhancing Character Design Work

Kazutaka Kurosaka (Luminous Productions, Lead 3D Character Artist)

$E3E

EiiE AT HEE

ZE BB (R917 Ty s U—K Al UY—Fr—)
Art and Al

Yoichiro Miyake (Square Enix, Lead Al Researcher)

H4E
J— LR ER&D ~#£EMESEMEN~
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Game Research and Development
- Collaborative Research Case Studies -

Isamu Hasegawa (Square Enix, R&D Technical Producer)

KETRARE - R IHREERFOOD

*All professional titles are as of November 2019.

26

Lectures by Industry Professionals

The lectures by the Square Enix group professionals are com-
mitted to passing on to university students insights on games
production from content and art creators who line the forefront
of the industry.

*This year’s format consisted of streaming pre-recorded lectures.
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The Creation and Role of Sound in Games
Tomobhiro Yajima (Square Enix, Sound Director)

FEo6E
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(Luminous Productions 5 —AF ¥4 F—)
Game Design

Prasertvithyakarn “Sun” Prasert
(Luminous Productions, Game Designer)
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The Fusion of Technology and Art

- CG Animation Production at VISUAL WORKS -

Kazuyuki Ikumori
(Square Enix, General Manager / Chief Creative Director / Visual Works Division)
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Localize
Michael-Christopher Koji Fox

(Square Enix, Senior EN Localization Lead)
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2022 Archive
Industry Involvement in Academia

Up until the end of the academic year 2019, one mentor from the Square Enix
Group was assigned to each student. A new practice was implemented in 2020
where one mentor gives guidance to all of the students and their projects
comprehensively. Producer Takashi Tokita began this new journey with us and
has stayed on in 2022 as well. Now appointed as Tokyo Geidai Visiting Professor,

Tokita continues to provide advice that is on the mark and eye-opening.
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A Game Is Art and Dream Combined

The origin of games is said to be the simulation of growth and surviv-
al. While there are a variety of games such as fingerplays, sports, and
board games, digital games in particular have constantly evolved with
the times, and the ways to enjoy them keep becoming more and more
diverse. In Japan, games have never been confined to one genre. They
have joined hands with film, manga, and anime, and have walked to-
gether in an entertainment alliance. And many creators contributed to

this force with their work.

Art = %% (ga) Dream = % (m6o) Game = Z& (gamoo)

Zi% 3 = The Game Spirit

This is my motto that I conjured up on impulse when I was young. I've
been using it for a long time now, and it has grown on me as a pretty
good coinage. It’s about expressing the spark born out of your heart by
pouring everything you have into realizing it. By sharing the game you
made, you can connect with other people. The world opens up in front
of you.

The coronavirus chaos is still binding this planet with tension, but your
Game Spirit is one-of-a-kind and free to traverse categories and bound-

aries. I look forward to seeing new worlds through your games!

Takashi Tokita
Producer, SQUARE ENIX CO., LTD.
Visiting Professor, Tokyo University of the Arts

Tokita began creating games in 1984 as a part-time job while pursuing theater.
He has participated in games production as a designer, planner, director, and most
recently, as producer. His main projects include FINAL FANTASY IV, LIVE A
LIVE, Chrono Trigger, the Hanjuku Hero series, and Nanashi no Game.
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GEIDAI GAMES 04 Game Course Exhibition
Tokyo University of the Arts Graduate School of Film and New Media
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