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GEIDAI GAMES 05 Game Course Exhibition 2024
Tokyo University of the Arts Graduate School of Film and New Media

Website: https://games.geidai.ac.jp/05/
Venue: Tokyo University of the Arts Ueno Campus Factory Complex Building
March 16th 10:00-18:00, March 17th 10:00-17:00
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Game Course 2023

Starting this year, Tokyo University of the Arts will carry out
“STEAM-Driven Japan-U.S. Joint Program for Innovative Visual
Media Creators” through the program of Support for Creation of In-
ter-University Exchanges with U.S. Universities. This is a new five-year
plan starting in 2023 that was selected by the Ministry of Education,
Culture, Sports, Science and Technology based on the results of the “Ja-
pan-U.S. Educational Initiative on Creating Games as a Comprehensive
Artistic Practice” that continued for 5 years starting in 2018. The
Graduate School of Film and New Media’s Game Course, which will
be the driving force behind the project, has immediately started collab-
orating with the University of Southern California School of Cinematic
Arts to improve its course offerings and conduct exchanges of graduate
students. We are pleased to be able to hold GEIDAI GAMES 05 with
the participation of many faculty members and graduate students from
USC.

Currently, the evolution of generative Al is having an impact on
game production. Based on the context you provide, Al can assist you
with the programming by supplementing codes. Generative Al can now
be used to prototype games as well, including their visual representa-
tion. Not surprisingly, Al is involved in the works of this year’s Geidai
Games Exhibition in various ways, such as programming support and
user interfaces using voice recognition. The ability to use Al to fill in
the missing skills is a blessing in terms of accelerating the production
process. On the other hand, having such a resource, deciding what to
create is now a major challenge for creators. As it pertains to both the
production of games and digital contents in general, we would like to
develop perspectives and practical methods for creation with the pres-

ent and future existence of Al

Takashi Kiriyama

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

The Significance of the Playtest

The students in the Game Course at our university must participate in
a gathering called a playtest several times a year. It is an occasion where
people play the games that are being developed by them. The students
will observe how the playtesters play and react, and also receive feed-
back from them.

In addition to the game faculty, we invite people to the playtests
who have never played the games before, such as students from other
departments, alumni, and lecturers.

The meetings progress in a very casual atmosphere. Each play-
tester is free to move around the classroom amongst the game creators
and experience whatever game is available. Laughter and game sounds
echo throughout the room, making it feel like an arcade rather than a
classroom.

In the field of art, it is common for feedback and advice to be
given by reviewers, including faculty, in the form of a critique at signif-
icant production stages and completion. Reviewers with expertise and
systematic knowledge of the field evaluate the work and provide dis-
course to position it within the history and entirety of the genre. How-
ever, academic playtests of games have a completely different approach
from these critiques.

For one, the faculty and other students than the one receiving
feedback have no way of grasping what comments were given to the
individual designers. In addition, all playtesters, whether they are facul-
ty, students from other departments, or the general public, are treated
equally with no hierarchical relationship. Third, in an art critique, what
the reviewers say are of their own accord. But, in a playtest, the aspects
to be tested are predetermined by the designers.

Our collaborator from 2018, the Interactive Media & Games
division at the University of Southern California, ranks as the No.1
program in games education in the United States. They are also well
known for their frequent implementation of playtests.

Games are a form of expression that cannot be completed
without having players experience them. In other words, they are ex-
pressions in which the players receive the creator’s ideas and messages
through experience. Therefore, the playtest, which tests these experienc-
es, is of great importance in games production. We hope to incorporate
the playtest effectively into our curriculum and add new insights to art
education.

Mitsuko Okamoto

Vice President

Professor, Department of Animation
Graduate School of Film and New Media
Tokyo University of the Arts
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Cag RlungRta -Wind Horse-

Master’s Thesis Projects

H 8RS qet2m)

Fuma Yamane (2nd-year Master's)

RERZERT B2 5,0
ZNEEW b ICHEE 52 5,
A R

Galloping across the vast prairie, feeling the wind and inspiring movement in the
creatures around.

Music: Akio YOKOZAWA

1999%F. BARE EFh, RREMAZRERVHEFTRZ FER. RAFEAE
BRBREMERI 7 X —> a VERICT. ¥ —LZAWVEA V85071 Tk
77— MERZEFEL TV S,

Born in 1999 in Kumamoto Prefecture, Japan. After graduating from Tokyo

University of the Arts with a BFA in oil painting, Yamane continued his studies
at the same university's Graduate School of Film and New Media specializing in

animation and creating interactive art using games.
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Life Finds a Way 7 f

Master’s Thesis Projects

T RT tet2m
Haoyu Wang (2nd-year Master's)

B A HEHL, £ KT, BEL oLV ofF o/ AdmE ERL
T, 2D BB EARBRIFoTREIDZES5,
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Ingest, spit out, repeat. The tiny being ascends by finding its way through the
environment. What scenery will it eventually get to see?

Music: Can LI

1997 FhERBEEEEN. 2020 FREORIFERT S 2 X 7« 77— bt
FE, 2024 FRRBMAPALRMGHARE 7 =X —> 3 VERS — L3 —
2ETFE.

Born in 1997 in Henan Province, China. In 2020, graduated from Beijing Institute
of Graphic Communication with a degree in digital media art. Expected to receive
master’s degree from the games program at Tokyo University of the Arts Graduate
School of Film and New Media in 2024.
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Master’s Thesis Projects

040! GeroGero!

AL TR FrUV et

Chanya Sriuranpong (2nd-year Master's)

GeroGero!
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Say “GeroGero!” and control the frog with your voice. You can eat the bees but be careful not to touch

them because they sting! Now, let’s guide the frog to its friends!
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A NYATHG, FaIOYAVKEREFPII 2 s —2a > THA UEREFE, 2024
FRREMAZAZRRGIARRX 7« TRGER S — LI —-AETFE. 77/ 095 -4
FEICBADER > TWVS.

Born in Bangkok, Thailand. Graduated from the Department of Communication Design in the Faculty of
Architecture, Chulalongkorn University. Expected to receive a master’s degree from the Department of
New Media (games track) at Tokyo University of the Arts Graduate School of Film and New Media in March
2024. Interested in technology and games production.

walking teddy VR

M1 Projects

7 AL S)
PAN Yu (1st-year Master's)

HHZFICANZTFSEDF —h A X =2 HlDCTOBMICH 5,
HREOKHIE S T —EXeb

The keychain teddy, having gained freedom, embarks on an adventure.

Music: Miharu NAGATA  Sound Design: Yoichi ICHIMUGI

FEHE. RREMAZAZRBEMAN 7 X —2 a3 Y ERS—LT—2A
e,
Born in China. Currently pursuing a master’s degree in the animation department
(games track) of the Graduate School of Film and New Media at Tokyo University of
the Arts.

07



TAERIER FIADEBE Kiyo’s Room

M1 Projects

22ULD detim)
MISAHARU (1st-year Master's)
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Kiyo and Hina live in a tiny apartment where they have spent a lot of time together.
They’ve laughed, they’ve cried, and it’s Kiyo’s birthday again.
Music: Nanako MATSUYOSHI, Mina FUJIGAKI Sound Design: Moe MUKAITANI

= ‘ 1999 FhEEMAEEN. BREMARET7 X —> 3 VEREFE L. FEHE
5 IZ [La nuit des illusions ~ EXEDRK | ZFIfE. RERRBMAZ AL ITRIGIAR
B7 4= a3 VERYS —LO—RESH,

Born in 1999 in Guangzhou, China. Graduated from Tokyo Zokei University with a degree
in animation where | created “La nuit des illusions ~ Lost Night” as my graduation
project. Currently enrolled in the master’'s program at Tokyo University of the Arts
Graduate School of Film and New Media in the Department of Animation’s games track.
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graffiti friends SHHETILX LRI

M1 Projects

FU V¥ et1®
WANG Slyl (1st-year Master's)

Bz LAl HHLTHELOWTREEEZ LT HLAREZOL 5, EA
EALRLDERNRLEEE®ELD 5,
EECEEN FEEEA TurT~— R

You’re a ghost cat, wandering around, drawing doodles and making friends. Just keep
wandering and have fun doodling.

Music: Tetsuto HORI  Sound Design: Tetsuto HORI  Programmer: Yuhan WU

INERETOHE, BRI RAEZ—ICHY) 0]

| come from a small town. | want to become a pixel master!
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VRIS, SHIEH/=LOZER Today is My Birthday

M1 Projects

T BE qst19)

Yixue Wang (1st-year Master's)

NEDTEIEART—VOFHEHIIC, SREICH 5D DICfiinzs b, @wEo R
HEREWALL T L,
s Pk

A game to unravel past events by interacting with objects in the room on birthdays at
different walks of life.
Music: Kento SHIRAKAWA

FEHE. BEAZEMNZRREGET YA VEREE, /571 v IP7
IX=2arY BBEETTIT 4T X T4 FILKBHEEETROTVS.
RREMAZAZIRBUEMRR X 7« PRESFIS — L0 — AEFH,

Born in China. Majored in Visual Communication Design at Tsinghua University.

Currently a master’s student in the Department of New Media (games track) at Tokyo
University of the Arts Graduate School of Film and New Media. Primarily works

with narrative media including graphics, animation, and live-action.
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Where are we going? TERPESD

M1 Projects

il 9t et m

Ayuml Koike (1st-year Master's)

Where are we going?
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When we want to go somewhere for the first time, or even to a place we’ve been be-
fore, we often cannot get there without navigation. This is a game that considers what

we are losing as alternative technologies enhance our quality of life and happiness.

&

20004, #R)IEEh. RREMAZAZRBREMAR X 7« 7RIGERTE
FEh,

Born in 2000 in Kanagawa, Japan. Currently a student in the Department of New
Media at Tokyo University of the Arts Graduate School of Film and New Media.



TAER R ZULTFHALAT7%ZFICUJ= (7arg17) So he grabbed the knife (Prototype)

M1 Projects

79 UF Y et
Sam KUWA (1st-year Master's)

Whale Fall xE#ihR updated version TAER R

M1 Projects

I RS et ssrres)

Fuma Yamane (1st-year Master's at time of production)

F—LBRKRIFERRIRDER F—be v 2 —TReBEDbONDL, HEBICDH
Dol AART =3I —=F A 7ZFICRY B bENriiE S5 LIRET 5,

A timid boy who loves video games gets robbed at an arcade. He decides to do the

same with the Swiss Army knife that his father had given him.

1996 FhE - BEHICEEFND., 2023FRRTILEAFE7 X —> a3 VFR
F¥E, BT RRBMAZKZRREMAR 7 = X — > 3 VERICHESEF,

Born in 1996 in Chonggqing, China. Graduated from Tokyo Polytechnic University in
2023 with a degree in animation. Now enrolled in the Department of Animation at

Tokyo University of the Arts Graduate School of Film and New Media.
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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 F. MARE T, RREMALCERIHETREFER. AAFEXT
BRMMEMER 7 =X —>a YERICT. ¥ —LZ2AVEA V85071 TR
7— MERZEFIEL TV S,

Born in 1999 in Kumamoto Prefecture, Japan. After graduating from Tokyo

University of the Arts with a BFA in oil painting, Yamane continued his studies
at the same university's Graduate School of Film and New Media specializing in

animation and creating interactive art using games.



Rl Time Flies

Affiliated Projects

IbvTv 754
Michael Frei
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In Time Flies, you'’re a fly - your life is short and your bucket list is long! Learn an
instrument, read a book, become rich, get drunk, or make someone smile. And if you

don’t feel like pursuing your goals, you can just relax, clean your wings, and listen to

music. Make the best of the time you have left, because we’re all going to die.

1987 FEF7 vy XYY TIVEEFNDRA AN — LF A F—&BYRIER, LY 1V VICARZERMAZE LV VDI A NZ7EMT7H
FI-—TT7IXA—2ara®y HO7X—2a VERBEEMER TRAOHEEZH, 14597« 7R [Plug & Playl (2015
%) & [Kids] (2019%) [ SNS L TIREN B AR EED 2. 7571 DERREERATRRES M. B IMERICERCBINA TV, Fa1—
Yy bEHEET B, —AZDbo270Y 14 MOFIfER Playables DHFEIFEIIE.

Michael Frei (1987), born in Appenzell, is a Swiss game designer and filmmaker. He studied animation at the Lucerne University of Applied
Sciences and Arts and at the Estonian Academy of Arts in Tallinn. His animated films have won numerous prizes at international festivals. His
interactive projects “Plug & Play” (2015) and “Kids" (2019) went viral. His work is exhibited internationally and he is regularly invited to speak

about his practice. He is co-founder of Playables, a production company for peculiar projects based in Zurich.
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Five Years Old Memories R

Affiliated Projects

e

Komitsu

KAN7=bIC ST HDEEEA v 22— L, 20 AMAREOHEYZY Y —
FEITCICHIWEL ey A L= NZAA VY RTFGIF 4 T T2 A= a v,
BHE W) [FEOAR TurI~—RIHA

This is an interactive omnibus animation based on interviews with my friends about
their memories around the age of five. It recreates their personal sensory memories of
the episodes.

Music: Natsumi NOGAWA Programmer: Shoto HAYAKAWA

F—=F4AN, PAURVEFOTASARL—YaYy, FoX—=Yay, F—Lzfitk 2018 FRREMALKRARMISHAER 7
ZA—=2a ERIET. £HRA 2575 1« 7{EMIC [here AND there]. [Wander in Wonder] % %. 1990F{XCD-ROMYV 7 b %&
Macintosh TSEY % BE [\ & & Z I night! |% . 37X honkbooks IZ TAREHR B,

Independent artist. Komitsu makes illustrations, animations and games with felt-tip pens. She graduated from the Department of Animation in
the Tokyo University of Arts Graduate School of Film and New Media in 2018. Her main interactive works are “here AND there” and “Wander in
Wonder.” In her event series “Komitsu-to-asoba-night! (Let's Play with Komitsu!)" held irregularly at Kohonya-honkbooks, she plays 1990s CD-ROM

software on an old Macintosh computer.



BAIR FMHEFLEDD/=H The dayl couldn’t write a poem

Affiliated Projects

Zennyan (HJEP #%5%) +mikyokyuji GEM i)

Zennyan (Zeni Tainaka) +mikyokyuji (Ryoya Usuha)
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In this very short game, you walk on words. These words con-
struct an essay based on the game creator’s experience of not
being able to write a poem.

The words themselves are game objects loaded with
nuance and texture. The meaning of a word or a phrase and its
accompanying play sometimes match and sometimes oppose.
This game attempts to find a new dimension of what a word can
express, thereby contributing to an original form of poem writ-

ing through gameplay.
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Zennyan (B#+ #8) 1984 FTFERLEF N, RREMAZEMMAR
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IVE—FA Vx> hERGERE L&D SIEEF.

Zennyan (Zeni Tainaka) Born in 1984 in Chiba Prefecture, Japan. MFA in crafts
from Tokyo University of the Arts Graduate School of Fine Arts. Worked
in both areas of traditional crafts and contemporary art before moving
on to becoming a pixel artist. While creating illustrations using only pixel
graphics, he also designs video games that explore their representational

meanings. His field ranges from art, design to entertainment.

mikyokyuji G&31 7@ 19N EFEREEFh. RREMAZKERR
BIRARIX T« PTRIGEBRIET, BEX T« 72BLT. ABOHME
PAI1Z45—2ar0HYYHEBRHAT 2EMGEETTS. AED
F—LMERIC[WEERIRD S — L[V I T HERITB/INZAT— K] [you
understand kawaii|[ My Exercise | &,

mikyokyuji (Ryoya Usuha) Born in 1991 in Saitama Prefecture, Japan. Master’s
degree from the Department of New Media in Tokyo University of the Arts
Graduate School of Film and New Media.
Creates media projects that reexamines human
perception and communication. Recent works
include “Furigana Shooter,” “The Password
Only Elephants Can Unlock,” “you understand
kawaii,” “My Exercise,” etc.

Finger-String-Key #§°- 0% H¥ 228

2BDAY— 7 3 VEBELCRSGNIT 7y a vy — 1,
&y 7L 7RI L AR TR I, Z OO DIC SN E
To MEWEBT AL, #RFE CHELERC LAY —L0DH
e,

You will need two smartphones to play this game. By operating
them together, you’ll be able to connect a string between them.
Then, a key will appear on the center of the string so take it to

the keyhole -- just don’t bump into anything on the way.

BEEOHRICH 2ETERO0 T A EERIE>TW ¥ =L TY,

Eo T OHRA RIERFE 2 O TR DEAEEL < | BEF8H
V5T L OFRMARECL WEHHTOEZBIET 2 X 5 kR
BELDET,

This is a game where you add Furigana to all the Kanji charac-
ters that appear in the photos. Furigana are phonetic letters that
provide pronunciation guidance for the Kanji characters. The
Hiragana to be applied doesn't show up in any particular order,
making the game more challenging than you might expect, yet

there's a strangely satisfying pleasure in its simplicity.

199 FFERE TN, RREMAFZFAZRMEMAR X 7« PRESRIET ., MEX 7« 72BL T ABOMEPXII2=/—>3
COBHYEEBRHT BEREEETS. EEQF —LMERIC[WEEIRD S — L [V I FHEETF S /XX T — K] [you understand

kawaii] [My Exercise |7 &,

Born in 1991 in Saitama Prefecture, Japan. Master’'s degree from the Department of New Media in Tokyo University of the Arts Graduate School
of Film and New Media. Creates media projects that reexamines human perception and communication. Recent works include “Furigana
Shooter,” “The Password Only Elephants Can Unlock,” “you understand kawaii,” “My Exercise,” etc.

Affiliated Projects

LRE R |

Ryoya Usuha

Furigana Shooter JVWEZIRD T — L
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Ryoya Usuha
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Affiliated Projects

Projects from the Game Development Exercise

a0 ) U Lecturer: Ryoya Usuha

& — LI VEEE & BB R I e v 2 — 2022
EPDLHFEIN T 2 REAFNROTETT, Zito£<
EARREEE D O A X — + Ly BiFEE TR HbFEREE TH
LOFTH]Y A E T SEEHNERE »SBTZHEED
VEmE —HENT L3,

The Game Development Exercise is a class open to all stu-
dents that has been offered at the Tokyo University of the
Arts Art Information Center since 2022. Many of the students
begin without any game design experience. In a period of six
months, they work on their own to create a game project in
stages from ideation to implementation. This exhibition intro-

duces a selection of the students' work.

HE AL Cesmasi®Biel 340)

Takemaru lzawa (3rd-year, Dept. of Intermedia Art)

TNEDBDLRR L ICh D ETCOWEE ML FETER
KA X 5, BEEOMLOIERE ...
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A game about a girl and her story of becoming a “witch.” Let’s

go on an adventure in search of magic spells.

Space Modulator

VT =YY GRESEEGIT 51 14F)

Lea Embeli (M1, 0il Painting)

BEMCOLEFAUL XS KEbNIT — Lo =LA TV 22
FARFIOA TS 27 VDR —ERBIO—FEICORRD
TRTD T v R FEEN T BRI ARFTEC T — Lk A v,
T2 )y 2 PeODF TV b hbIEED. XEIER
FHRENERB-TNL,

RAIIC IR AR Y — L0 X 5 ABCA D, EOF T
Pz DL CHERHTE 22 EELATNE AL
Vo ZLTEREE it E LR LS CEDF v v NAT
T —=LhKb %,

This is a game that was made in a similar way you would paint
a painting. One game object led to another, one stroke connected
to another, and the whole process was intuitive without a con-
crete plan or goal. It started with one click and one object which
then expanded into many different directions.

The final product has a form of an abstract escape game
where you have to figure out which objects you can interact
with and how. And finally, you finish the game the same way you

started, with an empty canvas.

Mineralization

FTLFREE Gesmasthizesifl 3 )

Shoji Okae (3rd-year, Dept. of Intermedia Art)
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The memories of the past, those moments we can never go back

to, I think of them as gently glimmering minerals. When people
die, if the lifelong buildup of their minerals are to be returned to

the world, that place must be a vast plain of silvery white.
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Tokyo Geidai x USC

Tokyo Geidai Gradute School of Film and New Media x
University of Southern California School of Cinematic Arts
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In 2023, the Japanese Ministry of Education, Culture, Sports,
Science and Technology selected our proposal of “STEAM-Driven
Japan-U.S. Joint Program for Innovative Visual Media Creators”
for the Inter-University Exchange Project with U.S. universities.

First selected in 2018 for the preceding national project,
Tokyo Geidai Graduate School of Film and New Media and the
University of Southern California School of Cinematic Arts have
since been jointly exploring methods to improve games and me-
dia education for both faculty and students. The new round will
welcome the addition of USC School of Engineering to augment
technological innovation and to pursue a well-rounded STEAM
education in the visual media arts.

To launch the new round of partnership, in 2023, the
schools organized a one-day game jam that began with a meeting
of the students in Los Angeles. The project will continue in To-

kyo in March 2024 during the Tokyo Geidai exhibition period.
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Tokyo Geidai Visits USC 2023

In December 2023, Tokyo Geidai first-year master’s students
from the Graduate School of Film and New Media visited USC
and its students from the Interactive Media & Games, Media
Arts + Practice, and Computer Science divisions.

During the one-week stay, both sides presented, played,
and critiqued each other's interactive projects. They also went on

excursions together to learn more about USC and the city of Los

Angeles.

USCili otk
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Tokyo Geidai x USC
Messages from USC
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Tokyo Geidai and USC have been working together to develop
a new paradigm of game design education for several years now.
This year - and this exhibition - mark an important step in this
process: We are looking at a five-year extension of our collabo-
ration. After a cycle of five years that just ended last year, during
which we had to deal with the restrictions of a global pandemic
and remote collaboration, we are excited to be able to continue
the work. The fact that this extension is possible is, of course,
testament to the remarkable spirit of innovation and creativity
of our dear colleagues from Tokyo Geidai, who put together the
grant proposal, and the future-oriented thinking of the Japanese
Government that decided to fund this new cycle. But even more
importantly, it is also testament to the unique quality of this col-
laboration, which aptly demonstrates that working across differ-
ent cultures, different creative mindsets, and different academic
paradigms yields exceptional results that would not have come
from either of our institutions alone. It is this collaborative spirit
and the willingness to create together that makes me hopeful and
enthusiastic that we can jointly face the tremendous challenges

we are facing around the globe.

Andreas Kratky

Distinguished Professor,

Tokyo University of the Arts

Media Arts + Practice,

Interactive Media & Games Division
USC School of Cinematic Arts
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We are honored to continue our valuable partnership with the
Tokyo University of the Arts. Our USC Games students are

thrilled to show their collaborative efforts this spring in Tokyo.

Danny Bilson

Director of USC Games
Chair, Interactive Media & Games Division
USC School of Cinematic Arts

A handful of decades into the information age, we all find our-
selves perpetually bouncing around the three points holding
together the grand computational triangle - social media, A.IL,
and games. The former two operate as black boxes — cultural
technologies that bank on the assumption that we need not ana-
lyze them or seek to understand how they operate on us. Social
media and A.L encourage us to play along assuming someone
somewhere is manipulating us for the right reasons, with a fair
intent.

But games promise the opposite compact. If the player
does not understand a game, the game does work, it does not
advance, it does not exist. The player must seek and discover the
logic within, the relationships among the pieces and people, and
the unfolding path that emerges uniquely for every individual.
Games can only promise transparency and fairness.

The playable artworks in this year's show celebrate that
contract between the game and the player. This alliance is not
something games simply encourage, but it is the point of them.
These game artists have created expressive playgrounds for us
to explore, and we are better for it knowing they trust us to find

our own path within.

Peter Brinson

Distinguished Professor,

Tokyo University of the Arts
Interactive Media & Games Division
USC School of Cinematic Arts
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Video Programs
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Game Course Games Commentary by Dogma Kazami (Guests: Yuge & Higeoyaji)
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Dogma Kazami

Dogma Kazami is a multi-media personality active
on the internet, TV and radio. He has been on more
than 2,000 games and sports shows mainly through
online channels such as YouTube. His radio program
with singer Sachiko Kobayashi, “Creators Studio with
the VOCALOID Collection,” is airing every Monday on
Japan FM Network stations.
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Yuge

Yuge began his journey as a singer and founded the
rock band “Game Jikkyosha Wakuwaku Band” in
2014 in which he performed as vocals and guitar.
Now his roles range from game streamer, MC to
radio personality as he leads the music, gaming, and
streaming culture on the internet.

Internet celebrity and game commentator Dogma Kazami will
play the following Tokyo Geidai Game Course student projects:
“RlungRta -Wind Horse-"“GeroGero!” “Life Finds a Way”

VIFEPL
EREE Y 1 N TEA O Web Fi & FHT. FIFE
L7e54 7REORMABERII 1 ERZEA S
WebF A LI A—FBAHDAZ2—AY A MN[H
v hBfE] BRER. BFF [HAT—FRL
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Higeoyaji

Higeoyaji has produced numerous web programs
on video sites in Japan. As a web director, his live-
streamed shows have accumulated over 100 million
views. He also serves as Deputy Editor on the news
site “GetNews.” He calls himself “the busiest hermit
in the world.”

The exhibit website will showcase videos of featured games played and reviewed by professors and guests. LRl

In addition, student designers will present their own projects. *In Japanese only

Video Programs

https://games.geidai.ac.jp/05
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Tokyo Geidai Game Course students will introduce

their projects: “RlungRta -Wind Horse-”“Life Finds a

»

Way”“GeroGero!” “walking teddy” “Kiyo’s Room
friends” “Today is My Birthday”“Where are we going?”

graffiti

Presentation by Game Course Students
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BtVed - —ERVEMOBHEIEL 7,
SR1EM - [RlungRta -Wind Horse-] [Life Finds a Way [ o4 0]

[walking teddy | [ # 3 OEEI 5K HE T LV X [SBIEHELOFER
[Where are we going? ]
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Whale Fall; [l 5
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2023 Archive

Play & Critique of Tokyo Geidai Projects
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USC Games professors Andreas Kratky and Peter Brinson, and
game designer & filmmaker Michael Frei reviewed the Tokyo
Geidai student projects: “RlungRta -Wind Horse-” “GeroGero!”
“Life Finds a Way” “walking teddy” “Kiyo's Room” “graffiti
friends” “Today is My Birthday” “Where are we going?” “So he
grabbed the knife (Prototype)”

WEAEDFRTROBET Last year's critique session

“Introduction to Games” lecturers Daichi Nakagawa, Kenji
Ono, and Katsutoshi Machiba have dedicated messages for the

students studying and creating games.

As the democratization of production tools has led to the blossoming
of an indie games culture and an era in which anyone can create games,
it is becoming increasingly important to reflect on why you choose
games as your form of expression. Just as the struggle against the auto-
mation and mechanization of visual expression such
as photography and film once gave birth to contem-
porary art, what can be accomplished with contem-
porary games? Please play with this question and let
it spearhead your future.

5

Daichi Nakagawa L

Video games evolved with the iteration of TANG (This Ain’t No Game). [
ask that the students keep creating new TANGs. In order for that to
happen, you need to pause and think about what is a video game in
the first place, and then, find your own expression of it. This is what I
wanted to convey to you through my lectures. I won-
der how far you have gone along in your journey. I,
as one of many players, look forward to your games
in this exhibition.

Kenji Ono

To those of you who create with technology,

Why now? Why you? Why with this technology? Why does this project
need to be made?

These are questions I always ask creators.

I have played your work and many of them are gemstones that
have the potential to become something special.

Please keep going back and forth between sub-

jective and objective and keep polishing your projects.

Katsutoshi Machiba
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2023 Archive
Messages from Adjunct Lecturers
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2023 Archive

Academia and Industry Collaboration Initiatives
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Game Development
Naoki Yoshida (Square Enix, Member of the Board/Game Designer)

EMMEATMEEE TV ANT—L
= BB (22927 - 2z9r R U—F Al V¥ —F—)

Art, Al and Digital Games
Youichiro Miyake (Square Enix, Lead Al Researcher)
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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.
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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
Tomohiro Yajima (Square Enix, Sound Director)
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Localize
Michael-Christopher Koji Fox

(Square Enix, Senior EN Localization Lead)

BEERDPSOHBBADEMICDONT 2023 4P TESE

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, Producer
Takashi Tokita from Square Enix, gives guidance to all of the
students and their projects comprehensively. Tokita has since
been appointed as Tokyo Geidai Visiting Professor and continues

to provide advice that is on the mark and eye-opening.

2023 Archive
Industry Involvement in Academia
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Invitation to Tokyo Geidai Games Tasting

Today, what we call games encompass a baffling variety.

When it comes to creating games, there are countless branching
points at which you must make decisions: the kind of a game to
make and how, the underlying theme, the methods of expression,
the technologies to use, etc.

No one will argue that games are considered to be the lat-
est form of entertainment, but I define game design as cooking.

Take curry and ramen for example. The inexhaustible
ways we customize them and how much pleasure they give us
by appealing directly to our primitive instincts can only be de-
scribed as cuisine entertainment.

When you have a theme you want to express, you need
to think about the ingredients to use and how to prepare them.
Then, how will you serve it and to whom? How do you want it
to taste for them?

This exhibition is a great opportunity to have guests taste
the dishes made by you, the chefs and patissiers.

We ask the guests to savor these games and give the cre-

ators your honest feedback.

Takashi Tokita

Producer, SQUARE ENIX CO., LTD.
Visiting Professor, Tokyo University of the Arts
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2023 Archive

Seminar: Graphics Development Workflow at CAPCOM
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© CAPCOM
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On June 30, 2023, CAPCOM, one of the most prominent game
developing companies in Japan, gave a seminar at Tokyo Geidai.
Speakers included creators Ken Yamasaki, Ryosuke Oshiro, and
Mei Nakazato, and hiring manager Kengo Hiroshima.

Many students gathered to learn the workflow for graph-
ics creation at CAPCOM in the production of “Monster Hunter
Rise: Sunbreak” and from their predecessors who have joined

the company.
(Hosted by the Tokyo Geidai Career Support Office)

MONSTER H L.'.‘-'T!Zf:‘f..
RLST
SUNBREAR

I’ve always been interested in games, but I never thought I would
be making one someday. And then, when I first began engaging
in game creation, I realized I was at a bizarre playground. Games
are of course a kind of playground, and strangely, creating them
is also a play experience.

Narratives, events and activities are to emerge within this
virtual realm, yet they somehow need to remain connected with
reality. Here, the line between the impossible and the possible
blurs to the point where we enter a domain in which anything
is realizable. Starting a project is the hardest part because every-
thing has to be made from scratch. The depth I need to dig feels
bottomless, and each inch of it uncovers an unexpected (and
mostly unwanted) territory.

The way people experience a game varies as the number
of people that play it, which is what makes game development
so fascinating. I believe game creation always starts with simple
ideas. Yet, these uncomplicated beginnings evolve into complex

realities when they’re kneaded together with artistry.

Key Visual:

Chanya Sriuranpong
(Tokyo University of the Arts Graduate School of Film and New Media)
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2023 Archive
Key Visual Concept
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GEIDAI GAMES 05 Game Course Exhibition
Tokyo University of the Arts Graduate School of Film and New Media
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