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Welcome

The Game Course Exhibition is an experimental showcase orga-
nized primarily by interested students from the Animation and
New Media departments of the Graduate School of Film and
New Media at Tokyo University of the Arts. This year marks its
seventh edition.

In approaching games from an artistic perspective, we
have continually been confronted with questions such as “Is this
a game?” and “What is a game?” Yet precisely because there
were no precedents, we have continued to explore games as a
new form of expression guided by a spirit of “let’s just try it
first.”

Starting in April of this year, the Department of Games
and Interactive Arts will be formally established. This exhibition
serves both as a culmination of the challenges taken on by past
students in the games track and as a baton to be passed on to
this new program.

We hope you will enjoy it as an entry point to the new

experiments yet to come.

The Participating Students
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Master’s Thesis Projects
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Nami Tanji (2nd-year Master's)
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The first-year project “Let’'s Make Gray” is also exhibited.

Someone casually taking a bath... and then flushed away.
More come along. Wherever they go, there’s always water.
And then... flush.

What awaits after all this flushing?

Developer: Hiroto Ishida Music: Yuri Shimazu Sound Design: Kai Onaga

Born in 2000, Tanji graduated from the Department of Qil Painting at Tama
Art University and is now a second-year master's student in Animation at the
Graduate School of Film and New Media, Tokyo University of the Arts. Drawing
from a background in painting, she consistently explores the intersection of vivid
color and nonsensical narratives. Through unique approaches such as “playable
animation,” she seeks to create approachable ways for people to engage with art,
working across media.
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Master’s Thesis Projects
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You are drawn into a strange train as the world wavers, trig-
gered by a game console you picked up. There, you step into the
depths of childhood memories hidden beneath the playful tricks
laid before you.

Music: Ge Xixi

A 27-year-old student exploring the emotional encounters that emerge in the
course of making games.
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Those chosen as exemplary individuals are assigned to the team
developing the conversational Al “Mirrorium.” Their dialogues,
however, are closely monitored by society, and any expression
deemed to contain dangerous ideas results in immediate isola-

tion.

Lead Programmer: Isao Kawaguchi Additional Programming: Saya Yamashita

Music: Konosuke Sakata

Born in 2001. Graduated from the Department of Intermedia Art at Tokyo
University of the Arts. Currently a 2nd-year master’'s degree student in Animation
at the Graduate School of Film and New Media in the same university. Engaged in
video production from high school and, since 2023, exploring applications of Al in
the field of animation.
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Kalin Matsuda (2nd-year Master's)
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Master’s Thesis Projects
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Misaharu (2nd-year Master's)
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My sister and Tomori. My home, my family, I tried putting them
all deep inside the tunnel. “Look.” It’s a tunnel that cannot be

traversed without love.

Music: Yugo Akita

Born in Guangzhou in 1999. From animation to XR, | continue to explore even
more suitable ways to create a refuge for those seeking to escape efficiency,
methodology, and conventional norms. Wishing for world peace.

Perspectadox BT IS

Master’s Thesis Projects

HE Tt (et

KANG Xuening (2nd-year Master's)

Genius scientist Dr. Pella’s dimension-shifting device comes at
a price: with each use, it claims part of the scientist's body and
memory. The fragments are scattered throughout the mysterious
labyrinthine museum, Perspectadox.

To reclaim what was lost, Dr. Pella infiltrates the museum in a
flattened state. With each recovered fragment of the self, the mu-

seum’s hidden truth gradually comes to light.

Music: Shoei Donoshiro, Wei Wenjun

Born in China in 2000. Graduated from the Central Academy of Fine Arts. Second-
year master’s student in Animation at Tokyo University of the Arts Graduate
School of Film and New Media. Explores world-building through game and video
media.
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The first-year project “Feasts of Decay” is also exhibited.
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Master’s Thesis Projects
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Yuki Tsuneyoshi (2nd-year Master's)
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A simple rock-paper-scissors (Janken in Japanese) Al that works
without electricity.

Players can compete directly against this device in a game of Jan-
ken.

The device records the player’s previous moves and selects the
hand with the highest probability of winning.

You can try to defeat it, see if it can learn a fixed pattern, or sim-
ply watch the rolling ball inside the mechanism.

Observe how the device adapts to the player’s tendencies.

If you play in a repeating cycle of rock, scissors, paper, what

hand do you think the device will choose?

3rd place in Japan, Blindfolded Rubik's Cube Competition
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Master’s Thesis Projects
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Daigo Sakane (2nd-year Master's)
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Yokohama has undergone dramatic transformations through two ca-
tastrophes: the Great Kanto Earthquake and WWII devastation. Yet
beneath these changes flows geological time carved over thousands of
years. Drawing upon the art historical trajectory of ruins—from West-
ern Romantic ruins to Arata Isozaki’s concept of ruins as incubation—
this work uses Yokohama’s topography as its foundation to juxtapose
ruins and architecture from various eras within a single space. This
creates a CG rendering of ruins in which past, present, and future are
not easily distinguishable. Is what we see here our past? Our present?

Or our future?

Sound Designer: Sayaka Takada Acoustic Design: Hiroyuki Kato (Moonbow Music Inc.)

Kenta Sato (Moonbow Music Inc.) Hardware Engineer: Yutaro Kawada
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A sculptural work using monitors in which glitches are intentionally
generated. While glitches are normally perceived as random forms of
destruction, this work attempts to transform their unpredictability into
something controllable by deliberately damaging the polarizing layers.

The level design is determined by the damage to the monitors.

Creative Cooperation: Sayaka Takada
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Personally collected fragments of the city and
extensive historical research are reconfigured into
collage-like footage centered on the theme of ruins. By
juxtaposing different eras and perspectives to construct
spaces where past, present, and future become
indistinguishable, | attempt to relativize the familiar

cityscape and present an alternative viewpoint.
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Master's Thesis Projects Master’s Thesis Projects

(Department of Animation) *H &ﬁ (E+24E) =3 q._ (E+24E) (Department of Animation)

Yuki Kimura (2nd-year Master's) Nishiki (2nd-year Master's)
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The first-year project “Sandbox” is also exhibited.

Will the traveler in search of oblivion ever find what they seek? F7 ) ety —EH-ZHITIRALZ. ROTWwE b0z RniE

, . DICRSF 2T ENRTEZDH?
Music and Sound: Zheng Linshan

Bl bR bDEHTESRERECTH DR DD Where does the pleasure of tracking moving and glowing objects R —
FRIAERICER L AT = A= a v oK, come from? R

An exploration of animation focusing on primal sensations.

TS YA

Music: Riku Horimoto
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DEMRFICEEKZF > THIEELTWVWS, 7— | create works that explore cross-disciplinary expression, such as cinematic Born in 2001. Graduated from the School of Film Production at the China Academy

N =Y DOMICERERP S —L>a—RhETDH paintings and painterly games. My work has been shown not only in the art scene, of Art. A second-year master’s student in Animation at the Graduate School of 2000 FE Fh, PEENZRBREFIERIZE, R
EHh, HTREAER7 X —Y 3 VRESR but also at film festivals and game shows. Awards include Best 30 Seconds at the Film and New Media, Tokyo University of the Arts. Currently experimenting with REMAERZEREMAR 7 =X —> 3 VEFIR2
30Seconds#BFIT 5> TR E, New Chitose Airport International Animation Festival. VR animation. F, VR7-XA—=2arvaRALTVWET,

10 11



fE7fra The Buzz

(F=x—>avER)
Master's Thesis Projects
(Department of Animation)

RE BV (et

ohara sei (2nd-year Master's)

INE BRI DI 1D BRI, FEcd RiE b e,
CoEFHIN T BT ORAL %2 HEHA~DEH%
%bﬁﬁb?ﬁo

FE B ERE SRIRERER

2001 FREBEF L, REFEMAFLER BB
EBREFRIEE. RREMAFZAZ RGN 7
1 =X—yayER2E,

12

A portrait hung in a small art museum, long destined to be over-
looked and forgotten. Then one day, it began to capture people’s

attention.

Sound Design: Kento Shirakawa Music: Ryutaro Terazono

Born in Tokyo in 2001. Graduated from the Department of Imaging Arts at
Musashino Art University. Currently a master's degree candidate in Animation at
Tokyo University of the Arts Graduate School of Film and New Media.
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At present, Tokyo is undergoing urban redevelopment in numer-
ous areas. Many zones surrounding railway stations have been
reorganized, and cityscapes dominated by shopping malls and
office towers continue to expand. At the same time, as the city
comes increasingly under the control of developers and large
commercial complexes, opportunities for newcomers to join the
community have diminished, and the city is gradually losing its
breathing room and latent potential.

What, then, is Tokyo aiming to become?

This work employs live-action VR footage to reflect on Tokyo’s
future, drawing on several markets that have developed under

incomplete systems of management.

Born in 2000. Second-year master’s student in the Department of New Media.
Through moving images and sound, Kawabata records and reconfigures
landscapes and layers of time that slip through the systems and management of
the city.

Master’s Thesis Projects
(Department of New Media)
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Miyu Kawabata (2nd-year Master's)
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M1 Projects
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On graduation photo day, the unwilling protagonist is forced to
participate.

Their wish not to be photographed is dismissed, and the unwant-
ed speculation makes them feel increasingly cornered.

Is there a way out?

Programming: PENG YILAN & ChatGPT

Music: Sougo Kobayashi, Kou Murasawa

Born in Shaanxi, China. Majored in Game Art Design at the Communication
University of China, graduating in 2023. Currently enrolled in the Graduate School
of Film and New Media at Tokyo University of the Arts. Creating games that save
small, delicate feelings.
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Poetry told not by reading books, but by arranging them. By

chanting the spines of countless books slumbering on the shelves,
new poetry rises. The stories emerging from the sequence of
book titles are coincidental, yet they trace our memories and
thoughts. The very act of searching for a book transforms into
the act of reading poetry. This is an attempt to question and re-

construct how we choose books.

My work explores shifts in value created by reconstructing existing rules and aims
to present new perspectives. | develop projects that cross different fields—such as
visual expressions combining juggling with generative Al and proposing systems
that convert health metrics into cryptocurrency—to expand the boundaries of
media expression.
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M1 Projects
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M1 Projects

LASAIZURA myself as a newspaper

EH (fet19)

tora (1st-year Master's)
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I can’t bear the pressure of this so-called world anymore.

It’s all because of this thing called the news.

Whenever there’s news, my perception and emotions are forcibly
and involuntarily updated.

What if T could reverse that, so that my perceptions and emo-
tions could update the world instead?

What if there’s a newspaper that would let me do that?

tora has been exploring how technologies that gather, categorize, manipulate,
transform, parallelize and deliver information can make some room for creative
and critical thinking, without subjugating people to the norm.

Underground Pl (Prototype) M FHI#R{E (7Ob5217) VARG

Beneath the redeveloped city lies a quiet underground arcade,

where you observe as a private detective.

Born in Kagawa Prefecture, Japan. Graduated from the Department of Digital
Media Design at Hiroshima City University.

Currently enrolled in the Department of Animation at the Graduate School of Film
and New Media, Tokyo University of the Arts.

M1 Projects
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Mei Toui (1st-year Master's)
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M1 Projects
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Yoshimi Otaki (1st-year Master's)

Encroachers (Prototype)

Vericu Racing JxV7-L—200 BHER

Affiliated Projects
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Damian (Research Student)
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Fix reality!
Become a part-time cleaner,
get rid of the bugs at your assigned location,

and restore reality to normal.

“No Experience Needed! Pest Control / Simple Cleaning Staff”
Lured by the pay, the protagonist applied for a part-time job...

only to find it far more dangerous than the job listing suggested.

Programmer: Damian Music: Shunto Ito Sound: Kento Shirakawa, Kei Hanzawa

Born in Niigata Prefecture, Japan, in 2002.

Graduated from the Department of Imaging Arts and Sciences at Musashino Art
University in 2025.

Currently enrolled in the Department of Animation at the Graduate School of Film
and New Media, Tokyo University of the Arts.

Vericu Racing is an arcade racing game with a twist: you can
create your own courses, or edit the default tracks included in
the game.

Up to four players can compete in split-screen multiplayer mode.

Modeling, Texturing: Yoshimi Otaki

Born in Timisoara, Romania, in 2001. Before coming to Japan in 2024, | was
employed as a programmer, though my original motivation for programming was
to make video games. To get closer to that goal, | came to Japan. For the past
year, | have been attending Tokyo University of the Arts as a Research Student.
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TR THE SCREEN

Affiliated Projects
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Hu Chi (2nd-year Master’s, Department of Film Production)

‘ ‘ THE SCREEN
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Part I
Personality Test

“To start out, we would like to ask a few simple questions.”

THE SCREEN is a narrative suspense game. You are trapped in
a dark room, and by answering the questions that appear on the

screen, you uncover more than you were meant to.

Created by / Game Design / Programming: Hu Chi
Additional Game Design / Modeling: Syuen Yu
Additional Illustration: SIMAR

Taiwanese. Living between games and films. Currently studying Film Production
at the Graduate School of Film and New Media, Tokyo University of the Arts.

Game projects have received international recognition, including a Unity Awards
Best Student Project nomination, GAME PRIZE OF JAPAN finalist, and the Bahamut
ACG Competition Grand Prize in Taiwan.

A

What is kindness?

Born in Tokyo in 2001. Tsukada graduated from the Department of Painting
(Japanese Painting) at Tokyo University of the Arts in 2024 and entered the Master's
Program in Japanese Painting at the university's Graduate School of Fine Arts the

same year.

The Wind’'s Doing EOLbHE BHER

Affiliated Projects
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Megumi Tsukada (2nd-year Master’s, Japanese Painting)

RILEIoTHRAES S,

2001 . RREPEE N,

20245 . EREBMAREMHA B GERN A AEERE
¥, FE. RREBMAZAZRENMREHSEFIK
(B4E) AZ,
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Affiliated Projects

| am | was

b % wermmEsmss)
Una Shigemura (sth-year, 0t Painting)

= N\
21 F N Lat#—:\*tlt‘u\f:ﬁ{w\
EL-!

AT AT BlioTHI S ! Play, draw and stick! Childhood memories blend vivid scenes with hazy ones, their
contours blurring over time.

This work focuses on the varying resolution of each memory
and combines illustration, photogrammetry, and 3D to create
a playground of distorted and uncertain recollections. The VR
piece was created over two days in a workshop for the Planning

and Development class.

2002FKEFN
RREMAZEM AR ER B RIEF

Born in 2002. Currently a student in the Department of Painting (Oil Painting) at

Tokyo University of the Arts.

22
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Affiliated Projects

Memorytopia

Kilt 92, NV AV, 999V eaF=UUF 299747, Ml V52 s+19)

Yoshimi Otaki, HAN Seungmin, Klaudia Wawrzeszkiewicz, Izuru Kakiyama (ist-year Masters)

YW OGRS B A0 & BEBR R SH 2NRAE L IR & &
b I DT <
AR C e R a s THEBEICERL. A A7 b
77 A+ 3D RS LT, ETAME, RO 5%
KT 5o AVEhEERE TEEBIRERBIEE I, ~H 2T
THilfEL 7« VRIEFTH 56
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BHER Piramitos Napete

Affiliated Projects

Sy dz

T S deremerse O B @etm)

Shinobu Shishikura (rd-year php) Yuki Tsuneyoshi (2nd-year Master's)

WX T Iy FEORE, [Piramitos Napete ] ~% 5 T %,
AeF2DD~y 7E3DDX Y a v ERAICIEERT 5,
TR P EF— 7D ADV,

KRETE I v 7 RN 2deE L 7cEflay b a—5 — %k
THHTEMETE 5,

DT FMEIC, COXREHLRUHERE 75 5 52

v FFEAL v KRB 27 7 4 v 7 1BallGag %7 ¥ N i PriusMissile
Ta s v EEER RAERE TaLrsvav i RAEE

REGSEREFOHRRICEONZ Zn <, 548
ParbEai—a—4F—5L LIFv—HERE&. BE
R A0y bSO URE BLAREIEEZNET
ToTCELERR7Z—F 1A b, ABEOKEZED>V b
O—LT2HRABFMTIEB L. ZIHERELE
B AT« 7 OWEEFIE/ RREBL TR
W3,
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Welcome to “Piramitos Napete,” an inverted-pyramid labyrinth.
This ancient Egypt—themed escape ADV lets players alternate
between a 2D map and a 3D dungeon as they explore.

In this exhibition, the game is played using a custom controller
built from a modified trackball.

Will you be able to escape the labyrinth safely?

Logo Design: Heijiro Yagi Graphics: BallGag Sound: PriusMissile Program-
ming: Yuki Tsuneyoshi, Shinobu Shishikura Direction: Shinobu Shishikura

Shinobu Shishikura is a contemporary artist whose work spans a wide range
of media and is unconstrained by existing formats. Examples include altars,
computer games, lecture-style videos, health devices, and slot machines.
Focusing on technologies that attempt to control human desire, Shishikura
explores and presents new forms of media that may emerge from these systems
through ongoing creation and exhibition.

T—LEHERE AERRETR BER

Affiliated Projects

Undergraduate Game Projects

Lecturers: Ryoya Usuha Shoto Hayakawa afifi : 7800) 3580/ BL)I1 FHA

The Game Development Exercise is a class open to all students
and has been offered at the Tokyo University of the Arts Art In-
formation Center since 2022. Students from diverse backgrounds
create a game project from ideation to implementation over

six months. This exhibition features a selection of the students’

7 — LIRS & ORISR v X —T 20224
POPIREI N TR I RFEBIROBRETT Bx v 277
¥ P R0 Es, FEL T CRE2OEEL THLD
FTr - ufilfECH Y A% 3o SREIEHNIERE WS BT
BOMEmZMMT L3

work.

TONE

w B A Gt 3 46)

Miwa Iwashita (3rd-year, Musicology)

HoWcx xRt dsce, HeEEoRrTEehRisce %
HfEL % L%

This work aims to visualize how people perceive sound and to create an

experience of the ambiguous boundary between sound and music.

YouTubera23L—%32 YouTuber Simulation
YA/ CRsmssiliZesirt 148)

NUN (1st-year, Intermedia Art)

YouTuber & L CHjliZ NZX b5 H 747 0:FFUC X > T, B
WA, 2 AV b BIEEEDAIET 22! TH R ECETHERE
Go viral as a YouTuber!

Your choices shape the videos you create, the comments you receive,

and the number of viewers you attract.

But beware... one wrong move could trigger a backlash.

25



L= —L"7)VMTF  CRANE GAME ULTRA
VAR (esmssiliZesiRt 1 45)

nU_0/ (1st-year, Intermedia Art)

U=V — LXK —

T—r—Faviae—7—TRELT, 2~ FEEZEI L FIRTF
CHmz 7y LIS !

Crane Game x Fighting Game

Use an arcade controller to perform command moves and unleash

flashy attacks to grab the prize!

=@

o =3

TIMEJUMPER
Pl ER] Grame

Mika Ito (1st-year, Design)

TIMEJUMPER & U & D0 ERE D2 & KK % R OE 5 — AFBLHE
/7:"— A VC“—;-O

TIMEJUMPER is a single-player escape game where you jump across

the past and future of a single room.

000@®

HIDE PUZZLE
PER S sl R BIR 4R)

Raku Watanabe (1st-year, Intermedia Art)

B EE—ARRRARL A LRENOBERAZNTT,
This is a puzzle requiring memory skills, as the pieces become invisible

once placed.

BEFHIETT Electronic Asceticism

11 BB ik 14)

Kairi Ichikawa (1st-year, 0il Painting)

5000JkHDRKE L N F v aDfEERICH L, AIEE T C M (zeN) 1@
MSEPEZELSETY 12— 2 —

To win 5,000 trillion yen, you must maintain a Zen-like poker face
while being bombarded by the chaotic lights and sounds of Pachinko,

all while under the strict surveillance of Al
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A fun, easy-to-play puzzle challenge
— all you need is your smartphone!

Explore the two venues of GEIDAI GAMES 07 and GEIDAI
ANIMATION 17 and uncover the secrets of the hidden, elusive

artworks at each location!

When: March 20-21 11:00~18:00, March 22 11:00~17:00
Duration: Approximately 1 hour in total
Fee: Free

What you need: A smartphone capable of scanning QR codes

Created by: Nezumi no Su (Rat’s Nest)

Formed in 2024, Nezumi no Su (Rat's Nest) is a three-person creative unit that
produces “play” across genres, including immersive events and digital games.
They have created interactive puzzle games and collaborated on corporate
merchandise, among many other projects. They offer experiences that are visually
engaging and spark curiosity.

SZFJMFEE fh

Special Event

Mini Mystery Challenge

A2 FZIED TP B F Y b3 2 Bl !

GEIDAI GAMES 07 & [FWiBAE S 2 7 = A —> a v K17
HBETREOAGZE) ARL, ZNEFNCREENLEEALD
VMo FV%EE S !

BrflE H IR < 2026 4E3 H20 H (&) ~ 22 H (1)
11:00 ~ 18:00 (F#H 17:00 % T)
FERIRETAT « A JER 30 47 B 1 IRRRERERE
Zn# - Rk
BRSO R — Feishlind A~w—F7 1 v

HilfE- 72 AT HOHR

2024 FHER. RBREIA N MR FIVANT—LRBRE v olIcEdbhR
WD &2DL B 3ANMAENELI =Y b, [HABRELF Y £ 45— L] OFlE. &
E5y REDASKRBEFBHER., BENLRREL S EFFTOERRT B4R
ERELTVS,

RFEHtpGERS

T-+U RS EEMEL
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Special Event

Yugo Nakamura: Critique and Talk

BE oM IEBHEBELCT A Y B AV 25774
TEHROHERHEFI L TE PNBEERT B E L. AEROIE
mhafiaTe & HVHEBCHBEHICOWTfHS b =274 XV b
ZhAfEL £ 3,

HFE:3H20H (&) 18:00 ~ 19:30
Bl + R BT OB LI % v v ¥ 2 GEAEARID
KEFFEEEN

The exhibition will feature a critique and talk session with Yugo
Nakamura, a leading figure in design, film, and interactive me-
dia. He will review the exhibited works and discuss his creative

and educational activities.

When: March 20 18:00~19:30

Where: Cafeteria, University Art Museum, Ueno Campus

P BE
AVE—TI—ATYAF— BT+ LU &—
PO ERRBEFN, RRAFRERTERMERHET . BEXMAER

B, 1998FEKY VI TTHA Y AV E—T1—-ATPA > ORHFICHEDS,

2004 T YA Y A& A [tha ltd. | & FRIL.

g BEL<DT 2 TYA MPBED 77— T Lo >ay / FHIY /T
043325 Q3% THlfEEICES 2617 TV, ERAFRIC. EF
44 —AL[HUMANITY), 2=200—&END 75« L o> 3>, KDDIA
Y—h7 4+ VEKTINFOBAR] D UIFH A > NHKEEBM[THY1 > b
DF1LovarhE, TRTEIC. WV IERLGEEI STV ®RRA
VESUF4T-FR-FI=RKFSVTY ADCTS> T, TDCT >
7). BATY A VE SRR HRERERAER L.
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Yugo Nakamura

Interface designer and video director.

Born in 1970 in Nara Prefecture, Nakamura earned a degree from the University
of Tokyo Graduate School of Engineering. He is currently a professor at Tama Art
University.

Since 1998, he has been active in the fields of web and interface design. In 2004,
he founded the design studio tha [td. and has since worked across and within the
disciplines of art direction, design, and programming on numerous websites and
video projects.

His major works include the video game HUMANITY, the web design series for
UNIQLO, the user interface design for KDDI's smartphone INFOBAR, and the
direction of NHK's educational program Design Ah. His awards include the Cannes
Lions International Advertising Grand Prix, Tokyo Interactive Ad Awards Grand
Prix, ADC Grand Prix, TDC Grand Prix, the Mainichi Design Award, and the New
Artist Award from the Japanese Minister of Education, Culture, Sports, Science
and Technology.

In collaboration with Beyond the Frame Festival (BTFF), an
international XR film festival, we are hosting a special feature
event. A total of nine XR pieces will be showcased, ranging from
globally acclaimed titles to works by young Japanese creators,

including a graduate of the Tokyo Geidai Game Course.

When: March 21- 22 11:00~18:00
Where: Arts & Science LAB. 1F & 4F, Ueno Campus

A Long Goodbye

Kate Voet & Victor Maes
RNVF—= NIV TNIT A5V F
Belgium, Luxembourg, the Netherlands

Happy Shadow
WM& Pei-Ying LIN

B Taiwan

MiAsHL 2726 IF YOU SEE A CAT
FIHE ;= Atsushi Wada
BHZA Japan

Tales From Soda Island Series
Simone “Funi” Fougnier
KE  USA

Just for You Trilogy
Craig Quintero

&% Taiwan

ZX X Beyond the Frame Festival ARV

Special Event

Geidai X Beyond the Frame Festival

XRICHHE L 72 [EB WSS Beyond the Frame Festival (BTFF)
OFREIIHIIC X b . XRULESEZ B L £ 3, Ao Gl
ENT W BEEEER AR — L a—AETHEEELHAROETF
7 ) TA X —Tcbic X BEfA L ZiEICh 7 5 XRIEMEF
Ik —BICERALE T,

HIF:3H21H ()22 H (A7) 11:00 ~18:00
BT : Arts & Science LAB. 1F & 4F

Wonder of Life
Wen Cheif Chang

&7 Taiwan

J/MYTH.YOU It’s like it has
found a myth in you.ver.2025

fREES  Michibumi lto
HA Japan

Nox

FHh45)# RioNakada
HA Japan

First Virtual Suit
Wik S5H3FE KazukiYuhara
BHA  Japan

|- p
First virtsal suit
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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

2023 4EREICSCERRF A IC & B T RF IR R b ¥~
KEZ L ORFMZMIGR IR~ | ICEFIRE L, STEAMEH
B L2 AT 4 TEHHROEBEN 2 ) =4 2 Bk % B
LCwEd, AHETE, &Kty For — 2 BEEBEL AT
USC B 25258 & AW D A 7 4 THEKEERRD 5 7
DI, - BRICK DA AR T 0 77 bk FEfL £ 7,

2018 4EE ICHRIR X N7 KD R RIS RIb 2 5| & i
&, SIEECHEER X USCHFEHEEESFEHL A0 T3, I
FEFEERIN & N 72 Fi T3 <13 USC ML 20 2350 1 i 2 235 &
OHEEEDBIEL. T2/ ey —ck b4 /=y a v H HIEL
TwEd,

AR IES 2025 12 HICBERAERER, v vy L RCH
5 USCEFIL WHOVEMEFER - BTF L E Lico £, B
RKxUSCOEEF—LEMRMBL L 27 R — L 4 VBl % SERK
XEE Lo 202643 HICEHUEAXUSCICE D7 v T —
HEFEFHE USCT Y FLT 22 7 v ¥ —BiEs L W~—7H
Ly b 2—Y—HRICK 2BERIEMBTRETELTCVE T,

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
media education for both faculty and students. The new round
from 2023 welcomed the addition of USC School of Engineer-
ing to augment technological innovation and the pursuit of a
well-rounded STEAM education in the visual media arts.

In this academic year, in December 2025, students from
Tokyo Geidai traveled to USC in Los Angeles, where both sides
presented their projects and gave feedback on each other’s work.
Additionally, mixed teams of Geidai and USC students were
formed, resulting in the completion of four games. In March
2026, a one-day collaborative production session between Geid-
ai and USC is scheduled in Japan, along with a review session of

Geidai’s student works by USC professors Andreas Kratky and

Margaret Moser.
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Tokyo Geidai X USC

Game Design Workshop

Peter Brinson

Distinguished Professor, Tokyo University of the Arts
Interactive Media & Games Division

USC School of Cinematic Arts

August 18 - 22,2025
Graduate School of Film and New Media, Bankokubashi Building

Open to all students

Over the course of four days, consisting of lectures,
discussions based on actual game projects, and hands-on
workshops, participants will learn the fundamental concepts,
approaches, and skills involved in game design. For the
production process, the game engine Unity will be used. No

prior experience with Unity or programming is required.

Sample Lecture Topics:

“The Elements of Games”

“Luck, Skill, and Investment”

“Is the Game Designer Like a Game Player?”
“Complicated vs Complex”

“Narrative Roles”
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Tokyo Geidai X USC
Collaboration Project

2025 F12 A CARFZFZARER L, USCICTE—2—-T Y v In December 20235, students from Tokyo Geidai traveled to the
YV VEROIREDO T, HRka 7 R4 F—nic X 57— oiilfEi%: United States, where, under the guidance of Professor Peter Brin-
EMLF Lo RBRER TR, ZoTHEREZIERLE T, son at USC, they collaborated with USC Games students in four

teams to create short games. This exhibition showcases the com-

pleted projects.

To Get Fries
%2 runrun (6) ¥ PENG YILAN (6) Honggian Huang (v) Zoram Mercado W)

vH v EAREERICY Y 2 = —FTHIC L AT F Y O HcEE %5
T AL ZfTER L AR D RET 2 BoTH %, > v T afifee X2
TYATLICE > THERL TV,

TLAXY—BELRV BNAVES CEBLARL T 74 FRET FEELT
B, ERAEHET. £7 & BETIAEoHWHI 2 R7 & LTHED
254 v Z—Fy b I-—LEZRLTWD,

AR BehAhy —L T LA ML T, BT B 2 LRI T4 %
b4 2%,

Inspired by plover footprints we saw at Santa Monica Beach, this work recon-
structs the bird’s back-and-forth foraging along the shore through simple con-
trols and a scoring system.

Players take on the role of the bird, finding and eating french fries while avoid-
ing drowning and aiming for a high score. The fries reference an internet meme
about collecting one’s “life destinations” in the form of fries on a pier.

Through the lighthearted gameplay, the work visualizes acts of survival, desire,

and repetition.

(G) EREM A Tokyo University of the Arts (Tokyo Geidai)
(U) mABY74#IL=7KZ University of Southern California
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<BLBRF147! Guruguru Drive!
7—F— Hu Chi (&) B} 3\ Mei Toui (5) Daniel Acevedo ) Yutong Hu )

COF—LZ o LEEDIEy~A DI =h—%EL -1 ZHEET.
YV INBET —LTT,

F— LD BIREIC, b x o LEATHES |

wiFniF USCH— !

This game is a simple experience where you control a wind-up toy car racing

across a desktop and aim for the goal.

Feel free to enjoy it as a short break during game development.
Go, go, USC Car!

~BERAZDEDFEL ~ DPoIEBPA! Field Guide to Yokai and Friends
FAH #£2 Kalin Matsuda (6) Yinuo Chen ) Jack Desmarais-Harri w) Yuheng Ye w)

BREIOTZ V%R LT EIN Bo T 2hy "e#hetD7 — L,

A game where a kid pretending to be a ghost scares off an attacking kappa.

LAV AM—=3X>2% Brainstorming
KiiiE 92 Yoshimi Otaki 6) 35tH] < % Megumi Tsukada (¢) Trina Guharoy ) Qianlin Qin ) Zhutian Zhang )

HET—LTIAF =B TATTIATEHEE o Tnd, TATTREL AN
LILD DR HFE I ATHD L, Z CICERKEDHRABIEL > Tn
Teo HEBREF—THILRL TV &, HEICK > THIOBEF~LBERL T
BFRIDT — LTF FERIENR > T REZ Db D %IRRT 25T

A game designer is struggling to come up with ideas. While searching for inspira-
tion, they take a closer look at a pepperoni pizza on their desk... and finds Mars.
This exploration game transforms familiar objects into unexpected landscapes

when viewed up close, just like one thought leads to another.

Players can experience the feeling of ideas growing and spreading.
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Tokyo Geidai X USC
Messages from USC
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This year marks a moment of transition for the joint game de-
sign workshop between Tokyo Geidai and USC, as Tokyo Geid-
ai’s games program becomes a full department. Over the course
of seven editions, the collaborative workshop has produced
amazing results on multiple levels: it has provided a unique op-
portunity for intercultural communication and creative expres-
sion, explored new pedagogical concepts, and, first and foremost,
produced many outstanding games that most eloquently speak
to the potential of such a joint initiative.

Tokyo Geidai’s Animation and Media Art Departments
and USC Games are both well established and known for the
quality of their education and student achievements. However,
this exchange enabled more than the sum of both partners’ ex-
pertise, catalyzing an unusual confluence of creative energy that
produced projects neither institution could have generated alone.
It offered a rare opportunity to explore new creative possibili-
ties, enabling many students to challenge themselves, form new
friendships, make unique discoveries, and kick-start their careers.
Above all, it was a tremendous pleasure and honor to work to-
gether and build lasting friendships across both institutions.

At the end of this workshop stands the new Department
of Games and Interactive Arts at Tokyo Geidai, which inherits
the remarkable creative potential sparked by the collaboration.
We look forward to continuing to work together in new ways
and going beyond what we have had the pleasure of achieving

over the years.

Andreas Kratky

Media Arts + Practice,
Interactive Media & Games Division
USC School of Cinematic Arts

Every time we begin this collaboration, we embrace what we
do not—and cannot—know. Both USC and Tokyo University of
the Arts are international schools, and connecting them expands
the web of possibility shaped by the students’ backgrounds, ap-
proaches, aesthetics, and priorities. Before designing for a player,
they must first imagine one another’s point of view—what their
teammates are navigating, what remains unspoken, and what
can only be understood over time.

In this collaborative space, play becomes the shared
language. Ideas are often felt rather than articulated, and under-
standing emerges through experiments and exploration. Making
together becomes less about agreement and more about learning
how to embrace what remains—and might stay—unresolved.

That same sensibility carries into the games themselves,
as the students set out to craft inhabitable worlds that invite the
player into that same uncertainty. Having learned to design with
others in mind, the students create experiences that ask the play-
er to do the same: to enter a situation, explore its logic, and play

within what is made possible.

Peter Brinson

Distinguished Professor,

Tokyo University of the Arts
Interactive Media & Games Division
USC School of Cinematic Arts
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2025 Archive

Play & Critique of Tokyo Geidai Projects

USC Games DT Y LT R F v —HHL~—HL v b-
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USC Games professors Andreas Kratky and Margaret Moser
reviewed the student projects from Tokyo Geidai’s Games Pro-

gram:

“Flushed” “The 25G Reverie” “MiRRor” “tomori” “Perspectadox” “Janken
Automaton” “Artificial Ruins 2026” “Please No Cheese” “sebyo-poem” “myself

as a newspaper” “Underground PI” “Encroachers”

WEEDFEFFRORET  Last year's critique session

EFHEORYAA 2025 i

2025 Archive

Academia and Industry Collaboration Initiatives

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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Game Development

Naoki Yoshida (SQUARE ENIX CO., LTD, Executive Officer,
Creative Studio 3, Studio Head)

=Eifr& ATHgE
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A A Art and Al

Youichiro Miyake (SQUARE ENIX CO., LTD, Creative Support
Center, Innovation Technology Development Division, AI & Engine

Development Division)
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Game Research and Development

- Collaborative Research Case Studies —

Isamu Hasegawa (SQUARE ENIX CO., LTD, Creative Support
Center, Innovation Technology Development Division, General Manager)
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The Creation and Role of Sound in Games
Tomohiro Yajima (SQUARE ENIX CO., LTD, Creative Support

Center, Sound Division, General Manager)
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Michael-Christopher Koji Fox
(SQUARE ENIX CO., LTD, Creative Studio 3)
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The Accelerating Progression of Games

Since 2020, in the midst of the COVID-19 pandemic, a period
that now feels almost like a dream, I have been mentoring the
student works in the Game Course.

Over the past six years, the advancement of middleware
and other creation tools, the growth of remote production and
shared work environments, and the rapid development and
spread of Al have brought students’ knowledge and technical
skills to a new level.

This year, the diversity of expressive methods has been
further refined, and new works have emerged that place Al as a
central theme, extending their perspective to players and the sur-
rounding environment.

If art is defined by what the creator expresses and what
the audience experiences, then games are defined by the worlds
the creators build and what players can do and feel within them.

As the Department of Games and Interactive Arts at
Tokyo Geidai enters full operation, it is exciting to see how this

accelerated deepening will shape the future of GEIDAI GAMES.

Takashi Tokita

Producer, Creative Studio 5, SQUARE ENIX CO., LTD
Visiting Professor, Tokyo University of the Arts

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

students studying and creating games.

The techniques used to create games have come to do more than simply
open up new forms of artistic expression through the use of informa-
tion technology; they have also become a double-edged sword capable
of hacking, for better or worse, the rules of our society and the ways in
which people perceive the world. What kind of game
is the world making us play right now? We invite
you to enjoy these works as a series of attempts at a
conscious re-examination of, and a response to, that

very question.

Daichi Nakagawa

Video games occupy a hybrid domain between art and design. As gen-
erative Al becomes increasingly widespread and makes it easier than
ever for anyone to create games, not only the content of the games
themselves but also the context of the creator and the work will be-
come ever more important. At the exhibition, I look
forward to encountering works that you, and only
you, could create.

Kenji Ono

“Why am I exploring this theme now using this specific technology?”
This is the question I constantly ask myself during the creative process.
It starts by placing myself at the center: How am I interacting with
my surroundings? How am I influenced by the world around me? It
is a process of giving form to what truly matters in the present, while
navigating the delicate distance between myself and others. To convey
this, I select the technology that serves as the perfect

vessel for the message. It is a demanding journey, but

it results in a work that is truly one of a kind.

Katsutoshi Machiba I,
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In September 2025, in collaboration with DeNA, we held the
DeNA SUMMER GAME CAMDP, a five-day game production
workshop open to a wide range of participants, including cur-
rent and former students from all faculties and departments.

Fifteen participants were divided into teams of three and
experienced the full process of planning and creating casual
smartphone games alongside Geidai alumni currently working at
DeNA.

This workshop focused not only on developing technical
skills, but also on approaching creative production from a busi-
ness perspective. Students began by designing a game concept
and visual style tailored to a predetermined target audience, then
went through the production process, incorporating the soft

launch strategy actually used in DeNA’s game business.

The Game Course, which I belonged to for my two years in
graduate school, was a unique and free-spirited organization. It
consisted of students from the Animation and New Media de-
partments of the Graduate School of Film and New Media who
may or may not have signed up, along with other curious and
adventurous people from across Tokyo University of the Arts
who sometimes seemed to have arrived uninvited.

Everyone was working on completely different things, and
from the outside it might have seemed like a chaotic collection
of individuals. Yet at a deeper level, everyone shared a sincere
devotion to games and interactive art. It was truly an interesting
program.

I’ve heard that next year the Game Course will be reorga-
nized into a formal department, so this exhibition will likely be
the last to be called the “Game Course Exhibition.” To celebrate
the birth of the new department, I drew a pair of astronauts
inspired by the two original departments, and to preserve a final
trace of this chaos, I asked each member to draw a character in a
designated pose.

Even though we all come from diverse backgrounds, we
lived on the same planet for a fleeting moment. I am grateful to
have been able to hold the Game Course Exhibition together
with these ephemeral companions and complete our degrees to-

gether.

Key Visual:

Nami Tanji (Tokyo Geidai Game Course)
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We are delighted to once again present the Game Course Exhibition at
the Graduate School of Film and New Media, Tokyo University of the
Arts. Beginning next academic year, our university will inaugurate the
Department of Games and Interactive Arts. In this sense, this exhibition
marks the final presentation under the name of the Game Course. It is
a significant milestone where the accumulated achievements of our ed-
ucation and research intersect with the promise of future development.

This year’s exhibition demonstrates remarkable diversity. The
works range widely in both medium and approach: a project centered
on hand-drawn animation that traverses the boundary between game
and animation; a project that critically examines the relationship
between technology and humans through AI conversations and sur-
veillance systems; an interactive work that operates purely through
mechanics without the use of electricity; and immersive experiences re-
alized through VR. Here, Al is not treated merely as a production tool,
but is conceived as an entity embedded with social systems and value
judgments, posing questions to the players. Each work resists a fixed
definition of the game form, instead seeking to expand its possibilities
as art.

While advances in Al technology have dramatically transformed
the production environment, the fundamental question remains: what
do we create, and why? In this course, technology has been positioned
as a means rather than an end, with emphasis placed on the necessity
of such expression and the quality of experiential design. The works
presented here are the result of that sustained inquiry and practice.

Today, games can no longer be confined within existing artis-
tic genres; they are evolving into a medium that designs relationships
among institutions, technologies, bodies, and society. This exhibition
marks both a conclusion to the Game Course and a point of departure
toward the new major. We hope that the diverse practices presented
here will serve as a catalyst for redefining the future of art education
and creative practice. We invite visitors not only to play the works, but
to encounter them as experiences through which to think, to feel, and

to engage.

Takashi Kiriyama

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

In my hands is a single diagram dated August 14, 2015. Handwritten
during a brainstorming session with the Final Fantasy XV development
team at Square Enix, it lists what they hoped to achieve in collabora-
tion with our university. Though the paper has yellowed with age, one
entry stands out alongside collaborative productions and endowed
courses: “Establish a Games Major (name TBD) or Interactive Art Ma-
jor.” This, perhaps, was the first articulation of the dream that would
eventually become the Department of Games and Interactive Arts.

At the time, our university’s game education lagged behind the
rapidly evolving industry. To bridge this gap, we worked with compa-
nies such as Square Enix, inviting industry creators to mentor students
and guide them through hands-on production. Initiatives like the “A to
G” project—developing games from animation within the Animation
Department—and the 2017 “Tokyo University of the Arts, Virtual De-
partment of Games” exhibition demonstrated the concrete potential of
game education at our institution. Beginning in 2016, we also initiated
an ongoing exchange with the University of Southern California’s Inter-
active Media & Games Division, widely recognized as the top master’s
program for game education in the United States, learning from their
playtest-driven production processes and international educational ap-
proaches.

Amid these years of cumulative effort, a small-scale games track
was launched in 2019, opening new expressive avenues for students.
Finally, in April 2026, more than a decade after the initial idea, the
Department of Games and Interactive Arts will be formally established
within the Graduate School of Film and New Media. Every work on
display in this exhibition bears witness to this journey and serves as a
springboard for the future. From this foundation, we are confident that

new forms of expression and creativity will continue to emerge.

Mitsuko Okamoto

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