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GEIDAI GAMES 03 Game Course Exhibition
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Onsite: Tokyo University of the Arts Ueno Campus Factory Complex Building
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On the Exhibition of GEIDAI GAMES 03

In this year’s exhibition of the Games program, we present three
thesis projects and three first-year works. Each of them is the
result of exploring games as art and is demonstrating the di-
rection for which the Graduate School of Film and New Media
should follow. Other exhibited works include projects made by
our graduates and prototypes from the Geidai-USC collaboration
program. The exhibition as a whole represents the depth and
width of the current Games program. One notable achievement
is the game Small Life (Yueqgi Wu, 2021) which has been nominated
for Best Student Game at the Independent Games Festival 2022.
Such honorable acknowledgment will indeed boost the interna-
tional presence of our Games program.

At Tokyo University of the Arts, games are recognized as
an emerging field of the arts. Since cultivating the games genre
goes hand in hand with digital technology, it is also serving as a
driving force in advancing the digitization of the entire univer-
sity's education and research environment. As we expand our
Digital Twin initiative and virtual interaction, we will be exploring
collaboration across campuses and exhibition styles that are no
longer restricted to a physical location. We will continue to pur-
sue games as a form of art and simultaneously lay a solid foun-

dation as an organization dedicated to research and education.

Takashi Kiriyama

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

A Multifaceted Games Education

Every Friday at 10 am, we meet in Zoom for a seminar that we
call the Games Study Group. There are six students; four sec-
ond-year Master’s and two first-years. Six faculty members also
join this meeting (of which one is currently on maternity leave). When stu-
dents are absent or still asleep, we end up in a somewhat awk-
ward situation where there are quite a few more teachers than
students.

In this seminar, each student reports on the progress of
their project and the faculty gives feedback and advice based on
their expertise, usually in these areas:

Okamoto (Dept. of Animation) - concept/narrative/visual structuring
Kiriyama (Dept. of New Media) - programming, media art

Tokita (Square Enix) - professional game design, game industry
Eguchi - translation, localization

Maki - VR/360-degree imaging

Matsumoto - music, composing

Games are argued as an integrated art form. Story, vi-
suals, movement, composition, sound effects, music, texts...
everything entangled in a complex mass to offer content never
experienced before. And, because it is a genre that originated in
the industry, a lot of the know-how is stored in a business envi-
ronment and not academia. Therefore, to teach game creation,
the above method of incorporating a multitude of specialties
seems perfectly reasonable. It requires a different education
system than the master-apprentice approach commonly found in
the more traditional art disciplines.

The games field will continue to evolve rapidly with the
advancement in ICT. In such a world, education too needs reorga-
nizing and the willingness to venture outside university pedago-
gy.

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 Project
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Monad
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Kazuki Yuhara (irector / 2nd-year Master's)
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My mother fell into a coma after being struck by lightning. My father made me so that he can

revive her. | learn of his undying love through his diary.
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Born in Ibaraki, Japan, in 1996. Graduated from Tama Art University’s Art and
Media Course in the Department of Information Design. Enrolled in the animation
department at Tokyo University of the Arts Graduate School of Film and New
Media, expected to receive a master's degree in March 2022. Yuhara creates VR

films and music videos by wrapping his animation on the inside of spheres.

Tears Never Fall

B &R oLos— tom

Yifei Lyu (pirector / 2nd-year Master's)
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Master’s Thesis Project
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You drift through outer space with your buddy and end up in an abandoned interstellar town.
The remaining residents of this town live without gravity nor contact with the rest of the uni-
verse. You get separated from your buddy, but the townspeople give you little clue as to his

whereabouts. Who is your buddy, exactly?
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Born in Shanghai in 1995. Graduated from Shanghai Jiaotong University in 2018.

In March 2022, expected to receive a master’s degree from Tokyo University of
the Arts Graduate School of Film and New Media where he studied in the games

program in the Department of Animation.
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Master’s Thesis Project
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Tetsukin Kyo (Director / 2nd-year Master's)

The First Al Sentenced to Death

SIVAIH Colonies

JIM BBEE zrLos— 5t15)

Nana Kawabata (pirector / 1st-year Master's)

1 ERIEGR
M1 Project
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In the courtroom, a trial is in progress with you, an Al, as the defendant. You are being charged

for killing a fellow submarine crew when the vessel was trapped in an undersea volcano and

had run out of food.
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Kyo will receive his master’s degree from the games program at the Department
of Animation, Tokyo University of the Arts Graduate School of Film and New
Media in March 2022. He has a BA from Tsinghua University in China. After
his undergraduate studies, Kyo worked as an independent game designer, visual

effects artist and software developer.
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They move around. We don’t know much about them. Sometimes they watch us. But not as

much as we watch them.
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Born in Hokkaido, Japan, in 1998. Majored in Intermedia Art at Tokyo . i »

University of the Arts, then enrolled in its animation master’s program at the t d
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M1 Project
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B ~I+FDIE~ Songs of the Miao
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Meijun Fu (irector / 1st-year Master’s)
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A music and puzzle game based on the ancient tales and songs of the Miao that re-

vives their rich culture and aesthetics.

1995 EHE A T 201748, HERRHEKRET YAV AT 4T 7 — bEBRA S,
2021 4EHITE, AR ERFEBEMRIIIERL 7 = A — > 2 AR,

Born in China in 1995. Graduated from the Digital Media Art department at
Huazhong University of Science and Technology in 2017. Currently enrolled in
the Department of Animation at Tokyo University of the Arts Graduate School
of Film and New Media.

EPTHDHADA Pooch’s Remedy for You

REBL oLosa— a5t 14)

Yamachisa (pirector / 1st-year Master's)
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When you're tired, just leave it to Pooch to make you feel better about putting everything off for
another day—or two. All you have to do is say, “Nighty-night.” A tap animation for your smart-

phone.

2021 AEHUR B E LM AT VA VRIS BIE, BB R e
BITRERLT = A — > a v BIHE .
Graduated from the Department of Design at Tokyo University of the Arts in

2021, then enrolled in its animation master’s program in the Graduate School
of Film and New Media.

1ER B

M1 Project
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Geidai-Affiliated Projects
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Tetsukin Kyo (Director / 2nd-year Master's)
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A project created in collaboration with games program students in a 48-hour game develop-
ment workshop right before New Year's. It was made to bring good fortune in the new year by

shouting wishes we're supposed to let go when we become adults.

MEIEIE 06 ~— Y 2]
Director’s profile on p.06
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Small Life Ll

Geidai-Affiliated Project
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Yueqi WU (Director / Department of Animation graduate) Lei Ca0 (Programmer) 2020 Master’s Thesis Project

Directed by YueqiWu

FREHE - FEom. COMBLRFERZFOHEMERELADSS. —0RVHEZVRY EHIMEBEZEZRLATLLEZL,
AEREA Y TANRYTFYN F—L- T AT NV 2022FEHAIT 7 A F VAN S x—hEh&E LR, ThEREL. RRETVET.

An interactive city discovery game inspired by Shenzhen, China. Explore this one of a kind city and unravel the playful puzzles that will require a few
twists of imagination.

*This project is a finalist in the Best Student Game category at the Independent Games Festival 2022.

1990 FHPEHEZEA I, 2013 EHPREM FERL T PENAT 4 THEREZE, 201340520174 ET, ET AT — Y7V =T FA &7 —
LHIVESAICENE . 2021 FEH RN R R EB BRI e T = A= a v EBUE T, BitE, WHE Eific T v 744 — 444 Cotton Games
TEBT 207 b b, BfEY —L4 Small Life filfEx D T2,

Born in Dongguan, China in 1990. Graduated from China Central Academy of Fine Arts in 2013. Worked at the video art gallery Video

Bureau from 2013 to 2014, then at a design and game production firm from 2014 to 2017. In 2021, received master’s degree from the
Department of Animation at Tokyo University of the Arts Graduate School of Film and New Media. Currently working for the indie game

company Cotton Games while continuing the production of own game project Small Life.
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Geidai-Affiliated Projects

suitcase adventure

suitcase adventure

Coffee Dogs
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Let a suitcase take you on a trip where operation and feedback are everything.

12
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A Tokyo University of the Arts Graduate School of Film and New Media alumni
games production team comprised of Komitsu (Dept. of Animation) and Ryoya Usuha
(Dept. of New Media).

You understand kawaii

aoohYY

get close to dogs

¢
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Tell the dogs on a walk that they're "kawaii.”

Coffee Dogs

BhRT

Geidai-Affiliated Projects
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Geidai-Affiliated Projects

FIRYTREWHELT It Expects More
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Ryoya Usuha (pirector / Dept. of New Media graduate)

It Expects More
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In this game, the player uses a mouse to click the texts that appear on the screen. Will this lead
to a peculiar conversation with an unknown partner? Or, will it be the beginning of a journey
that will resurface something they've unawarely forgotten?

WHRVER A — LBITEH . HUREEM R R BRI R AT 1 7
RHELIET
A filmmaker and independent video game developer. Graduated from

the Department of New Media at Tokyo University of the Arts Graduate
School of Film and New Media.
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DIGITAL CHINRETSUKAN (Gallery) Virtual Exhibition

2022F 1 BICHRELE. 72X —2a VEROBZEEERZH O E LR LR
Eh—=0ARY DT —HA TG EF >S4 VRRLET.

A virtual exhibition of the screening & talk session held in January 2022 of the films made by

exchange students in the Department of Animation at Tokyo University of the Arts (Tokyo Geidai).

Tokyo Geidai AAI Annual 2022 Workshop Vol.1 IBZEDDREAR—7 =X —>a AR EB&N—7]
BERRF: 2022418258 (X) 17:00 ~ 19:00
EFL—2— [AAERTF EREAAZAZRREMER FANE: TUS  ORXK (RBAZEE? S 7HEHE

BhEE

Affiliated Projects
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Tokyo Geidai AAI Annual 2022 Workshop Vol.1
“Animation Screening & Talk: The Inner Scenery of an Exchange Student”

SHPIEE, 7E/ Za—KL—vav k&t

January 25, 2022 17:00-19:00 Digital Chinretsukan 3D modeling by Ryohei Akita
Moderator: Mitsuko Okamoto (Graduate School of Film and New Media, Tokyo University of the Arts) (Adjunct Instructor, Dept. of Architecture) Chinretsukan scan
Guest Reviewers: Mario Ivan Lopez (Center for Southeast Asian Studies, Kyoto University), Karl lan U Cheng Chua (School data provided by Kanada Studio (Dept. of Architecture,
of Social Sciences, Ateneo de Manila University) Faculty of Fine Arts), KUMONOS Corporation

15
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Tokyo Geidai X USC
Collaboration Project

RREBAXUSCHREIFHIE
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16

Tokyo Geidai Graduate School of Film and New Media X
University of Southern California School of Cinematic Arts

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
between Japanese and North American universities, Tokyo Geid-
ai Graduate School of Film and New Media and the Interactive
Media & Games Division of the University of Southern California
School of Cinematic Arts, known as the best game design school
in the U.S., jointly explore methods to improve games education
for both faculty and students by conducting innovative interna-
tional programs.

The 2021 academic year of Tokyo Geidai welcomed online
workshops on game development by USC professors Andreas
Kratky and Peter Brinson. The schools then launched the third
round of the Tokyo Geidai x USC Collaboration Project with an on-
line kickoff meeting in January 2022. Setting their sights on the
Vertical Slice presentation in GEIDAI GAMES 03 and beta in the
USC GAMES EXPO 2022, students hold frequent online discus-
sions with their teammates while checking in regularly with the

faculty on their progress.

Welcome to Tomodachi Academy &AZF &EHZBT7HTI—A
Sanketh Bhat ) /\V 4L F+—Jb Cagil Harmandar (6) LUEA %03% Chisa Yamada () Jerecy Yang ()

HEREODRYBEY. BREHBEPADPSES 2 [LWEHDRA
PIHAl, COREZRNEBYEREICRDFEP DDLU E
T, LU HBERBOAFITHRESATLEVE L, 5Bk
DNTHEBZERL TEHMEBEREICLES D!

(Noin Chora 9“51'8 )

You have a very cherished treasure from your grandma, a cultural besti-
ary that can teach you how to make friends with more animal buddies. But
accidentally, it got destroyed. Use your own power to make new friends
and let them help you fix this!

Unravel f#Z(3<T

Yuefeng Hew) 53 ¥EF Rikolmai(e) JII%ll $BZS NanaKawabata () You Liang )

EDPEBNEDRBEZINED. TIADPHEE - BOH? TH
ZRICEABENC, ETRAUET Yy = LTLES,

To let there be or not, is that the question? Before answering, however,
please massage the volcano.

Monster Chef
{% %£2& MeijunFu) Nitesh Sridharw) A47™7FKR> F+¥ ¥ Chanya Sriuranpong (6) Yue Wang )

BBREFEVAZ—FEDBOLAINS YT 72 L TVET,
LDl EVRAE—DOBERIE. IBALAMLADEWTIEX %

TBHIEDTEERA, Y1 7ELTHERONUAICEZMEIT T,
BEDAMLAZRS LTHEZBRT 272HIC. BESICE2 &

PEEZEVEL&D!

You are a chef at a restaurant but your monsterous customers are too

stressed to order! Listen to their complaints and feed them enough of the
right foods to lower their stress and solve their problems.

(G) HREM AL Tokyo University of the Arts (Tokyo Geidai)
(U) mHY74I=F7KZ University of Southern California
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Streaming Programs
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18:00 ~ 19:30
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19:00 ~
IVF1vT

Streaming Programs

The website will screen footages of featured games played and reviewed by professors and professional game

streamers. Student designers will stream live a playthrough of their own projects. *All dates and times are Japan.

11:00

12:00

13:00

14:00

15:00

16:00

17:00

18:00

19:00

20:00

Monday, March 21

Tuesday, March 22

11:00- 11:00-
OPENING OPENING
11:30-12:10 11:30-13:00

Game Streaming by LayerQ *in Japanese only
“Tears Never Fall” “Songs of the Miao” “Pooch’s Remedy for
You"

12:30-13:10

Game Streaming by OcutanBot/Sumire Hourai
*in Japanese only

“Monad” “The First Al Sentenced to Death”

Play & Critique of Tokyo Geidai Projects *in Japanese only
Reviewers: Daichi Nakagawa (Lecturer), Kenji Ono (Lecturer),
Katsutoshi Machiba (Lecturer), Takashi Tokita (Tokyo Geidai Visiting
Professor)

13:30-16:30

Playthrough Stream by Game Course Students
*in Japanese only

Kazuki Yuhara, Yifei Lyu, Tetsukin Kyo, Nana Kawabata,
Meijun Fu, Yamachisa

13:30-15:00

Tokyo Geidai X USC Collaboration Projects
Critique Session

Reviewers: Andreas Kratky, Peter Brinson
Translator: Asako Eguchi

15:30-16:10 Rebroadcast
Game Streaming by LayerQ *in Japanese only

16:30-18:00

Play & Critique of Tokyo Geidai Projects

by USC Professors

Reviewers: Andreas Kratky, Peter Brinson, Eric Hanson
Translator: Asako Eguchi (Tokyo Geidai Associate Professor)

18:00-19:30

Let’s Play with Komitsu! vol.13, GEIDAI GAMES Edition

*in Japanese only

By Komitsu (Independent artist, Dept. of Animation graduate)

Talk Partner: Ryoya Usuha (Independent artist, Dept. of New Media

graduate)

16:30-17:10 Rebroadcast
Game Streaming by OcutanBot/Sumire Hourai
*in Japanese only

17:30-19:00 Rebroadcast
Play & Critique of Tokyo Geidai Projects *in Japanese only

19:00-
CLOSING

AMI—-I TR

Streaming Programs
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ARAM)=7—I2&P [ELEM] 5—LRR

A7 4 - F—LARMN)—T— LayerQK. VR- X ZN—AHA K BZwAbot/ ERTANKICED
RREKS —LI—AELERO T — LRADHRTF ZEE!

LayerQ@3A21H (5% 11:30~12:10. 3A22H % 15:30~16:10 [m&(z]
SEES  [Tears Never Fall [ ~ I+ A OB~ [ HXTHADADA ]

HEW/Abot/ ERTAN ®3A21H A% 12:30~13:10. 3A 228 w0 16:30~17:10 [m&E{E]

KR - TMonad | 52 EX) DIERIFIR & 3 (4 7= Al

Streaming by Gaming and VR Personalities

Indie games streamer LayerQ and VR & metaverse guide OcutanBot/Sumire Hourai will play the Tokyo Geidai Game Course

student projects. *Available in Japanese only

LayerQ @ Monday, March 21 11:30-12:10 / Tuesday, March 22 15:30-16:10

“Tears Never Fall” “Songs of the Miao” “Pooch’s Remedy for You”

OcutanBot/Sumire Hourai @ Monday, March 21 12:30-13:10 / Tuesday, March 22 16:30-17:10

“Monad” “The First Al Sentenced to Death”

LayerQ hUy¥P—Zw>

YouTube TIEEN T 5474 + ¥ —LAMN —~v—, #ND2Z=—I7%
ZA WV 7 7o TR T 2B Ve N — s ttoR
AREFHR—=1%115 [E31EHT — L X I TOPRICHED>TND,

LayerQ is an indie games streamer on YouTube who mainly
introduces unique game titles from overseas to the Japanese fans.
He also serves as PR for Kakehashi Games, an organization which
assists foreign game developers and publishers to release their

products in Japan.

HEwzAbot/ ERTHN

DIt RIS dHRM A% BIET!

VR« ARAN=ZHAR IV S w3 — Y24 TV PickUp T —F 4 A M2
K VIVE&NPO i A VR LT v N4 & —,

OcutanBot/Sumire Hourai

“Let me bring to you a stimulating and wonderful future!”

A VR and metaverse guide, virtual singer, JOIRAJI featured artist,
and official ambassador for VIVE and NPO Virtual Rights.

IeEH T night! vol.13 ~ GEIDAI GAMES Hi3RER~

FIXA—=2avEREETL. 7—7 4 A LTRIELSEE T 2/EKICES. 1990FHACD-ROMY 7
k% Macintosh TEIET 503 (V2 U — XBE [/ & & Z 1E night! ] & GEIDAI GAMES 03 |2 T H5RREAE!

ArS542 510 T

@3A218 8- 18:00~19:30

TLAFEVI N [Ty IRETU—DVEDICLL ] (1997)

BEF EIEE (771 A b X T4 PRETHIET)

Let’s Play with Komitsu! vol.13, GEIDAI GAMES Edition

A graduate of the Tokyo Geidai animation department and now an independent artist working across various disciplines,

Komitsu will livestream a demonstration of playing a 1990s CD-ROM on an old Macintosh. *Available in Japanese only

@ Monday, March 21 18:00-19:30
Featured Game: “Max and Marie Go Shopping” (1997)

Talk Partner: Ryoya Usuha (Independent artist, Dept. of New Media graduate)

Game e t#!lfhtghf!

Night vel.13
i ~~ GEIDAI GAMES

\%

T =T A4 A e PAVRUCKERE LMo AT AL —Vay, T
A—vavkiilfis 2018 FFEHEEN R ERFEBEMEIIERI 7 =2 —
CavHBET ., EFEPICHIVEL 72 here AND there. Wander in
Wonder TlRA ¥ 272774 Y fEfiic#bi%. 19904E{XCD-ROM ¥
7 b % Macintosh TEH T 5 4H [/E LD ZE night! ) &, 2K
honkbooks ICTAE FIC B

Komitsu

Independent artist. Komitsu makes illustrations and animations
with felt-tip pens and watercolors. She graduated from the
Department of Animation in the Tokyo University of Arts Graduate
School of Film and New Media in 2018. The projects here AND
there and Wander in Wonder were created during her master’s
studies which added interactivity to her animation works. 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 and old Macintosh computer.

AMU—-I TR

Streaming Programs
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USCEHRICE D [IEL1EMm] RIRMHS

2Ry TOF—LHBEHEEEDUSCOHREICLD . RREAS — LI —AEROERBISOHT
ZEME! xv K- NERBY

@3A21H (3% 16:30~18:00

EETES  [ETHIMEL 3RS, [FRBIVE] 3 1ER

BEAE FUNLTR U5y F— (USCHiE. RREMARSHHE) . E—2— - T 2V ¥ (USCHIB. RRETTA
BeapgE) . TU YT -\ Y (USCHIR)

BER CTORT GRBMAZALRBRGMRRHT LR

Play & Critique of Tokyo Geidai Projects by USC Professors

Prominent professors from the University of Southern California will review Tokyo Geidai Game Course student projects.

@ Monday, March 21 16:30-18:00

Reviewers: Andreas Kratky, Peter Brinson, Eric Hanson

Translator: Asako Eguchi (Tokyo Geidai Associate Professor)

E—&—-JUrIr IUYT NI

FPURLPR-I5v%—

Andreas Kratky Peter Brinson Eric Hanson

TR S 5L R FORER - H R B Y 7 v =T R 2 382

FAAY 7 4 0 =T KW ZE 0877 FEAY 7 a0 =T KM S 2350 Associate Professor of Cinematic Practice
Associate Professor Professor of Practice Division of Animation + Digital Arts

Associate Dean of Research Interactive Media & Games Division
Media Arts + Practice Division

Interactive Media & Games Division

ﬂa
Hp

[EREBAXUSC HEREHI(E] 58

[FHREBA X USCEFEHIE] Vertical Slice DFHTFE D F & ES!
¥YR—NERHY

@3A822H w0 13:30~15:00

BRES  [BRREBKA X USCHBEFIEI 3R

BIAE FURNLTR U5y F— (USCHE. RREMARSHHE) . E—&— - T UV Y (UscHig. mREHTA
BT

BER IORTF GRRBMTAYASRBSA TR AR

Tokyo Geidai X USC Collaboration Projects Critique Session

The third Tokyo Geidai x USC Collaboration Project has reached the Vertical Slice stage. USC games professors will share

feedback on the progress.

@ Tuesday, March 22 13:30-15:00
Reviewers: Andreas Kratky, Peter Brinson

Translator: Asako Eguchi (Tokyo Geidai Associate Professor)

ARESS 17" S® - mEwk K USCHRRINE F—2EvTa Y

REEE DA XV MO#T
Screenshot from last year's stream

AMU—-I TR
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S ERERRT. FRIHIRICES [EL{Faml

WER

[7— L8R BIEEYOEES

BT H A H)IIKHER, NFELR. FHEBAK. 8 LOERIERELT

FAERFIEOIRBICHL > LFAERRICK S RREXS — L3 — A DEMBTR 0T £ RIS !

@®3HA22H w0 11:30~13:00. 17:30~19:00 (&=

RS METHIE] 3R, [EXRFIVEl 3 1EM
TS hJIKH (54— s« NEFESE (F—aigmEm) . FHE (F— o  BEET EREiiis

FERIBIR)

Play & Critique of Tokyo Geidai Projects

Tokyo Geidai Game Course lecturers and industry mentor will review the student projects.

*Available in Japanese only

@ Tuesday, March 22 11:30-13:00 / 17:30-19:00

Reviewers: Daichi Nakagawa (Lecturer), Kenji Ono (Lecturer), Katsutoshi Machiba (Lecturer), Takashi Tokita

(Tokyo Geidai Visiting Professor)

Il Kith
77— L kR R - M
H &, BEEP EETPLANETS)
Rl R

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

Critic; Co-editor of review
magazine PLANETS

NG
o — LA — W
Yr—FY AL, HEERTR
WA

Kenji Ono

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

Games education journalist;
Lecturer, International
Professional University of

Technology in Tokyo

HE B
7 — s iR XRay 7y
VI uF a—H%—

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

XR contents producer

E¥EH #F
HR&HRsY2T7 - z=ys2
7a7a—Y—

SR AR

Takashi Tokita
Producer, SQUARE ENIX
CO., LTD.

Visiting Professor, Tokyo
University of the Arts

TF—=LaA—AFEFACED [ELEMR] 71 TR
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RREAS —LI—A0FERANC LS. EHERORSIE T A THAS!
A4 541 T

@®3H21H (A-# 13:30~16:30

BRELVES | [T HIVE] 31ES. [ERHIE] 3 1ER

WIES MY &, BRM. FEM. JIMERE. [FEE. PEEE

BERAE DA HREMAET VANV A VAL I F GivsRt> 2—)

Playthrough Stream by Game Course Students

Tokyo Geidai Game Course students will introduce their projects from the livestream studio on campus.

*Available in Japanese only

@ Monday, March 21 13:30-16:30
Kazuki Yuhara, Yifei Lyu, Tetsukin Kyo, Nana Kawabata, Meijun Fu, Yamachisa

Livestream Studio: Tokyo University of the Arts, Digital Twin Studio (Art Media Center)

T LRSS TOERTLE OR%F
Project presentation in class

BRIESBOKRT
Inside the studio

25
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RREMAZEENY 7+ V7 RBOFAHEGHEI O
JMNO=KBPHREYE LA, JOF T LANYFIVIIC
LFUBEONEBRAREESHZ ICHEbSTOTOY:
JNEZEBZBATHEY . CNETOZEMITHEES ULV
ReEEFTWET, Thid. X2 EECEREZERLDD
EHWARTOY 1Y MEEBKRT B RAEDEELE DT LAl
BEIXDILTY., ZLT. T CITELU LS HF A EHEIRT
ICBVAATVWD T LAEVWSGEBA SRS 2 HRMR
TEZBDOPREENEDTY, FEOIASAL—arho4F
B35 —LD7ATF7RERIEENERETY ., SESILfTD
NTVWBRHIASRAL—>a3 > TH. CETEK JUIA
FATTARIR—VaVEPBRTATTHIHICE>TETH
£, 07OV MISELELEBADbNB I E2AEEBL
KOHRICB>TWET,

We are currently at the beginning of the third collaboration proj-

ect between students from the Tokyo University of the Arts and

F=LEWDY AT L Games as Systems
aArvEr M)y oBS—LE%E Concentric Development of Games

from USC. Despite the obstacles posed by the Coronavirus pan-
demic, this collaboration has been going on for three years and
generated outstanding results. This is a remarkable testament to
both the commitment and inventiveness of our students to pur-
sue innovative projects across cultural contexts, and the power of
creativity that can overcome even challenges as unimaginable as
a virus that keeps the world locked down for, by now, more than
two years. The game ideas and final projects that have come out
of this collaboration are spectacular and as we are going through
the third iteration of this, the ideas that are shaping up are as
creative and imaginative as always. Yet again, it is a tremendous

pleasure and honor to be part of this collaboration.

FPUYRLTR-I95vF%—
Andreas Kratky
FGUBENR Y BT

F71Y 7 4 0 = 7 RIS B2 5
Associate Professor

Associate Dean of Research
Media Arts + Practice Division

Interactive Media & Games Division

BREDERIE. [B]O—FOFHERRL TV, BEEH
DEROHEPHLREYEERAMo>TVBDE, KBEIE. 7—
FAAMELT. LAV —DPEGOBEPERERF > TESR
EMEE>TKNBEFLTNS., —HBTIRODLEVERE
B SY . B o2 HIREIZZ oW T A AHENTICK 0
THESENDZRBOWEWES. TLA Vv —REEL TS
EFLTVS, BOEDEMODED 2 7NICLAEZICLAH
REBILLA. LA LEBET > EBADBRDICEE VRIS,
ThF. BZETVWREZDIE LERBRLZT TR BOLED
THEHDH D,

The Geidai students’ work represents the best aspect of dreams,

of tapping into the most vivid offerings of the subconscious. As

26

artists, they trust the player to bring their own thoughts and
experiences to bear, to honor the subtle, employing enigmatic
causes and effects that operate as both literal and metaphorical
puzzles. The images, the movement, and the actions will stay
with us for months after playing, not only during unexpected

waking moments, but no doubt, in our dreams.

E—=&—-TVIr

Peter Brinson

[ e NP RE ST 2

BN Y 7 o b = T R P 2 2
Professor of Practice

Interactive Media & Games Division

TF=LEWDYRATL #3514y
FURLFR - o5y F—
2021488248, 987, 14. 21. 28H (25/)
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DEFED BRI TITON LD 7Ot
2R AEDORFHEOMLL. EOLSICEHOHEREP Y
LTWRDBREDZEF FEFZEATICESLTWVWS, ¥—L4L
EFEAE. INSDEAFIVREPZES>TYIalb—hML.
ERROPBRVREERIHRTHELSAHLVELYESI VIS
TATILTHA T DIEDTRICE D,

ZOSEBEOFYSA YT —vay TR EV]®P
[F—LF7HA Y | OERERDIBZZZRELEHIC. TR/ X
VROVHIBEREERNA V25723V THA U OlA
EbLBICKY . SETIKAVWEIBRT LAY -5 —LDOAD
WHEEERT B,

Games as Systems Online
Andreas Kratky
Aug 24 & Sep 7,14, 21,28 / 2021

The workshop is a short and intensive
introduction to game-design method-
ologies 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 online workshop will introduce students to
foundational concepts of play and game design and explore the
combination of ethnomethodological observation and experi-
mental interaction design as a medium to engage the player in

unusual ways.

ANV IOBRT—LERR #4510
E—&— - TU>Yy
2021410820, 27H. 11 A3, 10. 178 (@5@)

ZDT—7av T TR BOHIL. YT L—MEES>TA
r—=U—DODFSHEVIEH ShEREEZNZFNUnity ET
FET B, TLA VY —BEREEZFRLAD S, FALABRKRA R
A—N—H IV RITz I M BE FFANERREEZKS
TWKZENTES, RIC.ZOTOYV I NS DICRRS
BT Y —CAERLCTHE5H R—

EVWDSITVARYIYAI—ILICE
REHTEERERREL. TL1TE
DRETEEZHETECAETHET S,
TLAFANERET B EICEY.
BA BRI IARYIYZT—
IOETDHIENTEAEDIREET B,

Concentric Development of Games Online
Peter Brinson
Oct 20, 27 & Nov 3,10, 17 / 2021

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 throughout which players will find through dif-
ferent 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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EFBREOmY#A Academia and Industry Collaboration Initiatives

=& B (¥—La—2x28E) Lectures by Industry Professionals
BRBE[HZTUVELTOFY L] Special Guest Lecture “Designing Play”

EMERR (F—La3—228E) F51UEIE

Lectures by Industry Professionals

45— LEHWEDIRBE TIBb N =M% R ICE| 2T E%EE  The lectures by the Square Enix group professionals are com-
LC.E—MTERTAH7O072—HY—P I UI A 4—ICK  mitted to passing on to university students insights on games
BEEEAIIIT7 IV IR FIN—TEHFTTWE LA, production from content and art creators who line the forefront
202N FERHEROLRESL > S1 VRIETAIHTITVWELE, of the industry.

*This year's format consisted of streaming pre-recorded lectures.

E£1H

F—LRARLKICDOVT

HH R (o917 T2y o 2 BEE 45— L7 F1F—)

Game Development

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

%20
YZNVERLLLL =20 %ERLEF YTV 2—TFEV AN —23Y
B —PB%& (Luminous Productions Y—K3D #+544—7—F4AN)

Reality Enhancing Character Design Work
Kazutaka Kurosaka (Luminous Productions, Lead 3D Character Artist)

#3m
EfE ATHEE
= BB (Rovr7 Ty s R U—K Al U —F v—)

Eom

PR I

NP =T 49 b YT — + 2¥F—] (Luminous Productions #—AF %A F—)
Game Design

Prasertvithyakarn “Sun” Prasert (Luminous Productions, Game Designer)

E7m
FO/A0—=ET—PORE ~51 27N T— 0 ADBFHNTB C BGHIE~
HESE —fT (RO917 To9 IR G427 N T— I ABF— T IV IA T4 T AL I 8—)

The Fusion of Technology and Art - CG Animation Production at VISUAL WORKS -

Kazuyuki Ikumori (Square Enix, General Manager / Chief Creative Director / Visual Works Division)

#8[E
O—#AZ41XICDWT
AT « ZYANTp— A= ThvZ A (RYI1T7 -T2y PR Y=ZF7A—H51 XU—RK)

Localize

Michael-Christopher Koji Fox (Square Enix, Senior EN Localization Lead)

MPREDE - RIS AREERFDOE D
*All professional titles are as of November 2019.

AR [HEVELTOTY 1]

Special Guest Lecture “Designing Play”

Art and Al
Yoichiro Miyake (Square Enix, Lead Al Researcher)

EamE
= LR E R&D ~#EMESHEN~

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

EB) B (24917 I=vsAR&D FH/=HNTOF1—%—)

Game Research and Development - Collaborative Research Case Studies -

50
F=LICHE TR Y I RDRIEERE
REs K (Ro917 - T=vs R YoV RF(Lo8—)

The Creation and Role of Sound in Games

Tomohiro Yajima (Square Enix, Sound Director)

28
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10022 BA2FEIPBMLE L.

BE BRI (r—LTU—y F-hFrL5)
Takao Unno (GAME FREAK inc., Art Director)

On January 21, 2022, Art Director Takao Unno of GAME FREAK
inc. gave a lecture at Tokyo Geidai. In the second part of the
session, the Tokyo Geidai Career Support Office hosted a GAME
FREAK inc. recruitment guide that was attended by more than

100 students.
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Key Visual: Kazuki Yuhara (Tokyo University of the Arts Graduate School of Film and New Media)

As we grow older, we have more options. Game development
also presents more and more choices as we continue on. Maybe,
if | were to line up the progress of life while laterally adding the
alternatives that could happen, | can demonstrate the many pos-
sibilities one entity could have realized.

The image was created by drawing and animating the

models with the VR painting tool Quill. Each frame was then ren-

dered into Unity and organized into rows.
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Industry Involvement in Academia

2019FEEETIH. BAE—AICDE—LZDAVE—FARAI T T
T IZVIR-T—TEUBELTOWEEWNWTOE LED.
FEEEDNSRFEEERL. —BOX V& —IL2FE0 70
Ty MEBENICRTOWEREKEZEYE LE. EFEEDS
AVA—EHBHDTVWEEVTWARR7OT 21— —DBHES
AKE. SEERRREMAZHIRTE LTHEBEL. &Y
BEOEWV. SEMAET RNA RAEWEEVWTVWET,

2021 Archive

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 2021 as well. Now appointed as Tokyo Geidai Visiting Profes-
sor, Tokita continues to provide advice that is on the mark and

eye-opening.
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Creation Out of Chaos - Showing the world your world

As a mentor | have been working with you, the Geidai students,
for two years now, and still, the world is in chaos from the coro-
navirus. However, to my eyes, the circumstances are in fact
shaping your projects and bringing forth your intentions. The
genre of games is about presenting the world you created to the
players and having them feel something in that world. It is an
incredible platform where you can assert yourself not only to the
player’s vision and touch but also to their hearing and imagina-
tion, and share your world with them — sometimes even expand
it with them. It is true that technically there are more and more
new things you can do every day, but that's all the more reason
why what you choose and hone become your creative identity.
| believe you have the power to make new realities out of this

crazed planet; just go ahead and be free and create your worlds.

Takashi Tokita

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

1984 4E 0 LIHBNE B O T L~ e LTHF —obilfEc SN, 7% Tokita began creating games in 1984 as a part-time job while
AF— TIvF—, TALZ 2= %R CHER T T 2—H—&L pursuing theater. He has participated in games production as a
ChESE, XEFIFFINAL FANTASY IV, LIVE A LIVE, 2=/« designer, planner, director, and most recently, as producer. His main

projects include FINAL FANTASY 1V, LIVE A LIVE, Chrono
Trigger, the Hanjuku Hero series, and Nanashi no Game.
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GEIDAI GAMES 03 REEffiKZEAFBRIGEHZER

GEIDAI GAMES 03 Game Course Exhibition
Tokyo University of the Arts Graduate School of Film and New Media
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