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3rd Digital Renaissance @ Keihanna

: Business in the Age of IT - Investing in Creativit
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Yoshio Tateisi

President of the Foundation of
the Kansai Research Institute

Vice Chairman of the Kansai
Economic Federation
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The "Digital Renaissance @ Keihanna" successfully celebrates the
third symposium this time. The symposium initially started as a
part of our special action plans to "build strong industries", which
is called for "The Kansai Revitalization Plan" at Kankeiren. As we
planned, the first symposium broadly dealt with art and technology,
and the second symposium explored an opportunity of integrating
art and technology with business. We regard the two former
forums as a run-up to the full blooming of the digital renaissance;
in other words, they represented preparatory stages of "hop" and
"step". And now we are in the final stage of "jump", which
hopefully become a turning point leading to new industries. With
that goal in mind, we invited prominent guest speakers with
brilliant track records to our symposium.

The U.S.A. has stood unchallenged in the global economy since
the 1990s, after it successfully reconstructed the economy by
applying the market-based IT. American companies are nowadays
enjoying lucrative business, with their new business models
prevailing in the world. On the other hand, we can't deny the fact
that the counterparts in Kansai have largely lagged behind in this
respect. The situation needs our immediate actions, if we wish to
find a way out of difficulties and to promote an autonomous and
sustainable development of our regional economy. Our urgent task
is to boost industries of Kansai region, thus to enhance regional
competitiveness.

It is our sincere hope that by taking the occasion of this
symposium, new business models will be given birth to here in
"Kansai Science City-Keihanna". We are looking forward to your
active discussion and further actions.

Message from a program planner
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Naoko Tosa
Artist/Senior Researcher

ATR Media Integration and
Communication Laboratory
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Venture Business in the Age of IT - Investing in creativity!

In this era when information technology (IT) is on everyone’s lips,
creativity is key to attaining harmony between humans and
computers. If you think “creativity” is a term that only applies to
art and fiction, you are wrong. Indeed, it is a quality that every
entrepreneur needs to survive in this fast-changing world. The last
century witnessed the wedding of technology to the arts, with
multimedia acting as the matchmaker. That marriage was
embodied in interactive technology, robot pets and media arts, all
announced and discussed at international conferences and
exhibitions. Critics and specialist instructors in this field were
born, and information design found a place on the faculties of
universities and research institutes around the world, providing a
link between the liberal arts and science courses. Now that we
have a good stock of research and human resources, it is about time
for us to look to future developments and seek possibilities for
commercialization. In the United States, young researchers at
educational institutions have already embarked on creative &
technology ventures.

Hurray, Japan! This is where we can take advantage of the unique
elements of our culture. Yoshimoto Kogyo might develop an
“Interactive Manzai” program, for instance, or a title like “Healing
through Laughter,” so people can enjoy them at home. For too
many years, industry, academia and research institutions in Japan
have walked paths that were isolated from one another. Here is
where we can find a key to surviving the contemporary IT era: the
three joining forces in greater cooperation.
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Case Study: Successful Ventures in Arts & Technology
—Young CEOs from MIT Media Laboratory —

Robert Silvers, President, Runaway Technology Co., Ltd.
Jonathan Klein, Vice President, Director of Interactive Toys,

AVES0T4TERPIBLEIER) iRobot Corporation

12:30~14:00 12:30~14:00 :
BE RER/ MESE, SRR Lunch, exhibits / demonstrations of research findings
= / exhibits by private enterprises

14:00~15:30 & g
AVEIS0T4TT7—REIRANDRMEEH
Tk iEF (ATRAEBRGEETHZA)

E T Case Study

1) 1E@ERFT 1) Products:

WWWIT I AIIS59T4TP—K,/ COGER WWW content / interactive arts / CG examples
2) BifrEBrT 2) Technology:

AVESHOT AT/ CC/ RIVFATAT Interactive technology / CG / Multimedia
Em/ R —XITHUT.
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14:00~15:30 Lecture
Developing into an Interactive Art Business — Case Study
Naoko Tosa, ATR Media Integration & Communications Research Laboratories

Comments on the work and seeds of research from
private enterprises interested in their commercialization

15:30~17:30 N\RIWF1Rhvoay
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ATA—T2V - RURNY (MTBSREHRFR CAVS)FE) Stephen A. Benton, Director of MIT's Center for Advanced Visual Studies (CAVS)
SH B— Ryv71—RAsEYY—BER) Ken'ichi Imai, Chairman and Director of Research, Stanford Japan Center
EIICSEI—A Robert Silvers

by o] UE 67 Jonathan Klein

TR I (B4Egstait. F—77072—9—) Isao Takenaka, Producer, Yoshimoto Kogyo Co., Ltd.

B 5l BR7A+—iRER) Toshihiro Fukuoka, Chief Editor, Weekly Ascii

Tk T Naoko Tosa

15:30~17:30 Panel discussions
Prerequisites for Success in an Arts & Technology Business
In Search of the Way of Development
and Revitalization of the Region

17:40~19:30- /X — F =« 17:40~19:30 Party
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Robert Silvers

Runaway Technology Co., Ltd
creator of Photomosaics

Robert Silvers is the creator of Photomosaics™ He
invented the technology at the age of 26 while a student
at the MIT Media Lab and upon graduation in June of
1996 immediately founded Runaway Technology, Inc.
His new medium dazzled the art world as well as the
industry of commercial graphics, drawing diverse clients
such as IBM, Mastercard, and Disney. He has been
commissioned to create covers for Life, Newsweek and
Playboy magazines, and to create portraits of Vice
President Al Gore, H. M. King Hussein of Jordan, and
Microsoft Chairman Bill Gates.

Silvers' proprietary software, protected by patents and
Trademarks in several major countries (US Patent No.
6,137,498), expertly considers minute details in hundreds
of individual images to create a beautiful mosaic
arrangement. Customized to embrace a variety of
applications, Photomosaics have appeared in magazines,
posters, and installations, and with moving tiles in music
videos and TV commercials. For more information,
please visit www.photomosaic.com

Jonathan Klein

Vice President and Director,
Interactive Toy Division, iRobot Corporation

Jonathan Klein came to iRobot in 1998, where he led the
design and developmént of My Real Baby, created in
partnership with Hasbro, Inc. and released nationwide in
fall 2000. Mr. Klein created and runs the Toy Group at
iRobot, a team of engineers and designers conceiving,
designing and building breakthrough, magical,
responsive, and responsible toys for all ages. iRobot's
next toy is a four-foot-long walking pet velociraptor, to
be released by Tiger Electronics in 2002. Mr. Klein's
background is in human-machine interaction, 2D and 3D
design, educational technology, and affective computing.
He holds an M.S. degree from the MIT Media
Laboratory and a B.S. degree with highest honors from
the University of Michigan in Ann Arbor. He is married
with two children.
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Naoko Tosa

Media Artist and senior researcher at ATR
Media  Integration & Communication
Research Labs. Visiting Fellow Center for
Advanced Visual Studies, M.I.T. She is a vice-
chairperson of the Society for Art & science
Japan. Also, she is invited professor for KOBE
University and Musashino Art University.

She received Ph.D. of Engineering from the University of
Tokyo. Her major research area is Art and Technology. In
particular, she focused on the topic of communication and
used computers, video and electronics to design artwork that
relates to the intelligence of emotions, consciousness and
unconsciousness. She is working on the creation of
Experimental Film, Video Art, computer graphics animation,
and interactive arts. Her work was exhibited at Museum of
Modern Art (New York), Metropolitan Art Museum,
SIGGRAPH, Ars Electronica, Long Beach Museum, and
other locations worldwide. Also, her works are collected at
The Japan Foundation, American Film Association, Japan
Film Culture Center, Nagoya Prefecture Modern Art
Museum Japan, the International Art Museum of Japan, the
O Art Museum, the Toyama Prefecture Museum of Modern
Art, and the Takamatsu City Art Museum. She received
awards including Best Paper, IEEE International Conference
on Multimedia (1996) and First Prize, L'Oreal-Grand Prix
honors for research combining art and science (1997). Most
recently, in 2000, She received prizes from Interactive Art
section in Ars Electronica, as well as a special grant the
agency for cultural affairs in Japan. If you are interested in
learning more about her work, please visit
http://www.mic.atr.co.jp/~tosa/

Stephen A. Benton

E. Rudge ('48) and Nancy Allen Professor of
Media Arts and Sciences at the Massachusetts
Institute of Technology (MIT), Director of MIT's
Center for Advanced Visual Studies (CAVS)

Founding member of the Media Laboratory, where he
heads the Spatial Imaging Group. He has been active in
art-science-technology collaborations since his
undergraduate days, working for both Harold Edgerton at
the MIT Strobe Lab and Edwin Land at the Polaroid
Corporation. His holograms, both collaborative and
individual, have been exhibited around the world. He is
a member of two Boards of Directors and two Advisory
Boards for high-tech companies in the USA.
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Ken-ichi Imai

Chairman, Stanford Japan Center

Born in August 7, 1931, Married

1953 Hitotsubashi Unrversity, BA

1956 Hitotsubashi Unrversity, MBA

1962 Hitotsubashi Unrversity, Ph.D

1956 Resercher, Central Reserch Institute of Electric
Power Industry

1964 Associate Professor, Faculty of Commerce and
Management, Hitotsubashi University

1971 Professeor, Faculty of Commerce and
Management, Hitotsubashi University

1979 Director, Institute of Business Research,
Hitotsubashi University

1980 Director, Computer Center, Hitotsubashi University

1985 Dean, Faculty of Commerce and Graduate School
of Commerce, Hitotsubashi University

1991 Professeor, Stanford University
Director, Stanford Japan Center-Research

1990 Chairman, Stanford Japan Center

1956 The Japanese Association of Theoretical Economics

1956 The Japanese Association of Organizational Sciences

1997 The Japan Academic Society for Ventures and Entrepreneurs

1997 Secretary-General, Kansai Silicon Valley Venture Forum

2000 Member, IT Strategry Council, JAPAN

1995 National Prize of Purple Ribbon

Isao Takenaka
Producer, Yoshimoto Kogyo Co., Ltd.

Born in 1959 in Osaka. Joined Yoshimoto Kogyo, a
renowned entertainment company, upon graduating from
Doshisha University. Involved in many successful
projects for theater comedies, both large and small, and
produced Kawachiya Kikusuimaru, a Kawachi Ondo
choral chant.

Also known for his work in a variety of media, including
production of the motion pictures Nabbie’s Love and No
Problem, and work as chief editor of Monthly
Yoshimoto. He is currently President of Yes Visions
Corporation. Author of I Wanna Make People Laugh —
The Orthodox Story of Shonosuke Hayashi According to
Isao Takenaka, published by Kawadeshobo Shinsha.

1E 3k
7 A% — s

19574E [ IR AE F N

19804, FLAf K2 a2 A 3

[ I E S LR CL19894EI (R 7 A% — Adto
233V R TEYE-COM (A ) DT,
19924 X [) e ik 42 =

19954F, 7V VAN F ¥ —ik [CAPE-X ] (S 17~
w2 A) AP Y73y [Undo Z81F.
19974, BT 7 A 4 Bl S HRAT:

< BH7REHE) >

[T 7 A% — | Mg 5

ATV —/INROF I FVEME % FANT B WebH Ak
[e-NOVELS | D4 &4k, () A — 2 XV X7V
T A%

TBST VA [ AR D AY 254 JLF 25 —4 AB,
TBST VA [FV M "=V ) F1% B 5,

Toshihiro Fukuoka
The Chief Editor , Weekly ASCIL

1957 He was born in Okayama prefecture.

1980 He graduated from Waseda University.

B.A. in Commerce

1989 After working for an advertising agent and others,
he entered ASCII  Corporation. He was in charge of
launching a PC magazine, EYE-ECOM.

1992 He became the Chief Editor of EYE-ECOM.

1995 He launched a digital culture magazine, CAPE-X,
and a PC magazine, Undo, for beginners.

1996 He became the Chief Editor of Weekly ASCII.

<Major Activities>

the Chief Editor , Weekly ASCII

the Executive Director, e-NOVELS Corporation a
regular guest for TBS radio program, Morimoto Takeo
no Stand by the radio personality for TBS radio program,

digimushi
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Sponsored by: Foundation of the Kansai Research Institute
Kansai Economic Federation
‘The Society for Art and Science
Supported by: Ministry of Land, Infrastructure and Transport
- Ministry of Education, Culture, Sports, Science and Technology
Ministry of Public Management, Home Affairs, Posts and Telecommunications
Ministry of Economy, Trade and Industry ‘ '
Kyoto Prefecture, Osaka Prefecture, Nara Prefecture,
Keihanna Interaction Plaza Incorporated (Tentative)
In cooperation with: Urban Development Corp. '
Special support by: Omron Corp

EE-EEO-TA—ar. (BR)arRvvar yur—y
Coordination for planning and operation: Convention Linkage, Inc.
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Venture Business in the Age of IT - Investing in Creativity!
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Jonathan T. Klein

“ Designing Radically Child-Centered Play:
Merging art and technology to support the true needs of children”

Interactive products and experiences are doomed to failure if the designers do not consider the
needs of the user first and foremost, or at least blindly stumble upon them during the course of
product conceptualization or development. The secret to the successful merging of design and
technology in the corporate world is to make sure that neither are the focus of the experience you
are creating. Rather, one needs to m‘ake the end user the focus. A key to success is to
understand the end user better than anyone else: One must dig deeper than others to make sure the
experience is tailored to the needs of the user -- not just his or her desires. If you create an
interdisciplihary work environment to perform an investigation of user needs, and then create
technologies and designs to support those needs, you can develop a product that is irresistible to
users. Our focus has been on children. They (and arguably the rest of us that play with toys) have
a unique set of needs: To develop, to explore, to learn, to nurture, to be surprised, engaged, and
delighted. Learning What those needs are, and how to create and use a unique intersection of art
and technology to support them, are key elements in the success of building next-generation
interactive toys. We present the notion of Radically Child-Centered Play, and show some

examples of the interactive experiences we have made to date.

Naoko Tosa

“Exploring the Possibility of Interactive Art Business and Panel Discussion”
<It is the time for investing in creativity>

To date, a number of international conferences and exhibitions have been organized across the
world on the subject of art & technology, and which have certainly contributed to enlightening and
educating the public. Amazingly enough, though, we have found no event with such vision.

It is partly because making a profit out of arts has been traditionally seen something as a taboo.
However, it is also true that what is called interactive arts or media arts do not fall under the
conventional category of arts. When looking at the issue from a different point of view, these newly
emerging arts are suggesting brand-new possibilities: sensitivity-mediated communication
methods by taking advantage of media; new human interfaces; and new perspectives using media.

Such stance is sure to explore the possibility of new venture business.




In the U.S.A., talented students who succeed in their research or works can easily set up a company
and make their living as a natural result. In Japan, however, the society still does not allow them to

do so. Japanese students have to summon up all their courage to challenge the society.

What have prevented students in Japan from displaying their challenging spirits? And how can we
remove all the difficulties and enable them to get business chances? The symposium explores
how art & technology business can be developed. We are now living in the age of the network.
National borders or individual countries, regardless of whether it is Japan or U.S.A,, are not the
points any more. Rather, what is currently focused is how we can develop art & technology
business at global scale and based on global standard.

In Japan, many students are now majoring in new arts, including media arts and information culture.
Those young students are liable to change the existing society when they become members of the
society. It is not an easy task however. Those who were initially full of hopes are likely to be worn
out, overwhelmed by the existing society, and may end up being trapped by self-contradiction.

| hope the symposium will be the principle that guides them to think how they could make the best

use of what they have learnt at school.




NQQKQ IQSQ in collaborated with Sony-Kihara Research Center, Inc.

Title: Unconscious Flow (SIGGRAPH’99 ART Show)

Art Description:

In face-to-face communication, the occasional need for intentional lies is something with which
everyone can identify. For example, when we get mad, circumstances may force us to put on a big
smile instead of expressing our anger; when we feel miserable, good manners may dictate that we
greet others warmly. In short, to abide by social norms, we consciously lie. On the other hand, if we
consider the signs that our bodies express as communication (body language), we can say that the

body does not lie even while the mind does,

Considering this phenomenon, we propose a means of "touching the heart" in a somewhat
Japanese way by measuring the heartbeat of the "honest" body and using other technologies to
reveal a new code of non-verbal communication from a hidden dimension in society. We call this

"techno-healing art."

Two computer-generated mermaids function as individual agents for two viewers. Each mermaid
agent moves in sync with the heart rate detected by an electrode attached to the collarbone of its
viewer. Then, using a synchronization interaction model that calculates the mutual heart rate on a
personal computer, the two mermaids express hidden non-verbal communication. The data of
relax-strain calculated from the heart rate and the interest calculated from the variation in the heart
rate are mapped on the model. The synchronization interaction model reveals the communication
codes in the hidden dimension that do not appear in our superficial communication. Then, using a
camera to pick up hand gestures and a personal computer to analyze the images, the
synchronization interaction model is applied to determine the mermaid's behavior. For a high
degree of synchronism, the agents mimic the hand gestures of their subjects, but for a low degree
of synchronism, the agents run away. In the event that one mermaid agent touches the other, a
pseudo-tbuch can be felt through the use of a vibration device. As for background sound, the heart
sound of the subjects are picked up by an electronic stethoscope and processed for output on a

personal computer.




