Interxcross Creative Center

!F

ICC Dlgltal Ideas

workshop 2018

Vinteractive tech and /or ideas workshop

FEAVY—VARX - VI AT1T -ty — (—§) &> REF2ERREME

* Sound reactive

* Toy x Interactive

* Big data x Visual and / or Sound

* interactive media Art

etc.

A

NPOj%& A UNISON FLIEHT ITHREE

ERHEER RS

ICC FI9I e PATA4F »7—9>av7

~FIINFAF—Y (BT

BR) PEVITF—IBRERES AV I SZIT«TRIAVTY

YEIVIALT 4 TICBIET R T7—vayv T~

2018%F2H22H~26H

@ICC Cross x Garden
AR A XA R 1 T B1—1

2/22 X : Reception 17:00~21:00

AVIvF—yavi BREEMNTIVET,
2/23 & : Workshop day1
10:00~18:00
: Workshop day?
10:00~18:00
: Workshop day3
10:00~18:00

: Seminar 13:00~14:30
I F—DDSA, #E

2/24 +
2/25 H
2/26 A

fee ZH1E ¥30,000- mmaman

www.icc-jp.com

2001F(ICV VT4 T4 7T LI
AVFaR—I 3 UEHRE UTHRIC
SR CHEV Ay —oOR =D
JIA(F«7-t>4%— (ICC) , %
EYEIHSEFNBEREDY U TA5—
BRICAHZEETE, 15—+ aF)L
BRIOVIAT«T - D=0y 7%
ERULTEEXUke Ny TS RADY
JIA5—%BAISTEEL, 717«
FERBLTW D=3y rlszs
FHENHE,
SEFHEFRNLR Y ) T4 7« TEH
tomatoDHFEIFHETH D, K1Y
DHYy B EMAZZHRZHEDHSZT 3
TIL- NN VERZDZ, RS, #E
JOF—Y 3y, HEF KRLGEGH
THRAERZ AV 21— —W\TA TFr
TaEEHIPBTAVIZTVTT (WA
M) oaAvFYYEHET—o 3y
TEHELUET, SEEFIVI—5—
KBRS, IT. L&, HE, FH1

V. BB, #gE U, 8r. BE.
BEICEDDLSBABED, EXN
ICREBETTA ANy a3y ULERII,
WBRTZ VATV DI EXT, BRE 1
587D T, EEICEDREILEZHF
HYSETWLEXT,
<*openframeworks* processing7 & m
7)—0707 73> 7 h¥>MakeyMakey
FEOTVIINSN—1Z2FERULBELRTOT A
EITWETH, VLT TOFEET AT« 7
EVT T IR/ BOTRICHFBENMECTEHS
ShEkEY >

OEAE : UTOYA & D REBELAH

WelEE, ZBOREX—IICT

EREE HSEAOCENEELLETET.
A v
(O www.icc-jp.com

BWEbEkAVy—I0OR - JUITAT4T - &Y
Y — ZfR. HHE 011-817-8911 /info@icc-jp.com


http://www.icc-jp.com
mailto:info@icc-jp.com
http://www.icc-jp.com
http://www.icc-jp.com
mailto:info@icc-jp.com
http://www.icc-jp.com

Inter Crosy
Creative
Center

Interxcross Creative Center

5l  Creative Reader

¥ax)L- /NN Joel Baumann
hyEILEMKRZZTBR

Tomato HFEAIFRE

HEVYAZI 25—V aVDEECHEESEZS, 1
VETVTA TR AT« T EBIET BT Y ITA
FT4T - U—=F—, IhFEFTY=Z— =ZFHI. AOL.
Vv =7 /X7 Ly RTNWNREDLEZFMIT.

TLEBHBHOA VY 20T« 7RADZFNFLET
HE%, 1999F(cAY K> T Tomato MERIZICEN,
2003FICIFHARKDODEAL A TARXY N THB T
LRS54 RDIEHICERIBEOEY 2 7IL1E
@mEHIELZ. 2006F ICEA T YFO7O0—=Vy
VT, BIEEHMRI—R U7 R - A—TFa1—DERE
ERDEHICTIFIVIRBREI2TIA VAT L —
YaAVvEHRRK, NV EBILEMKETZ2 AT 7D
BFREUTHEE D, 2003F L DELREHSD
TW3, AFLESHBRETODT—I Y3 v THT5
W3,

Joel co-founded the award-winning new-media
collective tomato interactive (London) in 1999 after
briefly joining the award-winning new-media collective
Antirom (London) in its expiring stages.

Since 2003 Joel is Professor for New Media at the
Kunsthochschule Kassel (school of art and design
Kassel) in Germany.

In his work he concentrates on the interactive
moment and its strategic use. He is interested in the
influence New Media has on society and
communication.

His commercial work includes projects for Sony,
Mitsubishi Motors, AOL, Sharp, Nokia und Redbull. In
2003 tomato interactive produced 9 hours of live
visuals for Electraglide, the largest indoor live music
event in Japan. Over 20000 people attended. In
2006 tomato created a dynamic visual installation in
the Media Centraal, Groningen, the netherlands for a
rare performance of the work of the english avant
garde composer Cornelius Cardew.

His work has been shown at the Design Museum in
London, the Jacobson Howard Gallery in New York,
the Kasseler Kunstverein in Kassel, the European
Media Arts Festival in Osnabriick and the Pavlov
MedialLab in Groningen.

http://joelbaumann.com
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natural errors

of digital nature

* How do we feel the impact of digital technologies and replacements on our
lives?

« Has the digital become natural?

+ And are the errors this way of life produces productive moments or negative
side effect?

«  Are some errors produced on purpose, while others happen haphazardly?

+  Would this mean that they are natural phenomena?

+  Are these errors part of a yet unreadable plan, an evolutionary strategy
embedded in digital nature?

+ Is there new digital life in these unforeseen errors?

« Can errors be political, social and economical instruments?

INTER ACTIVITY

started using tools and by that have started
have engaged in an intimate relationship with
functions. For many years this relationship

flat, one-dimensional and very simple, but also very
So we humans invented computers - tools and functions

can love us back, that can react to us and make us feel
acknowledged. We interact with them, they react to our actions, they
let us know that we are really here, which makes us happy. Our intimate
relationship with computers has just started, it is early days in this love affair.
Reactive toys and interactive games are the starting points of our long journey
together. Where will this relationship lead us?
The object of this workshop is to explore computer-human reactivity by developing
ideas using sound-reactivity. Sound-reactivity is simple to program and therefore
simple to teach, allowing us to quickly get an insight into human-computer
interaction and how it is set-up, leaving us with lots of time to explore creative
ideas. Finally we will test our ideas and projects in public space and observe how
people react to them. Hopefully they will be happy.

Ever since humans have
becoming humans they
objects and their

has been
silent.
that




