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The Gangu Project was concieved from the following
line of thinking: “Why can't we study the realistic issues
surrounding the process of creating social products, using
information technology, at IAMAS?”

I remember having the illusion that we had overcome the
most challenging step of production once the functions
of an interface had been determined on site. In product
development, the time alloted for the examination of a
device’s usability has become diminished. There are also
similar problems when creating media installations for
the art world, such as short exhibition deadlines, etc. In
these circumstances, it is easy to neglect to leave time to
examine and verify the usability of interfaces exposed to

end users.

With this in mind, I initiated contact with Osamu Fukui

—then the Takara Product Planning Division supervisor—

and asked for his support with this project. I asked that
some of the techniques and know-how actually employed
by development teams be utilised for an educational
project. For example, the experience to answer such questions
as: “What sort of needs should be interpreted from social
resources, and how they could be connected to product
planning?”, as well as, “What sort of techniques can be
used for overcoming technical hurdles?”. From IAMAS,
faculty members Kyo Akabane and James Gibson guided
students through the research, planning, design and

technical implementation of their products.

The greatest value of the Gangu Project was that, through
designing toys, students could have a sense of responsibility
for the project, while also enjoying their study of product
design.



What are you able to build with your blocks?
Castles and palaces, temples and docks.
Rain may keep raining, and others go roam.
But | can be happy and building at home.

Let the sofa be mountains, the carpet the sea,
There I'll establish a city for me:

A kirk and a mill and a palace beside,

And a harbour as well where my vessels may ride.

Great is the palace with pillar and wall,

A sort of a tower on top of it all,

And steps coming down in an orderly way
To where my toy vessels lie safe in the bay.

This one is sailing and that one is moored:
Hark to the song of the sailors on board!
And see on the steps of my palace, the kings
Coming and going with presents and things.

How | have done with it, down let it go!
All in a moment the town is laid low.
Block upon block lying scattered and free,
What is there left of my town by the sea?

Yet as | saw it, | see it again,

The kirk and palace, the ships and the men,
And as long as | live and where’er | may be,
I'll always remember my town by the sea.

Robert Louis Stevenson. “Block City”, 1885
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The Gangu Project ran from April 2005 to February
2008, with more than 20 students and staff from the
Institute of Advanced Media Arts and Sciences (IAMAS)
taking part in the creation of numerous new toy concepts.
From these initial ideas a selection were realised into
working prototypes, which have gone on to receive
awards at several international exhibitions including Ars
Electronica, NIME, and Asian Digital Art Awards.

Following a set design process and working in
collaboration with takaraindex eR Lab, the project’s aim
was to create new electronic toys that would encourage
and challenge the children of today. By their nature
children have open minds and a desire for stimulating
play. The toys they interact with help shape their
thinking and social behaviour, which are carried with
them into adulthood. Students were directed to aim
high: “Create lasting, inspirational toys that encourage
children to ask questions and raise expectations.” It
was considered important that students not compromise
by designing for the lowest common denominator, but
instead challenge the trends and desires which are

becoming the social norm.
The way we educate our children affects all our futures.

This book comprises a brief overview of the project
process and results, including descriptions of some of the
prototype toys created. The companion book—*Sketch™—
presents a brief selection of concept sketches generated

by the project members.






Message Ball
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First stand-alone prototype
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Message Ball is a ball-shaped toy that records short

messages.

I developed it as an attempt to create a toy that naturally
combines physical motions of the body with sensor
technology. Players can exchange recorded messages by

playing catch—an activity everyone can enjoy.

Pressing a switch on the underside of Message Ball allows
the holder to record a message. After recording, the ball
is tossed to the next person; the ball detects when it is
caught, automatically replaying the message. Message Ball
glows a luminous white, then changes colour to reflect its

current state: red while recording, green during playback.



roject exhibit, 2007
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Vie Vie
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Wireless prototype—painting with sound
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Vie Vie is a toy that transforms the air into a canvas
for sound graffiti. You play by moving a pen to control
the rise and fall of sound. When the pen is moved quickly
the sound jumps higher; when moved slowly the tone

deepens.

The pen is ribbon shaped, and feels uncomfortably long
for the children using it; in order to keep it in the air the
child must use large movements with their whole body.
As in the traditional Japanese game “hanetsuki” (similar to
badminton), children compete to see who can control the
sound the longest. The pen moves delicately, as though
floating, creating peaceful, calm, and carefree movement.
The sound follows this feeling, creating a vision of a world

where graffiti is scrawled through the air.
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Electronic Sketchbook
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First working prototype—IAMAS Open House, 2007
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As a child, I remember that while I drew pictures I would
also tell stories, yell, or produce my own accompanying
sound effects. However, when I was finished the drawings
remained but my stories and sounds had disappeared

forever.

At first, I wanted to find a way to save these extra details,
but I soon realised a toy could also be used to add to the

playing experience.

Using the Electronic Sketchbook children can record their
own text and sound. These recordings are linked to stickers
that they can paste on to anything: drawings, other toys,
walls, etc. When the light pen which comes with the
Electronic Sketchbook reads a sticker, the child’s previously
saved text is displayed and recorded sounds played back.
Sound effects can be associated with a toy car or plane, a
story can be linked to a treasure map, or speech attached

to an action figure. The possibilities are limitless.
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UGO/0TO
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Tethered prototype—ffirst two-handed version
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UGO/0TO is a skipping-rope shaped toy that couples

sounds with movement.

This toy was created from the curiosity of what it would
be like to take the fun of video games away from the TV

screen and link it with physical movement.

The player wears a glove on each hand; by waving forward,
horizontally, or vertically, matching sounds are played.
'The synchronisation of sound and movement gives a sense
of power that is larger than life. By combining multiple
movements it is possible to produce a special finishing
sequence. In the future, we might find similar technology
used to graft new interactive elements onto costumes, or
other “mimicry” toys, that currently only provide visual

features.
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Coin Run
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First working prototype
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Coin Run makes saving money visually enjoyable.
When coins are added they drop down through the course,
triggering different effects. The toy does tricks as the coins
pass, including lighting up, playing sounds, and sorting
the different values. The toy comes as a kit, so players can

create their own courses.

As the arrangement of parts is easily modifiable, the
sounds played by the coins can create simple rhythms
and musical phrases. The sounds also vary by coin value; a
¥500 piece creates a more “luxurious” phrase than a ¥100

piece.

Often “marble run” toys have a limited interest, with their
use decreasing over time; by making this toy into a coin
bank, it has a day-to-day purpose and hopefully the player

will continue to use their constructed course regularly.



Every moment we hear some sound. It could be the sound
of our voices or those of our family and friends. Or else it
could be the chirping of birds, the sound of insects, the
knock on the door, the cry of the child, the gentle patter of
rain or the frightening clap of thunder. How exhilarating it is
to hear the rhythmic beats of a drum, the soft notes of the
violin, the varied sounds of musical instruments all playing

in harmony!

Sudarshan Khanna. ‘Joy of Making Indian Toys”, 1992
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A DESIGN PROCESS

Theres no trick, it’s just a simple trick
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Simply following a pre-defined process does not
necessarily lead to successful results. In fact, this is rarely
the case: a design process is simply a tool that provides a
framework for learning and communication. Enthusiasm,
as well as the ability of the group to learn, share, and
collaborate, is a key factor for the creation of new and
exciting ideas—alongside a clear, common goal, and a free,

creative atmosphere.

For the purpose of communicating, and documenting
the Gangu Project, the process has been broken down
into 4 key areas: Research, Sketching (brainstorming),

Prototyping, and Exhibiting (communication).

Research
Collecting and sharing knowledge were the foundations

for the project.

Sketching
Concept sketching was used as a means of visual brain-

storming and idea sorting.

Prototyping

Using a range of methods—including rapid, experience,
mock-up, and software prototyping—allowed the group
to touch and experience concepts.

Exhibiting

Presenting the project results at exhibitions was a chance
to gain invaluable feedback from many people of different

ages, backgrounds, and understanding.

During the project a number of workshops were held,
lead by takaraindex eR lab and the IAMAS PDP
(Programmable Device Project). These helped members
gain market and manufacture insight, as well as technical

know-how and support.
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Observing play—children always do the unexpected

RESEARCH

Shared research—fast &3 effective
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The aim during this phase: to fill the group’s minds
with as much information about toys and play as possible,
as quickly as possible. To get the ball rolling, two simple

questions were asked:

“What is a toy?”
“How and why do we play?”

Group members were asked to individually gather
research from a variety of sources, based on their own
particular interest. The students were actively encouraged
to visit toy shops both large and small, and talk to friends
with children to observe play first hand. This personal
research was collated, then shared and discussed within
the group. Using this method allowed the group to
quickly gain a strong overview of the subject, in addition
to detailed knowledge of their chosen area of interest. All
the findings were compiled into one shared resource, to be

utilised through out the duration of the project.
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Group sketching—communication helps create ideas

SKETCHING

Quickly expressing ideas through pen & paper
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Group sketching sessions provided time for emptying
the brain of every conceivable toy idea by drawing and
documenting. Working closely within a predetermined
framework and following simple sketching rules, several

“visual brainstorming” workshops were held. Here the group
alternated between sketching, sharing, and discussing new
toy concepts. Ideas from the ludicrous to the impossible
were sketched in a free-thinking atmosphere where there

were no wrong answers, and ideas spawned new ideas.

Nearly 200 sketches were produced during each 2 hour
sitting. Ideas were then sorted and grouped using a “scale
of feasibility”: ideas which already existed, were too
outlandish, technically impossible, etc., were put to one
side, but still documented. Further selection was done
on the remaining concepts using the group’s knowledge,
preference, and intuition in an effort to select the truly

unique ideas.
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Realising concepts—jfrom handmade paper model (right) to 3D-printed rapid prototype (left)

PROTOTYPING

“You can’t experience an experience without experiencing it. ”

Bill Moggridge, IDEO

RTYFENETAT TR ITENSEVDORETEIN L

FTERIBIN—IILTESDN I EVSTEY Y TIVIRERZRE
L. ZDOEZER DT TV ZET RENBTBELLTE
BINTVEFT, Z0O®. 71772 EHKLTZTOMN A
EYJCRVESCET MENS>TELWLW? JEVSLSR
MEQOT7ATTICESTERLBHER(C. BUHTHEREZ
ZRABRIBIENTEEZDTY,

LA L. 7O T ORIMEICE ZNRVOBBEESEN

BETT, ZOH. FTEHECHZHAMTEREUZFY.

TATT7eBRIEL KR T B ENLImHEL, CCTE
BEROEF, 7ONAEYTOBRETORTHRPSTESE
REREELEC. SECTATT2RRIEBZETT. ZL
T RARAEBERTON AT CBWUEH . RENICE
EREORBDLS CHENGBRTEBPCEESTZY TN
VITOT7ON AT BFERENKCHBAALLZZY Y
NFO—>Bo7OMN A T=HELELR,

After the group refined their sketched ideas, it was
important to start making simple decisions that would give
form to the concepts. Seemingly easy questions—“How big
is it?”, “What are the rules?”, and most importantly, “Is it
fun?’—are near impossible to answer without prototyping.
However, this can often be both laborious and expensive, so
it is important to quickly determine whether a concept is
worth pursuing; rapid production of a series of experience

prototypes kept the process efficient.

Experimentation and reflection, trial and error were effectual
tools; the opportunity to learn from previous mistakes made
even frequent failure beneficial. Ideas could be quickly tested
and reasessed in order to gain valuable feedback before
proceeding. If a concept held strong, subsequent versions
became naturally more complex. Moving between mock-up,
software, and computer-tethered protoypes allowed all aspects
to be tested, while progressing towards building a stand-alone

toy—made as close to a finished product as practical.
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IAMAS Media Labo OPEN STUDIO. A> 4 70OY 14 KNER. 2007
LAMAS Media Labo OPEN STUDIO, Gangu Project exhibit, 2007

EXHIBITIONS

A chance to gain invaluable feedback
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International exhibitions and workshops provided
time for sharing process and results with others outside
the project. Throughout, students were encouraged to
document the group’s activities in detail, as this is essential
practice for the successful communication of an idea to
others. Along with concept descriptions and prototype
demonstrations, students also took time to consider real
market and business factors, so as to create well rounded

concept presentations.



TAKARAINDEX eR LAB
The importance of toys today
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Osamu Fukui, Manager, takaraindex eR lab. co., Itd.

Toys are one of those diverse product categories that
reflect society. The needs and thinking of people can be
extrapolated from which toys are popular; the technologies
and materials used can indicate the prevailing state of

technology; the methods of play offer insight into lifestyles.

Play, alongside labor and war, has existed since the
dawn of human history. Within play there is a rich
range of experiences, including fun and joy, suspense
and excitement, physical and psychological aspects, and
cultural elements—all of which reflect humanity’s free

thought.

We are living in an age where, exposed to a vast,
mounting quantity of information, it is easy to become
mentally, emotionally, or physically overloaded. Toys
fulfil an increasingly important role, particularly for
children: captivating toys can positively cultivate minds
and emotions, in ways that stimulate the growth and
development of a child’s desires and creativity, imagination

and inner strength, as well as physical ability.

The Gangu Project reaffirms the importance of approaching
a problem from various perspectives—be it the development
of children, the needs of society, market principles,
“wow factor” know-how, cooperation as a team, or the
advancement of personal thinking—all through the

process of toy development and production.

The task of working toward an objective—continuously
collecting information, associating and generating ideas,
forming them into a concept and constructing the ideas
into products—aids in cultivating skills in imagination,
visualization, planning, and editing that serve as powerful

tools to navigate these rough oceans of information.

In the drastically changing world of the 215t century, one
essential mission for the Gangu Project is to contribute to
both individuals and society by actively encouraging the

pursuit of play and the development of new toys.
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Gainer7—% % 3 v 7 IAMAS in Yokohama. 2006
Gainer Workshop, Yokohama, 2006

GAINER WORKSHOPS

Empowering students to prototype

Gainerl@. 747727« ANICRTyFITB2HD
F—=TYV=RAON=RIITEYTRILTHSHERIN
BY—I)l¥yhTY,GainerzfAIBLlCLY. &>

Y—PT7UF1I—4%ZPCICEHK LT, Flash. Max/MSP,

Processing &V felBEW/ OV IV I BREASHIAT
FRLDCHBVET MPAN—-Ya > EAV I 7OV ohE
BFHIC XY —NUZ IAMASD PDP (704 5< 7 IL- T\
A2-70YxUN) TRREINE LR, Gainer z# ML LTz
TA4PHIN- AV Ea—FTa> T D=0 av AT 7O
JIVRDAYN—BEFICEREIN. ZTORREFIFTE
7O AT OHIEISERINEL,

Gainer is a toolkit for physically sketching ideas,
consisting of open source software and hardware. Using
the Gainer environment, users can connect sensors and/or
actuators to a PC via various programming environments
such as Flash, Max/MSP, Processing, etc. An early
version of the toolkit was developed by the IAMAS PDP
(Programmable Device Project), which was started the
same year as the Gangu Project. A physical computing
workshop, using Gainer as a teaching tool, was held for
Gangu Project members and the results utilized in the

production of several prototypes.



CHRONOLOGICAL TABLE

Workshops, exhibitions & awards

F'SOURCE OF LIFE  [FUEW®DK—IAMAS in
Yokohamay &

2006%3H18H-21H

=15 :BankART Studio NYK, #&3&

A7 7O0Y 1V NEBR(RTyF &7ONIAT)
Message Bally A L-I>21&EH KETF
FTUGO/0TO) +H &E

Music Bicycles RHE =E

2y F-I—->3v S Tten a penny, Gangu —
Electronic Toy Project)

IAMAS Media Labo OPEN STUDIO
20074%2H22H-25H

£15:IAMAS Media Labo. IF&

Message Bally A L-I>21&EH KETF
FTUGO/0TO) +H &E

"Mountain Guitar) £%§ 72—
IMr.Rolling) #HE

lFoot Rockery fE1T #8417

MVie Vie) #HiH EE

FSpeacup) # #FN

NIME2007

2007%#6H6H-10H

=¥ Leonard N. Stern School of Business,
New York University, 7AU#H

"Mountain Guitar) £%§ 72—

FTWEMSTZ—IAMAS in Tokyol B
2007%8H24H-26H

KR ANATIIWA—=FT > ER

Ao 7OP O RNER(R Ty F &7ONIAT)
"Mountain Guitar) £ 72—

IMr.Rolling) #HE

Ars Electronica 2007 campus2.0
2007F986H-11H

£15: Kunstuniversitat Linz, 24— hJ7
Mountain Guitar) £#§ 32—

FNREBRETIT in VINET
2007%F12812H

215 IAMAS Media Labo. If&
Mountain Guitar) £#§ 32—
IMr.Rolling) #%H B

lFoot Rocker) {E1T #47

TITTIIINT —NKER
2008%F1H26H-2A5H

KI5 BET DT EME. B
Mountain Guitar) &% 32—

FB11E SHUET AT « 7 =15
2008%2H6H-17H

235 EUHEME. R
Mountain Guitar) £ 32—

NHKZEAR 53150 TI9ILRY DT I
NaMELLI>3>
2008F 2R 7H

http://www.nhk.or.jp/digista/review/080207_intro.html

TMountain Guitar) %8 Z—

Brightlive ‘08

2008F4H48-5H

215 Westergasfabriek Amsterdam, #5>%
Mountain Guitar) &% Z—
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SOURCE OF LIFE Hajimari no mizu — IAMAS in

Yokohama Exhibition

18 March — 21t March 2006

Venue: Bank ART Studio NYK, Yokohama
Gangu Project — Sketches & Prototypes
UGO/OTO Tetsuya Dota

Message Ball Minju Yim & Mamiko Yoshida
Mousic Bicycle Katsuhiko Harada

Sketching workshop: “ten a penny, Gangu —
Electronic Toy Project”

TAMAS Media Labo OPEN STUDIO
220d February — 25t February 2007

Venue: IAMAS Media Labo, Gifu

Message Ball Minju Yim & Mamiko Yoshida
UGO/OTO Tetsuya Dota

Mountain Guitar Junichi Kanebako

M. Rolling Sunao Hiruta

Foot Rocker Hiroyuki Satake

Vie Vie Rie Yoshioka

Speacup Yosuke Hayashi

NIME2007

6th June — 10th June 2007

Venue: Leonard N. Stern School of Business,
New York University, USA

Mountain Guitar Junichi Kanebako

Ima-karada — IAMAS in Tokyo Exhibition
24t August — 26t August 2007

Venue: Spiral Garden, Tokyo

Gangu Project — Sketches & Prototypes
Mountain Guitar Junichi Kanebako

M. Rolling Sunao Hiruta

Ars Electronica 2007 campus2.0
6™ September — 11th September 2007
Venue: Kunstuniversitit Linz, Austria

Mountain Guitar Junichi Kanebako

Informatization of SME Fair in Softopia
12th December 2007

Venue: IAMAS Media Labo, Gifu
Mountain Guitar Junichi Kanebako

M. Rolling Sunao Hiruta

Foot Rocker Hiroyuki Satake

Asia Digital Art Award

26™ January — 5% February 2008

Venue: Fukuoka Asian Art Museum, Fukuoka
Mountain Guitar Junichi Kanebako

11th Japan Media Arts Festival

6™ February — 17th February 2008
Venue: The National Art Center, Tokyo
Mountain Guitar Junichi Kanebako

Broadcast: NHK digital stadium Ne 315
Kazuhiko Hachiya’s selection
7t February 2008

http://www.nhk.or.jp/digista/review/080207_intro.html

Mountain Guitar Junichi Kanebako

Brightlive 08

4th April — 5t April 2008

Venue: Westergasfabriek Amsterdam, Holland
Mountain Guitar Junichi Kanebako



“Every child is an artist. The problem is how to remain an artist
once we grow up.”

Pablo Picasso



LOOKING TO THE FUTURE
What comes next for the Gangu Project?
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BCHARCEZLORBEZEL W B FERZHEHFAA
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270K A T2 ES>THIZENTRICAY SUBER
THALZ LTV ZENTEFT. JREMCE. coTOM
FAEVIAY Yy REf>T CNETICEBRNSTZBEAN
BfmEMN co7/OvzoihsksHThTO L%
BAFLTVET,

In Spring 2008 the Gangu Project will move into its
second phase. While continuing with the same themes,
focus will be placed on improving our prototyping
environment, to achieving a more efficient development

period for both novice and expert alike.

Students often become stuck at the prototyping stage,
unsure of how to move from paper to physical device; this
may be due to a lack of skill, or confidence, in programming
or electronics. To help overcome this, use of the Gainer
environment has been fully integrated into the process,
providing students with hardware and software tools—as

well as the knowledge to use them—early in the project.

Recognising that every member has diverse abilities and
backgrounds, the importance of encouraging all participants
to co-operate and assist each other by continually sharing

ideas and know-how is an ongoing priority.

Finally, we look forward to the next two years of the project

with minds open in eager anticipation of exciting new toys.
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Kyo Akabane

Lecturer
Institute of Advanced Media Arts and Sciences (IAMAS)

By focusing on interaction design, Akabane examines
expression through media technology. In recent years,
he has been involved in the production of interactive
exhibitions and various research projects, while also
engaging in the development of new media installations

for public spaces.

Osamu Fukui

Product Planning Consultant, Business Training Lecturer,
Manager, takaraindex eR lab. co., Itd.

After graduation from Musashino Art University,
Fukui began work for toy manufacturer Takara co., ltd.
(now TOMY Company, 1td.). Following a children’s
music class enterprise and project development marketing
centered on the Licca-chan girls’ toy series, he left the
company, and began his current position. Fukui is active
as a business training lecturer and planning development
consultant. He was selected for the Bologna Children’s
Book Fair, and the Bruno Munari commemorative
exhibition. He currently runs workshops on the themes of
children, vision, picture books, and creativity, based around

various thinking, conception and work techniques.

James Gibson

Associate Professor

Institute of Advanced Media Arts and Sciences (IAMAS)

Previously worked as Senior Designer at Sony Design
Centre Europe, responsible for a number of commercial
products, core research, and development projects
throughout Sony worldwide, and as Service Designer at

live|work Service Innovation & Design agency in London.

Shigeru Kobayashi

Associate Professor

International Academy of Media Arts and Sciences (IAMAS)

After working at Roland Corporation as an engineer
and sound designer since 1993, Kobayashi has headed
lectures on physical computing at IAMAS, beginning in
July 2004. His main interests lie in user interfaces that
include digital musical instruments. Recent major research

comprises “Gainer” and “Funnel”.

Atsubito Sekiguchi

Professor

Institute of Advanced Media Arts and Sciences (IAMAS)

Sekiguchi conducts the Art Informatics Archive,
archeological site VR display, and physical interactive
media research. Additionally, he is an artist in the fields of
painting and media art. All of this work may be considered
humanities computing research, presenting invisible
information from diverse perspectives via representative

mapping and surface sensing.



TOY MAKERS
Graduated students

E E B’?J_ ﬁ Yosuke Nagao

2005 Jumping Traveler
Bt Fa1—7 EEEAR
Planner, CUBE Co., Itd.

A -~
ﬁT-' * ;IH:I: Hiroshi Suzuki
2005 Haburashi Hairebar

R ITRIAZFER AN
Assistant Professor,

Kanagawa Institute of Technology

Tl]- § ’i g Yasuhbiko Takeya

2005 Dot Games
e B2 A2 - ERAZVERE
PhD Student, Gifu University

:I: E ﬁ :!-ﬁ Tetsuya Dota

2005-2006 UGO/OTO
Y7 THAF—
Web Designer

,I% E ﬁ% Katsuhiko Harada

2005-2006 Music Bike
RRIERERMARHTF
Teaching Assistant,

Tokyo Polytechnic University

4A ¢ s s/:/O:'- Minju Yim
2005-2006 Message Ball

SK Telecom W% &

Researcher, SK Telecom

Bl E
== Kei Yokoyama
2005 Music Hexagon

70753 —

Programmer

:5 E ﬁ;% Mamiko Yoshida

2005-2006 Message Ball
1770053~
Web Programmer
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Current students

** 5¥ﬁ Yosuke Hayashi

2006 Speacup
KEEFE2F
2nd Year Student

E E E Sunao Hiruta

2006-2007 Mr. Rolling
KEFT26F
2nd Year Student

ﬁ '*"E ;E = Junichi Kanebako
20062007 Mountain Guitar
KFEF2FE

2nd Year Student

1& 1.’]- *ﬁ 1? Hiroyuki Satake

2006—2007 Foot Rocker
KEFR26F
2nd Year Student

=+
= E] EE 18 Rie Yoshioka
2006—2007 Vie Vie

KEFT26F
2nd Year Student

:) a IJ 7> ¢ 9'\" Y \/ Julien Jassaud
2007-2008 Electronic Sketchbook

KER1F

15t Year Student

EE% g‘] So Kanno

2007-2008 Coin Run, Jamming Gear
KERRTE
15t Year Student

E&EB {Eﬁf\ - EB Kenichiro Saigo
2007-2008 Jamming Gear

KER1F

15t Year Student
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Special thanks to:

Center for Media Culture (CMC)
takaraindex eR lab. co., Itd.
Shigeru Kobayashi & DSP Course

And all the students and staff who supported and participated
in the Gangu Project over the past three years.
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This is a book that introduces the activities of the Gangu Project.
This book is a set of the Gangu Book and the Sketch Book. The
books introduce the prototyping method for creating electronic
toys as well as prototypes that have actually been made.

Form Perfect Binding

Size 182mm X 222mm

Contents INTRODUCTION, WORKS, A DESIGN PROCESS,
RESEARCH, SKETCHING, PROTOTYPING,
EXHIBITIONS, TAKARAINDEX eR LAB, GAINER
WORKSHOP, CHRONOLOGICAL TABLE, LOOKING
TO THE FUTURE, TUTORS, TOY MAKERS
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Catalogues previously published at IAMAS have been reorganized into IAMAS BOOKS and turned into digital books.
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- Apple 7L E2—0DFE
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How to use table of contents
- For Adobe Reader

Access as table of contents using the “guidebook” function.

- For Apple Preview
Access the “sidebar” as the table of contents.
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BDO[F52ENTEXT,
- Adobe ReaderDig5&
MRE>EZRE bULLIFIAYY R+F
- Apple 7L E 1 —0D5HHE
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Keywords or names can be found using the search function.
- For Adobe Reader

Edit = Simple Search OR Command + F

- For Apple Preview

Type into the search window.
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How to use table of contents
- Access from the list display in the menu.
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Keywords or names can be found using the search function.
- Search from the search icon in the menu.
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*Please be aware that depending upon the terminal/application used, there are times when the table of contents function

will not work correctly.
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