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This exhibition is my first overseas exhibition.

My previous representative works were metaphorized as an “island” as I put them on
par for large-scale device deployment.

From E/ Condor Pasa ( 3> RILIFRA TIT< ) in 2015 to The Planet of Faces (Hh 7 DERE)
released in MAM project+digital at the Mori Art Museum in 2022, I revitalized the DAC
space with the the forms of exhibition and the works' transformations in type. Thus,
in this exhibition, each of the independent works can keep its individualities while
creating a harmonious universe, a circle.

The audience can appreciate the works from the perspective on the central "island"
and deciding their island-hopping trips with their eyes. They are in charge of their next
destination of the trip. They can start with whichever island, stay on the same island,
or take repeated round-island trips. Either is fine.

The exhibition theme “Where is EIZO-ZIMA going? Where are we going¢” is a modified
quote from a line of an old Japanese anime theme song. The phrase is also the

"o

concretized image of the attitude “ ‘images’ are the basic materials for creations”. In
fact, I consider my creative actions as a “journey”, while the final works - records of
the journey’s evolvement - the journey's development records - are also the main

visuals of this exhibition, and my mind map.

Attainable with vision, but untouchable. We're clearly approaching it but the distance
remains the same. It's like the mirage images, inviting me to a never-ending journey.
Therefore, I will forever look forward to the mirage, dreaming that one day, my skin will
be in direct contact with the contour of the images so that I can continue the journey.

RIfES Y XF L TYYZT/ System engineer
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YAMAUCHI Shota
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Yamauchi Shota (born 1992 in Gifu, currently based in Kanagawa)

As a one of the generation that grew up with the popularity of the Internet after 1995,
Yamauchi Shota tries to show his relationship with the world and the cracks between the
world he knows and reality through different methods.

Employing a range of wildly different expressive media, from video to sculpture,
installation and performance, Yamauchi skillfully switches between clay animation,
chroma key, 3DCG, 3D printing, VR, and motion capture technologies. His works are
distinguished not only by a technology-driven pursuit of novelty, but by the desire
to express raw physicality and the complexity of quintessentially human emotions,
contradictory feelings and situations.
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Maihime
(Dancing Princess)

2021
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This work shows the way humans fall in love with technology through their actions and
devices. Humans and technology (the skin tone gorilla) try to be united into one via “the
skin outfit”. Imagine the technology placed in the limited sunset of humankind, whereas
humans are in the unlimited galaxy of technology. Whether to hug or restrain each
other, both are immersed in the ocean of intimate distance. As humans have technology
addiction, technology is also suffering from human addiction. What can we do about
it? I tried to find a middle ground between happiness and despair and project it to the
essence of humans who are living in this moment, this instance.
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The Planet of
Faces
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interactive installation Image courtesy of Mori Art Museum, Tokyo
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It is an online game-like image device that gradually changes in real time. Audiences
can use their device or the tablet provided at the exhibition venue to take part in
the experience of this work. After answering the psychometrics-like questions in the
exclusive APP, “your face” will be created. Then, the audiences can upload the face so
that “your face” will be part of the planets in this work. One planet is made of nine faces.
They will interact with each other, resulting in a diversified storyline. The lively faces
on the planet are just like human beings. Sometimes they chit-chat about daily life and
sometimes have in-depth discussions. Sometimes they laugh and sometimes cry. They
make sure of each other’s existence and remind the audience that, even if it is for a
short period of time, they did truly exist in The Planet of Faces.

Commissioned by Mori Art Museum, Tokyo ERER RFREMTREZFERME
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Loki's
Dammerung
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video installation

- Photo credit by Keizo Kioku
14° 30 Image courtesy of Mori Art Museum, Tokyo
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It is a work of circular images themed under “Loki”, the character in Norse mythology.
It consists of the story themed “building the walls of Asgard” in which Loki's absurd
behaviors, the key to the division between the giants and gods, were highlighted. In
fact, the images were filmed in a room in the artist's own house where he created a
space with the oil molding clay. The circular screen for the projection symbolizes “the
world with a beginning and an end.” The artist’s double-sided attitude of both the
creator and adventurer is projected onto Loki's image, the God of Mischief. The story is
developed in the imaginary world that exists only in the images.
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El Condor Pasa
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For this video work, in which simple 3D scanning and chroma key technology are
applied, a trip with a friend to Nara is used as the background by the artist. The story
begins with the artist being lost in the otherworld after getting crushed by the Nara
deer. The world is like a vast plain of a huge game. The memories of the Nara trip are
interweaved with different locations.

Although one can perceive the herd of deer resting around Todaiji Temple in Nara, it
is not possible to capture the physical objects in a literal way. Thus, the artist created a
drapery behind the herd by using the chroma key technology so that “the herd of deer
can be taken to home as images”. Several questions are proposed in the work: What is a
trip? What encounters and experiences of the trip will you take back home?
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