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USAMINAO “ISTITCH MY SKIN TO THE GROUND.”

Tokyo Arts and Space (TOKAS) has been supporting the
activities of artists through programs tailored to their individual
needs and circumstances, encompassing programs open to
the general public, solo exhibitions, and artist residencies.
Launched in 2001 with the aim to offer up-and-coming artists
a platform for presenting their works, the “Emerging” program
targets artists aged 35 or below that are based in Japan. For
TOKAS-Emerging 2023, we received applications from 81
individual or groups of artists from all parts of Japan, six of which
were eventually selected to show their works in two separate
blocks of exhibitions between April and June 2023.

Both exhibitions kicked off with talk sessions with
the respective participating artists and jury members on the
opening days, where artists conversed with independent curator
Hasegawa Arata in Part 1 (Muroi Yusuke, Inoue Mizuki, Usami
Nao), and with Sanbonmatsu Tomoyo, curator at the Museum
of Modern Art, Kamakura & Hayama, in Part 2 (Chen Shige,
Daito Shinobu, Okamoto Taiga). With further commentary by
the two judges based on their expertise and interpretations of
the respective concepts, these events proved helpful for the
artists to enhance their own viewpoints. A lively exchange of
frank opinions at a QA session with the audience completed
a program that altogether provided ample opportunity for
communication.

In addition to the artist’s own statement and introduction
to the exhibited works, this leaflet also contains reviews by Mr.
Hasegawa. The contents of leaflets that each introduce one
of the other five artists in this program, can be viewed on the
TOKAS website. We sincerely hope that this program serves
as a springboard for the participating artists that inspires their
increased creative efforts.

Finally, we would like to express our heartfelt thanks
to the participating artists and all others involved, for their
cooperation in realizing this exhibition.

Tokyo Arts and Space
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Usami Nao presented two types of video games with 3D
computer graphics, respectively based on an original story
related to sexual violence in the artist’s direct environment,
and on one of the oldest fossils of a human skeleton, known
as “Lucy.” In these works, she visualized the stiffening of
the human body and the changing sensation of the skin that
occurs in helpless situations in the face of violence or fear,
and a world that may have emerged from combinations of
humans and other organic/inorganic bodies. In contrast to
the single large screen that created a sense of presence and
tension in the first exhibition room, in the “disintegration/
dissection” themed room in the back, computer parts made
to look like human bodies, together with storage apparatus,
wiring and vinyl sheets, were wildly scattered across the
place to make it look like an operating room in which living
organisms are being made.

{Ambiguous Lucy) 2021
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Artist statement
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| create video games in which players re-live other people’s experiences, or proceed while
/r choosing from the alternatives they are given, using 3D computer graphic technologies that
! ! Z allow me to recreate the materiality of the body while modifying characteristic features.

The game presented at this exhibition, is based on accounts of people who have experienced
sexual violence in the past that turned their bodies into objects. They embark on journeys

to look for new bodies, and at once also to connect with things other than humans, such

as machines or plants; journeys toward a cessation of human activity, expanding and
complementing their existing bodies, like avatars slipping out of their skins.

This new work was created based on my own experiences, as well as those of my friends and
others illustrated in several novels. They hate their own bodies, hurt them, and love them. They
are longing to change, but their bodies continue to lie around as they are. For this very reason,
they continue their creative activities.

{Circuit board_002) 2023




USAMINAO “ISTITCH MY SKIN TO THE GROUND.”

{Replay over and over) 2023




TOKAS-EMERGING 2023 USAMINAO “ISTITCH MY SKIN TO THE GROUN

t Top: {Circuit board_001) 2018
F Bottom: {Circuit board_002) 2023




14 TOKAS-EMERGING 2023

Review
LE2—

=&l #

(AF4ROFUrFaL—2—)

F—LhaTLA1TBIE BETEIXYSY
2—ICHBER—EIE TV TAEXTH S,
BB —LEBTFBETHELTL—V -0
EX VSV A—-DEHOI—H IIKFRTH
V. hThEEESGRIELD, THEIPLZZ.
NEOTVSF —LORFEELBIE. UEIRE
ERBOXAZ7F—DEEEQOI TP
ALEEHEDESZD. [HREIZTIAICE
ALEHHLTVS,

SBEHEPBREMICAS>TRAITIF—
L3 BEQLEICRERADRTv I BIN
2OV TIVEEDE BRITEOHSEREEA
T ATy ERALFLERETS) ETL—
Y —(EBE VR XIVDEIBFRAANEAY, hE
BOL RMELT  BIEPEDELED XT 1Y
DeHFvHAFERHIPLEELTH . XYTY
A—ERT 1y 7 EBEK B EBBEEITV A
EHICEDNS,

TR TL—Y—DER (XRT1vV#1E)
EX VI E-DITHEOT—BUL. EBEO MM
EOHRBROVTUT1ELTRET 5. BEEL.
MHEEEI ZORPICEVTEIESILSICHE
BhgENTET . FabFaIer TELRWL
BRRERAICHEEE . BRL{EBRT S,
WHhIFE/ELTHRDNR XY 57 42—ICA—1k
T5NDTH5,

3DCGTHULENS MEEICHI>V—I I
ZAF EBERBEDEMI E 2L RIS,

B HEHPND EEEE. TEREhDIE=
HEEOEEECE I ELTTIERL FSICZD
SOBFHEICTBBILSBRRICEHLPNTVS,

BUVRICERF-ROBETIR EEEILA
BEROBFICEEh PP TT—LETEE
B2, ZC TR BEEZTTHEBDAICES
EhOEIBEEED FAHLHNDEDANEEILT
BIREPHEHIPND, TL—Y—EZDX¥T7
A—DEALDT7II—2a>% WO HhDE
REDSBERCENTED, TheEHOHPLUDHEE
ESNETEIRBEIOFASTHEIRITHTEA)
IKTEBVEEIESTIE.COERDHERER
5_&IkD,

ZLDBEOVEELEBILE>T.ChETICE
BRICESh TEETERE 1P HD. BHIK
BOVEDICRALIES. ZDTEALIDITH
hEEWDEROFPIEEZPICEES, THDT
DEHACBRNEVWEFIE . MEEDOEKT
BEIBGFOEHICEEEDZDTIF AL EoKIC,
AN ANEBMDPOTWVDEZZEDITHLY
BhofTBIRIEZELTH. HDWEHTF— LK
TREIFELTH. FARIEIG, TTICHAS
hi-BlEDEL T ANEFELPNTVWENDTHS,
ZDTF—L 1 aRHBBIVELTLILETHSD
FEXEEP  ZOREVEIETHEIEE . HE
FUHFEEL TV S,

HASEGAWA Arata

(Independent curator)

Playing a video game is a process in which the player
identifies him or herself with the character he or she
operates in the game. Not only in combat games,
the main premise is of course that the character’s
behavior corresponds with the movements of the
player’s fingers, and the slightest time lag may be
fatal. This is exactly why the developers of early, TV-
based video games skillfully incorporated “sound
effects” in order to bridge the millisecond gaps that
used to occur between pressing a button on the
remote control, and the according movements of
the character on the TV screen.

Upon entering the venue of this exhibition,
the visitor first plays a “game” using a simple
mechanism with a control stick on a pedestal. When
proceeding through a long corridor (by continuously
pushing the stick forward), the player enters
something like a dark tunnel, and that is where the
character suddenly becomes uncontrollable. No
matter how and in what direction the stick is moved,
the character acts in a completely different way, and
gets attacked by something.

The discordance between the player’s
intention (the operation of the stick) and the
character’s behavior turns into a realistic experience
of sexual abuse. Just like a victim of sexual abuse,
the visitor/player is forced into the unreasonable
situation of being unable to move as he or she
wants, or to scream out. The player becomes a
“thing” just like the character he or she operates.

Considering that it is all computer graphics,
the scenes of sexual abuse are portrayed with a very
realistic, sexually obstinate sense of skin touching
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skin. The visitor is not the “enlightened person (who
listens to the victim),” but is put in a situation where
he or she involuntarily gets to play that victim role.

In the blue-lit room in the back of the
exhibition space, the visitor gets to play another
game while sitting in a chair for medical treatment.
Depicted here is a character that, reduced to nothing
but skin as a result of sexual abuse, transforms into
some other kind of creature/object. The player can
choose from a number of options regarding the
character’s transformation, but to ridicule that tiny
bit of “freedom” that one has when “choosing” from
preset options, would mean to underestimate the
potency of this work.

There is a form of “becoming” that a lot of
people have in fact gone through after suffering
damage in one form or other. While it may appear
as one of the countless recurring daily life activities,
the important thing here is the transformation, the
becoming of something else, that occurs in the
process. Far beyond the damage that the assailant
may imagine to be causing, the victim’s body that
is unable to “return to its former self” has already
embarked on a journey to some other form of
existence. No matter if it’s through a mere “choice”
or a recurring action, like a repeatedly played game,
it has broken loose and entered an ongoing creative
process. Usami must have played this “game” over
and over herself, and more than anyone, she is
convinced that repetitiveness equals creativeness.
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List of Works

1Bl Xk

Replay over and over

2023

TaY 18— A= AhA—5—  AE—H— BF
Projector, screen, controller, speaker, chair
PAPES

Dimension variable

Ambiguous Lucy

2021

EZS4—AUMA=F— AYRK EF T—T IV FIPREUR
Monitor, controller, headphone, chair, table, light stand
PAPES

Dimension variable

Circuit board_000

2018

Ez4— EiR
Monitor, electronic board
300%300 mm

Circuit board_001

2018

Eo4— BiR
Monitor, electronic board
300%300 mm

Circuit board_002

2023

EZA— EZ—IL R
Monitor, vinyl, electronic board
1000%600%x400 mm

JUB - RS BIEE, M-k, S X (X [XRIT] mm. BURIER D5 A3R ) OIRICRRU:.

Notes: Information of works is arranged in the following order, title, year of production, media/material,

size (height X width [ X depth] mm, duration in case of video works.)
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FEESHE usami Nao

naousami.com/

1994 R EETh, RREMEUSITE,
2020 F RFEMAF KL EBRGHRBAT 7 REFRIET

[EERER]

2023%F [FIHANT—r71ZXT4NVEL (BLIEERZHER)
TAA=TTH=F L RPITP - LIANYALBI-ANT2ax )
(TPa—ARA—PT+—F L HF)

20224 TOPEN SITE 7 Ad Mornings[Place of Living Information )1 (TOKASZ#5)
FEREERELHETF—L 2022 (BE) 451>

20214 lOpen Studios] (GlogauAIR NIVU)F 514>
TRAM PRACTICE 20211 (REEMAZTAPEHK S HIE)

20204 TMEDIA PRACTICE 19-20 (REE M A# T R EHK S #iR)

20194 TOPEN STUDIO 2019 (RFEEMAZTAT hELK S #iE)

TMEDIA PRACTICE 18-19 (REEMAZTH hEHK S HiR)

20184 TOPEN STUDIO 2018 (RFEEMAZTAT HELK S #iE)

T5566E RREMAFZE B THERRE (RRMBEME REEHAZER)

[EX471)
20214 [GlogauAIR LY 7> —-7AJJ L1 (GlogauAIR. NIV ) 251>

Born in Tokyo in 1994. Lives and works in Tokyo.
Graduated with an MFA in Film and New Media from Tokyo University of the Arts in 2020.

[RECENT EXHIBITIONS]
2023 “Digital Art Festival Taipei,” National Taiwan Science Education Center
“Image Forum Festival East Asian Experimental Competition,”
Theatre Image Forum, Tokyo
2022 “OPEN SITE 7 Ad Mornings ‘Place of Living Information’,” TOKAS Hongo
“Changwon International Sculpture Biennale 2022, Korea, Online
2021 “Open Studios,” GlogauAlIR, Berlin, Online
“RAM PRACTICE 2021,” Tokyo University of the Arts Motomachi Campus, Yokohama
2020 “MEDIA PRACTICE 19-20,” Tokyo University of the Arts Motomachi Campus, Yokohama
2019 “OPEN STUDIO 2019,” Tokyo University of the Arts Motomachi Campus, Yokohama
“MEDIA PRACTICE 18-19,” Tokyo University of the Arts Motomachi Campus, Yokohama
2018 “OPEN STUDIO 2018,” Tokyo University of the Arts Motomachi Campus, Yokohama
“Tokyo University of the Arts The 66th Graduation Works Exhibitions,”
Tokyo Metropolitan Art Museum, Tokyo University of the Arts

[RECENT ACTIVITY]
2021 *“GlogauAlR Residency Program,” GlogauAlIR, Berlin, Online
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Recent Works
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In Front of Me Ambiguous Lucy Visible Hand Light/Dark/Other
2021 2021 2020 2020
EFAS—L EFAS—L EFA—L4 EFAS—L
Video game Video game Video game Video game
PACLES PACLES PACLES YA XEE
Dimension variable Dimension variable Dimension variable Dimension variable
B TRHEE FAEKEE BGM: [ T #E: KIFHK
Music: ARAI Yusaku Voice: SHIMIZU Manae BGM: OKA Chiho

Photography: OTSUKA Keita
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Part 1: April 8 (Sat) — May 7 (Sun), 2023

MUROI Yusuke / INOUE Mizuki / USAMI Nao
Part 2: May 20 (Sat) — June 18 (Sun), 2023

CHEN Shige / DAITO Shinobu / OKAMOTO Taiga

Venue: Tokyo Arts and Space Hongo
Cooperation in installation: SUPER-FACTORY Inc
Lighting advisor: YAMAMOTO Keita

Organizer: Tokyo Arts and Space, Museum of Contemporary Art Tokyo,
Tokyo Metropolitan Foundation for History and Culture
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