
VI. Choose a historic or contemporary media artist not discussed in class to carry out independent 

research that draws from our study of design history, theory and its  

concepts and forms. Explore how their work demonstrates interdisciplinary through the interven-

tion of art and technology. 
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One must have known that we are living in an increasingly interactive and interconnected world. 

We can observe these applications in the game industry, entertainment systems and even muse-

ums (Carlisle, 1995). With advancement in technology and collaborations in the past few year we 

can see the emergence of an immersive art experience. Artists have traditionally been interested 

in getting their works to respond to the viewers and alter the media immediately. This is aided 22

through the intervention of art and technology in which I will be using a Japanese collective and 

interdisciplinary company, teamLab as an example. By referring to What is Interactivity? by 

Aaron Smuts (2009) in which he expands the definition of the term “interactivity”, and Interac-

tive Art: The Art That Communicates (Wong, Jung and Yoon, 2009) where it highlights the intrin-

sic nature of interactive art in which I will explore in this essay. With additional references from 

The Ontology of Interactive Art (Lopes, 2001) where he supplements more insight on the distinc-

tive nature of interactive works. 

Self named as ‘ultra-technologists’ teamLab, an integrated community of specialists and 

professionals working together by integrating technology with elements of Japanese art and 

history with a common goal to 'achieve a balance between art, science, technology and creativity', 

expressing a sensibility unique to contemporary life (Ng, 2017). teamLab was a small company 

founded by Toshiyuki Inoko and Takashi Kudo in 2001, freelancing programming for clients. 

They debuted into the international scene with their showcase ‘If the World Changed’ in 

Singapore Biennale 2013 (Jenie, 2018). 

teamLab creates interactive art by several techniques such as the vast use of spaces, digital 

projection or media, and technology like augmented reality to engage and immerse their 

audiences. This allows participation from the audience to be more lively and not static. As Smuts 



(2009) argues that an artwork is interactive, it has to be responsive in a way that is not completely 

controllable nor entirely random. Thus, using a digital media which programs to react within 

certain parameters fits the criteria of interactivity perfectly. 

One work that I would be examine more in depth would be ‘Flowers and People, Cannot be 

Controlled but Live Together - Transcending Boundaries’, A Whole Year per Hour’  is a large 1

spaced installation with multiple projections from the ceiling, creating a space filled with 

seasonal flowers such as cherry blossoms with a waterfall streaming down. This installation is 

part of ta permanent exhibition at the Art Science Museum, Future World Where Art Meets 

Science. When one stand in the space, immersed in the environment with ambient nature sound, 

the “nature” around me appears and disappears an attribute of the nature’s ephemeral quality is 

replicated. The interactivity of the audience touching the flowers, the result will be scattered and 

disappear and another flower would bloom if one stood still depicting the fragility of flowers.  

teamLab’s concept and theme were strongly based on the aim of transcending and removing 

boundaries of art. One of their philosophy is that there are no boundaries between ideas and 

concepts. This is because they are fundamentally ambiguous and thus able to affect and interact 

with each other.”  This concept which allows for control and two way communication between 2

the projected display and the audience, and amongst other audiences creates a shift in outcomes 

cues the audiences to contemplate on the meaning behind the art. At the same time giving the 

audience space to imagine the things they can do. This feedback loop within said interactions and 

 (Flowers and People, Cannot be Controlled but Live Together - Transcending Boundaries, A Whole Year 1

per Hour | teamLab / チームラボ, 2017)

 (Transcending Boundaries | teamLab / チームラボ, n.d.)2



relationships, allows for the artwork to be in a constant state of change, keeping the artwork alive 

as mentioned in ‘The Cybernetic Stance: My Process and Purpose’ (Ascott, 2007). With the 

absence of the audience participation, the feedback loop would thus break. As the artwork is also 

ambiguous, and open-ended for an interpretation as well as interaction the lines between art, 

artefact, and experience is blurred where audience and their experiences becomes part of the 

artwork. Hence, teamLab achieves their goal of allowing interactive art to be created and 

escaping from the static frame and go beyond the limits. 

In addition, we can see similarities in vision of teamLabs and John Cage’s ‘Variations V’ 

where he made use of indeterminacy, chance, and unpredictability in his works to reimagine 

musical compositions. John Cage had allowed the dancers to not just be part of the work but 

given an essential role in creating the art. We can  

The two artworks in comparison both operates by chance, and through this controlled chance, 

audiences are encouraged to experiment with different response which creates interaction. 

Despite being half a century apart, we can draw similarities in the concepts of interactivity 

between both artworks. 

teamLab’s ‘Flowers and People, Cannot be Controlled but Live Together - Transcending 

Boundaries’ exhibits both their own collective philosophy as well as important principles that 

characterises interactive art. Even though both are geographically and chronologically distant 

from previously studied interactive works, the principles still hold true.  

The intervention and art and technology has expanded the potential of interactivity in art.We have 

seen how teamLab has demonstrated the idea of connectivity between the audience and art and 

create an immersive experience that is easily understandable as compared to older forms of 



interactive art. In conclusion, interactivity in art is still evolving and changing with the pace of a 

globalised society. The future may be more than what we expect it to be. 
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