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wheelchange
Life In motion

Making our future through transportation

A series of locally-focused, month-long, citywide events designed
to engage the general public in issues of transportation and urban
planning that spur active engagement on the web and culminate
in a television series.

Today the American public is consumed with issues of jobs, the economy, and our
security. The future no longer is assumed to hold the promise of a better life. The

1939 New York World’s Fair featured Futurama, a vision of a world enabled by

transportation and infrastructure. This was in the middle of the America’s Great

Depression. In the words of the official pamphlet of the fair:

"The eyes of the Fair are on the future — not in the sense of peering toward the unknown
nor attempting to foretell the events of tomorrow and the shape of things to come, butin
the sense of presenting a new and clearer view of today in preparation for tomorrow; a view
of the forces and ideas that prevail as well as the machines. To its visitors the Fair will say:
"Here are the materials, ideas, and forces at work in our world. These are the tools with
which the World of Tomorrow must be made. They are all interesting and much e ort has
been expended to lay them before you in an interesting way. Familiarity with today is the
best preparation for the future”
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Like chautauquas of days past it will use presentations and entertainment to create
a ferment of ideas, challenges and dialogue. Even after leaving town WheelChange
will continue to involve interested organizations, individuals and the general public
in a web game/competition for prizes and, more importantly, for the attentions
of the designers, planners, policy makers, and artists who can help make ideas real.
And, finally, WheelChange will morph into a series of television shows about each
of the cities combining all of the above. The payoff of each episode is a glimpse
of a great idea for our future, born from regular folk, enhanced and honed by
experts in the field and rendered by special effects wizards.

Result: A bottom-up lively energy around a subject that few knew even existed
or bothered to think about.

A mom arriving at Walmart to buy new spring outfits for the kids notices an odd but
intriguing tent structure in a corner of the parking lot. Wasn’t there yesterday. The
kids instantly find what interests them, a little model of their own town with remote
control vehicles to drive. Mom picks up a pair of glasses that allow her look around
and see this very spot but 25 years in the future. High density housing lines the far
side of the parking lot. Small village-scaled commercial shops line the pedestrian
way leading to the local monorail and the highway/rail line beyond. People drive up
in a NEV and drive home in a truck packed with a new plants for their garden.

A family returning from the mountains in a four wheel drive with ski racks pick up
their NEV preloaded with a baggage module containing a few Fedex and UPS
packages, their dry cleaning and some groceries they had pre-ordered. They drove
past the gardens that now occupy half of the parking lot. Okay, she doesn’t
understand all she is seeing but she is struck by how the future could mean more
than just cooler phones and swoopier buildings. She has a sense that her suburb
isn’t fixed in time. Life could be better. She plans to come back and bring her
husband. There are talks, product unveilings, planning commission presentations
and even comedians and music acts scheduled through out the week.

A week later a college student rides his bike past the quad now filled with the tent.
Personally he’s interested in the new ZipCar/Ford partnership. While his bike
served most his needs a car would come in handy. His budget said, “A car or books.
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Drew Takahashi

Creative Director

Drew Takahashi is presently the Emperor of Funjacket Enterprises.

He was previously Chairman and Chief Creative O cer of (Colossal) Pictures, a company
he founded with Gary Gutierrez in 1976.

Under his design and production direction, which ranged from live action through motion
control and computer animation to classic cel, (Colossal) spearheaded the transformation of
broadcast ID’s into branded interstitial entertainment for MTV, Showtime, Cartoon Network,
Disney Channel and Nickelodeon.

As a director, Drew has created television spots for Coca-Cola, Honda, Nike, Budweiser, and
Levi's; music videos for Prince, Bobby McFerrin, Joe Cocker and Kronos Quartet; location-based
media for the Rock and Roll Hall of Fame, Museum of Tolerance, and Oracle at Epcot. Drew has
been called on to consult about the future of television for Disney, store design for Niketown,
an attraction/studio for MTV, conceptual experience design for the Museum of Tollerence
and a transportion newco for Ford.

Recent projects incorporate Drew’s experience in advertising, branding and technology. They
include the development of branding, interface design and navigation architecture for clients
such as Excite, Americast, WebTV, Microsoft, VH1, Real Networks and Replay Networks. Drew
has developed content that integrates television and the web for Disney Channel, Mondo
Media, MTV, and Showtime.





