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Welcometo ISEA2002 NAGOYA!

Thank you for your paper presentation from variousfieldsand for your
participation in the panel discussions. We welcome you to this event
with much enthusiasm and excitement. We hope that the ISEA2002
Nagoya will produce fruitful discussionand broaden the way of think-
ing for electronicart.

ISEA2002 NAGOYA with the theme of [Orai] hasthefollowinggoals.
To provide aforum where variousopinions
"comeand go {i.e. [Orai])" relating to electronic art and
mediaart.
To providea chancefor electronic art to mutually
stimulate and corroborate on a "street (i.e. [Orai])" with various
fieldsand sciencesin close relationship, such ascognitivescience.
To provideasite to carry out experimentation within
theincreasingcity “traffic (i.e. [Oral])" between the real worldand
virtual world.
. To providea placefor "contact (i.e. [Orai])" where people of
Adan and Western cultures meet and realize their differences.
To providea placefor "communication (i.e. [Orai])" where
the citizensand those relating to art, communicate and promote
mutual understanding.

Art, scienceand technology are more closely interrelated and strongly
influenced by one another than commonly thought.

As seen in the history of photography progress, artists have continu-
ously sought after new technology and realized it, and they haveused it
as new mediafor expression. Just as Leonardo da Vinci can simultane-
ously possess scientific sense, engineering technique, and artistic eyes

and expression, new mediaart isexpected to yiedd communication and
merge scienceand art, some of which we have already glimpsed.

Pythagoras, a backbone o Western culture, defined the music of the
spheresasfollows. 'In the sole universecontaining al things, an object
moves in accordance with mathematical law, so that this movement
brings about the harmony. Individual spheresformin line at the inter-
va corresponding to the length of strings originating chords. From
the movement of spheres, the music, in other words, the harmony of
sphereswill be born.' Thisishis principle. We aready have the technol-
ogy and mediawhich provideuswith heavenly music.

The Chinese haveaword “X X" “tian wen": Characters (Letters)in the
heaven, which isan analogy to the principle of Pythagoras.

How can we read and interpret the charactersexplaining the origin
of the universewritten on the heaven and the truth o the history from
the ancient age carved on the earth, as shown in the phrase “ME# =
REX—. L2 =& —" "yang yi guan yu tian wen, fu yi cha yu di
li”: Look up in the sky and contemplate the characters (Ietters) in the
heaven; and look down at the ground and meditate the laws of the
earth, in “ 54 - %# k5" "yi jing-ji d shang zhuan": | Ching (The book
o changes) - interpretive comments, part |, and how can we convert
them into perceivablesound and color or the placeand situation?Vari-
oussensorscontinuously catch new information about the heavensand
the earth, and the net provides a place to share it. This is the theme
of new mediaart. It isalso the theme of ISEA2002 NAGOYA, which is
[Ora] between the heavens and the earth.

Everythingthat existsis beautiful.

KOHMURA Masao
ISEA2002 NAGOYA
President o SteeringCommittee



On bendf o the Inter-Society for the Electronic Arts (ISEA), we con-
gratulate the ISEA2002 organizers for presenting ORAI, the first ISFFA
symposumin Asa

The redization o this event contributes to expanding the cultural
diversity o ISEA, which is an important aspect of the ISM mandate.
Today, we see diversity emerging as a major trend in the international
cultural landscape d media arts, as evident in the themes & many
international festivalsand conferences. ISEA, by its nomadic nature, is
uniquely positioned to enlargethe discussionssurroundingdiversity by
creating dynamic worldwideonsite exchanges.

Japan is highly regarded as one d the foca points o electronic arts
prectice. Japanese artists often present their work within the global
framework o exhibitions and festivals. While the many significant
artistic projects produced in Japan are enjoyed by wide audiences
throughout the world, Japan is still adistant place for many people.

ISEA2002 provides the opportunity to invert the practice d exporting
Japaneseart by bringing the work of artists from afar to Japan, as well
asinviting these artists to experience Japanese works within their own
cultural context.

\We hopethat ISEA2002 Symposium becomesagateway to widening the
horizonsd the Electronic Arts communitiesin througout the world.

Nina Czegledy, Chair
| SEA BOARD o DIRECTORS
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ISEA2002 Nagoya is hosted by ISEA2002 Steering Committee organized by
MEDIASELECT, City of Nagoya,

Aichi Prefecture and Nagoya Port Authority in endorsed by ISEA,

the Inter-Society for the ElectronicArt s

Official Partnership Project of EXPO 2005 AICHI, JAPAN

Granted by the Commemorative Association for the japan World Exposition (1970),
POLA ART FOUNDATION,

The Telecommunications Advancement Foundation (TAF),

M E NOMURA CULTURAL FOUNDATION

Sponsored by Kayamori Foundation of Informational Science Advancement,
Nagoya University of Arts and Sciences, Nagoya Airport Terminal Building Co.,Ltd.,
The Ishida Foundation, Shachihatanc., Toyota Motor Corporation,

NTT DoCoMo Tokai,Inc., N1 T DATA CORPORATION Tokai Branch,

Nagoya Urban DevelopmentCorporation

Supported by N 1T DoCoMo Tokai,Inc., NI T WEST Nagoya Branch,

Apple Computer, Inc, EIZG NANAO CORPORATION, Canon Saes Co.,Inc.,
GOODWILL Co.,Ltd., Compagq Computer KK, ELMO, Barco Co, Ltd.,

Chubu Matsushita System's Co.,LTD., Denken-Cotem Co.,Ltd.,
ARIMATSU-SHIBORI TRADE AND INDUSTRY ASSOCIATION,

SETO-MIZUNO SYOTEN CO, LTD, Takeo Co.,Ltd.

With cooperation of ISEA japan, japan Society of Image Arts and Sciences (JASIAS),
Japanese Society for Electronic Music {JSEM),

Australian Embassy, Embassy of Canada, Embassy of France, Embassy of Israel,
Embassy of Portugal, Embassy of Spain, Embassy of Switzerland,

Royal Norwegian Embessy, the Royal Netherlands Embassy,

US Consulate Nagoya/Nagoya American Center, Consulate Generalof the Federal
Republic of Germany, The British Council,

Aichi Prefectural University of Fine Arts and Music, Aichi Sangyo University,

Institute of Advanced Media Arts and Sciences, Seian University of Art and Design,
Chukyo University, Nagoya City University, Nagoya University of Ats,

Nagoya Zokei University of Art & Design/Nageya Zokei junior College of Art & Design,
Nagoya University, Nihon Designer Geijutsu Cakuin

Chubu Economic Federation, Nagoya Chamber of Commerce & Industry,

Nagoya Convention & Visitors Bureau, Nagoya City Cultural Promotion Agency,
Nagoya Urban Institute, Nagoya Port Cultural Center,

Sakae Park Promotion Ce.,LTD, artport executive committee
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running-figure-lantern

Ateller Avant Austria

Electric Sheep

Scott DRAVES

spot@draves org
L http //draves org/

Update cse-lerd@sime com
Update spot@draves org :
http //draves org/electricsheep aweixier@sime con
Included | dancer Junko Suganc & Kawamura Alunori
Page 38 sound engineermg FARS, Kensuke Okano
Safe Torturing Series-9 Delete | The dancers for ISEA 02 are not nominated at the time of printing
L Sponsured 4 Bruckner-conservatory (bruckner-konservatorivm
SHIRAKAWA Miyuki
update | Safe Torturing Series-9 Inclugeg | With support of
SHIRAKAWA Yoxhiyuki City of Graz, provinee of Upper Austria, I‘illlldl‘shlrldtr.dﬂ!l K\?nst,
Nagoya ity University, Bruckner-Conservatory Ling, University
of Music and Dramatic Arts Graz, The Federal Ministry of Foreign
Page 48 Affairs of Austria
Lauf-auf
age 74
Se-Llen CHUANC pag
Included | with support of
Qly d Graz, provience of Upper Austria, Nagoya City University, Uni-
versity of Music and Dramatic A N Graz
August 6, 1945
SUZUKI Eri page 75
inctuded | Fri Swriiki s bornoin Chiba, Japan She graduated from Kinjo Gakuin Dance Of Stone
Urnavensily, wn Aihi, Japan with honors and Bachelor of Arts degrees KAMIYA Teruyoshi
i sodiology  Afler several years d expenience in video produclions
an lapan and Canada, she earned her educatien and skills 1n film Update Dance Of Stone
and vrdeo [roin York Universily, in Toronto. Canada November KAMIYA Teruyashi, Warabi, Hiroko MAEJIMA, Alain Guisan
200N, she received the Telefest Documentary Award from TV
Ontario, Canada She is committed to entertaining and produc- Page 93
my documentaries and fictions relating to Workd Peace  Suzuki 1
always ready to actively involved with international projects She .
has many unujue proposals and 1s now fooking for sponsar Other Selected Artists
Anita BACIC
Page 68 Update | Other Selected Artists
Anita BACIC
FILMTEXT 2.0
Mark AMERIKA
Update | NLMTEXT2.0

Mark AMERIKA, Chad MOSSHOLDER
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Time Machine!

AKAMATSU Masayuki

1aMmas (Inteamationsl Acalamy of Mediaarts and Sdanos)
ka@aresacjp

http://www.iamas.ac.jp/~aka/

"Time Machinel" isa media devicewith the help of which you can
time-travel, manipulating a high-quality video image. Asyou turn the
dial left, you'll go back tothepast. And asyou turn thedial right,
you'll come back to the present. Please enjoy the mysteriouswonder
of operating time fredly.

"TimeMachine!" usesa M acintosh computer, DV camera, acustom
controller and avideo projector. A Digital video stream is just stored
in thememory of the computer and theimagedf an arbitrary time
position can becalled back. A softwareisdeveloped by the author
using MetrowerksCodeWarrior and Cycling'74 Max/MSP.

Medaatig. Heisthe professor d 1IAMAS (Internationd Acadey d Media
Artsand Sciences) Snce1997. He hes prindpelly produced mediawarks
concarning muscand er. Heisespedially interested in building
environments asif thewak itsdf isadtive, but independent, even though
it isinteractive Heisamember d thedgorithmicband “neumannpiano”,
and the puredectric bend “a.d.a”. Hs men works are sound indtdlations
“soundtronics fidd", the liveact “ManMade saies’ and latdy incubator”
with 50 iMacs. Hsbook "Trans Max BExqress’ hes been published.

4 | Exhibitions | 1SEA2002

Poetrica

Giselle BEIGUELMAN
Communicationand SamidicsDepatmart of PuC-sP

giselle@desvirtual.com
http://www.desvirtual.com/poetrica/

Poetrica isaseriesd visud " post-poems.”

The processfor composing these piecesinvolvesusing algebraicopera-
tions and non-al phabetic fonts (systemfontsand dings). This process
resultsin "imagetic" meaningsand what | call " post-poems.”

They do not aim to make textual meaning emergefrom the visual
surface by the way concrete and visua poetry did. Poetricagenerally
aimsat just the opposite: to create visual meaning from non-textual
characters, exploring new boundariesaf non-phonetic language.

Every no-poem hasin itstitle the equation that was typed before
the sequencesaf operations (additions, superpositions, divisions, c.).

In addition, each no-poem hasa colophon, placed at the bottom,
specifyingthe nameof thefont, sizedf thefont, and whether or not
it hasa vector effect.

Conceived for PDAs, the Web, and for unusual dimensions of paper
and printing methods (like plottersand stickers), Poetricaal so explores
contexts of reading and perception.

Even when re-sized and saved as something "new, ” they are aways
made of the sameinformation. Said another way, they areall second-
generation originals.

Poetrica hasamong its sourcesd inspiration:

Réfad Lain, Braziliantypographer, author of some fonts used here,
"Introduction to the Letter T*, poem by Barrett Watten (Sun & Moon
Classics, 2000) and "desbragada’, by Edgar Braga (org. Regis Bonvicino,
1984).

In someways, Poetrica develops someissuesthat | exploredin my first
cyber-work (The Book after the Book — www.desvirtual.com/thebook,
1999).



Theepigraph of that work was “@+ +#eln+ersc+!0n$ 0, wOr&$ @n&
$ymb0|$ we %egln +0 re&e,!ne Our %0un&erle$” (at the intersections
of wordsand symbolswe begin to redefineour boundaries...) Pwtrica
has thisstatement in itscore...

On line Poetrica isat: www.desvirtual.com/poetrica

Poetrica for handheldsIsat AvantGo and isavailableby its web dte.

GISELLE BEIGUELMAN isa multimediaessayist and web-artit who livesin
Sgo Paulo, Brazl, whereshe wes born. She teaches Digitd Culturein
the Communication and SemicticsGraduatiom Program at the RUGSR
Snoe1998, she hes run desvirtud.com, an cregtivestudio. Her wak
indudes T he Back &fter the Bodk', Content= No Cache and Wap
Art, among others. She hes been presenting her web works in exhibits,
festivasand scientific events devoted to newv media art, like Net-condition
@KM, Geamary), Netoras (MECAD, Barcelone), EFodry (Buifelo, B
Arte/Cidade (530 Paulo) and the 25th SP Bienld.

Fa more informetion an the artist and her wark,
plessegot to vwwv.desvirtug.ocom

http://prixars.aec.at/history/music/1998/98mu_krachtgever.ntml

hefirst version of thiswork dates back to 1996, and has been changed
and expanded upon several t i nes since then. Whereasmost of our
vibratory projects, such asthe Krachtgever, are mechanical sound
sculptures, “Aguas Vives' is primarily invented to create dynamic,
hypnotizingimages. It consistsof onesteel container (50X 35 X 25
cms), filled with black oil and mounted on metal springs. The reflec-
tionsof alight-sourceon the vibrating oil-surfaceare captured with a
video cameraand projected on awall by a video projection system.
Theimagesvary from orderly patternsto chaotic snatches, whilethe
only sounds produced by the construction are the sloshing oil and
some noise from an oscillating motor and springs. At the exhibition
Midtvisi (2001) in Hasselt, Belgium, we added electronically processed,

amplified sound for the first time. The container, light source (a white
neon cross), cameraand microphoneswere located in onespace. Inan
adjacent space, the video imagewas projected together with amplified,
processed sounds that were captured from the moving container. At
ISEA2002, we show a new set-up of two simultaneous sound-and-image
projections. One projection issimilar to that described above, the
other showsstill images captured in realtime from the ever changing
visual landscapes, revealing an otherwise hidden world. Thisvisua
transfiguration isaccompanied by live electronic music, appearing as
akind of "audio-tills". The relatively static second layer formsa
mesmerizingcounterpoint to the energeticand hypnotizing effect of
the other projection.

With financid support from the embassy d the Netherlands, Tokyo, Gaud-
eamus Foundation, Amsterdam and the instituto Valenciano de la Musica,
Spain. Specid thanks to Metronom Electronic Arts Studio, Barcelona

Peter Bosth (1958) studied sonology &t the Rojd Consarvatory in The
Hague (1986-87). Smone Smons(1961) studied a the audiovisue
department d the Gerrit Rietveld At Acadamy in Amsierdam (1980-'85).
Snee1997 they wak and live in Vdanda Spain. Thear wak hes bemn
shown a.o. a thezKM, Kalsuhe(191 and '93), a ARIEC'%5, Nagoya
and a the 1SEA’s ‘95, '96 and 2000 ( Montred, Rotterdam, Pais). At

the Prix Ars Electronica 1998, Linz they reodved a Golden Nica in the
saction of Computer Musc for the Krachtgwer. At the 20TH Competition
d EledroacousicMusc and Sonic Art, Bourges 2002 their piece “Cantan
wn Hueo' obtained a Mention in the category “wak for inddlation or

nvironment”.

SpaceForm_0|

Keith BROWN

Imaging TechnologiesGroup DMU

Manchester Metropolitan University

Dept ¢ FAreArts

j-k.orown@mmu.ac.uk

keith.brown@mcrl.poptel.org.uk
http://www.finearts.mmu.ac.uk/fast-uk/keithbrown/keithbrown.html



Thiscyber-scul ptureinstallation exhibits the recent achievements
brought about through the close co-operation, communication and
growing understanding that has developed between fineart scul ptor
Keith Brown, and the Imaging Technologies Group at De Montfort
University (DMU). Over the past two yearsthey have worked closely
together to produce cyber-scul ptureusing different aspectsd integral
imaging and specialised hardwareand softwaredevel oped at DMU.
Thiswork isan installation of a3D integral largescreen projection of
3D computer-generated objectsinto real space.

The 3D imageisasingle framefrom atwelveminute animation
sequence, which wasespecially generated with aview to explorethe
potential of integral image projection. Theintegral image makesvisu-
ally manifest cyber objects that would be extremely difficult to redise
by other means.

The Imaging TechnologiesGroup at DMU have dweloped a system
capabled real-time capture and replay and methods of computer gen-
eration of synthetic integral images. A computer generated synthetic
integral image exhibits continuous parallax within a viewing zone
dictated by thefield angle of an array of micro-lenses. The replayed
imageisavolumetric optical model, which existsin spaceat its
generated |ocation independent of the viewer's position. Theseimages
may be interrogated optically to obtain an accurate depth map. 3D
integral imaging offersa new meansto realisecyber-scul ptureasfull
three-dimensional optical constructs, facilitating a potential applica-
tion of computer generated objectsfor use in sculpture installation
and architectural contexts. Large screen integral projection of cyber-
sculpture alowsthe viewer to see participants occupying the same
space as the projected 3D cyber object, uniting the virtual and the
actual.

The cyber-scul pturewas created in 3D Studio Max and then
rendered asan integral image using thein-house softwareat De Mont-
fort University (DMU). The 3D integral imageis replayed through
awide-apertureintegral camera/projector (developed by the Imaging
TechnologiesGroup at DMU) using a high-gain retro-reflectivescreen

to position the virtual object in real space beyond the viewing window.

Keth Bromn is Heed d FireArt Sculpture and Director d Art and Com
puting Techndlogiesat The Manchester Metropoliten Univarsity. Heis
Presdant d FasT-uk (FneArt Sculptorsand Techndogy in the LK) Hs
current ressarch invaves"integra imeging”, 3D printing,
computer-animation* and "'computer printmeking”.

Mdodm McCormick, Nél Davies Matthew C. Forman,
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Graham Milnthorpe and Rohit Kaedhaiaredl mambarsd an interme
tiondlly recognised ressarch group specialising in integra 3D imeging
and 3D imege data processing. The gmup are adtivdy invedtigating'live
cgpture integrd tlevison'”, "' computer generated integrd imeging”’, and
“medical/industrial

goplicationsd true I imege acouisition and presentation’”.

Book of Roofs & Page/tile #0114: Xetds.

Josely CARVALHO

joAya@inch.com
http://www.book-of-roofs.net/
http://wwwi.joselycarvalho.net/

BOOK OF ROOFSisa media/installation project that includesan inter-
activewebsite (http://www.book-of-roofs.net) and print/video/sound
installations. The project's foundation is built on thetraditional
colonial-styleclay roof tile, basicin the construction of Brazilian dwell-
ings. Beginningasa conceptual sculptural book art, it consisted of a
videoinstallation usinga truckload of 3,000 clay roof tiles, arranged

in repeating circular patterns upon which video imageswere continu-
ously projected. The Internet is now thesite of Book o Roofs. It

isan interactive montage, organized through a database processto
collect anon-linear narrative of historical associations,information of
architectural roof structures, individual/collective memoriesand facts
on our basic necessity of beingsheltered, at a moment in history

when the senseof home has been shifted by ethnic and religiouswars,
increased migration, the globa economy and new virtual addresses.
With no true beginning or ending, the website architecture of BOOK
OF ROOFSsimul ates the continuous backbreakinglabor of tile workers.
Theturtle, asan interface, guidesthe user in the construction of a
cybernetic roof.

Page/tile # 0114 Xetés, areal-timetwo channel videoinstallation
portraitsthe extinction of an indigenous tribe from Southern Braxil.
My father, a coffeefarmer with alarge number of japonesefamilies
workingon it, used to tell mestoriesabout the day hefirst saw agroup



the tasksfor which they wereintended, then gradually evolve to gener-
ate variationsdf our very own identitiesas these machines become
reconfigured and improved to suit our needsover time. Asarav
technology first emerges, it isendowed with basic functionalities that

of indians, not yet colonized. At that time, latefifties, the Xethswere
firstidentified by the scientific community asagroup of indiansliving
in astone agestate. | went back to the Paranregionand most of the
Araucariapine trees, a hard wood tree taking 150 yearsto mature, were

also not thereanymore, | captured only the cattle grazing on an empty
land. Today, forty yearslater, the Araucaria pine trees are scarceand
the Xethsare extinct. Thevideo monitor broadcasts the short news|eft
from this vanished culture.

| remember asachild, tolook for hoursthe tall and lonely
Araucaria Pine treesin southern Brazil.

| have heard thereisone member o the tribestill diveand living
on amental hospital of asmall town in southern Brazil. This installa-
tion inserts the presencedf thisindividual, perhaps, afemale, through
avideo projection. Thedigital imageconstructsthe labyrinth of this
woman's psycheas| find, workingin the computer, the maze d our
isolation.

Brazilianbomintemedia artist Josely Carvalho livesand works between
New Yak and Ro de Janeiro. Her warks range fmm paintings, sculptures,
book art toslkscrean, video inddlationsand most recently the internet.
He ingdllationsincorporate vaied technology in the condructiond both
digitd and physicd environments She hes exhibited extensvdy in the US
and Lain Amaicaand hes dso been awarded prestigiousgrantsinduding
the NYSCA (2001-02); Harvestworks Meda Lab Artis-in-Residencein
2001; Rodkedler Foundation's Bellagio Intemationd ConferenceRessarch
Center resdencenn Italy (2000); Credlive Capital Foundation (2000); NYFA
(1999 & 1987); NEA (1996).

Self Adjust

Kalim CHAN

University d California, Los Angeles
Mirnchan@aol.com
hitp://www.selfadjust.org/

SAf Adjust isan interactive installation that exploresthe concept of
the ever-changing identity o the sdf made possibleby technological
innovations. The machinesborn of new technologiesat first facilitate

accomplish specificgoals. When the parametersare altered to recon-
textualize the existencedf the system, the user of the technology
isplaced at the threshold of adifferentidentity. These systemsrecom-
bine, making improvements in their performancesto adapt to new
tasks. Theissueof our identities isfurther multiplied and complicated.
These technol ogical mechanisms eventually reach new statesof auto-
mation and becomelabeled as " self-adjusting”. At the sametimewe
begin to ponder whether it istruly our own selvesthat are being
adjusted.

To convey thisconcept to the audience, Sdf Adjustisdesigned
asan interactiveenvironment wherethe participant isimmersedin
acatalogof abstract machine parts. These parts constitute the assem-
blagesencasedin a seriesof pedestals. The display of the physica
objectswithin theinstallation spacealowsthe participant to first
becomeacquainted with these mechanisms. Heor sheisinvitedto
metaphorically "scan" hisor her identity into the digital spaceby
pressingon surfacedf each case. Thisaction releasesan iconictwn
of the physical object on the projection screen. Theicon then drifts
freely, awaiting to be combined with another machine icon which
can beactivated by the same or another participant. When they
combine, the participant is"adjusted’ to anew sdf asdepicted by a
seriesof photographic images. Theseimagescontain different scenes
of movement improvisation by two performersas they interpret the
conjunction of theiconic objects. When more of these imagesbegin
to appear, they collectively form anew identity of the participants
through acollage-likemanifestation of acyborg. As more people begin
to participatein the installation a new community o selvesisformed.

Kdm Chen isadesigner and new mediaartist fmrm New Yok Gity. Heis
agraduated the MagarsProgram in Design|Media Artsa the Univasty
d Cdifomia LasAngdes Hswork focuseson the fragmented and ever-
evaving identitiesd the sdf through different explorationsin interactive
indallationsand digitd graphics He hes previoudy worked in thefidds
d advertisng design and digital imaging in New Yak, and hesdo
spent imein Hag Kag asacredivedirector d corporateidentity and
onlinemedia Hs waks have been fegiured in the LA. Wedy aswdl
asin Soke Street Prgjectsin Los Angdles Kalim mgored in mechanicel
engineering during his undergraduateyearsat the Massschuseits Inditute
d Techndlagy.



O[én] —Internet Version — Plato believed that human beingswereoriginally spherical in

) shape. But their power wastoo great as spheres, so thegodsdliced
CHIKAMORI Motoshi T SHIMOMURA Tomoo ) ! . !
them in two to create human beings as they are today. Hemispherical
motoc@attglobal.net

http://motoc.tomoo.net/japanease/CyGnet/ humanity has been in search of itsother haf ever since.
sponsored by SHISEIDO Co.,Ltd

Matoshi CHIKAMORI

2000 Organized the media products unit “minim++"*

1995-98  Univasty of Takuba M.A, Desgn

2001 “The Kage Musam -In Serch & Missing Shadows”, Japan
2000 "International AM Fedtivdl Ratterdam’”, Netherlands
1999 ”Thelnte’awm'99" Japen

1998 "SGERARH '8

1997 "Ars Electronica Fesnvd ‘97", Augia

“O[én]"
Thewqud issurely a'circle. (InJapanese'en'.) ‘ - I&?gg%'\rgmun Insitute GradusteStod

The universe, aswell asthestructure of themolecule, consistsaf circles 1989-93 Dashisha University, Facvity of Commerce

and spheres. So, one wonders, what isthe world made of ? And the 2001 ""14th Stuttgarter Hlmwinta™ in Stuttgart, Geamary
answersareendless. Everything that one can imagine helps to formthe gg’:mﬂm FESIVAL OF NEW FILM SLIT 2001,
world. Choosing two among them and setting them side by side, one 2000 VRVILART Expo 2000”, California

can glimpseacertain aspect of the world. “F | L E (Fedtive Internationd de Linguegem Eletronw)" Bragl

In the net-space“0[én)”, thereis the small circular world. Visitors 1999 "The Europeen Meda Art Fesivel *99%, Gamrary

who enter theinternet site can at first create their own original

'Shapes  to make semicirclestransform at the <'Shape' Creator>. When
they send the'Shapes to the <0O[én] world>, based on IP addressdf the
sender, every 'Shapes make couplesas'perfect circles with the other.
Each couple hasa peculiarity of behaviour and a sound accordingto
the color and shape o the'circle’ and IPaddressdf thevisitors. It looks
like a creature produced by two senses. When a new 'Shape’ of anew
visitor join in the <ofén] world>, the couplesare recombined.

At <O[én] Communicator>, the each two ownersof theeach couples
which are combined according to certain rulescan communicate with
the partner. It is the secret small communication spaceonly for the
couple who knowsthe partner through the'Shape, but never known
even about its name, age and sex. However you have to take care, since
sometimes the partner will be changed. We can aways peep thissmall
<0[én] world> changing in every minute, and besides, we can aso try
to see every possibilityin the combinations of couplesat <'Partner*
Simulator>. Every 'Shapes which sent to the <0O[én] world> would be
in thecatalog on thisinternet site, and they are put together asif
the scientistsmake genetic recombination. Visitorsare thusable to
find the'perfect circles for themselvesby experimenting with different
combinations inside the vast world of the Internet.
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CELLO

Beatriz DA COSTA

Rabatics Consultants: Ban Broan and Gath Zeglin

CanegieMélon Univasty

ca@earthlink.net

http:llwww.beatrizdacosta.net/

My interest in robotic art grew
out of thedesireto add behavior
and interactivity to my sculpture
and installation work. My training
in basic engineering technologies
and computer science methodolo-
gieshasmadeit possible for me
to experiment with notions of
embodied interactivity and inter-
active narrativesas new means
of expression. Celloisarobotic
sound installation, which com-
binesautonomous behavior with
interaction. The piece concerns
itself with the act of learning,
performing, and adapting oneself
toexterna pressures.

Cello consistsdf an automated acousticcellothat alters its behavior
in responseto computer generated sine wave tones and to the position
o visitorsin thespace. Thecello tunesitself. String after string tight-
ens and loosensslowly on motorized pegs, whilebeing bowed and
compared to thesine wavetones emitted by a speaker. A pick-up
microphone transmits the cello frequenciesto the computer program,
in which their relationship to the"right" frequenciesisevaluated. The
pegs, in response, will turn inonedirection or the other until each
string isapproximately in tune.

Once thecello hasapproximated thegoal o self-tuning, it performs
aset of simple phrasesby manipulating and adjusting itsown bodily
elements. The cello advanées dowly from phrase to phrase, whilebeing
monitored by the program and compared to a predefined sequence.
Each phraseisrepeated until it has been correctly performed before
advancing to the next one. However, the physical predisposition of
theinstrument doesnot alow it to ever fully meet the expectation
of aperfectly executed musical performance. To complicate matters
further, if approached by avisitor too closdly, thecello interrupts its
current behavior (tuning or playing) and performsa random "irritated"

behavior. If provoked over along time, it eventually "untunes” itself
and revertsback to itsstarting point. Onceleft alone thecello beginsto
retune itself and attempts to performagain.

While there has been a history of automated mechanical instru-
ments such as player pianos, and early century musical automata, a
technological structure has not been created that can fully replace
human presencein the musical performance process. Cello not only
addressesthe history of human desire to replaceand extend human
activitieswith machinery and theimportance d embodiment within
intelligent systems, but incorporates both of these subject areasin an
interactive metaphorical narrative, performed by a computer, acello,
aspeaker and thevisitors.

Bedtrizda Codaisa mechine artist whose ressarch and artidtic practice
isengaged in the used robatic behaviar. Her mogt recent project, Cdlo,
conggtsd an automated interactiveacoudiicinstrument thet vaiesits
behavior depending an the presenceand postion d vistorsin thespace
Seiscdlleboratingwith Critica Art Ensamble an the GenTerra Project, and
on devdoping Tedicd Gizmology workshops She hes just completed an
gppointmentasan Asodate Ressarcher @ The Sudio for Crestive Inguiry
a Camegie Mdlon Univasty,and is curently a Visting Assdant Professor
a Sate Univasty d New York at Buffeo.

Memc  “space

UrsulavAMM

Matthias WEBER, Thomas KULESSA
KHM Kodn (Academv of media an Koeln)

This project deal swith the discrepancy between an individual's sur-
roundingsin everyday lifeand theinternal "spaces' which he/she
imaginesand llves out. Itsobjectiveis an architecture designed to
develop an adaptable mode of building.

The point of departure ishow human beingsmove about. Points
of referenceare then to be derived from easily observed magnitudes,
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these, in turn, lead to the modelling of characteristicsas the result of
interaction.

»,memory" d spaceisone stagewithin the framework of the inout-
site project that depicts space in itstemporal alterationsand explores
how individual experiencesd ,,space” generate into the socia con-
struct of city. Towhat extent istheexperienceof a public space
conditioned by meand my (unique) memory - to what degreecondi-
tionsit conventions that result from socia intercourse with othersand
with architectonic/geographic redities?

In this case, an ample, much-frequented square is being monitored
by acentral camera. The video's signalsare passed on to two comput-
ers, which edit the video. One of them screensthe picturefor the
movements of peoplewho were crossing, meeting and/or lingering
on the square. On the basisof these movement data from the past
hours, the other computer calculatesa picture describing the qualities
of the place.

Theinstallation ,,memory o space" linksloca and geographic
dimensions. An aerial view underlying the virtual scene enablesthe
visua scrutinization of thevirtua picturewith regard to potential rela
tionsto open-plan axes. At theground of thevirtual pictureisagrid
system of co-ordinateswhich depending on the place's usagecan be
pulled over aselforganizingmap (asimple, neuronal net). By doing so,
walking speed and direction are applied to the co-ordinates, pushing
them into their direction. A videotexturewith the videopicture of
the tracked placeis mapped upon the coordinate system, offering the
user referencesto the real place. On the bassd theseinquiries, the
monitored placeisdivided into ,territories": areasd rest and walking
lanes. Theselanesare inscribed as ,,network of corridors” (grey lines)
on thedistorted (by the movements) reproduction of thesquare. In
the remaining spaces those placeswhere peoplesshowed a tendency to
dwell (walking speed = 0) were marked red.

The project has been made possible by the academy of
media arts cologne.

Ban 1960 in Boppard, Gamany, Urada Danm sudied from 1981-89
a the Duesseldorf At Acaday. After severd yearsd free atistic wak
shereturned asa postgraduatestudent to the Acadamy d Meda Artsin
Cdogne Since 2001 she'is teeching there:

Her artisicwak indudes inddlationsdedling predominatdly with
pace propertiesand the rdated sodd context.

Urada Darm hes hed anumber ¢ group and individud exhibitions
9ncel 935, induding Goethe House Nawv Yak, Ais electronica, Ludnig
Faum for Internationd At in Aachen and Kungmusaum Duesssdor.
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Sheheswan svard grantsand prizes (CitdesAt s Stipendiumy/Paris,
SpiridonNeven-DuMont-Prize, Krupp-von-Bohlen-und Halbech-Rize).
h 1998 Darm headed a ressarch project (wwwe.inoutsite.de).

Scratch Studies #3: Moths

Shawn DECKER

School d theArt Institute & Chicago
Art and TedT Sudes
Xlecka@atic:
http://www.artic.edu/~sdecke/

Scratch Studiesisthelatest in aseriesof new workswhich create
sound through physical means (in this case, the rhythmic sounds

d scratching) rather than usingspeakers. The individual worksin
Scratch Studies make use of piano wireconnected to digitally con-
trolled stepper motors which scratch steel platesin variousways. These
"scratchingmachines™ in this seriesare of different sizes, ranging from
4 x 4 sguarefloor piecesto smaller 6”x18” pieceswhich are hung.

These piecesexplore the rhythmic territory between "mechanical”
and "natural" rhythms as caused by variouskinds of imitative
behaviors. Each work containsits own embedded micro-controller
programmed to control the motor's movements (and thus the scratch-
ing activity) by simulating variousnatural processessuch asBrownian
motion, 1/fnoise, and bird song rhythms.

Each o these worksalso electronically "listens™ to the others, with
each "scratcher" imitating the others in variousways. Variousforms
o imitation utilized include reductiveimitation - wheredetailsare
removed, elaboration - where detailsare added, and literal imitation
where patterns are exactly copied.

What is particularly interesting is how the group dynamic takes
on complex emergent behaviorssimply asaresult of listening and
imitating each other. If these worksare turned on without any com-
munication between them, they will simply each do exactly the same
thing in unison (asthey areall programmed identically). However,
once these scratching machines are programmed to listen and imitate



each other, the behavior of each individual immediately veersfrom
that of the others (even though they are till programmed identically).
Once this process begins, the group begins to develop a “collective
memory" of rhythmswhich is passed from one machine to the next.
Noneof the individuals possessthismemory" for very long: these
"memories” only exist asthey are passed from one machine to the
next, constantly mutating and transforming during the process.

Shawn Deke isacomposer and artig who work; with interective
computer-based paformanceand sound and dectronic mediaingdlaions
and do writes musc for live performence, dectronictape, and for film and
video. Hswak hes ben frequently performed, seen, and heard in the LS
and BEurope Mr. Dedke is an Assodate Professr in the Art and Tedhnology
and Sound departmentsat the Schod ¢ the Art Indtitutedt Chicego.

The Night Sounds

Shawn DECKER
Siod d theAr Indituteof Chicagp

Artad Tedrdogy Sudes

Take@atic:

http://www.artic.edu/~sdecke/

The Night Sounds consistsdf four
corrugated metal water buckets,
each approximately half-full of
water, which are suspended from
the ceiling by piano wire. The
bucketsare each placed in the
corner of an 8 to 12' square space
in the room. Attached to the top
of eachisalength of piano wire
whosetension issupplied by the
weight o the bucket, and isregu-
lated by the amount of waterin
the bucket.

Strikingthe pianowireis
athin cord attached to asmall
motor, which strikesthe string once every revolution of the motor.

A micro-controller controls the acceleration/deceleration and overall
speed of each motor independently. The speed of the motors varies
widely, from only afew revolutions per second (simpleticks) to several
thousand revolutions per second (in the audio range, causing complex
interference patterns between the frequency of the motor and the

resonant frequency of the piano wire). The bucketsthemselvesserveas
a"sounding board" to amplify and radiatethe sounds.

The sounds produced are designed to " coexist” with other environ-
mental soundsin thegallery, and thus the piecedoes not require
complete isolation (but a reasonably quiet location is best). The pat-
ternsof the pieceaswell asthe nature of the soundsis modeled
after cricketsand cicadasfound in the Midwest, both herein Chicago,
where| now live, and also in Western Pennsylvaniawherel grew up.
In both theselocations, these sounds are ever-present in the summer,
literally at timestaking over the entirelandscape with their sonic
intensity.

Themeansd sound production in this pieceis, for me, highly
organic, and extremely spatial in nature, with the metal bucketsthem-
selvesserving as the resonatorsand sounding boardsfor all the sounds
produced.

Shawn Dake isa.composer and artist who warks with interective
computer-based paformance and sound and dectronic media inddlaions
and a0 writes music for live performance, dectronictape, and far film and
video. Hswak hes been frequently performed, seen, and head in the US
and BEurope M. Dacker isen Assodate Professor in the Art and Tednology
and Sound departmentsat the Schod d the Art Indituted” Chicego.

Electric Sheep
Scott DRAVES

ﬁ%:gldalsorg/

The name Electric Sheep comesfrom Philip K. Dick's novel Do
AndroidsDream of ElectricSheep. It realizesthe collectivedream of
sleeping computers from all over the Internet. The project isan atten-
tion vortex. It illustratesthe processby which the longer and closer
one studiessomething, the moredetail and structure appears.

When the softwareisactivated, the screen goes black and an
animated 'sheep’ appears. In pardlel, the screen-saverclient contacts a
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server and joinsthe distributed computation of new sheep. Thisidea
wasinspired by the SETI@home project, but instead of searchingfor
aliens, electric sheep brings artificial organismsto life.

The screen-saver isawindow into avisual space shared among all
users. Clientsrender JPEG framesand upload them to the server. When
all theframesare ready the server compressesthem into MPEG. The
clients download the MPEG sheep and display them one after another
in acontinuous, ever-changingsequence. Both clientsand server are
open sourcesoftware.

Each sheep isspecified by ageneticcode, and the flock asawhole
issubject to aesthetic evolution. Thecreation of new sheep isdictated
by a genetic algorithm with mutation and crossover, where mating and
survival areinfluenced by votesfrom the users.

ElectricSheep investigatesthe role of experiencersin creating the
experience. If nobody ran the client, there would be nothing to see. As
more clients join, more computational muscle becomesavailable, and
the quality o the graphicsincreases. The more people who participate,
the better the graphics look.

Asmore usersvote for their favoritesheep, the evolutionary
algorithm more quickly distills randomnessinto eye candy. Perhaps
attention actson information the same way gravity actson mass:
attraction begetsattraction and a positive feedback loop isformed.

Scott Dravesa.k.a. oot isavisualist and programmer resding in Sn
Frandsoo. He repdved an Honorable Mettion from the Rix Ars Electronica
in 1993 for acomputer grgphic dill imege"Hame #149”, and aPhD in
Computer Sdencefram Carnegie Mellon Univasty in 1997 for athesson
metaprogramming far media processing. Soat then migrated to the Sm
Frandsoo By Area to do startups first the Tranameta Corporation, then
FastForward Neworks which was bought by inktemi. He regularly projects
live video for underground partiesand & dubs, and isfindly working
ful-imeon art.
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TACT

JeanDUBOIS
Ecole des arts visuels et médiatiques (Université du Québec Montréal)

dubois.jean@ugam.ca
http://eavm.uqam.ca/
Tact marriestechnology with tac-
tility, soundsand images. It
belongsto a space somewhere
between stillsand films. The piece
consistsof alarge mirror and
aninset circular screen displaying
what lookslikea moving pinkish
blur. Theviewer isinvited to
touch the screen. Once touched,
theimageissuddenly still and
reveasthe facedf awoman
pressed against the screen. Asthe
viewer dragshis/her finger, she/he
alsodragsand distorts the face.
Viathe processof rubbing the screen and controlling theimage, a
strangeand uncomfortable rel ationship devel ops between the partici-
pant and thisimage of the other.

Theword "tact" means the sensed touch but also meansan
intuitive, spontaneousand thoughtful way to behavein a human
relationship. Thisaspect of interpersonal communication is not aways
shared in mediated interactions through electronic devicesand mes-
sages (emails, newsgroupsor chat rooms). Tact attempts to suggest the
lack of tactfulnessthat often occursin situations of virtual rather than
physica presence, when we are not actually face to face with another
person. In the piece the viewer is trapped by theimage responsewhen
he/she hastouched it and isthusforced to adopt an uncomfortable
role— evenif it seemed playful at first.

Tactisa multimedia device, embedded into thewall, which is
made of acustom manufactured mirror, acomputer, two stereo speak-
ers, atouch screen display and an audiovisual interactive program.
Assoon asthe viewer touches thesurfaced the screen, the program
selectsand displaysin real time the video shot that would seem most
naturally to follow the movement of the hand. To emphasizethefric-
tion o theflesh, aset of event soundsisrandomly played astheimage
o thefaceis being scrubbed against the glassof thescreen.



Jean Dubdisisamutidsaplinery artist who begen in thefidd d ingtalation
and urben intervention beforewarking with nrewv media He is particularly
interested in the poetic potentid d interactiveimagesand touch soreens
In his recent artistic production, he hes saged the viewer with fictiona
charactersin Stuationsdedling with interpersona exchange. He haldsa
master’s degreein Vigd Artsfrom Universitdu Quebec Mortred (UQAM)
and diplomain Art, Aesheticsand Techndlogy fram UniversitParis Vill. He
currently teechesdigitd imege procesingand interactive processeset the
Ecole desartsvisEs et médiatiques & UQAM.

Twilight

Helen EVANS, Heiko HANSEN

HEHE.ORG
helen@behe.org
http:/fwwaw hehe org/

Theinstallation consistsof a steel wirestructure that is suspended
horizontally and under tension acrossan exhibition space. To this
structure, 256 LED's are simply clipped into place, formingagrid. A
waxed paper drinking cup acts as adiffuser for the LED’s, and turns
each light into alittlelamp. Each LED is powered from thegrid,
whilst one single wire cascadesdown to the floor where it meetsthe
controller board. A computer readsthe information coming from the
windmills, calculatesand then instructs the controller board to switch
each light on or off. The lights suspended in space will fade up and
down in fluid movement depending upon the speed of the windmill.
A small blow will be transformed into a static image onto the grid,
whilst a stronger blow will causea faster more dynamic movement of
light and sound.

The work materialisesa light weight, three dimensional, transpar-
ent, floating screen. The screen, usually considered asvirtual and
contained within an object, here becomespart of the physical world
and isembedded within the architectural space. By blowing on one of
the paper windmills, the spectator triggersa movement of light and
sound.

Theinstallation breathes, and this notion isembodied in the ges-
ture of the spectator, theinterface, the response of theinstallation and
itseffect on the space itself. When interacting with the installation the
spectator becomes both audience and performer, both watching the
installation and controlling it from under the spotlight.

W& are Hden Bras and Heko Hansn and un the collective HeHeag
besad in Pais HEHEORG overdl am is to reved and sculptureinteractive
quditiesin digitd systems Our backgroundsare in Thestre Design and
Indudrid Desgn respectively and we bath completed the MA Computer
Reated Dedgn a the Royd Cdlleged Att in London (1999). Snce then,
we have been warking within ressarch indtitutesand on interactive public
art inddlationsthat have been exhibited and awarded at vaiousvenues
across Europe Our wak dravson aranged materids, languegesand
techniques- induding dectronics, software programming and spatid envi-
ronment design -as part d an exploraion into performance, movement
and programmed choreography.

A-Life
FUJIWARAJunpei

junpei_fujiwara®yahoo.co.jp
http://www.geocities.jp/jumpei_fujiwara/

When | wasa child I enjoyed tampering with an ant swarmin the
park. In their small world it iscertain they have also created rule and
order. | thought of their world asa smaller scaleof mans. Placing a
stonein their path would create momentary confusion and panicin
their small world, but instinctively they would react quickly to restore
thelost ruleand order. At the time it seemed likefun, now | could
impose on their small world.

From this childhood experience | have recreated the dominant pat-
ternsof swarm movement observed in both insects, such as ants and
mosquitoes, and birds. My concept is designed so that each person will
create adifferent experience and point of view depending on which
area and object their hand decidesto disturbin this small world.



1996 WORKS96 (Mie)

1997  WORKS 97 (Mie)

2000 WALKS 2000 EXHIBITION (Nagoya)

2002 Graduatedin Experimental Design Course of Faculty of Design,
Nagoya University of Arts

32000 Points of Light

32000 Pointsd Light isan immersive audio-visual environment
exploring impossiblebut plausiblelevelsof experience, points o light
being the only visua aid. Creating a place where sound is both your
guide and your surroundings, 32000 Pointsdf Light isa journey from
thought to thing - starting inside your own thought processes, step-
ping outside to see the effect, moving towards the physical, and finally
outside into theexperience. Each step challenges both the expectations
and, awarenessadf your own reaction to sound.

Though effectivein avariety of formatsthe 32000 points o light
experience has been conceived for performanceinside a motion simu-
lator to exploremotion within 3D audio environments. Itsstarting
point and basisisfirmly in sonicsand sonic manipulation, but its
purposeisto investigatethe effectsaf a combination of visualsand
motion on the sonic experience- to generate a completely four dimen-
sional universewhere sound, motion, timeand vision al havea
common reference point and symbiotic relationship - an opportunity
to (re)discover the real identity of sound. By allowing the viewer to
experience the navigation of a sonic waveform wheretheonly guide
isashifting matrix of pointsd light, theeffectsaf motion and
perception d travelling through thesound will becomeavital point of
referencefor the sonic experience.

Gracie/Bradley/Speakman/Marlowe/Mawford are a collective of individual
artists based in Bristol, Burrow Bridge, Liverpool, and Manchester who
occasionally combine to produceinnovative and challenging pieces of
technologicalinstallation and performance. Between them they have a
strong track record in sound design, installation, music, web design, video,
live art and robotics and have shown work in major venues across the UK.

Gracie = sonic manipulation, installations and robots
Bradley — composition, live art, recording and Djing
Speakman - artist, musician and interactive media designer
Marlowe - sound designer and singer

Mawford — video artist, web and graphic designer

Piktmovies

Kim Dotty HACHMANN
kim_hachmann®hotmail.com

Piktomoviesare short storiestold with animated pictograms. They
introduce awilful individual grammar and syntax into the stan-
dardised system of pictographicsigns. In thefilm, the pictogram,
which is recognisablebecauseit iscodified, does not stand idlein
accordancewith therules, but isinstead turned against the codes. The
Piktomovies borrow thestrictnessof asocial convention in order to
simultaneously go playfully, poetically, comically or absurdly against
thegrain. Therigid, regimented world of the pictogramis replaced by
a poetical one.

Againg the definition of pictograms? pictogramsare impersonal
symbols? Piktomoviespresentsthe position that pictogramsare aways
evaluatedin a strongly subjectiveway, because we humans are people
and devel op re-lationships with everything that surrounds usin order
toexplain our world. Everyoneseestheworld from their centre.

Piktomovies profit from pictorial languagein contrast to the writ-
ten language, in that this type o language offersthe opportunity to
interpret their content verbally i n various ways. Here, the requirement
ismuch morethat there isa shared world of ideasrather than ashared
language.



Through the effort to exclude every subjectively tinted pictoria
languagein theformation of the pictograms, a space for fantasy iscre-
ated in Pikto-movies, which enables the viewer to come up with their
own interpretations of picturesand their contextual relationships.

Kim Dotty Hachmamn,'1974 in Hamburg, lives and werks in Hamburg and
Kasd. Sudied Visd Communicationsand Fire Artsat Kunsthochschule
Kassel. Passdl the mester degreewith distinction and has been appointed
tothestatusd “Meisterschiilerin® by Prof. Nicdausott and Prof. Bernard
San. H year she gpent sudying at the Escola de Artesi Oficios in
Védada Seein and another paiod d 6 month shewes working in Landon,
Grest Britain. Paticipetionat severd german and internetiond exhibitions
and fedivds

Crossworlds

Paul HERTZ

Northwestem University
paul-hertz@northwestern.edu

Crossworlds presents sampled images and audio in an interactive
computer installation that continually variesitscontent and com-
positional parameterswith materials acquired through a web-based
database portal and on-site performance and media acquisition. The
installation usesa circular table asa projection surfaceto display a
computer monitor image. The table isequipped with twelve photosen-
sors. Visitorswave variable-density filtersattached to wandsover the
sensors to control the installation.

In theinstallation, imagesand soundsof nature mix with images
and sounds of human citiesand technology. Reduced to patterns,
natural and manmade imagery mergein a hypnotic kaleidoscope;
however, when visitorsbegin to interact with the display, topical
images from communications mediaerupt. Theimagescome from a
continually updated database open for contributionsfrom the public
throughout the year. Theartist will aso collect new materialsin
Nagoyain performances with alaptop computer.

Crossworldsis an intermedia work, where sounds and image events
are controlled by the same underlying parameters, and an interactive
work, where each visitor createsa new configuration. The publically
accessibledatabase and the performance element further emphasize
theroledf theartist asa mediator of social processes, asopposed to an
isolated creator of objects.

Crossworlds attemptsto examine how the" comingsand goings" of
communications technologies are mixing geographical locations and
persons together into new constellations. It iseasy to be hypnotized
by the speed and momentum of these changes, by the transformation
d the world into patterns of information. Fortunately, our state of
technological distraction iscontinually interrupted by events, large
and small. Will our dearest desire be to return to distraction, or will we
waken to the construction of a more just world?

I the Canary Idands Pal Hatz oncelived in avdcanic cave Hespent
many yearsin Spein producing grgphic, musicd, and intermedia perfor-
mencewarkswith treditiond media At the Schwl d the Att Inditute

of Chicago he began to devdop digitd intermediaworks Hatz isafound
ing member & Chicago's IgnoStudio artigscollective He teechesand
deve opsinteractive multimediagpplicetionsat Northwestern Universty,
in BEvangton, lllinais USA A grant fmm Northwestem's Center for Interdis-
aplinary Ressarch in the Arts is helping im to develop VR performance
worksin an dectronic CAVE

ofday, of night

Megan HEYWARD
university & Techrdagy, Sdey

Meaqan.Heyward@uts.edu.au

'of day, d night' isan interactive work that is part narrative and part
game, part memory and dream. It exploresintersections between new
media and the nature of dreaming - the collisionsand juxtapositions
of the everyday within dream experience, and dream asamodel for
database narrative.
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In'of day, of night', awoman haslost the ability to dream. Setting
herself aseriesof creativetasks, she attemptsto regain it. Collecting
found objectsfrom various|ocationsin the Day, and imagining their
fictional tracesand histories; the objectsand their storiescollide,
transmute and create new meaningsin aregained, reimagined dream
environment of Night.

'of day, of night' movesacrossa rangedf languages- cinematic,
textual, new media- i na manner which inherently involvesexplora-
tion, uncertainty and intersection. Structurally and thematically, 'of
day, of night' isassociative, intertextual - acrosstext, sound and
moving image; across game, cinema, hypertext and new mediaforms;
across memory and dreaming; acrossthe activitiesaf Day and the
dreamsaf Night.

Wanderingisakey notion within 'of day, of night'. On first enter-
ing the work, the user or audience finds themselveswithin Day, a map
o sortsrevealing locations, activitiesand states of mind to wander
through; asthe woman, Sophie, and her circumstances, are revealed.
Themap updatesas the audience explores, revealinga ranged activi-
tiesto be undertaken and further areastoinvestigate. Thereisthen
agradual slippingaway o the prominence of Sophie, and agrowing
emphasis on the discovered objects and their traces, histories, intersec-
tionsand juxtapositions. After completing a rangeof activities, dreams
return and the audience isthrown into Night . The dreamsfound here
represent aset of interweaved narrativescomprising aspectsof various
cultural tracesand identities, wherethe objectsand their historiesare
refracted and reconfigured to create new storiesand meanings.

For sometime | have been interested in the intersections o inter-
activity and narrative, i n the texts made possible when narrativeis
shaped in new media. Fragmentation, multiplicity, collision, wander-
ing - theseare the sortsof qualities| seek to play with. For me,
memory and dreaming represent particularly alluring themesin this
regard. The fragmented nature of memory, the unexpected collisionsaof
dream experience, their shared qualitiesd intertextuality, of referenc-
ing and reconfiguringarange of sourcesand influences; resonates
strongly with the nature of new media.

Megan Heyward isan Audrdian naw meda artist and educator. With
video, sound, text and interactivity, shewnitesin rew media & day, of
night' (2001), hes ben exhibited in Ausrdia and Europe, and wes afindist
in the 2002 Addade Fedivd Awadsfor Literature It wes developed in
asoaaion with the Augrdian Aim Commissonand UTS.

Megais previousinteractivework | Am A Snge’ (1997), hesbean
widdy exhibited internationdly; induding Transmediale, Vipa, VideoBrasil,
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the FOMM, (@l 1998) and Contact Zones(1999). Megan isaSaniar
Ledure far the Faouty d Humanities & Sodd Sdenoes UTS

Follow the Mouse

Tiffany HOLMES

The School of the Art institute of Chkago
tholme®@artic.edu
http://www.artic.edu/~tholme/

Introduction

Follow the Mouseisa multimediainstallation that portraysa contem-
porary work environment with a twist. The desktop in thisoffice
cubiclefeatures"liveware, ” or an actual mousein placedf standard
hardware. Thetitle of the piece, Follow the Mouse, isacommon
behavior that computer programmersuse to makean object trail

the mouse pointer around the monitor. It isaso, morecolloquialy,
what weall dodaily in front of our screens as we work, play, and
communicate.

Mice

Theformulation o the concept of Follow the Mousegrew out of
my early experiencesworking to create drawingson the computer
with typical input deviceslike trackballsand mice. | haveaformal
backgroundin painting and experienced ared physical adjustment
when | turned in my brushesfor the keyboard.

The"mouse, “ invented at the Stanford Research Center in 1963,
isthought to be one of the great breakthroughs in computer ergonom-
ics because it freed usersfrom the keyboard. The mouseignited an
explosiond drawing programsthat allowed usto transfer gestures
to the computer. Despite this supposed freedom, my work with the
mouse made me even moreawaredf physical limits. | began to make
experimental input devicesfor the computer. | also decided to create
input toolsthat would generateart through chance or random occur-



rences. [N W ow the Mouse, alive animal controls the placement of
drawn shapeson amonitor.

Monotypes
Each drawing representsa unique collaborativeeffort between mouse,

artist, and computer. Every half second, aspy camerarecordsthe
mouse's position while the computer comparesthat location to the
next. Specific mouseactions producedifferent marking patterns. Quick
dartsfrom sideto sidein the cage produce long horizontal shapes.
When the mouseisvery still, shapeswill begin rotating dockwise,
marking the position of the animal at rest. Hourly printouts capture an
archiveof incremental motion on paper.

Tiffany Holmes is a multimedia artist whose work explores the relationship
between digital technology and culturewith an emphasis on the represen-
tation of bodies in motion. She lectures and exhibits widely in international
and national venues including Siggraph 2000, World@rt in Denmark,
Interaction'01 in Japan,and at the J.Paul Cetty Museum in Los Angeles.
Holmes works as an Assistant Professor of Art and Technology at
the School of the Art Instituteof Chicago where she teaches courses in
interactivity, game design, and the history and theory of electronic media.

spatial memory architecture

HOSHI Takuya

Tokyo Zokei University
a001109@student.zokei.ac.jp
http://sky.zero.ad.jp/~zah76039/sma/

According to the advancement in mobile-communication-systems
such asbroadcloth and personal digital assistant devices, the envi-
ronment around us has been changing rapidly into the ubiquitous
network society where people can accedeto any information from
anywhere, and in anytime they want.

The technology of IPv6 and other constituent of this ubiquitous
society has been introduced, assigningeach [P addressto every stage of

lifeenvironment. Not long before, people may gain every information
at home, without fear of being out of date.

Since the purpose of thistypeof society isto makeour life more
convenient, by letting peoplefreefrom the 'space and time' restric-
tions, so-called direct communication will be widely influenced. The
more people becomefreefrom thesetwo restrictions, the lessthey can
enjoy direct communication.

To avoid thisdanger, the'spatial memory architecture’ has been
introduced. Thisproject isto create new typedf direct communication
by using new technology of mobile-communication-systemsand of
GRS

In the society where the 'share model of knowledge or information’
hasn't been materialized yet, it's necessary for a person to makea direct
contact with anybody who hasthe information. People highly depend
upon the 'space and time' there.

It has been significant to experiencesomething that could only get
in a'specific spaceand time'. These two elements have been indispens-
able mediacof communication.

On the contrary, people can experiencenew systemdf direct com-
munication on network by adopting the above mentioned project. The
‘position information" extracted by GPSwill besend to the server, then
the server sends adequate information to that position back to the
client viceversa

In other words, this project offers people some virtual experiences
o the 'share model' beforematerialized. By gaining additional device
acceded only in a specificsituation, GPS puts much value upon the
'space and time'. The'position information’ makesit possibleto
arrangeinformation virtually in the actual city. Nobody may bein the
placeextracted, yet al the peoplewho accedethe sameinformation at
the same time may have the new 'share model'.

The ultimate purpose of this projectisnot to build virtua com-
munity on servers, but to provideopportunities for peopleto share
their discoveriesand impressionsso that they can have the feeling of
togethernessfinadly.

Born in 1980, Japan.
Now, it is on the registerin the department of the Tokyo Zokei University
design, and is learning about an art and media technology.
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Seeing / Hearing / Speaking

IIMURA Takahiko

Tokyo Institute of Polytechnics
imura@gol.com
http://mm2.gol.com/users/iimura/Front.html

A mulimediaDVD /video with text, video, graphii, and sound, 2002

Conceived, Produced, Directed, Edited, and Played by Takahiko iimura Co-producedwith
The Institute for Electronic Arts, Alfred University, New York, Euphonic Inc, Tokyo. Assisted
by Tokyo Institute of Polytechnics, Tokyo. The project wes made possible in part with agrant
from New York State Councilon the Arts.

A multimedia/interactive DVD/video: "Seeing / Hearing / Speaking'" contains two pieces.
First anew piece, "Seeing' and "Hearing /Speaking”, and next, three other related videos
produced during 1970-80. (Video version contains only "Seeing / Hearing / Speaking’,
7min., b/w.)

Based on a sentence taken from the seminal book of JacquesDerrida,
French philosopher, "' Speech and Phenomena* translated by David B.
Allison, | producedfirst video " Taking to Mysdlf" in1978 (revised in
2001). The videowas highly appreciated as " the strongest, most effec-
tive statement one could makefrom the work of Derrida" by Professor
Allison. The sentence | quoted, that Derrida calls* phenomenol ogical
essence” isthat | hear mysdlf at the sametime that | spesk.

The new DVD, not just a transfer of video, extends further with
thetext, and the graphicswhich work interactively.In *Hearing /
Spesking", for instance, you can choose among the monitors with the
picture of aface, head, ear and mouth in the video-installation, and
you can read/see different programs. So you can perceiveand localize
"Hearing| Speaking" with the organs. Together with *Seeing" in this
DVD | could combine the perception of *Seeing™ with "Hearing /
Speaking”. Qher three related videosare "Taking to Mysdf: Phenom-
enological Operation”(1978), “Talking in New York”(1981, revised in
2001) and “Talking to Mysdlf at PS1”(1985).

Throughout these videos| try to question the validity of the notion
o an identity in video, which isdifferent from the actual voice,
between"the | who hear" and "the | who speak.”

Thetextincludes"A letter to Takahiko limura" by David B. Allison,
and "On Tdking to Mysdf* by Takahiko limura. (T.I}

18 | Exhibitions | 15£A2002

Takahiko limura has been apioneer artist of Japaneseexperimentalfilm
and video, workingin film since 1960 and with video since 1970. He is

also a widely established international artist, having numerousexhibitions
including Installation and performancein Japan, the USA' and Europe. One
of his early films, “Onan”, was awarded Special Prize at the legendary
Brussels International Experimental Festival, 1964. Recently he has been
involvedin using computer, publishing multimedia CD-ROMs. He has also
published several books writing on film, video, and multimedia.

INABA Nobuyuki, SHIMBORI Takaaki

Thefuture is being made by
image.
<The pictured thefuture
expectation>wasn't drawn by the
special person oneday, it began
to bedrawn by the unspecified
peoplelittle by little. Therefore,
<the pictureof the future expec-
tation> itself becomethe picture
o purpose, and it doesn't matter
who and how produceit. It
becometo have such power that
can decide the destination of the
world though it wasonly aimagi-
nation.
<The future> exist beyond the
time and the space, and pervert, mingle. The word <the future> that
should beoriginally neutral contains the age that isthe spiritsof the
words <#&IN> and <®YO>, and that becometo have the power which
towed theworld. That's right, we are just led unconsciously likesheep
raised by shepherd. Althoughwe havealot of aternatives, the world
ischoked up toward the picture of expectation and disappointed,
blocked.

Therefore, GUNDAM doesn't appear. So, EVANGELION and
TOTORO, DORAEMON are a so the world of imagination after al. On,
well! Thefuturewaiting for usissuch awonderful and boring world.

It was made bored by us, so it will go on expected - harmonijously,
and end.

Don't forget, however, the futureisn't decided.



Thefuturedreamed i n the past daysmade us recall the sweet
worldirresponsibly.Al issolved there, there isnothing to matter, and
thetechnology isall-round on theall things. Whether it's good or
not, those dayswere running at full speed in theall things. That is
completely opposite daysto now. That's it. | see. That's right. Weforget
it, but it's so. The technology can solveall, so theworldisstill filled
with happinessand affection. Thereare no diseasesand the poverty.
Well, weshall disappear from theworld. Then, we shall run at full
speed for thefuture. Wewill head to thesweet world likeadream with
thitowing away all our belongs. With the understanding that we have
self-contradiction, it's only one choiceof thealternatives.

In thisway, a story isadded to <the pictureof the future expecta-
tion> again, today.

Nobuyuki INABA Born in Mie, 1975.
Graduated with degree from Nagoya University of Art, industrial Design
coursein 1999.

Takaaki SHIMBORI Born in Osaka, 1977.

Graduated with degree from International Academy of Media Arts and
Sciences {IAMAS), Art and Media Lab Course in 2001.

By the chance that the united work was exhibited at the show 2001 whose
theme was the collaboration, Nobuyuki INABA, and Takaaki SHIMBORItry
togrope about the form d the works which wasn't made by the individual
works by using the mutual and different technique, special knowledge.
Then, they started to collaborate.

Artefact

Troy INNOCENT
tro@konicaorg
http://iconica.org

How isour identity shaped by our languageand communication?
Increasingly, we areimmersed in high order simulacrathat offer more
intimate relationshipswith our media than those that have been pos-
sible before. Simulation has becomeintegral to reality itself, and we

adopt the beingsand experiencesd these simulations into our own
lives. We have devel oped the ability to shift perceptually between the
real and the hyperreal. Artefact exploresthisshift in perception by
accentuating errors, or “artefacts”, in the representation of redlity.

Theinteractive sculptures o Artefact: Mixed Redity are extrusions
o thevirtual into therea, modelled after the iconsand characters
of computer games. Their shiny, plasticform is both familiar and
disorientating, accentuating our own ontological remediation and
the dynamic between the real and the virtual. Digital media have
becomemorereal. At the sametime, red life has become programmed,
encoded and more artificial.

Artefact exploresthe "language” of computer-mediated spaceasit
isexpressed in games- its unique internal logicand properties. It
investigateselements such as gameplay - theabstraction of redity into
asystem, artificial life- which modelscomplex systemsthat have the
capacity to learn, grow and evolve, generative systems- which allow
new structuresto be made from aset of basicforms, and new modes of
perception enabled by electronic space.

On another level, Artefactis part of an ongoing investigation of
thesemioticsof digital spaceand human-computer interaction. Ina
virtual world, both the elements that constitute theworld, and the
wodd model or system, are equally important in signifying meaning.
In the processof investigation, elementssuch ascharacters, objects,
and iconsareidentified, decoded, and transmuted into aworld model,
which combinesiconic ideas with personal specific imagery. Artefact:
Semiomorph actualises a hybrid model such as thisinto a coherent
alternative world.

Artefact: Semiomorph explores' semiotic morphism*, a" systematic
trangdation between sign systems' in which signified messages can be
mapped onto varioussignifiers, multiplying and mutating instances
o semiosis. The term captures the shape-shifting plasticity of relation-
ships between sound, image, text, and usersin virtual worlds; the
interactions through which meaning is made, transformed and remade
dynamically and synaesthetically in real time.

In the trand ation between therea and the simulated, a new kind
of spaceemerges. Artefactisan instance of this new space, driven by its
aternative logic and artificial aesthetic.

Troy innocent has been exploring new aesthetics enabled by computers
since 1989. Deconstructing and understanding the endemic properties,
language and nature of the digital realm has been the underlying theme
of his work. Trained as adesigner and practicing & an artist, he has
moved across mediain works involving computer animation, installation



at, interactivemedia, synthetic imegesand round. Hswak hes bem
exhibited widdy &t nationd and internationd gelleries conferencesand
symposa

Talking Tree

INOMATA Takeshi, YAMAMOTO Tsutomu

ino-00@iamas.ac.jp
2106-01@I

http://www.iamas.ac.jp/~ino-00/

| met with onedriftwood at the
dry riverbedin Kiso-River. Where
had it extend its roots, and how
had it spent? There are much
information about the kind of the
treeon booksand website. How-
ever, they do not answer the thing
which | want to know truly. They
do not approach mewith the tree's
lively being. We accustomed our-
selvesto the information sucked
out o the thing too much. | want
tofind the intrinsic information in
itsbeing. But it isvery difficult. At

least, | want to hear thetale of silent voice by touching it calmly.

INOMATA Tekeshi: Born in Nagoya, Japan,1966.
Heisacarpenterand medaatis.

Grand prix ¢ generd invitationsedtion in ARIEC (1991)
Cdlectiond Takyo Metrgpalitan Musam d Phatography (1994)
Awad d LAMAS (2000)

YAVAMOIO Tsutomu Bamn in Amegesski, Japan 1976.
The sensationd accuracy caried out besed an inner distance information
and its bedsarestudied.

Jiro ISHIHARA
[PrOgaTing IGARASHI Hisakazu
jishihara@le-fresnoy.tm.fr, jsh2r98@iamas.ac.jp

“metroscope” isan interactiveinstallation that seeksto integrate the
perceived spacedf the subway with the perceived spaceof the city

and itsinhabitants. It incorporatesa projected film and a touch panel
monitor with a map of the Tokyo subway, with alist of iconsthat
identify each of the subway lines. This panel allowsthe audience to
alter the projected film, whichisatraveling shot (first-person point-of-
view) d the land aboveground that paralelsthe path of the subway.
The images, undergoing DirectX processing, are rigorously framed and
rapidly projected, parallelingthe speed of the train.

However the images are not completely natural but rather ‘dis-
cretely bundled' into frames, rather likeaset of dominoes. Sincethe
spectator does not haveto follow the path of the subway but can veer
off the line if he or she S0 chooses, the framed images provideavery
‘sharp’ image of its movements. (The vanishing point of the Image
movesaway from the center of the screen in responseto the veering
movement of the viewer.) Thisallowsthe viewer to orient himself even
ass/he movesaway from theline of the subway. Needlessto say, all
interactions aredonein real time.

1971 bom in Kanegawva Japan

2002 e Fresnoy, studio nationd desartscontemporains,
Tourcoing FRANCE

2001 Artigtin resdenced ditintemationd des arts, Pais FRANCE

2000 Internationd Acedamy d MedaArts and Sdences(AMAS,
Ogeki JAPAN

1997 Depatmentd Industrid Desgn, Musaehino At Univasty,
Tokyo AN

1995 Depatmentd Architedure Musashino At Univasty,
Tckyo JAPAN



ne-second Encounters (24fps)

ITO Akihito

ito@akihitoito.com
meirin@ngy.1st.ne.jp
http:/Avvvw.akihitoito.corn/

[ I |

| am going to show two moviesedited at 24 frames per second.I set
mysdlf two rules when making these movies.

Rule1: Even though both movies, " People Coming & Going In Town
"and "People RelaxingIn A Cafe”, are made up of many short scenes, |
wanted to create the same situation in both.

Rule 2 Divideeach sceneinto 24 frames. From scene to scene, the
transition should take exactly onesecond.

| followed both these rules.

Despitethe subtlenessand uncertain flickering, thereisa calculated
moment of certain existence.

School education

1995  graduation from a Negoya city Industrial Arts high school
grgphicarts Course

1999 graduation from a Negoya Universtyd Arts
Bxpaimentad Desgn Course

Exhibition

January 1997  Negoya Muniapel Hdl

3rd Amuel Meda Interchange Exhibition

Student participation
September 1997 Gllay Space X "Ra9fram Outer Soece”

June2001L Gdlay candfan “24fps”
Live
June2001 Cdfe candlfan "'Sound, Sysem, Musc'

February 2002 Cdecandifen " Semearntic”
July 2002 Negoya Univasty " communicahility’

MATRIX
Luke JERRAM

Luke@errarn.swinternet.co.uk

Co-commissionedin 2001 for a Mathematicsexhibition at the Site
Gallery, UK, MATRIX isaninteractive Installation which uses patented
retinal after-image technology to createvirtual light scul pture within
the mind of aviewer. Formed within a new perceptual world, scul p-
turesexistin an atered dream like redlity. Created from the absence of
photochemicalswithin the eye, the mechanismsaof the viewer's vision,
firstly construct then erode the fonn.

MATRIX isan advancement on 'Retinal Memory Volume' an art-
work using the same technology which hastoured widely in Europe

'The Gestalt Psychologists,in the early part of the 20th century, made much
play of perceptual organisation: that thereareprinciples, largely inherited, by
which stimulus patterns are organised into'wholes (Gestalten). Lines of dots
which converge, are perceptuallyorganised in threedimensions.’
‘Thelntdligent BE" by RL. Gregory pg18

Theimageattached can be seen asaset of spots convergingon one
another, decreasingin size up the page. But our brain readsthis pattern
asaset of identical spheresseen in perspective. Our brain likesto
perceiveand count identical units.

Experiencefor the viewers.
1. Viewerentersadark room.
Their attention focuseson asmall red LED in front of them.
2. Withan interval of 10 seconds between each emission
there are 3flashes of light emitted
from photographic flashguns placed 1.5m in front of the viewer.
3. Still in blackness, the viewer perceivesa grid of
multicoloured light spheres hoveringin front of them
and recedinginto the void.



4. Adim strobelight comeson, lighting up theinstallation room.
Due to Emmert's law* the viewer perceivesa huge matrix of
floating light spheres which appear to be solid
and defining thedimensions of theinstallation space.

5. Strobelight goesoff, the viewer leaves the room.

Asthe work isformed inside the viewer, documentation o thesculp-
tureisimpossible. The work alows peopleto observetheir own
eyesight, and asks the question, at which point does perceptionend
and memory begin?

Luke jerram is a British colour blind artist, who fuses his sculptural practice
with his Scientificand perceptual studies. Since the success of his first
major work ""Retinal Memory Volume" which included shows at, EMAF 97,
ISEA98, Cyber 98-Lisbon, he has since developed two new works.

MATRIX is a developmentupon his first work and uses retinal after-
image technology to create 3-dimensional objects within the mind of a
viewer. He has patented the technology and is looking to develop its use
within the lighting industry.

His latest work -Tide - is a live kinetic sound installation based on the
principlesof the Music of the Spheres. Using a gravity meter the work
changes with the \arg gravitational pull of the moon.

Luke has recently been awarded a prestigious NESTA fellowshipin the
WK to pursue his studies of empty space and perception..

topophonia 2002

KASUCA Akira
akiraka@remus.dti.ne.jp

While returning the physica phe-
nomenon which is non-linear
[linear/}-alike, is generated, and
changesin work space to sound
and light a focusisgivento
theinformation of those space
normal positions.

While an experience person
makes the memory which pre-
cipitatesin sdf evoke, hewill
experiencevery everyday con-
sciousnessexperienced being
stimulated by the external

‘ phenomenon which isalways

— |7 2N0 Shekes N the envi-

ronment where only theinformation to which it was restricted here
isgiven. Thetrial which performsthe rendering of new consciousness
experience, and mapping o memory through scanningto the detailed
differencein the phenomenon which has happened around a nerveus.

1970 Bom in Kanagawa

1996 Completedthe Postgraduate Course, Tama Art Univ
2001 - Part time teacher, Tama Art Univ

2002 = Part time teacher, Tokyo IndustrialUniv

Shirin KOULADIJIE

shiln@photomontage.com
http:llw.photomontage.coml

We unconsciously demand the applica-
tion of certain elementary principlesin
the arrangements which surround us
in daily Me Theseprinciplesareso
simple that when they are complied
with, oneisnot even aware of the
sourceof one's satisfaction. On the
other hand theviolation of these
simple principleswill giverise to afeel-
ing of disappointment which isnone
thelessactual for being, sometimes,
quiteindefinable.
Thesuccessaf each projectin my
site, photomontage.com dependsin a
measureon correct balancein every
sense this medium - digital art/web site
- hastooffer. What | build isacollage or an assemblaged interrelated
short art piecesthat although seemingly detached from each other, in
whole, express a complete thought or statement. My site remainsin
a"work in progress".

Shirin Kouladjie deconstructs information and visuals offered to her by
her surroundings in her web creations, which become a materializationof
her nostalgiafor childhoodand a rejection of the idealized precepts of
perfection.

In her art she draws upon the rich cultural heritage of 20th Century
and the Mass media, working with themes of death, memory and child-
hood, although her formal training has been in painting, her works has
since become more interactive. She uses photographs, film and sounds



loops to mekeshort downloadeblewe installations, which she digdlays
in her web Stes Shirin Kouladjie Usss aderisd everyday life from
dd photographs, megezines indruction manuelsto wrapping paper ad
newspaper dippingsfound in plaoss likeflea market and library archives
She rearrangesthem, juxtaposesthem with eech other, reinterpreting and
explaring the many facetsd ther meanings

Shefocusesmn aficiond recondiitutiond her persond memories
usng dements gethered from our cdlledtive memories

Richard KRIEIESCHE

kultrdata
richard kriesche@stmk.gv.at
ht(p;//iic; ac.at/kulturdata/

1. art hasever been comprehended asa processd expression. the
internal status d the brain-body interrelation of the given artist had
to be processed into form, content and gestaltto communicate with
the outside world.

in the metaphor of externalisation of the mind, the bio-electrical
&itivity of the brain itself (EEG)is being used to control acursor on
a computerscreen. thischannel of communication from theinside of
the body to the outside world must be loaded with information. this
information stemsfrom pure imagination only.

with the brain-computer-interface (BCl) an interface to the physical
worldis provided. the body itself has become the computerscreen.
the cursor has become the tool to reincarnatethe " dead parts" of
handicapped bodiesby mental activity only.

"imagineering" isgrounded in complete analogy to the expres-
sionistic concept of the artist but based in an information assisted
environment. in thisenvironment the red new artist isa truely handi-
capped, but information assisted figure. in trying to communicate with
the world he/she must imagine theaction only, the realisation is being
executed by the information assistants. this isin correspondence with
the artsfrom theinspiration to thefinal realisationin an artwork, but
executed by theartist, or at least signed by him/herself. thisartistic

structure of processesmustn’t be further understood asan extroadinay
mental procedure. as “imagineering” can demonstrate, thisbrain-body-
activity isordinary to al the human internal and external processes,
even though the realisation |looksextroadinary.

in order to demonstrate the realisationdf the art metaphor of
“imagineering” the audience has been invited to a 30 minutes training
with the braincomputer-interface (BCI) in the exhibition. according to
the power of imagination —and training procedures- the users had been
ableto steer an electrictrain either in the oneor the other direction,
at will.

2. “imagineering”, comprehended as the common ground of advanced
artistic and basic ordinary expressions, has been pushed forward to

an experiment incorporating five 'truely handicapped artists. (blind,
left hermisphere paralized, right hemisphere paralized, two wheelchair-
drivers.) the mental processesof each of the fiveartist have been
communicated viainternet tofinally createa'complete virtual body'
by means of communication.

project partners.
prof. gert pfurtscheller, dr.christa neuper, di. d. christoph guger. (technica
univarsty, graz) prof. werner schmeiser, franz ammer, oskar kelamides
hans krameitsch, otto lechner,
(@l private) dieter tschermernig, di. franz hdller (joanneum research, grew)

1991 gppointed professor a thehochschule fiir gestaltung(c4)
offenbach/main "theory and practiced electronic medid'.
1995196  professor at theécole supérieure des beaux arts' for
dectronicarts, paris.
9nce1999 nomingtion asindependent expert d
the ,european commisson'” for "'development n
the culturd sphere’” resp. "culture,
audiovisud palicy and sport”.
gnce1999 mambe d the programocommittes:
+kulturhauptstadt graz2003“.

international exhibitions:
DOOUMENTAG, kassa.
DOOUMENTA 8, kassel.
ARSELECTRONICA, linz, 1989,1994.
ARTSAT - SACESIATION MR
(fig at experiment in the russian pace misson 1991.)
34. BIENNALEDI VENEZIA.
42. BIENNALE DI VENEZA
46. BIENNALE DI VENEZIA. {(menzio donore)
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Panoptical identity
Xavier LAMBERT

Xavlambert@aol.com
http://members.aol.com/Xaviambert/

Panoptical Identity started from
the observation that France's
electronic phone book contains
33 Xavier Lambert at various
addresses. This piece usesthe con-
cept o archivingto establish a
filed thevariouslivesthat have
been fictionally given to dl these
Xavier Lambert. The raw material
camefrom astock of over a
thousand black-and-whitephotos,
mostly from thelate nineteenth
century, acquired hereand there
at flea markets. Photosfrom my
own personal history werethen added. In a broader context of identity
and otherness, this work questionstoolsinsofar asit representsthe
paradigm of archiving from both technological and ideological view-
points. An administrative-typefiling system turn these 33fictional
livesdf 33 different peoplesinto 33 potential variationson asingle
life (as though only on Xavier Lambert existed or, moreaccurately, as
though "Xavier Lambert" was a term referringto a generic species).
The home page was designed to makeit impossiblefor viewersto
determine a preciseorder for accessing thesevariouslives, eliminating
all possibility of classification among them, even though the very
conception of the script necessarily implied classification itslf. The
principled navigation generated aspecia relationship to the concept
o archiving, notably the classificatory aspect, sinceit is not organized
(in the specific context o thisscript) along alinear arborescence, asls
often the casein normal archiving methods.

Mutimedaartist, 50 yearsdld, teeching dectronic art a thefine art
department in Toulouse Univarsty (notebly at iDESS mutimedia cregtion.
Savad exhibitionsa internationd dectronic art fedivas(video - art plas-
tique, Videoformes, ISEA 2000, BanditsMeges). Waking snce 1994 about
identity and athemess; in connection with computer, and digitd opera:
tions Severd CD-ROM and dill ingdlaions
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Sensing Speaking Space

George LEGRADY, Stephen Travis POPE

University of California Santa Barbara

Media Arts & Technology Graduate Program
Legrady@arts.ucsb.edu
http://iwww.georgeiegrady.cornl

The snows that crown the peak of Fuji
Méelt on the mid-Juneday
And that night it snows again.
Teketedh Mughimero in the Manyoshu

""Sensing Speaking Space', isan interactiveinstallation that focuses

on thenotion of the"intelligentspace”, a spacethat knowsyou

are there and reactsto the presenceand movementsof multiple specta-
tors sensed through a custom camera tracking system. Theimageis
projected on alargescreen, the sounds are spatialized around the
audiencethrough a 6 channel surround-sound based on their locations
inthegdlery.

Thevisualizationconsistsaf the play between the noise, random-
nessand order, through multiplelayeringsand subtle changesthat
build up over time and in response to spectators movements. There
isaback and forth transition between two imagesthat is produced
dynamically as aconsequenced the spectators' actions. Thefirst state
isa textured image surface continuously being covered by white visual
noise, likefilm dust, or snow fallingon awindshield. Thenoiseis
made up o ascii charactersthat must be wiped away by the spectators
movementsto activatefurther events. Enough action must be gener-
ated so that the transition to the other state is possible. The second
stateisagreen blurred image, from which readable textsaredrawn to
the surface through the spectator's movements. The audience's move-
ments advance the eventsfrom one to the other evoking metaphorical
actsadf "wiping" and "breaking through" in the white noisescreen
mode to "bringing forth" and "revealing" in the green text screen
mode.



Thesound consists of several layers(drone, singer, water sounds,
bells, speakers, etc.) with variationsfor each of the two visua states.
Thevision programsend messagesover a network to a SuperCollider
program that controls the sound synthesis and mixing.

Thework isintended to focuson reflexion and self-redlization of
one's presence. It isan abstract work meant to be contemplative likea
Japanese garden. Technical contribution for " Sensing Speaking Space”,
include Gilroy Menezesfor motion sensing, and Gary Kling for OSC
communication. This project wasrealized in M aaomedia Director,
OSC and Supercollider.

A presentation o the prototype took placeat the San Francisco
Museum of Modem Art, in February 2002, produced for the “Activat-

the Medium" festival coordinated by David Prochaska and Randy

Sensing Speaking Space, 2002
George Legrady and Andreas Schlegel, Visualization
Stephen Travis Pope, Sound

GeorgelLegrady, Professor, MediaArts & Technology graduate program,
University of Cdifomia Santa Barbara Hsvork in interactive indtdllation
focuses on interactiondesign, and data management through semantic
categorization USng neurd-netbased dgorithms
http:/mww.georgdegady.com/

Travis Popeis senior researcher/composer at CREATE, UC Santa

and lecturer in the Media Arts and Technology program. Frm
1988 through 1997, he was editor-In-chief of ""Computer MUsC journal,
MIT Press. http://www.create.ucsb.edu/~stp/

Andreas Schlegel isa intefacedesgner currently in the mestersprogram
at MAT, UCSB. He co-founded and directed the visual and technicd pro-
duction in the *Diffus” design firm in Stuttgart, Gameny.
http://www.sojamo.de/

STACK

Robert B, LISEK

Department d Logic/Wroclaw University
robert.lisek@pwn.pl
http:/Avww.fundamental.art.pl/

STAKK isacollectiveself-modificatingvirtual environment that allows
small groupsdf participants to interact with autonomous objectsand
with each other in real time asthey go up through thelevelsd the
datastack. Humansare represented by the resultsdf their activities.
While crossingdifferent nodesof the STACK, they move through the
space, teleplayingwith objectsand others participants. The objects
compete each with other, one retracting to the other, or provokingthe
other's verbal or symbolic interchanges. The objectsare not entirely
frozen in advance, but it is possibleto change their tissues, sources
and sequences. What arisesisadynamic system o variable's quantities
and awareness.

Thesignasare picked up by the system of sensors.After the
digitalization they are sent to the programswhich operate the instal-
lation. Thisisa kind of neural-net which isthe original program
created by R.Lisek and Sz.Kuzniarz. Its practical value will only be
determined through extensive experimentation. It would become truly
overpoweringif the system became to rewriteits own sourcecode and
transformed itself into something entirely different than it once was.

Rabat B.Lisek, isan artist, mathematidian and afounder & Fundamental
Resach Ly heisinvaved in the number d projectsfoocusad an dternate
aeshetic Srategiesand atifiad intdligencelike P, lesus Hadwere

& Software, Utarus, House, Modd, The Seke sheds hisskin, Der Tod
Opera, Ubames &Menge, Kdre Lidhtung, Syoer, Stack.He isdna
soentist a Depatmentd Loge d Wiadaw Universty specialising in the
theory d partidly-orderedsets.



Bird Singing other Birds Songs, Audible Writing
Experiments

Maria MENCIA

PhD student at Chelsea college of Art and Design, London, UK
m.memWireeuk.com
hittp://www.m.mencia.freeuk.com/

Birds Singingother Bixds Songsis a sound and video piece, which
has been produced using variousdigital and multimedia programmes
(Photoshop, Illustrator and Flash).

Theconceptua basisfor thework isan exploration into theidea
of the tranglation process: from buds' sounds into languageand back
to birds' songsvia the human voice with the knowledged language,
These birdsareanimated 'text birds’ singing thesound of their own
text whileflyingin thesky. The letters, which create their physical
outlines, correspond to the transcribed sound made by each of the
birds. Nevertheless, thesound doesn't correspond to thevisua repre-
sentation of the real bird. The sound is produced by the human voice
slightly manipulated in the computer. The birdsappear on screenin
a random manner.

Thiswork isalsoin theformdf an interactive piece wherethe user
can choose the birdshe/she want to seeflyingin thesky.

Installation space: projection onto a covered window, givingthe
impressiondf awindow or onto a big glasswindow.

supported by the AHRB (Arts and Humanities Reseerch Board)

Maria Mencia is 2 London based artist/researcher, of Spanish nationality,
bornin Caracas-Venezuela. She is currently doing a Fine Art Practice based
PhD at Chelsea College of Art & Design-The London Institute -London- K

The title of her researchis: From Visual Poetry to Digital Art: An
exploration of new communicative systems formed by text &s a visual,
semanticand aural elementin the productionof meaning using digital
technologies. She was awarded an AHRB (Arts & Humanities Research
Board) grantin Nov. 2000 towards her doctorate studies.

She exhibits and has performed nationally and internationally: Spain,
England, Belgium, Holland, USA Germany, Norway, Cuba and Japan.

Studied English Philology at the Compiutense University, in Madrid,
Spain, (1983). BA in Fine Art at Camberwell College of Arts (1990-1993)
and MA in History and Theory of Art at Chelsea College of Art & Design
(1'996-98) London. Here, she started her researchin Art Theory and Prac-
tice in the area of Language and Communication, which lead to her PhD
studies.

She lecturesin Spanish, work, as a translator, Artist Educator and
Visiting Art Lecturerin galleries, art centres, schools, art colleges and media
centres. She is co-founder of two Community Arts Organisations: IDEA
and TAL.

She is amember of the research project: The Integration of Com-
puters within Fine Art Practice-Camberwelland Chelsea Colleges of Art-
London-UK.

bounce street
MIYABARA Mika + SUCIMOTO Tatsuo

bouncestreet@iamas.ac.jp
sugi2000@iamas.ac.jp

Variouscolorsarechanging in thestreet. Thiswork isexpressing
change of the color in the street with the animation and sound in
which ballsare bouncing. Theexpression o the street - signboards of
stores, people's dress which goes back and forth - is photoed with video
camera. The photoed image becomesthe animation in which balls
bounceon realtime. And it is projected on the surfacedf awall of a
building. People passing through the street can participatein change of
the color of atown, and can enjoy the ball and sound which bounce.

Equipment Supported by:
Departmentd Visd Media, Nagoya Universty d Arts and Sciences

MIYABARA and SUGIMOTO have collaborated since 2000 at IAMAS (Inter-
national Academy Media Arts and Sciences).

Exhibition
2001 2001 Asia Digital Art Award.
Fukuoka Asia Museum (Fukuoka, Japan)



2001 IROMONO. ORIVETEI (Aichi, japan)
2001 Interactive Art Gellery. Ogaki joho Kobo (Gifu, japan)
2002 5th Media Arts Festival, Agency for Cultural Affairs.
Tokyo Metropolitan Museum of Photography(Tokyo, Japan)
2002 retake. Sendai Mediatheque (Miyagi, Japan)
2002 bounce street. Gellery Sen (Osaka, japan)

MIYABARA Mika
2000 - 2002 Interactive Media Study at IAMAS.

SUGIMOTO Tatsuo

2000 - 2002 Interactive Media Study at IAMAS.

2002 - now Research Associate at NUAS
(Nagoya University of Arts and Sciences)

Californialemon sings a song

MOTOMIYA Kaoru

Newhouse Center for Contemporary Art
kaorum@aloalo.co.jp
http://www.aloalo.co.jp/kaorum/

Thiswork isakind of interactive sound installation however it may
look justagroup of lemonson the ground. Add of fruitsworksto
generate electricity. Lemonsare connected to digital sound tips. Vis-
torscan smell fresh citrusand hear sounds when they open the pods
or cups since the electriccircuitsare opened by sensors. Exhibitionsof
electronic artsusualy need alot of plug-in sockets. But this piecedoes
not need them becausethe work itsdf can generate electricity. When

| face to electronicarts, | consider about power generation, not only
to consume electricity.

motive

I think foodsin ecosystem are jointsdf circulatory system. Thus
recently | have been pay attention to food culture and useloca foods
for my art works. When | worked in California,| though let lemons
whisper asong using their acid as battery. 1 found Japanese characters
"export Japan specia on the box of lemonswhich | bought there.

When weingest foods from remote area, our body may assimilate,
switch, mediate with unknown culture, in different phases from those
o politicsor economy.

background

Locd farm products tell me alot about the places, such asclime

and history. Outside-peopleoften misunderstand local information
but it sometimescan lead a deeper understanding. It looksthe same
in cultural exchange, thefirst step always starts with a trifle. Japan
imports agreat quantity of Californiancitrus. TV commercialsof

such famouscompany Sunkist amplify the fictional Californianimage
among Japanese people. But a Californian said me "the best lemons
isForidian."

process
Studio | made this piece wasa former missile base area (HEADLAND
ART (ENTER) . | madean outline of a missilein the actual szewith
lemons, in the same number of peopleand dogswho used to work at
there, wishingto be a peacemaker after cold war. | directed it's head
point toJapan since they wereexporting to Japan.

[taking off, and landing] In 2000, this work wasshown at agallery in
San Francisco (SOUTHERN EXPORSURE). I n 2002, the missile-shaped
lemons landed to agallery in Tokyo, using Californialemonsimported.
In Fdl it will belaunched to Nagoyaport. Citrusfruitsof California,
sometimes metamorphose into processed foods such as juice or can-
dies, arecirculatingin marketsover the world, coming and going
through digestivesystem in our bodieseven this day.

sponsored by ASAHI BREAVERES LTD. supported by SUNKIST

Tokyo-based visual artist. Motomiya has presented her works at more than
twenty of shows and symposiums, participatingseveral Artist-In-Residences
(Japan, US Canada, Australia 1996-2002). Motomiya belongs to japan
Society of Medical History and curated ascientific exhibition (Natural
Science Museum, Tokyo University 1997), also collaborated with scientists
in edu-taiment projects: "'Digital Museum" (National Science Museum,
Tokyo 1996), "'Visible Inside™ (Shiroishi Municipal Center, Miyagi 1998).
Her robotic works are related to the issue of body and senses:

“Hairball machine", ""baby walk”(1996-1999). Motomiya’s latest installa-
tion "canon' centers on social perception of ideal body, took partin "Art
and Medicine" (ICC, Tokyo 2002).



Bubbles

Wolfgang MUENCH, Kiyoshi FURUKAWA

ZKM| Center for Art and Media, Karisruhe, Cemmany
wmuenchBzkmde
http://www.merz-akadernie.de/~wolfgang.muench/bubbles/main.html

|
Interacting with virtual bubblesisquitesimple...you just wak infront
of the projectorslight beam and cast your shadow onto the projection
screen. The bubbleswill recognize this shadow and bounce off its
outlines, at the same time emitting certain sound effects. By moving
your body and its resultant shadow you can play with these bubbles
and the sound composition.

In asubtle manner, the work addressesthe aestheticsdf interaction
on severa levels: Thereisthe body itself, which isusually left out when
it comesto human-computer-interaction. In 'bubbles, it iscentral -
usersinteract with thework'as' bodies: The concrete body outlines
on the screen become a meansof interaction. It's the body's shadow
- acultural iconin itsown right — which is being used asan analog
'interfacing device' to interact with acompletely digital world of its
own, thesimulated objectson a projection screen. The data projector,
the spectator's body, and the screen itself serve asan 'analog computer’
that computesthe sizeof the shadow on the screen; the distancesand
spatial relationshipsdf these elements crucially contribute to the over-
all experienced thework. Finally, thereisthesimulation algorithm
itsdf that definesthe completely artificial, two-dimensional world of
the screen.

Whilethetechnical requirements arein fact moderate and the
setup relatively smple, 'bubbles also displaysillusionist qualitiesin
that the'story' isobviouswhile theway it's done remainsoblique.
Spectatorslearn how to interact with the system very quickly and get
involvedindancing, playing, and other kindsof odd behaviour, while
the'how'question often remains unresolved.

Computer simulations and shadowsshare the property of acertain
irreality; 'bubbles celebratesthe encounter of these two deficient
reality modes: the tracesof solid bodies meet the fleeting results
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o program code, thelatter being theequivalent o an'essence’ in
advanced information societies.

Wolfgang Miiench

Born 1963 in Karlsruhe

Studied Fine Arts at the State Academy of Fine Arts in Stuttgart, Germany
and at the University for Applied Arts in Vienna, Austria. Based at the ZKM
Center for Art and Mediain Karlsruhe, Germany since 1996. During that
time software developments for various projects of ZKM. Since 1997 he is
a lecturer for Interactive Media at Merz Academy Stuttgart [University of
Applied Arts], Germany.

Kiyoshi Furukawa

Born 1959 in Tokyo

Studied composition with Y. Irino at the Music Academy in Berlin and with
I. Yun and G. Ligetiat the Music Academy in Hamburg. Guest composer
at Stanford University, USA in 1991. Artistin residence at the ZKM Center
for Art and Media Technology in Karisruhe, Cermany. Since 2000 he has
been assigned as an Associate Professor at the Tokyo National University
of Fine Arts and Music.

Transfer Points

Geert MUL
geert@v2.nl

Transfer Pointsisan extract of hours of video footagefilmed by Geert
Mul from 1994 to 2001 in variouscity's around theworld. Thisfootage
wasfirst used in theinstallation 'Generating Live:.* Theoutput of this
installation was recorded and functioned as the source material for
Transfer Points

In'Transfer Points' | explorethe relation between 'structure’ and
‘content’. The installation balancesand drifts between musiclvideol
narrativeand abstract structure. It's an attempt to createan universal
poeticwork of imagesand sound, using autobiographic material.
*(Vleeshal, Middelburg NL 2000 and MU, Eindhoven NL 2001).

tranferpoints: COURTESY OF 'DE VLEESHAL' MIDDELBURG NL



additional credits:
Jochem Paap (Speedy
van sound/programming.

text animation.

Geert {b.1965) at the Academy of the Arts at
1985 990. There, 2 eventually specialised
his to various countries such oS Japan;
recordings made during these journeys
spaces. financially independent, Mul,
90's, started tc create video screenings with pop for
Rotterdam basically marks s first steps as
performer, or interactive video
Mul the function of the space it will
hectic discotheques festivals, such as the annual
the (1999), spaces
such as Witte de With i1 Rotterdam. Mul has made appearances at events
such Festival i Barcelona (1999),
of
International (2000)
Spain (2002.)
work installations, performances concerts
seen variety
installations _ )
Consequently, the installations have a relationship with
specific characteristics surroundings: with, for instance, the
The central the relationship between meaning.
technology retrieve audiovisual
structures
extensive process
structuring automated
interactive. |1 these works technology /s not nol seen as

Reverse

MURAKAMI Fumiaki

Nagoya Zokei Art and Design University

fu@gray.plaza.or.jp
http://www.fumiaki.jp/

1978 Sep.’14 Born in Kobe, Japan

"You can turn the switch on/off.
Yau can open the cover."

"If you stareinside, closethe cover
immediately because| fear your
eyes and perhaps | will cometo
didikeyou. Certainly, you should
cut me dead. Continue on and
ignore me."

Participant can turn theswitch
on/off. And they can peepinside
the switch box. If 1hate you,
you hate me. and I will hate
you or more. Thisaction con-
tinues eternity.I explorerelations
between afellow humanity.

1996 Mar.  Complete the Kotogaoka high school course

1997 Apr.  Entrance into Nagoya Zokei A't and Design University

1998 Dec.  Exhibition "Sensation™ in the Nagoya Citizens Gallery, Japan
1999 Oct.  Art Award in Nagoya Zokei Art and Design University

2000 Oct.  Art Award in Nagoya Zokei Art and Design University

2001 May. Exhibition Transit" in the port of Nagoya, Japan

2001 Oct.  Exhibition Transit" in Duesseldorf, Germany

2001 Sep.— Dec. Studying abroad in Carnegie Mellon University, America

Pop! Goes the Weasel

Nancy NISBET

The Universityof British Columbia
nnisbet@interchange.ubc.ca

http:l/www.finearts.ubc.ca/facultylaftworkslnisbetl



From dosed circuit TV and video monitoring, email snooping software
such as Carnivore, tracking through credit card usageand location
mapping via GRS enabled cell phones; surveillanceis omnipresent. It
may not be the act of surveillance but rather the collection, storage
and use of our 'data identities' in acentralized database that presents
the greatest threat. Who will have access to the database, how will the
data be used, how will people be protected from data profiling and
marginalization?

"Pop! Goesthe Weasd" isan interactiveinstallation using Radio
Frequency Identification (RAD) to track visitor/participants asthey
move through theinstallation. Identitiesare blurred asRFID tagsare
shared. Thesignificancedf the collected dataisshifted asvisitors
repeatedly alter the database. A video projection containing the
implantation of an RAD microchipinto the artist's hand and avisible
real-timereflectiond visitorsbeing tracked accentuates uneasiness.

Thisinstallation aims to remind participantsof the ubiquity of
surveillancestructures and to encouragevisceral responsesto potential
future modesof surveillance. Visitors are given the opportunity to
practiceintervention in, and subversionand avoidance of RAD surveil-
lance as possibleformsof resistance.

Nancy Nisbet is a Canadian new media artist. She received a Master

of Fine Arts from The Californialnstitute of the Arts and has degrees

in Genetics and Education from the University of Alberta. She teaches
Digital Arts in the Department of Art History, Visual Arts and Theory at the
University of British Columbia. Her artisitc and academic practice concerns
human relationshipswith technology and human relationships mediated
by technology. Thmugh her art she seeks to investigate influences of
technology on shifting senses of self and understandings of identity(ies).

hearing colors

nonsection

arei@nonsection.jp.org
http://www.nonsection.jp.org/

The environment which surrounds a color and sound ischanging a
lot. Itisknown well that a color and sound have a closerelation with
people.In thiswork, we cause color-sound synesthesiato people. And
we want to investigate thoroughly whether the sound of which people
are reminded from a color issimilar, and whether it isdifferent.

Although thereisanalysisd acolor and an associative word in the
present color plan, there are few examplesd changing the associative
word to an actual sound. Theassociationd the color by actual sound
without language enables deep analysisdf color-sound synesthesia.The
result o thisanalysisgivesthe new viewpoint o acolor image.

When considering the relation between a color and sound, the
differencein the color cognition by living environments isalso impor-
tant. For example, the color and sound according to the season exist
in scenery of Japan. Furthermore, as Goethe pointed out, the action of
each color affectsfeelingand emotion. Thus, althoughitisdifficult to
determine the relation with a color and lifesound uniformly, we can
acquireadifferent viewpoint from the present color theory through
thiswork. Simultaneously, we can recognizethe differenceamong
variousculture. That is, we can feel “Orai (communication)" of feeling
with peopleof adifferent living environment with thiswork.

March 2001 "play structure"

The Nagoya University of Arts graduate exhibition
May 2001 nonsection web site (http://www.nonsection.jp.org) open
August 2001 "play structure [warehouse #20]" artport2001 digital agite
December 2001 "play structure [IP]” Judgerecommendation prize award
of “Aichi pavilion in Internetexposition”

The Trespass of Her Gesture

Anneke PETTICAN, Spencer ROBERTS
anneke@pettican.fshusiness.co.uk,spen8anthropo.co.uk
http://www.trespass.org.uk/

‘The trespassof her gesture' revolvesaround comingsand goings
of variouskinds. Reciprocd relationships between artist, audience,



chance text converge in - loosely choreographed The
protagonists in this dance are a virtual graffiti artist and her evolving
text. Their partnership is complex and it is unclear which of them

takes the
Embodied projections, the graffiti
artist sprays large-scale surface, The

messages ¢ presented random order and
performance is open-ended. specific
the writing decays subtly over time.
Though | | begins tabula-rasa, the
a complex electronic palimpsest. Eventually, through

transformed

cess of forgetting, it returns to its original sate. Linguistic tensions are
created throughout collisions |1 the layering of text
the fragmentation
Both the projected artist and her writing can vary in size. Manipula-
tions of scale in terms of pattern and gesture are key factors in relation
to performance. graffiti artist attempts ‘© keep
covert. [T approached vanishes, only ‘o reappear elsewhere within
the networked space.
medium o' projection
ceptions of graffiti. of this disrupt can
flow of the space.

messages structure.

uncomfortably with many

our identities experiences are

philosophical
the His is
agency and personal identity. He favours processes that blur our concepts
physical the virtual, whilst fairly forms of
Both are Senior Lecturers |1 Multimedia Virtual Reality
University o/ Huddersfield.

ofish (interactive fish steam)

Mary PHILLIPUK
mary@core77.com

Encounteringa garden stream, you might stop to watch the water
ripplein thesun, or seethefishdart back and forth beneath the
surface. Yau might tossin a pebbleto make concentric waves or drop
crumbsd food to attract thefish. It isthiskind of experience, a natural
opportunity for interaction and reverie, that ofish intends to produce.

May isan interactive designer in New Yak Gity. He wak has been down
a Milia N Telent Pavilion, 1sEa, and the New Musaum in Soho. Se
sudied architectureat Princeton University and hes an MFA in Computer
Grgphicsfrom Pratt Indtitute, where she teaches Interadtive Media

Super Spectacular

Timothy PORTLOCK
University of lllindisat Chicago
portlock@21 stcentury.net

Super Spectacularisan interactive narrativecrested to be experienced
on astereoscopicvirtual redity display system. Thevirtual environ-
ment created in thisartwork consistsdf buildings (asportsarena

and factory) and interactive characters created from black and white
drawingsdeveloped by the artist. Super Spectacular placesthe user

in aworld characterizedby the cyclesof work, leisure, production
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and consumption. For the user to fully experience and explorethis
environment they in essencemust engage i n the processesassociated
with these cycles.

Since his early days as a public artist, muralist and painter, Tim Portlock
has describedthe cultural changes taking place within large (post)industrial
cities and continues to explore the shifting cityscape in his digital work.
Currently Portlock’s formalinterests are in the overlap betweenthe aes-
thetic vocabularyof traditionalart media, such as painting, and digital art
making practice.

His work has appearedin the version02 show at the Museum of Con-
temporary Art (Chicago), Ars Electronica (Linz, Austria), Gdansk, Poland,
COSIGN (Amsterdam), among others. Before working digitally, Portlock
was a painter and large-scale muralist, and this backgroundinforms his
current work. As a digital artist, he has worked on virtual heritage projects
such as Virtual Harlem and as the lead designer on the Dusable Project,
an art work that combines non-linear story telling, traditionaltheater and
virtual realty set design. Portlock is also a professor teaching digital art at
Columbia College, Chicago, lllinois, USA

Empyrean - soft skinned space

Melinda RACKHAM

melinda&ubtie.net
http:lAvww.subtle.neVernpyrean/

Empyrean isa soft space constructed on the internet in Virtua Redity
ModellingLanguage, a universeparalld to the hard spacesweinhabit
each day. It contains seven unique and intertwined immersive e-scapes
- order, truth, beauty, strangeness, charm, chaos, and void, each scape
revealing additional layersof theoretical and poetic text, and imagery
drawn from both the microscopicand macroscopic

Thework isan investigation of the colonization of the virtual -
addressing the pioneering metaphor that hasinfested 3D on the web
asmany try to remake online virtual spaceasa poor imitation of their
everyday life. Empyrean deliberately destabilisesthe viewer by omit-
ting the familiar horizon line... the space moves, it issoft, thereisno
defined place to anchor oneself against. Each viewer isencouraged to
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transverse the otherworldly yet oddly familiar domains, not by cl i cki ng
to follow pre-scripted pathways, but by sensory awarenesswith infinite
navigational options thorough the joystick interface.

Once inside the Empyrean we are transparently and softly embod-
ied, interacting as Avatars - cellular and/or electronic constructions
that have no human characteristicswhatsoever. These Avatars may
communicate with each other by sound and gesture, for example they
may squeak, squawk, blink, gurgle, giggle, blush, or go opaque, or
perhapseven disappear, as well asviaa more traditional text interface
developed under the worlds Open Source V-net Server. The soundscape
designed by Mitchell Whitelaw is an integral part of theimmersion
within the space. The spatialized sound is attached to each etheric
object, which have their own momentum and trajectory, so once
inside the world the distinctivesound of each zone is constantly
shifting around the viewer's Avatar.

By using VRML to explorethe three-dimensional spatiality of the
internet | am constructing something other, a placethat issensory in
an electronic way, a space that is both external and internal. Here each
viewer isthe center of their own machine constructed reality, while
their avatarsare consumed to becomepart of the larger art work. The
purposedt Empyreanis to remind us that we are the creatorsadf our
own simultaneously subjectiveand objectiveviewpoint.

Empyrean has been produced by the efforts of many people, most impor-
tantly Sound Design by Dr Mitchdl Whitdaw, with additional scripting
and modelling by Horst Kiechle. Empyreen is supported by the Augtrdia
Council for the Arts, Vislab Sydney, Banff Center for the Arts Canada, and
TheColleged FneArts UNSV, Austrdia

Melinda Rackham is a netartist and writer based in Australia who has been
consuming online time since the mid 1990's at her domain subtle.net,
authoring net.art sites, constructingsensual hypertextual narratives and
theoretical texts which have investigated online identity, locality, sexuality
and community; viral symbiosisand trans-speciesrelations; and the nature
and construction of multi-user 3D Virtual Space.

Her Award-winning sites are shown in major International Museums
and Festivals, and she is currently completing a PhD in Virtual Media at
College of Fine Arts, UNSW, Australia. Rackham is also the producer of
-empyre- media arts mailing list.



visionary.apparatus

Axel ROCH
Bath S University Callege Goldmiths CdlegeCatrefar QuitLrd Studies
murie@beathgpaacuk Unvestyd Ladmn
martinrieser@hotmail.com roch@khm.de
htrp: //waw bat hspa. ac. uk/ http://www.axelroch.net/

hitp:lvwwwwv.sof org.uk/

The visionary.apparatus neither tool nor machine provides theindi-
vidual observer the processof contemplation as an experimental and
subjectivesketch. The spectator experiencesintensively and temporal
adynamical, flowing image.

The interfacebetween the subject and the object is an eye/gaze-
tracking system that performs the selective and generativegazes of the
observer into a subjective moment of looking. The gaze regulatesin a
meta-dynamical way the image not asdata but the conditions o the
permanent regenerativeimage systems itself. Here, the spectator does
not appear in theimage, he creates the processd seeingindividually.

zones. Distant, Intermediate and I ntimate and reacts by playing The touch between the gaze and the object, the movement o theeye
ponding projection into the pool (either awhitedisk or area as the observer'sbody areimprinted and expressedin fluid codes. The
water). The anticipated movement d morethan one audience algorithmsof technical visionarinessadapt the history of the spectator

dynamical in and through the process of looking. Here, subjectivity
appears as cybernetical emergence.

© Ad Roch
Sound: O Gaver
S dDAIR Space02 & http://www.medienturm.at/

*1971, MA. in Culturd Studiesand Philosophy. Wes 3 years Artistic and
Acaaric SHf a the Acadamy of MedaArts Coogne, Gamary. Artist-In-
Resdence, Medienturm, Graz, Austria lsSnce2002 David Gee Ledurer in
Nev and Interactive Mediaat GoldamithsCollege, University of London,

UK.
tershed 2002), and Labyrinth”(F-Stop 1997), "' Screening the
996 ArtAids) "'Electronic Forest" (1990-91 Prema).Curated "The Exhibitions(selection):
< Print(Arolfini 1989). Co-editor:New Soran Media:Cinema/Art/ "voyure en survol’ - Pour Petit &, Iconoclash - Beyord the Imege Was
(British Hm Ingtitute (BA), London and Center for Art and Media Center for Art and Media Karlsruhe, Gameany, 2002.
risrube, 2002) He hes been invelved with digital medaasan ""Disgrammdical Reedwrite-Heed",h the Fdd d Letters New Gdlay

Graz, Audria, 2001.
“visionary.apparatus”, Serischer Herbst, Medienturm Graz, Audrig 2001.
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"Mind-ReedingMadhire II", Seven Hills MatinGmpiusBau Balin,
Gamery, 2000.

1,800MB Ideology

SAITO Tetsumasa

chaotic orders...virtual speeds..intersticial insurrections...

delicate particles..pixellised beauties..chameleon metamorphosis..

resonance moods..mental revolutions..sublogical brainpowers..
meteoriteenergies..astral wizards..time travellers..
spacy clowns..white children...1,800MB ideol ogy...

to hypnotise theworld and hug it tight with lovevibrations.

1979  Ban in Aichi, Jgpan
2002  Gradugtion from Negoya Univesty d Arts

Floating Memories

SATO Tomohiro
1AMAS (Instituteof Advanced Media Arts and Sdanoey)

tom-s01@iamas.ac.jp
http://www.iamas.ac.jp/~tom-s01/
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This work dealswith the relationship between redlity and the digital
memory o that redlity. Digital technology ischanging our perception
o reality and time and how weinteract within thisreality.
"FloatingMemories" isan interactive musical box where users
can produce music and imageswhen they turn the handle o this
device. Asin conventional musical boxes, asheet of paperisimprinted
with the musical scoresand this paper isspun through the musical
box's cylinder. In addition to playing music, "' Floating Memories" also
plays"images" and theimagesand sounds are synchronised. A digital
cameracaptures the usersfaceand when the usersturns the handle of
the musical box device her image will appear projected on that sheet
o paper. By turning the knob faster or slower the user can control
the speed of her imagescoming. New images appear directly next to
the cylinder while previousimages, just like memoriesd the past,
move further way and eventually dissapear at the end of the paper. The
user so to speak producesthe present through her interaction, while
memoriesdf the past becomestill imagesthat stay visiblefor awhile
and then disappears. When the usersstops turning the handle alito-
gether, theimageswill stop coming and al the previously recorded
imageswill fall off the paper sheet and dissolve. Just likelost memories
they will dissolve and blur.

In thiswork, real timeand virtual time, reality and imagination are
juxtaposed and the user can bregk the time axis between now and then
through her interaction. The user's imagination iscontrasted with the
rea time feedback felt through the physical action that resultsin the
variability of time and the ambivalent memory of that time,

1977 Ban in Fuku, Japan
1997-2001 Nationd Univesty d W Japan
Depatmentd Desgn and Information Sdences
in faoulty d systamsenginearing
2001~ 1AMAS (indituted Advanoed MediaArts and Sdences)
Exhibitions
2000 Interactive Meda Art - W

2001 Shinsaki Meda Art Fedtivel - Shizuoka, jgoen

Awad
2000 The highest avard, Ne Art Departmert,
BBCC Net At & imageFesta2000
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On theliteral verged a mediated placeyou have the ability to control
the happenings. Your presenceand actions are the altering force that
actually influencesa magnetic substancethat is placed elsewhere. The
ferrofluid and its beautiful curvesand slopesserve asa terrain and
substrate that luresyou to inspect it further. Whileyou do that you
trigger an additional sourceof artificial imagesthat serve asyour visua
extension. These “messengers” are launched onto the video projection
surface. Theresult of a meeting between thesevisual extensions isfelt
underneath your feet as sectionsof the platformvibrate.

Theinstallation lays the condition for a group behavior where
peoplediscover theway to control the paced the happening and the
level of vibration they are exposed to. (Leve of contact)

Theflow o theferrofluid with its unique propertiesasastable
liquid that respondsto a magnetic Hed is put in the center of
e.mia.me’ to emphasize the aestheticsd circular change.

All partsof the installation, including the participants, echo each
other. Particlesof magnetite behaveaccording to a magnetic field. Units
o artificial animation behave accordingto rulesdf flow, attraction
and repel. Peopleaffected by vibrations are choosing to stay or to
move away. A mutual dance df elements createsa machine of perpetual
circular change focusingon attraction and repels dynamic behavior
and rest.

Tamar Schori isa nav meda arti<t, exploring the connection between art
and technology Snce 1990.

Tamer hesexhthited computer enhanced indalationsince1996 in
Neue Galerie musaLmM, Graz, ALglrig NikolajCenter, Copenhagen, Den-
mak; Waino Alio Musaum, Tuko, Finland, Fotohat Gellay, Salzburg,
Austrig Art foous Jerusdlem,|ged; Art Statements, Art/30/Basel, Basel,
Switzaland, CYNET At 00, Dresden, Gemary

Fedivas
Ramate Connection, Audlrig Shteriches-herbst fedivd, Craz,
Audrig Art-Foous Jerusdlem,Igiad; Art/30/Basel, Basel, Snitzerdland,
Ingdlation biennale00, Haifa, |gad. CYNET Art 00, Drestn, Gameary

Collections:
Hadmi, Igad; The Vag Silvia and Arturo Schwarz collection,
Ta-Aviv Musum, |gradl; The Leube foundation collection, Austria

Welcome to the World of VinylVideo

Gebhard SENGMULLER

Ceohad SENGMULLER, in collaboration with Martin DIAMANT,
Glinter ERHART and Best

gebseng@vinylvideo.com

hitp://www.vinylvideo.com/

VinylVideo™ isa new, wonderousand fascinating development in

the history of audio-visua media. For the first timein the history

o technological invention, VinylVideo™ makes possible the storage

o video (moving image plussound) on analog long-play records.
Playback from the VinylVideo™ picturedisk is made possiblewith

the VinylVideo™ Unit which consistsaf a normal turntable, a specia
conversion box (akathe VinylVideo™ HomeKit) and atelevision.

In it's combination of analog and digital elements VinylVideo™ is
arelicof fake mediaarcheology. At the sametime, VinylVideo™ is
avision o new livevideo mixing possihilities. By ssmply placing the
tonearm at different pointson the record, VinylVideo™ makes possi-
blea random accessmanipulation o the time axis. With the extremely
reduced pictureand sound quality, a new mode of audio-visual percep-
tion evolves. In thisway, VinylVideo™ reconstructsahome movie
medium asa missing link in the history of recorded movingimages
while simultaneously encompassing contemporary formsaof DJingand
VJing.



Welcome to the World d VinylVideo™

"Welcometo the World of VinylVideo™” isa shop-like room that
allowsthe visitor to experience al levelsof thismissinglink in media
history.it involves:

- ashelf with al 21 VinylVideo™ Picture Disksthat have been
produced so far, plus some vinyl-related merchandising items.

- aviewingstation, including the VinylVideo™ Home Kit, where
the visitor can pick hisfavoudtedisk and watch it.

- asound station, where the original sound of the VinylVideo™
Picture Disks can be heard and manipulated. Thestation givesinsight
about the sound-image correlation of the VinylVideo™ technology.

- severdl displaysof VinylVideo™ Picture Disk Coversand other
related items.

- aweb terminal togather additional background information
about VinylVideo™, to convert own imagesinto sound by using the
proprietary Trashpeg technology or to look up the catalog of available
Picture Disksand other related products.

pleasecheck out images of theinstallation at:
http://www.onlineloop.com/vinylvideo/01_pictures/
01_shows/2000-04_postmasters_ny/
http://www.onlineloop.com/vinylvideo/01_pictures/
02-homekit-merchandisel

please check out video clips of theinstallation at:
http://www.onlineloop.com/vinylvideo/05_video/
For further information please also visit our website:
hnp:/iwww.vinylvideo.com/

VinylVideo™ is an Austrian cooperationbetween: Gebhard Sengmuller,
an artist working with new technolegies; Gunter Erhart, an information
xientist; Martin Diamant, and experimental physicist; and Rike Frank of
Best Before.
Please download detailed C,V.s from
http://iwww.vinylvideo.com/presskit.html
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The Lightning Organ

Gregory SHAKAR

Interactive Telecommunications Pmgram, New York University
info@moodvector.com

http:/iwww.moodvector.com/

“ma TheLightning Organ servesto
heal the abstraction between the
energetic force we use to power
our devices, our tools, our art
and the eventual result of the
work that this energy doeson
our behalf. The pieceemploys
electrical energy not only to tra-
verse the dizzying serpentines of
circuitry necessary to artificially
synthesize and amplify sound, but
also employs thiselectricity asthe
final goal, in itstrue form, visibly
asabolt of energy. With admira-

tion and gratitude the Lightning Organ releasesthe resultsdf it's labor

into thin ar, wherewe can see, hear and almost fed the musical
electrica energy during its bright passageacrossthe spark gap.

The Lightning Organ isa musical sculpture that produces sound by
controlling the audible pitch of avisibleelectrical arc. Most electronic
musical instruments employ loudspeakersto convert electrical energy
intoan acoustic sound. A loudspeaker useselectricity to push and
pull a speaker conewhich in turn impartsvibrations into theair. The
Lightning Organ skips astep by releasing"tuned" electricity directly
into theair. The resulting spark produces an audible sound whose
pitch -or musical note - iscontrolled with a familiar musical keyboard
interface, allowing participants to play a melody made of pure energy.

Each spark isformed at the base of two copper rods that are
arranged in a“V"” shape. For theduration of the musical note, the
spark travelsup the "'V", disappears, and then reformsat the base
again. Thisintroducessubtle rhythmic patternsinto any musicthat is
being played. The piece can be configured to combine simultaneous
notes into the same spark, where they produce rich distorted sounds
dueto the formation of complex waveformsin the flowing plasma.
Other configurations allow the chords to sound clear by routingeach
note to itsown spark gap. Thiscreatesa pleasing spatial effectasthe
harmonies are discharged around the player.



The Lightning Organ affords playersthe unique opportunity of
wielding great amounts of pure energy through familiar and simple
musical gestures. Rarely are we able to tame such wild forcesaslight-
ning with thegrace of a musical instrument.

Gregory Shekar isexploring vaious pathstoward thegod d creating
emativeand expressveattiveart. n thecoursed thiseffort he taps
hisexperienceassan artist, musdan, and composer with theintention

d teedngout thefundamentalsd humen attention and fascination.
While participatingwith his recent reectivesound sculptures, Viewers have
controlled thunderous 30-meter long wires sonorous 3-meter tdi metro
nomes dozensd dangling tentades sodablesainy meid pheresand
musca baltsd lightning. Shekar hes saved an Artig Resdancy et the Ars
Electronica Canter in Linz, Ausiaand a Ressarch Fdlowshipat the Interac-
tive TdecommunicationsProgram at Naw York University where hedso
teaches graduatecourses in Prysical Computing and Interactive Design. He
is netiveto Naw Yak Gty and hdds graduateand undergraduatedegress
from NYU in mudc, technology and dectronic-art.

Network Planet Ensemble - Johannes Kepler
"Harmonice Mundi"

SHIMOMURA Tomoo
tom&amoorg
http:lltomoo.net/

Thework, entitled " Network Planet Ensemble", isan interactive multi-
user virtual 3D world on the Internet which baseson "Music d Planets
(HarmoniceMundi)" by Johannes Kepler.

Viewerscan transform themselvesinto asteroid avatars, movein
thespacefredly and play an ensembl e together, listening to his music.
A viewer might meet other asteroid avatars(other viewers).Then, all
the viewerswho do not even know their names become planetsd the
solar system and play the unexpected ensemble.

Thiswork baseson Kepler'sidea that he adapted the construction
of the universeinto the musical scalein order to demonstrate the
harmony o theworld ("HarmoniceMundi"). It likens Internet to the

vast universal spaceand disposesclient computers connected to the
server computer as an asteroid at the virtual universe.

Musicd planets(*Harmonice Mundi")

Kepler was trying to find common rules between music and planet's
movement. His harmony of the spheresisbased on therelative maxi-
mum and minimum angular velocitiesof the planet measured from
thesun. It isnot a musicscalein thestrict sense of the word since

the sound iscontinuously changing likechoking or sliding. Asthe
planets movein their orbits their velocity islowest when farthest from
thesun and highest when nearest toit. The increaseand decrease of
speed correspond to theriseand fall o sound that planets produce.
The range o sound that the Venuscan produceisvery small, sinceits
orbit isalmost a perfect circle. Insuch a manner, Kepler allotted to the
planets the musical Intervals.

Thesix planets produce six notesand at the most time, they create
dissonant. However, they can be consonant at some point within a
long time. Kepler called this"musicdf planets." The musicencyclo-
pedia"Grove" saysthat it may have happened only ones, perhaps
at the timeof creation. We can listen to this harmony if we make
time go fagter. Theinterval between the earth and the Venus makes
aconsonant, so Kepler thought these planeswere a husband and a
wife.

Born in 1969 Oska, JAPAN
199304 - 1997.10

NIPPON SEH Informetion & Communication Sysarsinc.
1998.04- 1999.03

Inter Medum Indtitute Graduate School: SOUND DESGN course
2001.04 - 2002.03

Inter Medum Ingtitute Graduate Schoal:

Ledurer d NETWORK DESGN course

Exhibition

VRVLART Eqo 199912000" in Gamany and U

The Bumpeen Meda Att Festivel ‘99" in Osnabruedk, Germany
the 14th Stuttgarter Filmwinter” in Stuttgart, Gamany

6th INTERNATIONAL FESIVAL GF NBA FILMSPLIT2001”

at T, GROATA

Medi@terra_01 Festivd" in Lanio, Belgrade, Maiborand Frankfur
Web3D Ait 2002" & ICA in Landon
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Safe Torturing Series-9

SHIRAKAWA Miyuki
yoshman®maii3.alpha-net.ne.jp

Thebasicideadf thiswork isto rethink about our sensitivity of
Sympatny ‘with tngs.

I'm interested in rhe process now asense of value is formed by
the information of media system. In my work, I'm trying to represent
think that | have been educated in a physically sate environment, that
is, an environment protected from actual physical threat. Experience
that we have in the safe environment, brings force anotner sense or
reality 1h tne maiviadar ana’sociéey.

Recent works “Safe-Torturing Series” are son of physically safe
torturing apparatus. Like an imageon TV screen or computer monitor,
several ways. For me, it isan exaggeration ot our daily experience
with mediain domestic safe environment. 1'm attempting to represent
situations without reality, at the same time the situations that para-
dokically seem to have reality.

SELECTED EXHIBITIONS

2002 17 Evre Crescent. "ART IN THE HOME". Edinburgh. Scotland
Mmwa House, "ART IN THE HOME", Yameguch Gy, jgoen
Agpirante, "SWITCH vol.3 -Sdfe Torturing Saries®, Hdfu, Jepan
Hekuss Temple, “GAw Show'!, Okikamum Idand,
Yaregudhi, jgpen
Musam in Yamegudh, Japan
MMC Glay, "RECTANGLE AND INTERCR', New Yak
Gdlay Kareg "FUNCTION, NON FUNCTION', Naw Yak
Negoya Gity Musaum, ARTEC’93, Nagoya, Japan
Tribeca Leb, Nawv Yak
The Kitchen, centerpiecefor 20th aniversary, Naw Yak
Viad Arts Gelay, Nav Yak
Giffin McGear Gdlay, "FORM; BEING; ABIENCE, Nawv Yak

Squidsoup

ant@squidsoup.com
http://www.altzero.com/

Altzero exploresissuestodo with control and authorship in interactiv-
ity, and what we understand and expect from recorded media, by
creating audiovisual compositions that are experienced spatially aswell
asover time.

Thisisdonein avariety of ways, but in particular by trying to
evolveaudio composition from itstraditional form asan experience
controlled almost entirely by the composer into one that isdetermined
in part by the will of the listener. The musical experienceis trans-
formed into a 3-dimensional spatial journey where the listener chooses
the route they take. By transferring the time component of sound into
space, alinear path through a piecedf musicistransformed into an
infinite array of possibilities.

If onesuch navigableaudio structureis perceived as a representa-
tion of amoment of musictimein space, then a sequence of these
structures representsindividual key-framesof an audio animation,
highlighting the development of the linear pieceover time.

In altzero4, each spike representsasingle sound fragment (much
asin altzero3, where sounds have a physical appearance ascolumns
o bubbles). Thewhole 3D structure is a soundscape in this casean
explorable freeze-frameof amoment of sound. By moving through the
structure, listeners hear adynamic mix of all the sounds within earshot
over time this becomestheir experience of that moment of sound.

Altzero4 consists of severa such structures, timedlicesof afictiona
soundtrack. Taken asawholeand explored in sequence, they reveal
another dimension to a recording, as the piece can be explored over
both time and space.

Fomed in 1997, Squidsoup isa Londonbesad art and design gmup whose
wak is knoan around the world. Altzero, their mein art pmject for the lest
2 years, hes been shown at dozensd eventtsinduding SIGGRAPH N-Spece



Art Gelay (LA, Augugt 2001), SONAR (Barodong, June2001), and Web3D
Symposum (TempeArizong, February 2002 and ICA, March 2002). Thar
work hesalso been shown & events such as Milia (Cannes), Ais Electronica
(Linz, Audtrig), onedotzero (London) and es astandaloneinddlation at
thelca (London). They were awarded an International EMMA award for
Beg OnlineAit and their wak hes been shown in severd onlinecurated
exhibitionsinduding 'bin' (onlineart galay for japanese desgn megazine
Shift) and the Ramed Prgect (USA).

THE CENTRAL CITY AND INNER CITY

stanza
STANZA

dava@abimeng

http:/lwww.stanza.co.uk/

The central city and inner city areonline internet specificart projects
by stanza located at www.thecentralcity.co.uk. The "central" ideais
to develop analogiesfor the organic identity of the city. The project
includes generative audio and image environments built into three d
spacesand user controlled 3d spaces. 'The central city', isan audio
visual, interactive, internet art, experience.

The city becomesan organic networksdf gridsand diagrams. The
form and content of thiswork isa visual world of the city and its
structure. Networksdf information technology are contrasted with
organic networksand city networks. The project fuses the sounds of
specific places. Thecity becomesan organic network of gridsand
diagrams, juxtaposing urban sights and sounds.

The city codesitsdlf up into agrowing patterns, based on algorith-
mic patterns. The digital city experience. Thisisa playfulnessnot far or
dissociated from the playfulnessof the situationist critique. 'The cen-
tral city'has become an amalgamation o ideasfrom art, architecture,
design and urbanism. These online works represent spaces, they are
idealised spaces. | don't see'the central city', asasimulation. | view the
final evolution of the project asaexperience, an onlineinternet experi-
ence, which can be viewed inside the white cube of the box which is
a computer. The framework, the grid, that contains thiswork isthe

computer and theinternet. Imagesof maps redrawing and reprocessing
themselves. Thisallowsthe city a perpetua evolution, nosinglesimilar
path need be followed.

| wanted to develop analogiesfor the organic identity o thecity
asan urban community and makelinkswith electronic networksand
virtual communities. Thisorganic interplay iscontrasted with man
made structures, aswell as patternsand formsd urban design. The city
itself isalwayschanging; it isalwaysin flux. Each aspect of city life
seemsto demonstrate specific characteristics, which can be devel oped
intoindividual partsof the labyrinth, making up the images that will
be used. The city has moved from metropolis to megalopolisto the
ecumenopolis. Thecity iseverywhere, with lifelessdesign spreading
upwardsand forming a conundrum of physical objectsin space.

Sazaisan artist who dedlswith net art, multimedia, electronic music
and painting. Mot d hiswak can be viewed from www.danzaco.uk.
Sanza sudied at Galdsmiths and Centrdl Sant Matinsin London. The
wak hesgained an internationd reputation for net gpecificatworksand
number d these interactive audio visue online net artworkshave been
exhibited internationdly and have won net art spedificawards, induding
the Linksfirg prize Porto 2001 and Videobrasil 2001 fird prize Mod recent
exhibitionsindudeSeo Paulo Biennale on the themed metropalisin Brezl
and Zeppdin in Barodona Other work indudesaudio visd generdtive
peintingsat wwww.amorphoscapes.com,and www.sLbvergencenet which
is D browser and imegecrestor.

Are You Afraid of Dogs

Tamara STONE
trdone& anadacom

http:/fwww.canada.com/

A white shelf sx feet in length hangsfrom the wall about five feet
from thefloor. Flourescent light shines up from the shelf through the
eleven plastic mechanical animalsatop it. The shelf isequipped with
amotion sensor. When the sensor istriggered it sets off a pseudo-
random program, which ensures that the animalswill respond in a
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different order every time. One animal will go on, then another and
another until almost al of the creaturesare barkingand straining

at their wires At the end of the short timecycle, the crittersstop
simultaneously. Theanimals are store bought, originally battery oper-
ated and furry. They have been stripped down to their plastic skeletons
and wired to accept AC power and signalsfrom a "' basicstamp”
microcontroller.

supported by the Canada Coundl

i am interested in human learning, processing and understandingof infor-
mation &s affected by emotion, self-awareness and personal accountability.
How are they affected by socialization?How can i convey my own experi-
ence of learning and what processescan I initiate in an audience?

In the last few years, intriguedby the contrastbetween the elastic
and unpredictablenature of the individual mind and the structured way
in whichmachines "learn”, processand respond | have come to focus on
emerging media and their evolving rolesin art makingin an increasingly
technocentric society.

I now work in acombinationof traditional and new media. The
figurative nature of my pieces provides physicaland historical context
while mechanicaland computerizedelements are intended to engage and

challenge the viewer in unique ways.

Ouch

Tamara STONE

Upon approaching my installa-
tionentitled " Ouch” members
o the audienceare faced with
adozen young girlswho hang
In suspended animation. Navigat-
ing the space will beimpossible
without impacting the figures,
however with the slightest contact
I each touch sensitivefigure
exclams"OUCH". Thelifesze
figuresin "OUCH" are cast in flex-
ible polyeurathane foam from a
sculpted original. They are cov-
ered in acloth and rubber skin
with woollen hair. Each figureis

equipped with a sensitiveswitch, which when the girl is moved from
her hanging axis, triggers a chip to play avoice recording through the
speakerin her chest.

supported by the Canada Coundil

1 am interested in human learning, processing and understanding of infor-
mation as affected by emotion, seff-awareness and personal accountability.
How are they affected by socialization? How can | convey my own experi-
ence of learning and what processes can I initiatein an audience?

in the last few years, intriguedby the contrastbetween the elastic
and unpredictablenature of the individual mind and the structured way
in which machines"learn™, process and respond I have come to focus on
emerging media and their evolving roles in art makingin an increasingly
technocentric society.

I now work in a combination of traditional and new media. The
figurative nature of my pieces provides physical and historicalcontext
while mechanicaland computerizedelements are intended to engage and

challenge the viewer in unique ways.

Globe jungle Project

SUZUKI Yasuhiro
NHK-BS1, Digital Stadium

Half acentury has passed since the globe junglefirst appeared in Japan,
and it can now befound in most neighborhoods. Children become
absorbed while playing on the globe jungle; someturnit powerfully
using their whole body, somecling to the top, and some squat down
inside. Thisartwork wasinspired one day when the silhouette of
children playingon the globe jungle appeared like continents: the
circling shadowslooked like a miniaturized earth.What if the children
playing on thisplayground toy reappeared in the same place at night?
Wheat if the globe jungle could al so mean something to adultsaswell
as to children? These thoughts lead to another perspectiveon this
playground toy: the globe jungleasa visual installation.



Imagesdf children in the daytime appear on haf of theglobe
jungle, and park scenery filmed from inside the globe jungle appears
on thecounter half. Thisbecomesan interfacelinking two compara
tively distant spectacles: day and night in a park, inside and outside
of a playground toy, and the viewers’ past and present. A nostalgic
illusion|s created by: the useof the newest projection technology, the
rotation of a primitiveobject, and the result of an afterimageon one's
retina. Thisuniquedimensional sensation is new aswell asold, and
obscuresthe division between the unusual and usual, real and virtual =
something which cannot be experienced on any existing screen today.

Interactivity with computers or sensorsis not important for this
artwork. Rather, through theaction o turning the globe jungle, the
viewer can enjoy how theimagesappear and flicker, a one-time experi-
ence accompanied by physical sensation. Theaction of turning the
globe jungle becomes the meeting point with theviewer's own child-
hood memories. A space emerges wheretechnological recording and
memory are linked and naturally fused together. The installation acts
asa bridge between memories and feelings beyond spaceand time.

It stirs up rich imaginings and feelingsaf those who happen to be
there, which in turn touches memoriesd theviewer's youth aswell

as primordial memoriesthrough which Man knowsthe shapeof Earth.
Thiskind of systemof exchange and circulation hastrue characteristics
of "interactivity" as portrayed in thisartwork.

1979 Bom in Hamametu iy, Shizuoka Prefecture, Japan
2001 BA, TdyoZdké University, Fumiturecourse

Department d Design Awards

May 2001 "FENCL SHARPNERWITH PETBOTTLE”,
firg prizein t he Ssoond Shechiheta
rew product desgn comptition.

December 2001 'pargpective of the playground equipment”,
granc-prizeand Interactive at prize

in the Digitdd Stadium Awad 2001
March 2002 “RAKUGAKICHO”,
Haaprizein theThird Shechihda
rew product design competition.
Exhibitions
Math 2001 "inter-reflection” & thegdlay "ste’
(in Bagy, Takyo, s0lo).
Auge 2001 "Blirk glasses' and
""perspectived the playground equipment”
in "Digitd Sedium'*; and
“specimen d a blink" in “olai exhibition”
for "' Creste Hamamatau!".
April 2002 Fhilip Morris Art Awerd grancHprize
Apil 2002 Ars Electronica Festibal honorary mention June2002

[Digitd Stedium Exhibition] (in Basy, Tokyo)

TAKAHASHI Keiko, SASADA Shinji
japan Bedrarics Cdll

Leko@a:ac ege
http://www.th.jec.ac.jp/~keiko/

This project borderstheline between the analog and the digital. The
essence d thisartwork isabout combining thevisua effectsand the
rea timeinteractive nature of the computer technology and how it
interprets the sound and transformsit into aline and animates. The
ultimateaim of this work is to beexhibited in public areassuch as
subway, atriums, and shops wherethereisalarge open space and
unspecified number of people areable to experience the work.

Thisidea came from a poeticimage of a sound transforming into a
line. Theimaged thiswork brings back sweet memoriesd one's past
and inspirestheir imagination. The warmth, beauty and the approach-
ableaspect o aline drawing promote, the audience's participation, by
observing how aline transforms, interacting with the work.

When a person playsa toy trumpet, aline will appear. Theline
starts to bend and wiggle accordingly to the sound d the trumpet like
a snake charmer charming a snakewith hisflute. Thelinesstart to
transform into animals, insects, birdsand human forms. They start to
animate and disappear.

For thiswork, | used pictorial representation. Drawing (with aline)
isvery anaog. Itisadirect form of expressionand hasa primal
quality. | included a device, which transformsa sound created by an
instrument into adrawing. An instrument isalso analog and one does
not need to deal with any complexity.

The part o digital, a huge cubeimage could be projected on awall,
ceiling or floor. Theidea of the cube's visud effect camefrom an image
o turning a picture book. Each surface of the cube becomesascreen
and the audience can turn it with the sound of a shaker. The surface
will havean imagedf aland, sy, seaand aline drawn. With the sound
of toy trumpet it will start wiggling likea spring and transforming into
the most suitable animal for the chosen environment, will animate.



My aimis to create apiece of work thatis enjoyed by people of
all ages. They simply see, feel and experience without goingitmuch
thought.

Keiko Takahashi (Art direction)

BA in Oil painting, Women's College of Fine Arts, Tokyo, Japan

Born in Kanagawa, japan

Selected at 6th the media art festival at Agency for cultural affairsin
japan, 10th Virtual Reality Society of japan, and Honorary Mention at Ars
Uectmnica 2001

Shinji Sasada (program)

Graduatedfrom japan Electronics College in Tokyo, japan

Born in Ehime, japan

Selected at, 6th the media art festival at Agency for cultural affairsin japan,
The Virtual Reality Society of japan, Honorary Mention at Ars Electronica
2001, and Siggraph 2000 in the U.S.A.

Virtual Bodies in Reality

Margaret TAN

Technical collaborators: Yeo Gek Hui, \Wong Keen Hon,

Wang Meng, Freddie Wu Ying Hui
marge_tan00@hotmail.com
http://www.cyberarts.scholars.nus.edu.sg/nsa01/

In the fast-pace immaterial realm of cyberspace, one often neither
have thetime toreflectupontheimpact of new technologies on
power relations, nor the space to consider the ethical implicationsof
our actions onvirtual objects (notions of responsibility). This work
seeks to create aninteractive context within which one's ethical stance
towards violence becomes problematized by the presentation of seem-
ingly 'virtual bodies' of 'real people'.

Margaret Tan is a practicing artist who situates her practice within a
feminist context. She works with a wide range of media from objects,
performanceand installation to new media. She was the recipient of the
Outstanding Achievement Award (RMIT) in her Bachelor of Fine Arts pro-
gramme and became one of the first Artist-in-Residencewith the Cyberarts
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Initiative, University Scholars Programme, National University of Singapore.
Sheis currently tutoring with the School of Computing, National University
of Singapore and lecturing with the Department of Art Theory and Art
History in LASALLE-SIA College of the Arts.

a)the-phone-book.com

b)the sketch-book.com

c) live chat discussion on content development
for wireless

the-phone-book Limited

the-phone-book Limited
team@the-phone-book.ltd.uk
http://www.the-phone-book.ltd.uk/

a) htt p: // waw t he-phone-book. coms a one year old, server based
publishing organisation that commissions international new works of
ultra-short fiction for quarterly distribution by wireless and traditional
internet. We take the technical limitations of the format and turnthem
into achallenge for our writers. Our longest stories are 150 words and
our shortest, 150 characters. Because ofour desire to publishquality
content we pay professional rates while chargingour readers nothing.

b) http: I 1 waw t he-sket ch-book. cors a new commission following
the same process as the-phone-book.com for isea2002, Japan. Students
from Aichi Prefectural Art University Fine Arts and Music Design and
Craft course develop ultra-short-animations for i-mode foma & 3g.

c) Part of a series of discussions following the developments of the-
phone-book Limited as we produce three of our main commissions
utilizing the limitations - and potentials - of wireless interfaces across
the world.

the-phone-book.comwas conceived by creative director Ben Jones and
producer Fee Plumley, and is edited by publisher Ben Stebbing of Clinamen
Press http://www.clinamen.co.uk, all based in Manchester, UK.

the-phone-bookLtd (the umbrellacompany) was launchedin March
2002 by Ben Jonesand Fee Plumley to enable ongoing research and distri-
bution of innovativecontent opportunities across internationalconvergent
platforms.



toru yamanaka + softpad
softpad office

info@ditpad.org
http://wwwisoftpad.org/

How They Get The Way They Are
onthe day of departure we leave our stories behind

passing each other for noreason at many different choices of cross.
roads travelers spinout new tales

stories that have no story that get emptied when one gets home
seekingmoments of freedom

notsure we stepinto unknown fields a clock ticks away at irregular
intervals perception strained brand new scenes feebly reflected

scentof comfortingmemories waken us where am 1”&ne asks, no
onereplies

fragmented heaven, fractal memories encounteringreality necessary
for rebirthwhomis this for?

whatdoyoudoiftheunknown blocks your pass?
the place of departure has already moved
please imagine your favorite place or travelroute

("How They Get The Way They Are" is 2 sound and visual work, produced
and performed by toru yamanaka * softpad,

“information™ is the archive of the sounds and the images used in the
"how they get the way they are" project, which was a collaboration with
Toru Yamanaka.)

Softpad is a unit of Takuya Minami, Tomohiro Ueshiba and Teruyasu
Okumura. They got their start doing live performancein Kyoto in 1999.
The three maintain their extremely flexible stance with artistic activities in a
variety of genres such as graphic design, web design, video, etc.

Toru Yamanaka (music composer):

Bornin Osaka, Japan.As a music composer, producer, club DJand
organizer Yamanaka creates his works with various artists around the
world.From 1984 till 2000 he joined the Japanese performance group
Dumb Type as amusic composer and sound designer.Now he is doing live
performances all over the world, creating Art with a strong relationship to
the ever moving society.

CONTRA

RAIMO UUNILA

distributor@magnusborg.fi
raimo@magnusborg.fi
http:lilw.magnusborg.RI

CONTRA is made up of scenes looking for mental and physical balance
and goals under-stood as various alternatives. In CONTRAllife forces
and their counter forces are played out against each other. The nar-
ration of CONTRA is based o n the dramaturgy of symbolic level of
situations and actions.

MR. RAIMO UUNILA CV: director, editor, photographer; born in Raahe
1965, lives and works in Porvoo, Finland

BIOGRAPHICALNOTES:

Raimo Uunila studiedin Lahti institute of Design 1986-1990 and in
multimediacoursesin San Fransisco 1991 and he took AVID-course in
1998. He has operated widely as a director, video photographerand editor.
He has participated in several video and tv-productions and directed and
produced his own films. He also lectures in colleges and schools on video
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and film technique. Uunila's work has been seen around the world in
festivals, tv-channels and art museums.

PARTICIPATION IN THE FESTIVALS:

Uunila's works have participated in festivals in several countries all over the
world, e.g. France, United Kingdom, Germany, Portugal, Denmark, Gtonia,
USA Canada, Japan

awards: Cidade de Vigo'95, prize with Signals, AV-Biennale Grand Prix with
ShadoBoxing, first prize in FF-mediafestival in videocategory, Rovaniemi,
Finland with Contrashort film

INSTALLATIONS:

Contra, videoinstallation, premiere 1.3.2001 at KIASMA, Museum of
Modern Art, Helsinki, Finland

Shadow Boxing 1988, nonstopinstallation, direction, script andediting
Domino, 1989 installation for two highbeam, direction, script, camera and
editing

LE VIN HERB 1989, F. Martin's oratorio,

PACS, 1990 videowork and videoinstallation, direction, scriptand editing
@)

PAIN, 1991 nonstop videoinstallationfor 6 monitors.

SKIJUMP SIMULATOR, Lahti City presentation in Sevilla EXPO, Spain 1992.
multimedia - interactive work, camera and editing.

O, 1993 JariAalto-Setéla’s videoinstallation, editing (3 X 4)

“V” installation, script, camera and editing, 1995

As a Matter of Fat, 1998, intallation, direction Pekka Niskanen, camera
and editing

MAIN AUDIOVISUAL PROJECTSAND PRODUCTIONSIN 1991 -2001:
BARCAROLA, documentary, direction Antonia Ringbom, editing, 2001
PASSAGE, animation, direction Milla Moilanen, camera, 2001

CONTRA, shortfiction, video installation, direction 00-01
Northernimages, documentary, direction M. Flink, camera and editing,
1999

Continuum, dancevideoby Marikki Hakola, camera and editing, 1999
Wanted, animationby Milla Moilanen, editing, 1998

TRIAD, interactive dance performance and a web site on the Internet,
direction Marikki Hakola, editing and electronic setting, 1998
KIKO-traveller is my name, drama documentary by M. Tarkka, camera and
editing, 1998

Inner Steps, dancevideoby Kiti Luostarinen, camera and editing, 1998
PreKalevala, drama documentary, codirection with R.Poulsen (273, 1997

Encased
WONC Sala, Peter WILLIAMS

Thehumanbody functions
within a set of parameters that
reside verymuch within a closed
circuit. In this circuit, the brain
receives stimulation such as touch
and smell from nerves through-
out the body, whichactsasan
intermediate agent betweenthe
outside world and the mind. The
brainrelies on the perception
of tangible materials and/or
occurrences in the outside envi-
ronment to generate appropriate
reactions. Such arelationship
between the mind and body faces
a huge challenge with the intro-
duction of mechanical inventionsinto human life and art practice.
The emergence of digital and imaging arts has challenged us with the
diminishing of physical sensations in art. The real world is solid; the
virtual one is void. It seems that virtual reality falls into n o category;
itis neither three dimensional nor two dimensional. Our bodies are
extended to places where they have never been before. The passage
of process from the mind, to the body, tothe finished artwork is
distanced and segmented by the intervention of modern technology.
INn Encased, various levels of technology merge together, creating
a series ofreflexive events through light, shadow and touch. The use
oflive-feed video through a tiny wireless camera allows for a seamless
closure to the feedback loop which is set up between the participant,
the animation, thelight, the video and the environment as a whole.
By using real-time compositing through the Macintosh computer and
the Image/ine software, the aesthetic of the video matches that of the
line-drawn animationand the shadows on the wall. The intentional
simplicity of the hand drawn animation matches the high-contrast
visuals of the composited video and also the shadows cast by partici-
pants onto the walls. Overall, the use of a variety of technologies
ranging from physical manipulation of light to real-time video com-
positing has the effect of creating a spectrum of visual experiences and



physical interactions. Through their aesthetic similarity, these visua
elements create an environment that blursthe boundaries between
virtual and real.

Specid thanksto Franc Nunoo-Quarcoo, Hlen Handler-Spitz, Chung Sum,
Tei Rueb, Lisa Moren, Timothy Nohe and JonRoutson.

Sda Wag recdved her foundation in art and design at The Hang Kag
Polytechnics Universty. Se earned her Bachdar d VisH Artsa The
Univesity d Westam Ontario in Canada e s living in United Statesand
issudying in the Imeging and Digitdl Arts MFA program at the University
of Maryland, Batimare County.

Peter Williarsreceived his Bachdar d Viad Ats fram The Univarsty &
Western Ontario in Canada. Heisastudent in the MFA program in Imeging
and Digitd Arts a the Universty d Maryland, Balimore Courty.

about so many things

Nanette WYLDE

CdliforniaState University, Chico
nan@preneo.com
http://www.preneo.com/nwylde/

“#Bout so many things" randomly displaysthe activitiesof "He" and
"She'" without biasto gender. That is, the activitiesare drawn from the
samepool of possibilities.Any lined text could be applied to either
subject. In essence, the work exploresthe releaseof societal constraints
regarding gender roles. The resulting narrativescan befunny, sad,
ironic, poignant, banal, or whatever condition the mindset of the
viewer bringsto the text. It isaminimalist soap opera "about so many
things."

Nanette\VWylde is a mixed-mediaand multi-media artist who defines
hersdf as aculturd worker. Reoart exhibitionsindude " 15th Stuttgart
Fimwinter: Fesivd d Expended Medid' in Stuttgart, Gamany; Hledtronic
Literature Organization's" Staied the At Symposun” in Las Angeles;
SIGGRAPH 2002 in S Antonio, Texas "Lasarsin the junge Humansad

Technology” a the Univarsity d the Padific, Stockton, CA; "New Meda
Connections' & The TEH Musaum d Innovation, San Jos, CA and "'The
Rdliticdl Wament* in Chicago, lllinois Nanette WWyide hes aBA in Behaviord
Sdencefram Sm Jos State Univarsty and aMFA in Interactive Multimedia
from Ohio Sate Univenity. She teeches dectronic artsa CdifomiaState
Univesty, Chico.

An Experiment For New HIRAGANA

YAMABE Masaki

Designing for Infamnetion Technol ogy Courseat
International Academy d Medla Arts and Sciences(IAMAS)
masa-y01@iamas.ac.jp
http://www.iamas.ac.jp/~masa-y01/

Although Hiraganacharacters are particular to Japan, they originated
from the Chinese writing system in theform of Kanji. Before Kanji
spreads from China, Japan lacked a uniform system o writing and
indeed any red culture of writing. However, Kanji wasinadequate
asa means to expressJapanese sounds although it wasuseful for
writing. Thisis becausethe original kanji character wassimply too
complicated to represent the Japanese sound system. Unconsciously
and over time, simplification of the brush stoke led to the originsof a
secondary system, Huagana. But | would argue that the causa relation
between Kanji and the birth of Hiraganaisalgorithmic, which in turn
represents the essence or 'deep structure' of the compuiter.

Thus the point of my transformation system is to allow the user
to experiencethis structure, this algorithmic essence, by exploring
dynamically and 1n real time how one character from one system
can changeinto acorresponding character in another system. And
thisexperienceis personal becausethe viewer selectsand drawsthe
character of hisor her choice.

Ban in 1977 in Tdyo

Graduated from Hosg University (Tokyo), Depatment ¢ Hedronic info-
matics, 2001.

Sudying at Internationd Acedany d Media Arts and Soences(IAMAS)
fram 2001.
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Sudying computerizedgrgphic design. | producethe art piecesan the
themed desgn and Algorithm recantly.

Dice Instrument no.8
YAMAMOTO Keigo
keg&miijducrjp
http://www.syba.co.jp/k-bit/

The"Dice Instrument" iscreated by communication and collaboration
o two personsor moreat different remotestations. Thiscan be
described as a pieceof network art incorporating “painting, ” “written
characters, ” "'a percussioninstrument, ” *an interface between cyber-
spaceand real space, ” and more.

Lef's takeits" painting™ aspect as an example. The strength of
each brushstrokeand the brush movements (the movementsaf the
painter's hand) are captured by the sensorsattached to the cube
and transformedinto sound. The sound varieswith the strength and
length of the touch of the brush. A person createsa painting, paying
attention to the “strength”of each brushstroke, and taking"Ma" (inter-
vals) between brushstrokes, the "breath” of the brush movementsand
"silent time”(rest) into musical score. And he/she collaborateson the
work with the other person via communication. Theoverall process
islikealive performance where the sounds devel op into a piece of
music. The name of the gameisto understand the importance of
"exchanged inner messages" with people through™ communication
with people, ” and to explorean artistic approach to "a state beyond
technology.”

Festuresd thiswork are:

1. A work through "exchange df inner messages" between people
in a state beyond technology.

2. Acollaborativework-- a dialogueor participatory typed art
by meansdf the IP Broadband network.
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3. A work created by connecting or combining " cyberspace”
with "'real space’’; anyone can enjoy or even participate
in theliveart performanceusing the Broadband I nternet
wherever he/she may bein the world.

Ban 1936 in, Jgpan.! hed engaged in video mediasince 1968. 1971, 1
darted to produce the video inddlletionswhich the audiencesthemsdves
can jan and besdesto sudy "the rdaionship betwean Communication
and at”. My work, avideo gameto be goplied to satdlites wes exhibited
in The13th So Paulo Biedein 1975. in 1977 The DOOUVIENTA 6
1977, | ddlayed his"Renga (Linked Fidure) Saries' in the exhibition

"Encounter Beween JapanesePeper end Eledronic Medid” 1989.10
janed “Japan=France Newak Art" in 1990, thefird internationa ISDN
in the world, DOOVIENTA 9 " Internetiond Mahile Hedronic Cfe’ The
95 Kwagu Bievdein 1995 and Whet do you want to dowith it 2/
Newark Att & ICA (London), in 20011 cultivited new fidds such as
"Communication Disgram Muscd Scae', “Network Sound Indallation™
and "Lirked Aicure (Renga)"".



Eedronic Thester



sweet colon

AKAYAMA Hitoshi, KAMEI Katsuyuki, NISHI Koichi

University d Tsukuba
akayama@kcS.so-net.ne.jp

Color objectsflit about in the spacefilled in light.

It aimed at expressing the world only in computer graphicsthat
we have never seen before. We expressed the original motions that are
applied by simulation models that reproduce motions of groupsand

springs. The softwarewe useis"Maya'." MEL" script and "Expression”

in Maya control all motion.

SIGGRAPH 2001 Electronic Theater
Media Arts Festivel, Agacy for Culturd Affars 2000(4th) Excellence Rize

Skip Crestive Humen Grand Prix 2000 Tap Rize
Canon Digtd CrestorsContest 2000 Exadlence Rize

Jose Carlos CASADO

josecasado@usa.net
http://home.earthlink.net/~casado2000/art.html

Redlity [1]

Reality isonly aconvention that almost never coincideswith what
istangiblearound us. A large part of what we consider redlity, includ-
ing those closest and nearest to us, is nothing but the product of
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self-deceit, whether induced by the"system' or not. Thus the word
"redlity" isno more than a panacea, agreat Pandora's box.

Thisidea hasinspired thisvideoinstallation, entitled "Pandora's
Box (revisited)".lt isset in a black box, a revisited Pandora's box in
which unreality supplants, not reality assuch, but unrealitiesthat have
been presented to usas redity. The viewer will visit this black box and
seeasmall black checker — a metaphor for the cosmic chessboard, in
which the fragment isall. Two video projections operating as windows
show uswhat isinsideand what isoutside of Pandora's box. Thereis
no physical contact between the charactersliving in the videos, but
they are connected by their behavior. They exchange experiences, they
practicesexual rituals, and they even reproduce.

[1] Jose CarlosCasado & Harkaitz Cano, from thearticle" Reality”,
Artificial Reproduction and Sexuality. Leonardo Award of Excellence2001.
Leonardo Journal. MIT.
To read compl ete article, please contact Jose Carlos Casado
(josecasado@usa.net)

J. CalosCesado isa multimediaartist from Spain currently working in New
Yak Casado usss technologiesto creste Inddlations thet invavevideo, 3D
animation and interactivity.

Hes shown hiswark in severd solo and group shows in Spain, Caneda,
Croatia, Hnland, Britain, Itdy, Ukraneand USA. Hes won sevard prices
and recognitionsfor iswork. To neme afew: Grant fram Picasso Founda:
tion, Scholarshipfrom LacCaixa Foundztion, and the Leonerdo Excdllence
Award’01, from MIT.

Hisfirg short animation wessdected in 5 Internationdal Fedivels
induding Sundance. Hswak hes bean recantly publised in thecover d

Leonardo, by MIT.

Se-Lien CHUANC

Atdier Avant Austria
cse-lien@sime.com
http://avant.mur.at/chuang/



arts video for Marathon Graz 2000, commission o f Werkstadt Graz
Here | intend to express thesensual impression o frunning in = Mara-
thonin visuals and sound.

“Go into traice, changeof view furns into limitation of view, to be
relevant through the repetition. Image-sound.” Anderas Weixler

visuals realization at Video Viual Design Lab/Nagoya City Univer-
sity, School of Design and Architecture, Japansound realization at
Atelier Avant Austria

Technical Realization

1x video projector
analog [VHS (PAL & NTSC)] or digital [DV (NTSC) and DVD) playback system
2x active loud-speakers

Dimensions of the work

productionby Computers, analog & digital video recording & playback system and
audio stereo recording & 2-channel speaker system.

software: Panasenic Quick Cutter version 2.02Lo1, Nagoya City University, School

of Design and Architecture, Japan

composer, pianist and media artist. 1965 born in Tawan, since 1991
residence in Austria.

activitiy (selection)
*MEDIASELECT 2001 Meandering Look- artport 2001/Nagoya, ISEA2002
Pre-program, Japan01

VRICMa  International Conference), France '01
"ExperimentalInterrnediaNYC ‘00
‘concert New International Community of Electroacoustic Music (NICE)/
Amsterdam, Netherland'00
*SIBGRAPI Video Festival/Gramado-RS, Brazil
*6. Internationalfestival in computer music of Pusan Eletronic Music
AssociationPerformance, South Korea ‘00
and other diverse performances, concerts and study-stays in Austria,
Germany, Belgium, Netherland, England, France, Hungary, Brazi,
Russia, USA' China, South Korea, Taiwan and Japan.

See you see me

Barbara DOSER
barbaradoser@sunpendulum.at

Eyes look, observe; a tangle of signals /informationinreal and virtual
space, which are to be deciphered to be understood. Whatis to be
seen?- Whatis seen? - What is to beheard? - Whatis heard?- What
canbe perceived, can be understood, how and from whom? Something
seems to irritate. The pictureis breaking down and somebody is asking:
"Do Ihave to take tests already now?" Who s controlled by whom?
Textinformation is faded in: "Tessa's Herz zog sich zusammen. Sie
bekam ein eigenartiges Geftihl inihrem Magen. 'Welch schmutzigen
Dinge, und wer ist wer?"" Somebody called Babel Fish translates: " The
inner side of Tessa has concluded an agreement. Basic counting utilities
grew inher stomach. 'What sort of dirty thingsand whois who?"
What has happened?Fact is - the translation is totaly wrong ... or is it
amatter of codification? — A true story, its topicis interpretation. =
Towards less information.

1961 born in Innsbruck, lives and works in Vienna, Austria. Studied art
history at the University of Innsbruck, doctoratein 1989. Since 1993 free
lance artist. Artistic domain: video feedback = processedin experimental
and documentary videos, video|media installations and paintings (video
stills). Exhibitions/events in Austria and abroad, numerous videos presented
in more than 17 countries, represented at severalinternational festivals

for film, video and newmedia. Cooperation in international media art
projects, since 1997 www.sunpendulum.at by Hofstetter Kurt. 1996-1998
moving moments @ pendel by Hofstetter Kurt in cooperationwith the Ars
Electronica Center Linz, http:liresidence.aec.at/pendel.

Detailed information: http:/Aww.sunpendulum.aVbarbaradoser.html
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THE TALE OF THE FLOATING WORLD

Alain ESCALE

MSTRAL JAPAN
info@mistral-japan.co.jp
http:/ fwww.mistral-japan.co.jp/

Hiroshima,

In themorning of 6th August 1945,
abrightlightinvaded

the edge of the floatingworld

The chock,

Aviolent blast.

Bodies that streched out the pain.
The dreams of the past in the present,
The visions of the future in the past.
The child who he was, before...
Before the flash struck.

Before the world was disturbed...

Production notes:

tion with this far away oriental culture: "Le conte du monde flottant (The
tale of the floating world)", Grand Prix IMAGINA 2002.

Alain Escalle has directed ""Fontevraud, the soul and the stone", a
digital high resolution film permanently screened on the wall of the Royal
Abbaye of Fontevraud.

Much of his work takes place in France, but now widely travelled, most
recently again to Japan, he has directed several commercialssuch as “NTT
DATA 97*, based on the strange and intriguing world of Dali.

As a graphic designer, he has collaboratedon many opening credits
for Nl programs, video installations, shorts and video art films. His personal
research has often been broadcaston Arte, Canal+, and NHK Japanand
has won many prizes in international festivals(FCMM, Imagina, Nicograph,
ARS Electronica. Monitors Awards, Locarno, etc...)

This pictorialquest bridging traditional cinema and animation has
given him the opportunity to work with others directorson several projects
such as the commercials “NTT GROUP" (dir: Kenya Tauchi) and “"Mirage
unlimited” (co-directed with Maurice Benayoun) or 'Cities of the past:
BRUGGES"and “A Viagem” (dir: Christian Boustani, EXPO’98 in Lishon).

Julie-ChristineFORTIER
Perte de Signal
juliecfortier@free.fr
hitp://juliecfortier.free.fr/

"The Tale of the Floating World" is an animation film composed of the

real characters shot inJapan and the mixture of new and traditional

(film, video, photo, illustration and artificial images etc) techniques. Video-performance in wich ocular circumventions of the performer

A free evocation and surrealist of Japan and of the atomic bomb, in with a static face, races at the rhythm ofa small mechanics.

the formofanimaginary story, cruel and childlike.
Bornin 1973 in Sherbrooke, Québec (Canada). Lives and works in Rennes
(France) and Montreal(Canada).

Julie-C.Fortier received a MFA at the University of Quebec in Montreal
in 2000. She films short performancesin which she subjects her face to
particular constraints. She thus build a repertoire of performance pieces,
wich may then reenacted by way of installations or public performances.
Since 1998, she exposes and her video works has been presentedin
graphic style using moving pictures and new technologies with software numerous festivals like 19th World Wide Video Festival (Amsterdam) and at
such as Inferno* (Discreet logic) or at the begining Henry & Harry (Quan- the Hong Kong Microwave. Her award-winning video Mechanical Rodeo
tel). was featured at the Internazionale Festival del Film d’Arte e di biografie

Followinghis first film, "D'apres le naufrage (From the shipwreck)", d’Artista, Asolo (ltalia), at the MediaArtLab Festivalin Moscow (Russia) and

and followingmany trips to Japan, he is completing his projectin connec- at the Estavar-Llivia Video Festival (France/Spain).

Thedark visions, light, calm even agitated by the strange fantasy
of the mutated world.

Born in 1967 in the south of France, studied Applied Arts in Nimes and
Cinema, and video in Toulouse from 1983 to 1989.
Director and digital creator since 1991, he developsa visual and
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sychgeographical Map: The commute
JasonFRANK, Mathew RILEY
Ovidmedia
|ason@0vidmedia.com
http://www.ovidmedia.com/

The works produced explore the transient ambiance of existingin a
digitally interconnected society that is multifaceted and non-linear.
To achieve thisgoa we have created audiolvisual psychogeographical
maps based on the experiencesdf livingin a modern urban environ-
ment. The realization of these audio/visual maps has been achieved by
the advances in computer based mediacreation. The visual spaces are
captured using digital video equipment and are edited and encoded
using Appl€'s FinalCut Pro and Terran's Media Cleaner 5. After the
footage has been edited and properly encoded it isthen manipulated,
mixed and projected during the live performanceson two Macintosh
G4 laptops using a stand al one application that incorporates MaxImsp
with Nato modular video objects. A network iscreated through a

midi interface with the musicians so that signalscan be passed back
and forth between the computersthat are generating the music and
imagery. The signalsare recognized by each computer as triggers that
can modify the source material, creating an interactive environment.
By escaping the confines of linear based media a new dialogue can
becreated that is more akin to the way our mindsfilter and perceive

society.

Ovid Meda is JasonFark and Mathew Rley. Ovd Meda hes bean
warking in the medum d digitd video for ssven years recently exploring
the emerging arenad  broadband streeming and live performance besed
manipulaiond video. Through this rev medum d live manipulaion
Ovid Media hes ben adle to completdly draumvent the limitationsd
linear video in the live performanceenvironment. Curertly, by working
with dectronic musidans we have been able to creste muitimedia present
tationsthat are improvisationd and dynamic through the used networked
computersthat are cregting music and manipulating projected video.

HYPNOMART

Alistair GENTRY, joe MACEE
genr@btintemet.couk

http:llwww.gentr)@btinternet.cornl
http:llwww.periphery.co.ukJ

Hypnomart depicts the rituals of shoppers asobserved by security
camerasin ashopping mall. The artists have used this covert footage as
source material for their own manipulationsof unsuspecting consum-
es.

In these comprehensively surveilled and clinical retail environ-
ments tiny gesturesare magnified and transmit virally through the
crowd. Arethe shoppersin Hypnomart just buying thingsor are they
fulfilling other, more primordial needs? Observing people as they go
about their shopping often revealsan apparent state o hypnosis;
mallsare designed to be (or at |east appear) contained and safe. The
proliferation and awarenessd cameras heightens the sense that oneis
on aset, and on display. Isthis justified surveillance or authoritarian
voyeurism?Whether the subjectsof surveillanceare shoppingin a
trance or enacting compulsive ritualsfor the cameras, sometimes they
align themselvesin patterns like microbesor herds, or create dances
that last mere seconds.

The film was commissioned by the Arts Council of England and
Channel 4 Television. Characters wereselected from hours of DV
footage and removed from their original environments to generate
loops of movement and behaviour. The mall wasthen re-populated to
create a bizarre yet logical new environment. Sampled sounds from the
mall were similarly selected, manipulated and reorganised. The film
was entirely made by digital means. It was first broadcast on British
national televisionin November of 2001.

Aligar Gentry isawriter and artist whosewark indudesthe novels

Ther Heeds Are Anonymous (1997) and Markey Boys (1999), stageand
radio pays stonesin printed and dectronic fom, readings, performances,
inddlationsand audio. He hes been artist in resdenceat severd UK
gdleies
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JoeMagee trained asagraphicdesigner at London Colleged Rinting,
Glasgow School d At and Manchester Polytechnic. He spent much d the
pedt ten years meking over athousand published imegesfor publications
such as The Guardian, Naw York Timesand Liberation. He hesdso won the
Adabe Imaging Rize Bah artigtslive in England.

TRANS(E) BLUE

Marie-France GIRAUDON, Emmanuel AVENEL
Videographe

distribution@videographe.qc.ca

http:/Amvww.videographe.qc.ca/

When hibernation culminatesin a scenic trance allowing usto imag-
ine a cosmic landscape which we can explore, weall become Shamans.

Ban in Digppe, France, in 1962, Emmanuel Averd hes resded n Montredl
snce1987. Naure the main theme represented in hiswork, isconsdered
not only from the point d view d theatist but dsothat d an ecologist.
Snce 1981, Averd heswelked and travelled through Franceand Eurgpe
Lébredor, Newfoundand, Quebecand Caneda B meensd hiking tralls
the artigt brings imsdf doser to the landscape, and demondtrateshis
effectivenesswith both photo and video cameras In France faroviare
and San arpentée, he dlows usto disoover the richnessd the French
landscape, whether in movement ar in stasis.

Matie-France Giraudon isa multi-disaiplinary artist, origindlly fran France
Srelivesand worksin Montred where she is currently completing her
Megers Degreein Visual Att at the Univarstdu Québec Montréal. Se
hes participated in numerous nationd and internationdl events, and her
artigtic process exploresthe relationship between phatogragphy, video and
ingalation. She begen collaborating with Emmanuel Averd in 1985.

Isabbelle HAYEUR
Digtribution Pertedesignal
info@perte-de-signal.org
http:/iwmv.perte-de-signal.org/

Our present-day citiesarein astate d transition: from a post-industrial
spacetoatechnological era In the highly mediatized space that we
now inhabit the physical and temporal boundaries, which definethe
real world, are disappearing. Our perceptions are conditioned by the
mechanisms of a technical culture, one that transforms, condensesand
drawsthese perceptionsinto aworld in which reality and fiction are
melding to the point of inextricability. Gradually a new world order is
unfolding, and the landscape that springs from it is beyond time and
space, both everywhereand nowhere.

These non-specificlandscapes, these non-sites, reveal much about
thistransitional state. As sitesdf instability and change, lacking roots,
they areinfused with both our presence and absence: we transform
them but do not inhabit them. Proliferating around the city's edges
arevague and chaotic spacesfull of disconnected events. Hesitating
between city and count ry without opting for either, these unclassifi-
ableareasoften go unnoticed. And yet they illustrate the tensions,
clashesand disappearances that characterize the social and urban
fabric. Theseforms of urban disorganization are reflectionsof our era
and expose certainillsaf our societies. Sourcesd revelationsand
challenges, they appear to vacillate between several possiblecourses,
awaiting a new plan.

Thisnotion iscentral in my recent work. I document wastelands,
urban fringes, abandoned industrial sitesand modified "natural" envi-
ronments. | track down the signs, tracesand artefacts which reveal the
contradictions and ruptures in contemporary landscapes. Vertige has
been produced from shotsin an Asbestosmine (Black Lake, Québec,
Canada). My approach goesbeyond the simple documentation of such
sitesas| alter my photographsand footagesto extend their meaning.



[ usedigital photomontageand compositing to create a world on

the edge o two redities: between nature and civilization, between
documentary and fiction. Theseconstructions reiterate the constant
interference that human activitiesenact upon landscape creating dis-
turbing new possibleworlds. The reconstruction of the landscapeshby
image-transformation techniques underscoresour ability to act upon
theworld and to intervenein the coursed events. They should be
seen asexpressionsrequiring deeper analysis, asvisions that inform us
about thestateof the world and ourselves.

Isabefle Hayeur isa Montred-based artist bom in 1969 working primatily in
digitd photography and video. He waks questionstheimpect & westemn
devel opment modds on environment and invitesus to think about the
datesd thelandscape and the numerous mutations(red or Smulated) it
can undergo through technology. She hesshoan her video at numerous
festivalsend video presentationsinduding Vidéoformes (France), Le Fedivel
d’Estavar-Llivia (France), Tranamnedide(Gamany), Videorde (Gamany),
oronto Internationdl Vide At Bieid (Caneda), Le Fedivel des
mediaset de la video de Montredl (Caneda) and The Sth
I jond Meda Art Biennde(Poland)

The Shadow Dweller’s Gaze

Schawn JASMANN

Subterranean Digita! Laboratory
subterranean@sympatico.ca
http:l/www.subterranean.ca/
http://www.schawn.com/

realmd the Shadow Dwéller. Hisdwelling has undergone
ation. Hisdwellingisno longer hisaloneand assuch heis
longer in control of itsfuture destiny.
isthereamof theShadow Dweller. He must endeavor to

his task as the mediator between theworld from where he

mes and those worldsand forces that are foreign. It isspecul ated
hat through this mediation, within thespaceof the threshold, new

mergent realitieswill materialize. The Shadow Dweller undergoes

perceptual transformation in order to reconcilethe narrativerelation-
ship between himself and the worlds he monitorsand measures.

The multivalent experience of both the known worldsand foreign
worldswill transform the relationship of 'being observed' to that of
'being within'. The Shadow Dweller dynamically engagesthe organi-
cally codified objectswithin the foreign and unfamiliar environments.

The Shadow Dweller beginsto apprehend an abstracted amalgam
of familiar and foreign ordersof geometry, surface, color, motion
and sound. He beginsto mutate and takeon new characteristics
o behavior. Thishybridization processrevealstracesd theinvisible
forces that areintegral to his materia existenceand through these
createsa heightened sense redlity outside of any defined measureother
than that of the experience Itsdlf.

The Shadow Dweller's experiencesreveal new ordersaf Architecture
by analysing and interpreting the interrel ationships between image,
sound, movement, projection, interactivity and construction.

Sthann Jasmann is a prdific digitd architect desgner and teecher. Ro
fessond creditsindude design and art direction for thearchitecturd,
advertising, film, video and the gaming indudries A graduated Carleton
Univasty Schod d Architecture, he hes been working for 11 yeso in
thefiddsd architecturd design, corporate design, cinematicvisudization,
and film and video design. Hswak hesrecaived the Art d QD prize by
Canedian Architect magazing, and hes ben published in Plazm megezing
QRA quarterly and upcoming internationa conference procesdings Hs
dgitd explorationshave bean shown in Toronto, Barodonaand will be
gopearing later thisyear n Gamary, Rusdg the UK. and jgpen.

Sthawn Jesmannisalecturer @ Carleton Univasty Schod d Architec
tureaswel & prindipdl director d Subterranean Digitdl Leboretory and is
gredly ingoired by histwo children.

PASSAGE

KROMA Productions Ltd. Magnusborg Studios
Director: MILLA MOILANEN

KROMA RodudionsLd.

distributor@magnusborg.fi

http:/Mmwww.magnusboq.fi/
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In the short film "PASSAGE"both the psychical and physical skills

of the man and the stallion are fused into aperfect, aesthetic perfor-

mance.
Into adance.

Ms. Milla Moilanen (bom 1964)
computer animator, director, graphic designer
works and lives in Porvoo, Finland

STUDIES

Savonlinna High School of At 1980-83

Lahti Institute of Art and Design 1983-86

Extended studies on animation by director Priit Pém, UIAH Finland 1994

MILLA MOILANEN PRODUCTIONS (founded in 1991)

Milla Moilanen works as a computer animator, designer and director.
Moilanen also lectureson computer graphics, animation and designin
several institutions and schools in Finland.

MAIN AUDIOVISUALWORKS AND PROJECTS

during 1990- graphic desing and animation for various finnish directors
and media artists and graphic design for many art museums and festivals
(Museum of Modern Art/Helsinkl, Otso-gallery/Espoo, Lénnstedm Art
Museum/Rauma etc.)

"SIGNALS (1994), Moilanen's debute work, short animation, formats
35mm film and Betacm $ video, the Finnish Film Foundation Animation
project

*DEEP (1995), computer animation (Silicon Graphics Grant/ISEA 1994)
*SCALE (1996), computer animation

'WANTED (1998), 35 mm short film/animation

DUAL (1999), 35 mm short filmlanimation

*PASSAGE (2001), 35 mm short film/animation

AWARDS

SIGNALS animation:
'Cidade de Vigo, Spain *95 / 2nd prize in International competition
DEEP animation:
*Finnish State Cinema committee, price in an annual national selection
of best fim and video productions 1995

SCALE animation:
* An Digitalis, Berlin, Germanyll 3rd prize, bronze ADA award
* FOX DAYS Helsinki, Finland, Honorary mention of the jury 1996
* Finnish State Cinema committee, pricein an annual national selection
of best film and video productions 1997

WANTED animation
* IMACINA'99, Monaco, Prix-Pixel-INA competition,
Honorary mentionin the Best Soundtrack category
* New York Animation Festival'99, New Yok, USA Director's citation
* nominee for the European Short Film 1999 Award by the European
Film Academy
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Where It Wants To Appear/Suffer

Anne-SarahLE MEUR

coproduction CICV
aslemeur@free.fr
http://www.cicv.fr/creation_

Artistic concept:

Where It Wants To Appear/Suffer is a presentation of abstract phenom-
ena. Simple surfaces meet. Their slow movements, their often fibrous
textures, the chosen colors, the smallamount of light that makesthem
appear... give the impression that different scales of representation are
condensed: the three natural kingdoms (animal, vegetable and min-
eral), different environments (underwater or intra-body). Unexpected
and unknown visual sensations are aroused more directly, in a strange
intimacy, asifitwould emanate from the origin.

Technical realisation:

Where It Wants To Appear/Suffer (World ToolKit, C language) is the
fist step towards the creation of avirtual environmentusingreal time
3D computergraphics. It will beimmersive (a 360 degree panorama)
and interactive: phenomena willreact to the viewer's behavior, the
speed of his rotation, and his angle of vision. This explains why alittle
arrow appears sometimes, it allows the shapesto be approached or
moved. It will disappear in the end. 1 animate one to three grids (10 X
10) by displacing their points (vertexes). M y work concentrates onthe
sensitivity of texture, light, and color.

Bornin 1968, Anne-SarahlLe Meur received her Ph.D. in "Aesthetics,
Science and Technology of Arts™ from University Paris 8 in November
1999. Under the directionof Edmond Couchot, both her theoretical(Ph.D,
articles) and practical research have dealt with the influence of 3D data
processing on the imagination and shown in artworks. Her aim is to reveal
how the expression of the body can be transformed. Her images and
animations (Aforme : Some Skin Is Still Spreading, Outgest, In-Bees-Tween)



have been shown in France, Germany, England, Brazil, Hong-Kong and
$outh Korea.

She is now working on real time 3D images In interactive, immersive
virtual environmentwork : Into the Hollow Of Darkness, based on the
viewer's desire to perceive. Her first step is the animation Where It Wants
To Appear/Suffer.

Having taught for two years at the Bauhaus-Weimar University in Ger-
miany, she s currently lecturer for the Arts Department of Paris University
iP4Hs; Panthén-Sorbonne.

Claudette LEMAY
Perte de Signal

Claudette Lemay, member of Perte de Signal, received a BFA in literature
and film with a certificate in journalism from Université Laval de Quebec.
In 2000, Lemay also obtained a BFA at Université du Quebec 4 Montreal.
In her installationalworks and single channel videos, transformed images
of the body and the presence of voice help create an intimate and

poetic universe. Her videos have appeared in International Media Art
FestivalOffline@online, (Parnu, Estonie), Impakt (Utrecht), Instants vidéo
(Manosque), and the Festivalinternational des premieres oeuvres de Ste-
Thérése, where she was awarded the prize for best video. Her video
installations have been exhibited in Quebec, Ontario, New Brunswick and
Mexico. She lives and works in Montréal, Canada.

8 Bits or Less
Patrick LICHTY

8Bitsor Lesisastring o existential vignettesrepresenting the
record o eventsas seen through the wristcam eye. Hestates, "'l am
Blind", and whether this relatesto actual blindnessor a metaphorical
‘blinding' technophiliais unresolved. Nevertheless,in a McLuhanist
shift, our protagonist now sees the world through his technological
prostheses, "Eyes on my wrist/Ears on my hip". And in stating this, it
isreveded that the resolution of hisdevicesisonly "8 Bitsor Less'.
The journey begins.

What ensuesis the seriesdf eventsoverlaid with variousreadings
that self-referentially mix paraphrased passagesfrom Debord'’s "' Society
of the Spectacle'" with earnest revelationsabout alien abduction, pan-
optic surveillance, textual/information bodies (Hayles) and paranoia
beingan enlightened state o being.

In theend, not much isresolved except an abject understanding
that once the processd surveillance began, there is no turning back.
"It's mored a journey, not much d atale. But then, what did you
expect for 8 Bitsor Less?", relatesto consumerist expectationsof
technology and inexpensiveconsumption. In the end, the protagonist
statesthat an upgradeisin order.

8Bitsor Lessis thefirst video to be created with the Casio Wrist-
Cam. Although thisfact may not beremarkablein itself, it does
explorethe potential for upcoming creative applicationsof wearable
technologies, suggesting the forebearsof William Gibson's description
o future media star Taly Isham’s prostheticvideo cameraeyes. It
considers the ability o the user to captureimagery in awidevariety
o applicationsfrom sharing imagery asan illumination o social
issuesin the larger community to aform of personal countersecurity
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measure. Also, it shows that creative utilization of 8-bit technologyin
contemporary artistic practice is extremely viable (and questions the
agendas of technological determinism that more sophisticatedimaging
systems present). The bottom line in the case of 8BoLis that it argues
that the application of technology to creative solutions, although

it mitigates the following, is still dependent o n the creative use of
technological solutions.

Patrick Lichty is a technologically-based intermediaartist, writer, indepen-
dent curator, and Executive Editor of Intelligent Agent Magazine. His

work spans over 15 years, dealing with the social and representational
issues of technologicalmedia and the impact of technology on the seff,
society and culture throughinterventionand literature. He works in diverse
technologicalmedia, includingprintmaking, kinetics, video, generative
music, and neon. Venues in which Lichty has been involved with solo and
collaborativeworks include the Whitney and Venice Bienniales & well &
the International Symposiumon the Electronic Arts (ISEA).

Dietmar OFFENHUBER, Sam AUINGER, Hannes STROBEL.
Laura BELOH-

ars electronica futurelab
didi@aec.at
http://futurelab.aec.at/wegzeit/

"the freewaysystem in its totality is now a singlecomprehensible place, a
coherent state of mind, a complete way of life'
reyner banham

video/animation; Dietmar OFFENHUBER
music: Sam AUINGER/ Hannes STROBEL
special thanks to Laura BELOFF

born 1973, degree in architecture

works in computer animation, virtual environments and architecture

at the moment he is working for the ars electronica futurelab and teaching
at the Hagenberg University of Applied Sciences

In the seaside

OHIRA Takafumi
Nagoya Zokei Art and Design University
sleeping-&hotmail.com

Inaworld of realistic fantasy, my work stands before this serious
visionary rearity, of which 1 ammerely an observer.

1980 January18/Born in Yokkaichi, Japan

2001  May/Exhibition "Transit" in the port of Nagoya, Japan

2002 January/Graduation productionexhibition of Nagoya Zokei Art and
Design University

2002 January/Exhibition "ZONE CELECT no.1" in the zoneGALLERY, Japan

2002 March/Graduation from Nagoya Zokei Art and Design University

2002  June/Exhibition "art books art goods zone cafe™ in the zone
GALLERY, Japan

On the way to/FROM Macedonia

Irena PASKALI

paskali99@yahoo.com
irena9m!&yahoo.com

How we feelyoungpeoplein the middle of the war. To stayinown
country, but?It's war, no conditions for Live, to continue the life, not
for exsist. Butif 1goonthewayfrom Ny country where? why?To be
refuges? Should I stay or should I go....

Born on 22.08. 1969 in Ohrid. 1995 graduated from the Faculty of Natural
Sience.




2000 graduatedon the Faculty of Fine Artsin t he dlass of the prof.
Stanko Pavieski.

Participat in 7.Europian Studio Programe of the ACC Gallery andt he City

of Weimar, Germany

solo exhibitions:
1995 Skopje, Probistip, (Macedonia), prints “Constructor’'House
1998 Vassa, (Finland), prints — “Culturcenter”
2000  Ohrid, (Macedonia), videoproections — “Cultur House of Ohrid”
Skopje (Macedonia), " One day, one life”,
videoinstalation - “CIX Gallery"
2001 Weimar, (Germany), "‘One day, life”,
videoinstalation - “Directionof culture”
Weimar, (Germany), "'Between",
perfomance ""Museum of ConterporaryAsts”
Skopie, (Macedonia), "Between", videoinstalation — “CIX Gallery"
Skopje, (Macedonia), "Nest",
videoproection — “Cultur Information Center
Skopje; (Macedonia), " FOR OUR OWN GOOD",
photo- art cafe “jonatan”
2002 Skopje, (Macedonia), "*On the way to/FROM Macedonia™,
photo & video-projection — “House of ARM"

1997  Skopje (Macedonid), SIAB, Museum of t he City of Skopje
2000 Skopje(Macedonia), StAB, Museum of the City of Skopje
Skopje (Macedonia), "‘Concted Plates”, multimediafestival, YYC
Skope, (Macedonia), “Skopje summer” - Museum of the City of Skopje
Bitola, (Macedonia), “Herakleas nights"
Istra, (Croatia), Trans/Art
Skopje (Macedonia), MOT, video night, WC,
Boston (U.S.A.), "Root, water, nest, bird"', performance of t he
Macedonian —American group of authors, MOBIUS
2000/2001 Participation on 22 and 23 Videofestival in Tokyo
2001  Skopje (Macedonla) 5. Youth Biennal, Museum of Contemporary Arts
Skopje (Macedonia), Gradueted students 2000/2001, House of ARM
Skopje, (Macedonia), SEAFair 2001 “Society and genomic culture”,
Museum of ContemporaryArts
Prijepolje (Yugoslavija), Art Session Sopotnica 2001 ~ perfomance
Belgrade (Yugoslavia), Real Presence Generation 2001
Museum 25 May — international multimedia workshop
Odzaci (Yugoslavia), IMAF 2001 — Third International Multimedial
Art Festival MGallery, Participants of perfomances from
photobooth project (curator Nenad Bogdanovic)
Geneva (Switcerland) 9 BIENNALE delimage Mouvement,
Saint - Gervais, world video-festival (oficial concurence)
Fier (Albania), *'Dare to be diferent” -\Women from the Balkans for
Culture of Toleranc
Strasbourg (France), " RegardsProjetes®- Festival d'art video
Auditoriumdu musee d’art modeme et Contemnporain de
Strasbourg 2002
Belgrad (Yugoslavia), “Mikrokino FEST 2002"
www.le-musee-divisioniste.org

Weimar (Germany), “Das maR der Dinge”; dieAustellung der

Stipendiaten des 7.Europilischen Atelieprogramms der ACC
Calerie und der Stadt Weimar Irena Paskali (Macedonia); Enrica
Borghi(ltalia), Irim Lux (Espania)
Ljubljana(Slovenia), “Rde_e zore lIl* Internationalwomen's festival
Mefelkovo mesto
"Tokyo Video Festival 2002,
an International Video contest for the people around the World
Oberhausen (Germany),
48. International Short Film Festival Oberhausen
Special program ""Geographies of Survival” selected by Ursula Biemann
Porec (Croatia), "'Femisferafilm festival"
Skopje(Macedonia), "Dossier 1(3) Dialects",
Museum of contemporary arts
Macedonianyung artist
Vama (Bulgaria), Vama Summer Meeting 2002,
""One Touch Balkan Net Project”, Archeological Museum

Awards: Di-Da web, Cipuzkoa, Spain

HUNGBOGA

Semi RYU
Department of CommunicationArts and Design, Virginia Commonwealth University

Syu3l: ‘om
sryt@andrew.cmu.edu
http://www-art.cfa.cmu.edu/ryu/

1 Binary

Binaryis aprinciple of separation by two and this separation already
carries process of unification. Each binary oppositionis penetrated
into the other side through membrane and transformed into their
opponent. Becoming through interpenetration....

Here/There, You/Me, East/West, Good/Bad, Reality/Virtuality and
Performer/Audience.....

2 Interpenetration

I see numerous "interactive sounds" in Korean traditional per-
formances. “Eolssigu!”, "Ulssu!", “Eoi”, "Jouta"... we call them
"Chuimsae", whichreflect Koreanlive philosophy from ancient times.
These words don't have clear meanings, instead, act in confirming of



existence, You/Me. Itisto blow energy into performer and simultane-
oudly, substantiates oneself like our act in front of mirror. We confirm
our existencefrom our opposition.

| feel something transcend languageand socia boundary in “Chui-
msae". It isneither "yes' nor "no". Itisinstinctive reflectiontowards
the other sdif, arising from our subconsciousness. It showsour desire
of interaction. Interaction is unique pathway to becomeonething
with our binary opposition. Paradoxically,binary systemexiststo erase
itself, with tremendous potentiality of transformation and metamor-
phosis, rather than immovable separation.

I'n English, | also observesimilar kindsdf interactive sounds:
"Umm-hmm!". In fact, these sounds exist in every languagewith
different form. | name them "Chuimsae", quoting from Korean tradi-
tional terminology. However, peopleare hard to aware" Chuimsae"
intheir use for the reason that it's so natural Likeair surrounding
themselves.

3, Hybrid

| have interview with people in different culture with a Korean ora
traditional story, "Hungboga". | tell them thisstory, carrying Korean
traditional fan. When they listen my story, they interact with me,
using lots of "Chuimsae". When my story comesto theend, | ask my
interviewersto tell thisstory back to me. My interviewersbecome the
performer and tell me back the story in their memory, using a Korean
traditional fan by their hand. My interviewersand | exchange position
between performer and audiences. | becomeaudience and listen their
story with " Chuimsae". Story is being moved, changed, evolved and
distorted. Therefore, story iskept aive....

Thiswork isabout the processdf interpenetrationand hybrid-
ization between the binary pairs, Here/There, You/Me, East/West,
Good/Bad, and Performer/Audience. Thisprocessblur thedistinction
line between and alow them to become onething with potential
energy of movements. Shamanic relationship iscreated between audi-
encesand My animation on screen, through continuousinteraction
by "Chuimsae".

Sami Ru greduated with BFA fnm Kareen Netiondl Universty d Arts

and MFA from Carnegie Mellon Univasty. Sheis currently working asan
assgant professor, Department & communication arts and design, Virginia
Commonwedth Universty. Her works wan internationd awards, such s
‘the best young animated film at Internationd fedivel d animeted film,
Stuttgart, Gamery, "'the firg prize a Unimovie, Italy’ and ‘the sscond
best animated film, Canadian Internationd Annud Am Festivd! He D
computer animetions have been invited and presented at many interna:
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tiondl fedivas like ‘SIGGRAPH 99 & 2001°, 'Netmage, Bdogrg, Iy,
Transmediale, Balin, Gamany, 'Imeging Monte-Carlo, Monaco, Rhode
Idand Internationdl Aim Festivd'and more.

ka-ho

SAKUNAKA Nao

The town where | live has maintained a quaint appearance with full

o bright season's flowers. The beauty and the quaintness, however,
easily tend to beveiled in ahectic daily lifeand are not be cared

so often. Only time goesby. | fed empty and lonesomefor that the
ordinary scenery and even my own feeling have just gone somewhere.
To captureand fix theimage of timein which the tranquil town and
these beautiful flowersexist, | created my video work, just obeying
my feeling.

Gradudtion from Aidi Prefecturd Universty d FireArts & Musc
design department media dassoom.

COMPOSITION_RGB_2

Sumugan SIVANESAN

sumu_s@myplace.net.au
http://people.myplace.net.au/~sumu_s/vc/



These experimental pieces were created in an attempt to explore what
is"Listenable' and “watchable” in abstract el ectronic audio/vision.
wasinterest i n creating work with qualitiesinherent to the medium of
digital video, 30 | turned the medium into itself, delving into hypnotic
states of video feedback.

Theseworkswere created using 2 short lengths of video feedback
footage. The sourced audio was panned either |eft or right as| wanted
utilise the stereophonic spectrum, playingwith the " beating" that
occurswith panned and slightly out of synch frequencies. The result-
ing footage was then cut and overlayed in an attempt to create' pop
pieces" where the "watching™ and "listening' experienceswere not
exclusive to oneanother.

Sumugan Sivanesanlives in Sydney, Australia where he tinkers around with
sound and video. He is fascinated with all things concerning pop, noise,
and its realtion to image, space and sequence. He has produced, designed
and directed pop clips, experimental videos, and music that occasionally
slips into the wider world.

Surnugan SIVANESAN

sumu_s@myplace.net.au
http://people.myplace.net.au/~sumu_s/vc/

workisacontinuation of experimental research into the inherent
relationship of imageand sound in the medium of digital video.
Coming from a graphicsand post-production background, | wanted to
create work that's message could only be expressed via the experience

The subject of thevideoisasilent protest conducted by practitio-
nersof Falun Gongin Melbourne, Austrdia | wanted to express
my impressionsd their patience and quiet determination, through
the simpleyet precise manipulation of digital video. The resulting
audio seemed to me both stoic and determined, whilst expressing
certain individua characteristics. The visual treatment seemsto con-

cisely express the sense of small determined actions having powerful
ramifications.

Sumugan Sivanesan lives in Sydney, Australia where he tinkers around with
sound and video. he is fascinated with all things concerningpop, noise,
and its realtion to image, space and sequence. He has produced, designed
and directed pop clips, experimental videos, and music that occasionally
slips into the wider world.

August 6, 1945

SUZUKI Eri
belltreerWyahoo.co.jp

Thisisashort documentary video about Setsuko Thurlow, asurvivor
o atom bombing. On August 6th, 1945, one of the worst horrors
happened in history. Hiroshimabecame the first city in the world to
be struck by an atomic bomb. At 8:15 in the morning, most d the
city wasdestroyed, and estimatesof the number killed outright have
ranged upward from 70,000 to 200,000. Deaths from radiation injury
have mounted through the yearsand the numbersdf survivors have
been on the decline. Setsukowill share her experiencein Hiroshima
and show how important to learn what happened to peoplethere. By
learning the fact, we will know about the resultsof the bomb and
start thinking what we can do for stopping wars and avoiding another
tragedy caused by nuclear bombs. What she's saying is not only the
past, but aso it might happen in thefuture, aslong aswe keep nuclear
weaponson the earth.
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LIFE AFTER DEATH
Francis THEBERCE
thesotoesgn
francist@thisisnotdesign.com
http://www.thisisnotdesign.com/

A tribute to the heavy & powerfull atmospher found in the music of
theindustrial band FRCONT LINE ASTEVIBLY. An exploration on FEAR &
death, an essay toillustrate the emotion created by FEAR?

Design student a the University d Québec at Montreal (UQAM, Québec,
Caneda). Yaurg experimental artist in thefields d dectronicarts & new
mediasnce1997. Born in Montred in 1978, iive, Sudy, wark, crestesthere
today! Waksalot with independant musc artist in Montredl.

Brad TODD

"Its agenerated image” shesaid. “Ray tracing, texture mapping-" She
dtared as the face smiled out at her from the curve of the dome, beyond the
slow-motion hurricaneof lost things, minor artifactsof countless lives, tools
and toys and gilded buttons."

- William Gibson, Count Zer01986
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Soreen isa tel erobotic boxed construction, which sporadically comes
divefor screeningsand interaction. The pieceis viewed and controlled
simultaneously viaa Web page interfaceand isalso enhanced through
a performativeel ement which consistsof live manipulation of the
image and audio elements of the streaming video/audio feed.

Thework consistsd roboticarmatures, which control aseriesof
eventsinside a boxed grid-like construction. Thereare four elements,
which are controlled via remote manipulation. Theseare:

1. Thewateringof asmall plant (referencingpopular telegardenworks
such as Ken Goldberg's at Ars Electronica).

2. Thesprinkling of water on asmall pieceof bread, whichinturn
generatesmold, thereby forming arudimentary form o lifel
ecosystem.

3. Thecontrol of aclothesline-likeapparatus laterally moving the
wingsaf a butterfly in onedirection and an old photograph of
aplanein theother.

4. Thecontrol of adrawing machine which endlessly transcribes
circleson awall o the box.

Soreen actsasa kind of micro-theatrewhere enigmatic elements co-
existin an elemental shadowbox world. The construction jittersto life
asaresult of ausersinput, an anonymous telepresencewhich enters
into the box's universe of successivelayersand referencesto both the
fictive and actual. Beginningwith the telescopeto early TV signals,
vision over distance hasgradually developed into action over distance
and hassupplanted earlier models of perceiving and engaging with
theworld. In Sreen's Cornell-esque scenario resides the blurred and
jerky remnantsof early cinemarecalling the stop action animation of
Ladislaw Starewicz or The BrothersQuay (Screeneven housesa small
book Pensées de Rousseau, signed by Timothy Quay).

Therealitybeing manipulated hereisin fact that of avirtual world, as

when one tries to stay afloat while"flying" in adream.

Screen can be considered as acollection of signsthat refract, likethe
shattered sparkled crystal in light, atrellisof inferenceand allusion
implodingin ahall of mirrors.

Brad Todd studied at the ACAD in Cdgaty, AB Canedaand then com+
pleted aM.M. fram Concordia Univeasty n Montred in 1993. He hes
worked and exhibited in a number d mediaand now focuses exdusively
o dgtd projects Todd hesshoan hiswak internationdly at such venues
&sMedaiTerra 01, FILE (2001) in Bragl, INFOS (2000) n Ljubljang, FCMM
(2000)in Monired and The Nav Musam far Contemporary Art (NLY .C)
(2002).

He teechesstudio besad coursssin the Digitd Arts FineArts program
a Concordia Univarsity and is co-founderd theorHline jourd d digital
media MobileGaze.



Matto Carlos TRONCOSO
<_troncoso@yahoo.com

Alien Hand

Susan TURNER
shtumer@shaw.ca

Alien Hand is an evocative and intimate portrait of the struggle with
memory loss. Fairy tale, poetry, voice, and mysterious atmospheric
sound take the viewer through anintense, emotional journey which
shifts between the real and the surreal. The struggle is personalized in
the artist's father but then universalized and reflected in the confused
dementia ofresidents in anursing home. The artist has become a
traveller both as observer and as participant in a strange and foreign
landscape where language and habits must be re-interpreted to be

Susan Turner works in video and photo-basedmedia and deals with issues
of memory, language, and personalidentity. Her work has been exhibited
both nationally and internationally. Turmer has received Canada Council
and Manitoba Arts Council support for her work and has been awarded
several residencies at the Banff Centre for the Arts, Alien Hand received a
Jury Award at the 2002 Yorkton Short Film and Video Festival (Canada).

Mona VATAMANU, Florin TUDOR, Radu NEGULESCU

personal_media_lab
monaflw@hotmail.com
http://www.exapes.org/

In ny work I speak about communication between spaces, animals
and humans / two houses are travelling in different places, collecting
/ saving animals / savelike the computer function / virtual / keeping
them as files and taking them to a safe place / server / the moon/ the
pattern on the houses / a sample from the ceramic of the old mosque
of my childhood town Constanta/ alink between the real space and
the virtual story /

Mona Vatamanu

Bomin 1968

Lives & works in Bucharest

2002 Curator- Coop Media Festival Bucharest
1999 Member Rostopasca

Selected Exhibitions:
2002 Open, Flmaginaire feminin, Lido
Weird Screen, Micromuseum, Moni Lazariston, Thessaloniki
8th Venice ArchitectureBiennial, Romanian Pavilion, DSBA.
Free Manifesta, Frankfurt Kunstverein
Free Biennial, Remote Lounge, New York
Boundless Bakans, Belgrad
5 Senses, CRCA,  San Diego
2001 Videotree, Florence
Trieste Conternporanea, Trieste
Outer Limits, Video Lounge, New York
Computer Space, Sofia
Digital Media Festival, Quezon City, Phillpines
Mediaterra Festival, Micromuseum,
Fournos Center for Art and Technology
49th Venice Biennial, Mystical Disappearance project,
Rostopasca's insertin Context Network
Periferic Biennial, lasi, Lex Luthor Found Projects
VirtualMine, Saarland, Germany
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2000 Trandedu project, ifa Gallaies Balin, Bam (2001)
Trangtionland, MNAR Bucharest-Argos project, Ve,
Switzaland

Single’s Bar 01

V] Anyone

theanyone Collective
the_one®@anyone.org.uk
http:liwvww.anyone.org.u'4

Single's bar Ol offersaseriesof parallel hedonistic narrativeswithout
any obviousclosure. The camera togglesfuriously between multiple
viewsaf clubbersinvolved in aserious dancefloor session. The strob-
bing effects never alow the viewer's gaze to grasp any given character
for more than a millisecond, before they merge back into a melee

of winks, smilesand pelvic thrusts. The protagonists are flirting,
sometimeswith oneanother, sometimes with the camera. The white
background suggest a dreamlikestate. They aresubmergedin light, and
not entirely sober...

V) Anyanewes bom in Los Angeles and hes completed aMaster’s Degree in
Interactive Medaat Univarstedu Québec a Monired (Canada). He hes exhibited
mey video inddlaions and projectsin Canedg, France, UK and South Ameica

He hesds produced live video paformancesat numerous dub eventsfor top
performers in the musc indugtry such as Talvin Singh, Gdde, Cal Cax, Rods Manwia,
Daek Cater, Plasticman and Kd Koda Helivesand works in London, LK
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CARGO

Laura WADDINGTON

laura_waddington@yahoo.com

A woman tellsthe story d a journey she madeon acargo boat to the
Middle Eagt. Avideo commissioned by the International film festival
Rotterdam for the project "On the Waterfront" (ARTE prizefor Best
European Short Film, 48th Oberhausen Short FHlm Festival / First Prize,
Video-ex 2002, Festiva of Experimental Film and Video, Zurich.)

additional Statement about the work

"CARGO" isthestory d a journey, | made on a container ship with a
group of Rumanian and Phillipino sailors, who were deliveringcargo
to the MiddleEast. | stayed on the ship six weeks. Thesailorsweren't
alowed to leave the boat and they spent their dayswaiting, singing
karaokeand telling me storiesin asmall TV room. In Syria, the ports
were military zones. | hid at a porthole and secretly filmed thelife
below: a man stealing wood, asoldier fishing off the edge of an
abandoned submarine. Later, | took the most abstract imagesand made
anarrative, that fallsbetween reality and fiction. It wasmy way of
showing the limbo these men wereliving in: (Laura Waddington 2001)

LaraWeddington wes bom in Ladon in 1970. After sudying Engish
Literetureat Cambridge Univasity, she moved to Naw York, where he
medeshort filmsand videos She presantly livesin Pais Fi

indudesThe Vistor (92), The Room (94), ZONE (95) The Lot Days(99),
CQAR3D (2001)



Sonimation (acompilation of 6 sound films)

Sarah WATERMAN, Elise CHOHAN, Peter GREEN,
Amanda TERRINGTON, Edward KELLY, JamesPADLAY,
Suzanne FOSSEY, Donald and Lawrence BRADBY,

Tim HOLMES, Richard BURNS, Leigh HODCKINSON,
Barnaby TEMPLER

SriCArts Network
phil@sonicartsnetwork.org
http://www.sonicartsnetwork.org/

Sonimation investigates the shared language of composer and anima-
tor and featuressix new collaborative filmsfrom some of the UK's
most exciting emerging artists. An intensive arts project that brought
together arange o organisations and individuals between September
2000 and September 2001, Sonimation set out to provide astructure of
support - financial, technical, promotional, and moral - to encourage
truly collaborative work, and went on to promote the resultsas far and
wideas possible.

Sonimation's pursuit of synthesis betweensound and animation is
not anew ventureyet it remains a significant objective given new slant
in the digital age. The project called upon both history and tradition
and on more contemporary issuesdf technology to pursue theidea of a
"joint imagination". Sonimation was produced by Sonic Arts Network,
the UK's only arts organisation exclusively devoted to electronic music
and the sonic arts.

Daylightsby Sarah Waterman (animation)and Hise Chohen (sound)
The Perogptiond S in Virtudl Community Environments

by Peter Green (sound) and Amenda Terington (animation)
Escape by Edvad Kely (soundyand JamesPadley (animation)
Sill Lifeby SizanneFossey (animetion), Dardld end LavraoeBradby (sound)
Grunt Transgor by Tm Hdmes (animation)and Ridherd Bums (sound)
Maétryoshka by Legh Hadgkinson (animation)and Bameby Templer (sound)

The thirteen artistsselected to participatein Sonimetion were drawvn from
an open, nationd cdl for proposas Thar biogrgphiesare diverseand
they indudegraduatesfrom the UK's Nationd Him of Schod and Tdevi-
son, lecturersand students alike, individudsemployed in thefilm and

N indudriesand electroacoustic and technocousticcomposarsfrom the
internationdlly acdaimed Rephlex Reoordslabdl. Bewean them thar wak
has been seen or heard an BBC radio and TV, Channd 4, AndiaN and
Graneda N in the UK, dl d the mgor film fetivalsin the UK and a number
d intemnationa animation and contemporary mudcfestivas

Claudia WESTERMANN, Sean REED
&zdcde resd@saresdde

http://www.ezaic.de/
http://www.seanreed.de/

btd x isan experimental video composition - astudy of the concept
"model". The artists worked with surfaceand space, playing with
concepts of reality in three scenes.

Asan example of possible connections between sound and image,
the artists had software at their disposal whose basison physical mod-
eling allowed sound to be constructed and a simultaneousvisualization
of thissound to beobserved - arepresentation of the fundamentally
responsiblestructures over time. This principle of sound and image
production served as the impetus for the development of an artistic
project which united both the elements of sound and imagewhile
presenting parameters for a creative process in which each element
would only recelvejustification for its presence through its relation-
ship to the other. The imagesto beseen and the soundsto be heard are
the result of thisvirtually symbiotic process.

A thematic complex was chosen to serveasa further structural
principle: surfaceand space, layersand rows, the opposition o the
artificial with an assumed reality. Detailed work with the physical
modelsled toaquestioning of the concept of redlity, of framework
modelsand of complexity.

Although sound and image were subject to constant change by the
influence of the other element, each of the elementstellsitsown story
and is based on the biography of theindividual.
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Claudia WESTERMANN (image), Sean REED (audio)

Actors:

- acourtyard facade in Karlsruhe, Germany

- various architecturalmodels on the scale of 1:100

- line animations fmm the physical models created with the software

Genesis by the ACROE institute in Grenoble
- Nik Haffner (Frankfurt Ballet)

The work was createdin August of 2000 at the Center for Art and Media Technol-
ogy (ZKM) in Karlsruhe. Completion of the revised version October 2000.

Sean Reed:'1970, Maine, USA. Studies at the Eastman School of Music

in Rochester, New York. In Germany since 1992. Composition studies with
Manfred Stahnkein Hamburg. Compositions include acoustic, computer
and interactive music. Reeds work have been selected and performed

in several competitionsincluding the Cologne New Music Society's Nach-
wuchsforum (CNM) with soloists of the Ensemble Modern {1998), within
a collectivecompositionat the Munich Biennale (2000), and at the CalArts
CEAIT Festival (2002). In 2001 Reed was a guest composer at the ZKM
with a stipend and commission from the Arts Circle of the Bundesverband
der deutschen Industrie.

Claudia Westermann: *1971, Heidelberg. Architecture studiesin Karlsruhe,
Tampere (Finland). Architect. Postgraduate studies in media art at the
Karlsruhe College for Design. Works for sound and space, includinginvolve-
ment in realization of the Muzarc CD-ROM on music and architecture.
Her City- four images was shown at the Venice ArchitectureBiennale
(2000) within the “Citta Terzo Millenio™. Involvementwith physical mod-
eling for digital sound and image creation at the Karlsruhe Center

for Art and Media-Technology(ZKM); creation here of the audio-visual
works Widerhall/~shOwables and btd x which have been shown at several
international festivals. Westermann belongs to the Syndicatemailing-list
administration.

Identity of Colour

Agricolade Cologne
info@agricola-de-cologne.de
http://www.agricola-de-cologne.de/
http:lAwvww.a-virtual-memorial.org/
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Identity of Color is a Flash moviebased o n Agricola’s poem

The work is developed according the principle of SAMAC (Simultaneous
Associative Media Art Composing), which describes Agricola's particular
way of developingmulti-media art works of experimentalwriting.

It is a composition of words, vector graphics, sound and voice executed
and performedby Agricola de Cologne.

Interaction: end on demand.

Directed and produced by Agricola de Cologne.

Web based address:
http://www.nmartproject.net/agricola/mpc/volume3/identity.html

The work participated in following festival/exhibitions
2001 2nd Interpoetry Exhibition Sao Paolo (Brazil)
4th International Meeting of
Experimental Poetry Buenos Aires (Argentina)
Digital Media Festival 2001 Manila (Philippines)
“Net_working” at Watershed Media Centre Bristol (UK)
Computer Space 2001 Sofia (Bulgaria) Part of 2nd prize for
Best Foreign Multimedia

2002 17th Videoformes Festival Clermont Ferrand (France)
New Media Line Kanonmedia, Vienna (Austria)
Thaw 02 Media Festival — lowa City (USA)
Free Biennial New York/USA
Free Manifesta/Manifesta 4 - Frankfurt/Germany
About Vision = Digital art exhibitionLondon (UK)
Visions Festival/St.Kilda Film Festival Melbourne (Australia)
IV Salén y Coloquio Internacionalde Arte Digital
— Havanna (Cuba)
COOP Media Festival Bucarest (Romania)

Agricola de Cdogne is multi-disciplary media artistliving and working
free-lance in Cologne/Germany. He is the creator and founder of NewMe-
diaArtProjectNetwork and its corporate sites

http:/AMww.a-virtual-memorial.org/

http://www.le-musee-divisioniste.org/

http://www.javamuseum.org/

http://www.engad.org/

http://www.nmartproject.net/

http:lmww.newmediafest.orgl

http:IAMww.agricola-de-cologne.de/

Detailed bio can be found on:
http://www.agricola-de-cologne.de/bio/bio_agricolal.htm



vNcH|KAWA Hideo
t . 28@fb4.so-net.ne.jp

A sequence isbuilt, it crowdstogether, it wriggles, and it fliesabout,
likean insect.

2002/Graduated from Aichi Prefectural University of Fine Arts & Music.
Now living in Nagoya, japan.
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Tony ALLARD, Dwight FRIZZELL

FOSSIL MEDIA

antalla@cox.net
antalla@home.com
http://www.csusm.edu/fossilmedia/

“world_mix_nagoya” isplanned asA thirty-minute, interactive radio
and internet performance broadcast. The broadcast will consist of alive
mix of indigenous audio fossilscollected from around the world and
locally from the host city where the broadcast takes place—in thiscase
the host city will be Nagoya. The timeline of the mix will move out
gradually from thelocal to theglobal to inter galactic space, thereby
creating an alternative history of our shared sonosphere here on planet
earth and the universe.

“world_mix_nagoya” will utilizethe new hybrid formsd radio
that are now developing between traditional forms of broadcast radio
and internet radio. Unlike the traditional one-way model of broadcast
radio, which involvesasingle transmitter transmitting to many receiv-
ers, our proposed radiolinternet station would operate on the principle
of many transmittersand many receiverstransmitting and receiving
in "red time" simultaneously on multiple radio frequenciesand on
theinternet. Thistwo-way model of broadcastingwould "abandon the
bordersdf territory" and potentially create a more democratic, less
corporate space and time for cultural and artistic audio activity around
theglobe.

Tony Allard (FOSSL MEDIA) and Dwight Frizzell (Wabi Media),
began the WORLDmix project in 1992 and have presented nine broad-
caststo date. Each new performanceadf the WORLDmix project is
mixed live with recordingsd all previousWORLDmixes, thus creating
agenerativeand evolving audio history of our shared sonosphere.

For ISEA2002 in Nagoya, Allard and Frizzell will set up atemporary
radiolinternet station from which to broadcast the live mix over RV
radio, theintemet and all other formsd broadcasting audio that
areavailableat the timeof the performance. The performancewill
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take placeat the site of the IEA conferenceand will involvesevera
collaborators(VIA thelnternet, radio and telephone) from around the
world who are currently workingin radio and streaming audio in

real time. In addition, participantsat the show and anyone capable

o generating audio from their computer on the internet could col-
laboratein "world-mix-nagoya’'.

The two most recent WORLDmix broadcasts: “WORLDmixMON-
TREAL", Montreal, Canada in 1997, in collaboration with the 3rd
Manifestation, an electronic artsevent hosted by Champ Libre in
Montreal; and “WORLDmixLA” in Los Angeles, Californiain 2001,
broadcastat the Santa MonicaMuseum of Art in Los Angelesas part
o theArtin Motion festival hosted by the Universityof Southern
Cdlifornia

Tony Allard is a performance artist, electronic media artist, poet and
teacher living and working in San Diego. Allard has produced live radio and
intemet broadcast performances in Europe, Canadaand the United States.
Since 1996, Allard has produced single channel video topes which have
been screened nationally and internationally.

Dwight Frizzell is a composer, sound designer, writer and new media artist
who lives and works in Kansas City, Missouri. Frizzell has produced numer-
ous radio and audio art works, including, among others, "Building the
Earth", "Postmodern Prometheus" (after Mary Shelley's Frankenstein), " Out
of Time", "Bullfrog Devildog President" and “The Irish Wilderness".

Mark AMERIKA

University of Colorado at Boulder
amerika@altx.com
http://www.markamerika.com/filmtext/

FILMTEXT 20 isadigital narrativefor crossmedia platforms. The
present version consistsof a Hash art work, an mp3 concept album, an
experimental artist ebook, a live performance, and a DVD installation.
For ISEA2002, source material from the FILMTEXT 2. Owebsite created



in collaboration with Flash artist John Vega will be remixed by Mark
Amerikaand the sound artist Twine.

FILMTEXT 2.0 expands the concept of writing so that it now
becomesaformdf interactivecinema, whereimage ecriture becomes
narrativized as hyperrhetorical performance. Highlighting moving
images captured by Amerikain Hawaii, Tokyo, and the Australian
Outback, FILMTEXT 2.0 isthe second iteration of aseriesof investiga-
tionstracing the Life Style Practice of the Digita Thoughtographer
and hissearch for the meaning of lifeashe analyzestheartificial
intelligencedf alien light forms.

Mak Amaikaisa professor d digital art & the Univarsty & Coloredo at
Boulder. Hsdigitd at wak hesbeen exhibited at the Whitney Biemid,
the Guggenheim, The Wake Art Center, and SIGGRAPH. In 2001~ 2002,
his"How To Be An Internet Arti™ net art retrogpectivewes hdd et the
Indituted Contemporary Arts in London Faor moreinformation, go to

www.markamerika.com

running-figure-lantern
Atelier Avant Austria

Atdigr Avant Austria
cse-lien@sime,com
a.weixler@bk-linz.at
http://avanLmur.at/chuang/
http://mrantmur.ativeixlerl

:orically the thought isfollowing the development of the instru-
.waltal theater by Mauricio Kagel & KarlheinzStockhausen for a
mutual apply in multimedia arts. Hereis the attempt of combination
of instrumental theater with electroacousticmusicin an improvised
interactive audiovisual structure. The ideaof >work in progress<dedi-
catesto an >interdisciplinary and cross-cultural communication<, as
ISEA2002 committed to. In the sensed interdisciplinary progressthis
work offer an open formfor al artsto have reciprocated experiences.
The stage aspect associateswith the Chinese shadow-puppet-show (F#

PE) and running-figure-lantern (M) for approaching amind of cross-
culture exchange.

Functionsd the work

Technically thiswork detects audio by a number of microphones,
which arecarded by the musiciansand dancers. It then makesa
choicedf picturesaccordingly to the sound and transformsthose. Also
thesound will be transformed in stereo of 6 channel by granular
synthesis and will fit it in a prepared electroacoustic composition and
stagearrangement. The audiovisual ambienceand theinterpretersare
open to the public. The performanceisexpected, but undetermined.
The publiccan participate in this performance by going and coming
through the orbit stage like the moving figuresin the Chineserunning-
figure-lantern. For the performanceof this piece in ISEA2002 Nagoya
two musiciansand two dancer (I1x male, 1x female) with good (vocal-)
improvisation will interpret this piece.

The musiciansare Kuwayama Kiyoharu: violoncdllo and Kijima Rinat violin.
The dancersfor ISEA2002 are not nominated at the timed printing.

Sponsored by Bruckner-conservatory(bruckner-konservatorium)

Chuang Selien
composr, pianist and media artist. 1965 bom in Tawen, Snce1991
resdence n Audria

activitiy (selection)

*MEDIASELECT 2001 Meandering Lade artport 2001/Nagoya, ISEA2002
Preprogram, Jgpan0L

*Laval Virtuel and VRIC (Virtudl International Conference), France01
‘Expaimatd  Intermedia NYC /00

‘concat  Naw Internationdl Communityd Eledtroecoustic Musc (NICE)Y
Amgerdam, Netherland ‘00

*SIBGRAPI 2000 VickD Festival/Gramado-RS, Brazl

6. internationd fesival in computer muscd Pusan Eleronic MUsC Asso-
cdation Performance, South Kaea ‘00

and other divarse performances, concertsand study-daysin Austria Ger-
may, Bdgum, Netheland, England, Franog, Hungaty, Brazl, Russa USA,
Ching South Kareg, Tawen and Japan.

Andreas Wexler
1963 bom in Graz, Austria/Europe

activities

gnce 1997 lecturefar musicand media technology &t Bruckner-Conserva-
tory Lirg, Austria/EU

media artist and composer far contemporary musicand computer mLsc
spedid emphasisin audio vigd interadtivity.



training
1995 diplomain compostion & Univasty d
Musc and DramaticArts in Graz
2000-2001 spedd ressarcher in computer musc
a Nagoya Clty Univasity, Schod of Design and Architectiure,
within the Japan Foundation FellowshipProgramm.
dnce1998  with Selien Chuang asgmup Atdier Avart Audtiafor
composition and computer arts NUMErousprojects
and performancesn Eurgpe Asia, South and Nath Amaiica

Yan BREULEX

VWV,
ybreuleux®sympatico.ca
http://www.neverendingstories.org/

NeverEndingStories isstructured asa looped animation leading us
deeper and deeper in theeuphoria of communication. The animation
beginswith aMickey Mouse head whose ears alternately can be
changed (by pressing the computer keys) from spheresto globes,
hearts, money signs, atom cdlls, record playersand yin yang symbols.
Culled from an encyclopedicarray of globally recognizablesymbols
NeverEndingStoriescontinues by displayingaworld map on which
rain ashower of angels, bombs, guns, ears, candy, eagles, shopping
carts, clocks, machine wheels, bugs, ringing tel ephones, ticking clocks,
wagglingfingers, pigs, skullswith heart shaped eyes, analysischarts
and more. The work allowsfor both directional and optional interac-
tion, makingit adynamic tool comparableto a softwareapplication.
The keyboard-driventrgjectory alowsoneto replacescenesand choose
one fragment after another, resultingin alinear deployment of
interlinked events that devel op semantic connectionsaswell. The
interactive keyboard providesfor achoiceof ingredients, an extensive
vocabulary from which it is possibleto produce many combinations.
Consultating the work resembles'' mixing", the computer becoming a
kind of musical instrument or assembly device, putting thevisitorin
the position of a*processor, ” the operator of a machine.
http://www.deplacement.gc.ca Vaerie Lamontagne, Sylvie Parent
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Yan Bradeux completed hiscollegiateand universty studiesin viad arts
to then dedicate hisatigtic productionto video and dectronicarts Over
thelegt few years, he hes produced severd videosand parfomances
mixing muscand imagesdone in collaborationwith artists composarsand
pafomers Notebleis hismusicd video series Noisg, A-B-C Light, Cima
(X) produced in collaborationwith composer Alain Thibault Within the
context & the ABC Light project, he wes invited asatist in resdence at
the Center for Newv Media at the Canedian Cuiturd Center in Pais This
project d0 recdved an honorablemeantion at Prix Ars Electronica 1998
(Austrig)and a nomingtion in thecategory of best video d theyesr at
the Rendez-vousdu dnéma quebeoais 1999 (Montred). i 2000, Yan
Brauleux wes invited to presant ALivea the TranamedideFedivd in
Balin Hslatest project entitled Faustechnalogy, <o in collaborationwith
Alan Thibault (purform.com), wes presanted at the ELEKTRA Fetive 2001
in Montred. Yan Bredaux do participated in the Sonic Acts Festivel

N Amdadam. Hslegt inddlation wes presented a the Nev Musaum

of Nawv Yak within the contextof the Québec New Yak 2001 event
(www.deplacement.qc.ca).

Performance Lecture #02

Technology makesour life easier.

So, the human can be daved by technology, but the most impor-
tant thing is the human who drivesbehind it.

Searchingof meaningin hi-tech world makes human more humanize.

PerformanceArt Concept:

Action Poetry can be viewed asone of contemporary arts belonging to
non-representational genre. It does not only come up form subjective
conciousnessas ideological responsetoward socio-cultural problems,
but alsoa manifestation of the artist's interior self-exploration.

Action Poetry isunusual activity made up from the usua world. It
could be read asmulti-interpretable text. Thereby, it takestherisk of
becoming " somthing"” or nothing at all.



website and online art waorks: Web Art
www.curtin.edu.au/curtin/dept/art/ITBX/soemardj/christ01.htm
Kontak: Linking Indonesia and Austrdia

Peced instalation: Desart Song
www.space.net.au/~wish/recent/kontak/
Get well soon Indonesia, with Wearabletour exhibhition

w Chridiawan s anev medaartist,
Weasborn in Bandung an 25th December. Waking n Drawing, scenogra-
phy, ingtdlation, performeance, web art and curatoridship.

H ECTED FERFCRMANCE & EXHIBITION

2002 "Adion Poetry, Foet Of The Body', Ceanter & Franch Cullture,
Bandung, Indonesia

2001-6th  NIPAF Paformanceart tour and Summe Saminar, Kyato,
Takyo, Negoya, Negeno, Jepan.
"'Indonesiajgpan Paformance At Exchangg.
Bandung, Jakarta

2000 ANAT Audrdian Nework for At & Technoogy, Queendand.

1999 Artigin Reddence, Curtin Univasty, Perth. Audrdia
"The Undeble@ Fonve™ JohnCurtin Gallery.
"WebArt", Seemardja Galay, |ndituteof Techndogy
Bandung, Bandung.Indonesia.

1995-3th  "Famde Cow', Instalation and Performanceart.
Internationd Istiglal Festiva, Jekarta

A half heard word is
more potent than a menage

Dieter Miih

Thetheory behind the project is that theimagination isstimulated by
incomplete information. A word only partially heard, afragment of a
sentence taken out of context or language spoken in aforeign tongue
can lead to misinterpretation and an alternativeor parallel context can

be developed. We propose that, under receptiveconditions, the brain
will try to interpret what information isreceived and, likeafdlible
computer translation program, the morethesignal is processed the
more " corrupt” theinformation will become. This" corrupt" infor-
mation can potentially lead to new and unexpected associations
often grasped on an intuitive and emotional level making for astimu-
lating and interactive process whereevery experienceis unique and
acceptable, each person using their own set of conditionsin the
interpretation.

Weintend to achievethe conditions asstated above by usinga
digital sampler, tape recorders, shortwave radio, microphones, home
made oscillators, varioussound effectsboxesand a mixing desk to
create astereo "sed" of information whilst avideo of people using
sign languageis projected behind us Thesound elements of the
performancewill be shifting in spaceand volume. Microphoneswill
be placed around the performance space to catch fragmentsof, and
possibly encourageconversation, the audience becoming a part of the
performance. Prerecorded spoken word sampleswill be used covering
arange d emotions, timbres and contexts such as chanting and shout-
ing, soothing and aggressivetones and the voicesof women, men and
children. Shortwave radio will be used to pick up liveloca signals.
Tapeswill bespliced and processed during the performance using tape
delay and pitch shift effectsamong others.

Dieter Miih isasound project based in the United Kingdom comprising
two individuds Stephen Cammedk end Daiid Uden

Dieter Mh have been invdved in the experimental musc scenesince
1979 and have paformed in Gamany, Bdgum, Frlad and Sveden
aswel as may timesin the UK. Thar musc hesdso ben usad to
accompany paformanceart and film waork. Three €Ds have ben rdeased
aswl asVvinyl, video and compilation prgjectsand their nev M "Tatium
Organum' hes recdved ariticd aodam.
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DJ |, Robot Sound System:
Rockin’ steady in the dot JP

DJI, Robot Sound System

MIT Media Leb
mastercontrolprogram@dj-i-robot.com
pimp@dj-l-robot.com
hitp://www.dj-l-robat.com/

Late 1999, wewere bumping to some Turentinein our lab in Troy, NY,
we're reading " Player Piano™ by Kurt, no favorite, but his heart wasin
theright place; hed just read Wiener and wasfeeling not himself.

Kurt was all, machines trained to replace people. Which isagainst
the new economy, right? IT creates jobs (welove what it's IT, kind
o like THEM) thus prosperity, but Vonnegut's all, peopledidn't want
to be replaced, they didn't want skills and experiencesthey owned
replaced, once they're automatic, boom, smoke, gone. So Kurt shows
these machinistsin Troy, where we were machiningin thelab, talking
engineers repl acing machinists with machines.

So were al: "the intelligence attributed to machines hingeson the
cultural invisibility of the human skills which accompany them.. |f such
machineslook intelligent because we do not concentrate on where their work
is done, then we nead to think harder about the work which produces values
and who performsit.” [Scheeffer]

Cut in at 1877, a patent for "aplate, diaphragm, or other flexible body
capabledf being vibrated by the human voice ar other sounds, in conjunction
with a material capableof registering the movementsof such vibrating body
by embossing or indenting or altering such material, in such a manner that
such regiger marks will be sufficient to cause a ssoond vibrating plate or
body to be set in motion by themand thus reproduce the motions of the
first vibratingbody" [Edison] Later, 1977, the TechnicsSL1200mk2 is
redesigned with pitch control. That's it, Official History o Turntables.

The people, in boogeydown, that's another history. They took the
delicateand madeit delicious. They made the apparatus appetizing.
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Now some busterstrying to make DJ digital. No on€'s listening. Yau
can't vibratewhat isn't there.

Player piano, scratching slicing. Well win the DMC competition
biting deepBlue style by 2005. Gottagetupandbesomebody. Use Troy
gimmicks— proportional integral derivatives, metal cutting lasers,
5485 networking. Make machine skillsmanifest. 3 monthswe hack,
we code, we bite. We hack, lathe, cut. It spins, it jitters,it cuts. A
player DJ straight outta Troy: IT playsit. It becomes"internationally
known."

Grandmaster Haeh

Concentrate on who producesthe values. 50 yearsdf computer music
that's command, control, not much communication. Our accessis
random, but our signal path analog and our destiny manifest. Try
biting that.

TheD |, Robat Sound Sysiem wesfounded in 1999 with a manifest
dediny: The replacement d infeior, undependable humen Djs with a
upaior, mecharonicsystam. lis enginears to date, have been: Giarr,
Suddl, Adkard, Csikszentmihyi. Itsfeaturesare countless lissubroutinesare
<killed. Its opponents have bean slenced.

Waking Dream

Sidney FELS, Sachiyo TAKAHASHI, Baerbel NEUBAUER

FlorianvoGT .
Human Communication TedagesLeb
ssfels@ece.ubc.ca

Weliveintwo illusory states: awakeand dream. The two only co-exist
at aspecial time during a “waking dream". At this point, we only exist;
dream and awake co-exist. Thiscan happen when we are waking up

in the morning and isaccompanied by a strong sensedf situatedness
and paralysis. It can be an unsettling, frightening, and enlightening
moment. In one experience, we fedl pressure on our chest holding us
down in our bed but we can see the room around us. Something is



happening around us, trying to get usout of bed but we can't get up.
We are aware but immobile. Tension mounts and wetry harder and
harder to raise up. We panic and struggle. Then, werealize, weare
dreaming and fall back asleep hoping to really wake up. This pattern
cyclesaround asif layersdf consciousnessare being peeled back. In
"Waking Dream", we explorethis moment of coexistence. What doesit
mean? Isthis"reality" free d illusion?

Sidney Feks, Ph.D: is an Associate Professorin the Department of Electrical
and Computer Engineering, UBC in Vancouver, Canada. Work includes:
Glow-Talkll, lamascope, ForkliftBallet, and PlesioPhone. He has exhibited
internationallyincluding Ars Electronica Centre, the Millenium Dome,
Petmbras \R Exhibitionin Brazil.

Baerbel Neubauer is an independantartist working in various visual media,
including 35mm and 70mm IMAX film and Quicktirne. Works include:
commercials: FALTER-SPOT 7, and ABSOLUT NEUBAUER, 70mm animation:
SKY.

Sachiyo Takahashiis an independantintermedia artist looking at the
boundary of media. Played in three works by Jan Fabre including “Glowing
Icons". Created and performed “Aviation/Abbreviation”.

Space Dance, Postures and its Transportation

FUKUHARA Tetsuro, OKI Keisuke, Tokyo Space Dance

Tokyo Space Dance
jvatfkhr@asahi-net.or.jp
http://spacedance.sitego.to/

In thiswork, firstly, our guest Space Artist, Richard Clar will access

in our website of Tokyo Space Dance from Californiaand show the
images d "Posturesinto Outer Space” from hiswork " Space Hight
Dolphin™ on the screenin Nagoya. Secondly, Tetsuro Fukuhara, Tombo
and other dancers takes special costumesfor making posturesandcome
i n the tube space. Then these dancerswill make several postureslike

" Posturesinto Tube Space, asa half-and-half non-gravity space™ and

"' Posturesintolnformational Space” asadance. Also Keisuke Oki, as

atechnical coordinator, will makean informational environment by
expressing the interaction between the dancersand the spaceusing
the sound etc.. Finaly, the audience comein the tube spaceand dance
fredly, so they canenjoy their own postures. Alsoin thiswork, Jotaro
Kobayashi will make a real-time webcastingfor thisevent.

What is Space Dance?

Space Danceisa new dance to make the appearance o the relation-
shipsdf the unity between the Body and the Space. Usually people
forget thisunity in their daily life. But the relationship of thisunity
existsasamasslikeun-visible"fluid body" . How can we take the
sensation of thisunity back? How can weamplify and enjoy the
sensation of thisunity? How can we create the new designsby using
thissensitiveexperiences?Thi s isour Space Dance.

Wewill make several social designsat this new theater of Space
Dance by using the new methodsdf "next human engineering”, " artifi-
cid life" and "interaction". Space Danceis an approach to the design
from the Body. Space Danceisan environmental designand informa-
tion design based on the Body. Space Danceisa new movement of
dance & design. Thisisa remarkable character of our Space Dance.

Tetsuro Fukuhara: Space Dance choreographer. He have started a project
called “'Space Dance" with dance, architecture, informationand design.
"Digital Space Dance (Japanese Ministry of Trade)" in Shiroishi1997. “Body
of the Future" in Detroit, London, Rome, Kuala Lumpur, Singapore, Istan-
bul, Paris 1998-2002. “'Space Dance" at MIT Media Laboratory. Boston
2000. "'Space Dance at the United Nations, New York* 2001.

Keisuke Oki: Artist. Research fellow, STUDIO for Creative Inquiry,

Carnegie Mellon University and Adjunct Professor, Tokyo Zokei University.
"YOKOHAMA 2001, The 1st Yokohama Triennale™ at Yokohama 2001.
“MEDI@TERRA" at Greece 2001. "VOLUME" at PS1 Contemporary Art
Center, New York 2000. “Visions of the Body, Fashionor Invisible Corset™ at
Museum of Contemporary Art, Tokyo 1999.
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Hans Christian CILJE
Nervousvision
hc@nervousvision.com
http://www.nervousvision.com/

HC Gilje is a media artist who uses videoin a wide variety of ways:
in installationworks, screenings, as scenography for dance and theatre
performance, and in alive improvisedcontext. He recently completeda
one year residency at Kiinstlerhaus Bethanien in Berlin.

Recent vwor ks include the installation Shadow Grounds, the video series
spinal tapes 2001 and the tokyo collaborationwith noise-impro-duojazz-
kammer. Gilje was performing at ISEA2000 with his Video Nervous project.

VirtualAERI 11

Suguru GOTO

sgoto@ircam.fr,sugurugot&csi.com
http://www.iamas.ac.jp/~i-kzm00/ABRB%20project/shockwave/

Thefirst performanceof “VirtualAERI”. wasgivenin 1997 at IRCAM’s
Espacede Projection,in Paris, France. The second version “Virtual AERI
11”. was written in 1998.

It consisted of four sections, each of which dealt with adifferent
kind of space, large, medium and small. Theform isintentionally
simplified, likethe successiondf "block type" sections. Thestatic
sections anticipate with the kinetic sectionsalwaysfollowing. These
are abruptly alternated in this piece. Thisidea of form wasoriginaly
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experimented with in a previous composition. In this composition it
isevolved to further possibilities. The mechanical texturesare superim-
posed oneonto another. At the same time this createspoly tempo. In
each section the texture startsin one shape then gradually transforms
into another. Not only in the sections, but alsowithin thewhole piece,
theoverall phase gradually transforms and intensifies.

Virtual instruments, or controllers, cannot produce sounds by
themselves. They merely send signalsthat produce sounds by means of
acomputer or asound module. They may be regarded asan interface
between the performer and the computer insofar as they trandate
the energy derived from body movements into electrical signals. At
the same time however, they alow the performer to express complex
musical ideas. With the help of acontroller, atiny gesturecan trigger
any number of complex musical passagesat oneand thesametimein
ared time context, whereasatraditiona instrument can produce only
alimited range of sounds.

Suguru Goto is a Japanesecomposer and a multi-media artist. He started his career
in acontemporarymusic scene. His recent works involves new technologies in
experimental performingart. He invented Virtual Musical Instruments, which are
the interfacesbetween gesture of human and acomputer. Sound and videoimages
are controlled by Virtual Music Instrumentwith computers in real time.

He has been internationally active and has received numerous prizes and
fellowships.

His compositionshave been performedin major festivals, such as Tanglewood
Music Festival, Sonar, CICV-Les Nuits Savoueuses, ICC, Electrofolie, International
Theater Festival Berezillia, SWR-Faszination Musik, Les Rencontres Internationales
Paris Berlin, Haus der Kultures der Welt — Haimat Kunst, and Inventionen'94 etc.

Battery Operated and Beewoo, Private Benjamin
and Emma McRae, Identification and Mitchell Akiyama
COCOSOLIOCT T1

toby@cocosolidciti.com
http:/Avww.cocosolldcitl.com/

#J—



The Scalene project takes the three cities of Manchester, Montreal and
Melbourne asits geographical trio of urban contexts and produces
aproject that takes 3 sets of 3 practitioners from each city who col-
laborate with each other. The 3 outcomes of this project willbe a
double CD Rom (sound and video), athree country tour of the project
and the web site which can be found o n the projects page of the
COCOSOL1DC1T1 website — www.cocosolidciti.com.

COCOSOL1DCIT1 commissionedsound, video and graphic artists to pro-
duce work that would be remixed by their counterparts in the other

cities. The remixed videos, sounds and images/designs all comment on the
idea that super-modern cities are moving. Movingin different ways that
Archigram imaginedin their architectural drawings of the 60s but transi-
tory nonetheless. The transient nature of those who inhabit urban centres
means that the identities of cities are going to become more complex and
ultimately more mixed and remixed according to those who dwell and pass
through them and the rate at which they do so. This changingidentity of
cities is synonymouswith the changing face of Capitalism, as it requires
large work forces to be able to move according to shifts in political,
economic and geographicalclimates. Given that Super-modemismrequires
ahuge transient global working dass who will move according to available
work (Mexican workers moving into the USA in huge numbers is agood
example) it means the cultures of cities are likely to change at an increas-
ingly faster rate. With this phenomenonin full effect the work produced
for Scalene looks at notions of transient urban nodes and more specifically
at 'escape architectures'.

WATER

Ly HOANC
ndtm42@hcm.vnn.vn

Iamwoman, sol am Water. The
worldis bornfrom Water. Let's
see each other though the purity
of water and water will wash

our souls, cleaning them, wiping
away all evil from them.

Hoang Ly was born in Hanoi,
Vietnam in 1975. Graduated
from Fine-Art School of HCMC.
Now teaching Art at Children
Culture House and editing
books for children at Youth Pub-
lishingHouse (HCMC). She'is a
well-knownpoetin VN, and the
first Vietnamese woman artist

doing performance art since 2000. Have paricipated in three NIPAF events
in Japan (2000,2001,2002) and in the first Asian Performance Art Festival
at JapanSociety in New York (2001).

Dance of Stone

KAMIYA Teruyoshi
terossi@iua.upf.es

http://www.iua.upf.es/~terossi/
Author's note
Amongthe reasons that have led me to feel interested In the distinct
music of the remotest past, is a story narrated in the historical
memoirs of Sima Qian, concerningthe musician Kuiinthereign of the
legendary Emperor Shunina dynasty for which thereis notyet any
archaeological evidence but of which no Chinese person doubts its
existence, myself amongst them.

In those far off times of profound silence and darkness, the musi-
cian Kuistruck and tapped the stones withhis fist. When I hear sound
around me, Icannothelp but think thatin some form, these sounds
are connected to that first blow.

Technical details

Dance of Stone was created at the PHONOS Foundation (Spain). All the
sound was generated o n aMacintosh 7100 with Common Lisp Music
and CommonMusic by Bill Schottstaedt (Stanford University) andRick
Taube (University of lllinois) respectively. The work received 1st prize
inthe Music for Dance genre inthe 26th Bourges International Electro-
acoustic Music Competition 1999.

Teruyoshi Kamiya, born in Ishiki, atown on the Pacific coast of Japan, stud-
ied guitar at the Conservatorio Superior Municipal de Musica de Barcelona.
He studied computer music first at PHONOS where he could enjoy a lot of
experimentation thanks to its free and extravagant atmosphere, and then
at the Pompeu Fabra University for the Master'sDegree in Music Creation
and Sound Technology.

Recent Works:

"For Fernando Riera"

""Un bol maravilloso en la plaza Lesseps™

"'Dance of Stone"

Sound design for a film of Laura Waddington “The Lost Days"
Sound for amultimedia work of Alison Clifford “'Citizen**
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kondition pluriel

kondition pluriel
kusch@sil.at
http://www.konditionpluriel.org/

kondition pluriel’s artistic directors, Marie-Claude Poulin-with her
backgroundin dance - and Martin Kusch - from the media arts- both
have extensiveexperiencein their respectivecreative fields. Their per-
formancesare founded upon the convergenced different disciplines.
Their artistic practicerelieson the hybridisation of media, the process
o electronic-imagetransformation, and the influence digital technolo-
giesexertson how the body and spaceisconceived. They are working
on the construction and simulation of spaceswhere they reactualise
the presenced the dancer | performer. In terms of body languageand
gesture, they stage different bodily statesand raw action, suggesting a
multiplicity of attemptsat the body's reorganisation, metamorphosis
and adaptation to situationsd constraint.

The way the body is put into perspectiveand its relationship to
architecture are key factorsin defining the character and spatiality of
the work.

The choreographicinstallation schemell (2002) - integratesdance
/ performancewith an interactive media-environment. schemell is
an ongoing research and development process, where the principal
subject of experimentation istheinteractive manipulation of video,
liveimages, sound and 3D environments, by dance/performance. The
two performer control and generate this environment, their movement
istrandlated via sensors into MIDI data. Thesesensorsare mounted on
their arms, legsand on the head. Two prototypes of awireless sensor
box, three video cameras, five computer and two moving projectorsare
forming with the performancean expressivesystem.

A matrix - software developped in MAX/MSP, enables multiple
control parameter mapping and is managing the data flow.
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With this project, kondition pluriel has generated an interdisciplinary
creation where the use of new technologies- in coexistencewith the
living body - leadsto question the traditional codesdf representation,
to modify the very nature of spectacle and to put forward a reflection
on the phenomenon o perception.

schemell, providesa timeand spacesituation, wherethe
performer/visitor and the mediainteract between each other, forming
an intelligent space.

Therelationship to time, memory and spaceimmediately stands
out asthematic of thissingular practice, geared toward the transforma-
tion of thereal.

Concept | direction

Matin Kugh | MaieClaudeRadin
Choreography / paformance

Lire Nault / Maie-Claude Pauin
Media environment/ inddlaion

Matin Kusch
Soud ingdlation

Alexandre S-Onge/ Alexandre Burton
Software deved opment

Alexandre Buton
Ligt Desgn

Patrice Besombes
Tedicd assistance

Mahieu S-Amad

MarieClaudePouin hes developed an gpproach to the body founded
 he practicein contemporary dance; her gudy and teechingd
somatic-education techniques and an her graduateleve sudiesin kinan-
thropology, where she analysed movement with respect to the nevous

sygem

Matin Kugh hes been warking in medaartsfor thelest 14 years Snoe
1997, he hesd bem teaching in the dept. far Visd Medaat the
Univasty d Apdied Artsin Viea Matin Kusch's attistic pradticeis
bessd an the credtion d interactiveinddlationsand environments and an
architectureand Ste gpedfiaty, n temsd content and peticity.



[SPAZE], NAVIGABLE MUSIC

LAB[au] laboratory for architecture and urbanism

LAB[au] laboratory for architectureand urbanism
lab-au@lab-au.com
http://www.lab-au.com/space/

‘sPACE, Navigable Music’ is an online project investigating the impact

of LAB[au] the project asmuch 4 space for theoretical
research 854 space of experimentation on the forms of interactions
In networked systems exploring the possibilities of space settings In
shered processes In order to build up connectivity.

In SPACE, navigable miusle, the object or architecture | s generated
in real time according to the position and movements § theuser (mix
colar, mix image, niix sound). Operating oA structural parameters, the

integration (recombination) Of spatial (x, y, z), temporal (t-movements)

sonic (frequency, pitch) and gener & i ve Image sequencing functions,
-each interaction by t he user, displacement; transforms this visual and
sonic environment. In addition, the recording of movements allows

users to ptoduce a traveling according to camera movements, montage

andi nage sequencing The established reldtion between the spatial,
visual and sonic formalization precesses and the editable interactivity
of users lead to an experience combining architecture, music and cin-
ematic techniques through movement patterns. The ‘Navigable Music’
thus constitutes 3 space; in which the usér experiments cyberspace

by dropping seunds into space, mixing music throughout space and

navigation, record its movements {0 produce an animation, a traveling

in its sonic space architecture, a kinetic musie clip.

The [SPAZE] (http://www.lab-au.com/space) performance Is 2.C0D
laboration
composes mustc spaces. Based on the®space; navi-
gable music” project ERZATZ explores the different formsof mixing
music in 4ad through e.space and it§ related images sequencingin
order to ¢reate an loumersive sonil¢ and visual environment. The

and theelectronic musician [ERZATZ] who

composing of music through navigationin e.space and the spatializa-
tion of musicthrough the quadraphonicdiffusion, thus constitutes

a performativespace covering abroad rangefrom VJing to recorded
soundspacesto live navigation and live space mixing, Linking the
digital spaceto the concrete one, mixed reality through visionand
sound.

The performanceconsistsin theliveset (60min.) o [ERZATZ]
presenting the compositions and real time mixesin the space, NAVI-
GABLE MUS Cenvironment.

The musicset is conceived as an open-end performance, where
[ERZATZ]) mixeshismusic while the public can experiencethe ‘spaze’
compositions via headphones.

Foundad in 1995 LABfau), laboratory for architectureand urbeniam,

links theoretical reseerch LABfa+u] to concrete worksd conception and
redizationsLA.BAU. I this manner LAB[au] daboratesa’'metadesign'
investigatingtheimplicationsd new communication and computation
technologieswithin spatio-tempora (gpacetime) sructuresas well as thar
formsd representation such as architecture and urbanism.

The Dementia of Angels

Le Corps Indice

le corps Indice
corpsindice@corpsindice.com
http://www.corpsindice.com/

BY ISABELLE CHOINIERE, THIERRY FOURNIER, FRANCOIS ROUPINIAN

Astrong telematic duet that integrates gestual creation, video, graphic

design and electro-acousticthrough network and in an interactive way.

A fascinating live network performance of electronic art.

Two distinct spaces which can be thousandsof milesapart.

Two performancesusing different stage and technological set up that
arein every moments interdependent and interrel ated.
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Two worldsthat pour into each other, that reply and echo to each
other.

Thisisainnovative and uniquestagewriting where the body and
technology answer and stimulate each other at aformal aswell as
organic and philosophical levels.

Thedancersof The Dementiadf Angels(Isabelle Choiniére and
Alyson Vishnovska) have a double presence: adirect performativeone
with their immediate audience, and atelematic one, which isthat of
their bodies projectedinto the other space.

Theinteraction between both performers, their movements, spaces
and musicare developped and transmitted through coded captors
placed on each dancer bodies, the dancersthen intervene with their
voices, their breath becoming awarecof the sounds they produce.

Thedata generated by the captorsare formatted and sent to the
other location where they generate a specific musical space. A move-
ment produced in the distant location will have an impact on the
sound o the main stage.

The secondary spaceis not as colorful and technologically complex
as the principal space. It opens the doorsto a parallel world. It's
arefined environment, far from the multimediashows and the tech-
nological performances. It was conceived as a performanceto be
presented in museumsand galleriesin responseto their structure and
to their aestheticism. It was created to live-in a nearness, a hyper-
sensitiveness. To feel a presence sometimesvisiblesometimesnot, but
awaysstrong and subtle.

Thisisa sometimesimmersiveexperiencein which the audience
participates physicaly in the osmosisthat the Internet invents. The
environment completely surrounds the audience.The beginning of the
performancedrives the audience into total darkness. Thedepth of the
blackness evokesthe interior of the body through sensationsthat it
procures, and slowly invadesit and stands out asa real presence, an
incarnation, asa body which embracesall the other ones.

This holding corral createsthen a hyper-sensuality,a hyper-percep-
tion that encouragesthe audience to takeadvantage of the sensuality
that it hasto develop.

Choreogragpher, paformer andystand artigicdirector d Corpsindice,
Issbdle Choinieregivessince 1994 sunning performanceswhere living
atsand dectronicarts merge admirebly together. Incontestable pionesr,
IssbdleChainiereexploresthe limitsd the naturd and the syntheticbody.
He actud choreogrgphiclanguage integrates a reflection rdating to time
and goace.
By crosshreadingdisciplines and questionning gpedfic writing her atis
tic process crestesemergingd naw langueges He refledtion and resserch
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about integrating dectronic arts to the living arts hed brought her invita:
tions to gve conferencesin mary internationa events Communion, her
firg crestion brought her to an extraodinary internationd radiance.

Test-patches
media performance unit 66b/cell

Get your eyeball tattooed!

Ablack & white world bound together by immersiveimagery set
in aradical minimal soundscape. The empty white screen revea sitself
to be just another layer among endl ess proj ected inscriptions onto
the eye. Cdl's mesmerizingvisua projectionsarecreated by C.V.A:
areal time rendering graphicsengine prototype. For 66b, the idea
o test patches haslead to alive movement film strip where myriad
afterimageshighlight the relationship between performer and ground
in an ever-shiftingdynamic. 66b/cell, together with Tachi - Maeda
Laboratory Graduate School of Information Scienceand Technology,
the University of Tokyo, are devel oping wearable devicessynchroniz-
ing body gesture to the visual and sound network.

All and nothing. Black and white. Elusveand permanent. Indelibly
stamped.

Emagng in 1994 through theinteplay d visudl, sound, body and spece,
Tokyohesed 66b/cell goply digitd audioand visd technology to live pa-
formances The cdlledtive maintainsasymbiatic franework that indudes
desgnerswho wak in computer grgphics sound, slage and costume
design, aswell as paformersand choreogrgphers Through juxtgpositions
d movementand projected imegay, they create multi-layered cdllages d
reglity and illusion.



MIRRORMAN - UNIVERSE 2002

Radka & Stanislav MULLER

Mirror Man - Reda & Stanislav Muller
info@mirrorman.cz
http:/Avww.mirrorman.u/

The project Mirror Man — Universe 2002 is the contact of simulation
tiknow and traditional cultureand at the same time reflectsthe world
of artificial heros.

Radka Mullerova

Daed hirth: 7th January1974

Nationdlity: Czech

Education; 1993 - 2001 The Academy of Fine Arts in Prague,

intermedia studio

Exhibition:

1999 The Gech Art Festivalin Tokyo, Japan

2000 Ar(T)esco, Prague, Gech Republic

2000 'STORY", NOD - ROXY, Prague, Gech Republic

2001 New Mediain Policka, Policka, Gech Republic

2001 “Final work 2001" National Gallery in Prague, Collection of Moder
and Contemporary Art, Gech Republic

2001 NET-ZLAB, Chemnitz, Germany /Internet Kunst Preis 2001/

2001 For You - interactiveinstallation, The National Gallery in Prague,
Collection of Modern and Contemporary Art, Czech Republic

2002 ART PRIMEUR, Dordrecht, Netherland

2002 N O N 2002 - Fourth Biennial of Young Artists, Prague, Czech
Republic

2002 Coop 2002, Bucharest, Romania

Stanidav Muller

Daed birth: 17th September 1971

Nationdlity: Czech

Education: 1993 - 2001 The Prague University of Applied Arts,

glass atelier

Exhibition:

1997 Won an award from the Mr. Josef, Mrs. Marie and Mrs. Zdenka
Hlavka foundation for the best diploma work of the Prague
Colleague of Applied Arts

1999 The Czech Art Festival in Tokyo, Japan

2000 Ar(T)esco, Prague, Czech Republic

2000 "STORY", NOD - ROXY, Prague, Czech Republic

2001  ASUZ2 - Labin, Croatia

2001 Artistsfor Artist, Prague, Gech Republic

2002 ZVON 2002 - Fourth Biennial of Young Artists, Prague, Gech
Republic

2002 Bohemian Glss, Prague, Gech Republic

2002 Blue Hame, TWM - Prague, Gech Republic

2002 Coop 2002, Bucharest. Romania

D System

AMI Centre National de Développement pour les Musiques Actuelles
pacjap@yahoogroups.com

ferdinand@lafriche.org

http:/Avww.lafriche.org/ami/

PACHAPisa franco-japanesecollaborativegroup and project about

new investigationsin computer, musicand theinternet. Thisproject
gathersartistsfrom Japan and Francearound the emergencesof new
formsand researcheswith the use o new technologies(Max-MSP,
etc...). Thisproject wasinitiated by AM.I, National Centrefor Modem
Musics Devel opment from Marseille/France. The objectiveisto release
new tools(such as D-system)for redl interaction between music and
computers. This workshop count around ten participants, five japanese
and five french, who meet each year, for two tendays-sessions (onein
Japan, onein Marsellle),during three years: 2000-2001-2002.

Followingsevera contacts, or after attending several festivals, it
occursthat one dof thefist wishesd internet operatorsremains para-
doxally the need to meet physically and unformally in aspecificplace.
Working together in front of the samecomputer cannot be totally
replaced by avirtual relation. The extraordinary vitality o the new
Electronic Festivalsisatrue withessdf theimportance of this physical
meetings.

We know that technology isfar from having reached itslimits. It
isthereforemoreinteresting to overcomethe actual limits (" Sound on
Internet isnot perfect”,"down-loadingislong", "tel e-payementis not
efficient”, etc...), and to work on a1 content prospective ("what will be
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the model for music-circulation™, "how collectiveinstant composition
will work™, "will the keyboard be replaced", "what will be the interac-
tion between sound and image”, etc...). Thewhole processmust be
visudised in the next fiveyearsor more. Therefore, the general profile
of the team membersshould be moreartistically oriented.

Following the conversationswith the concerned musicians, activi-
tiesare organised around two directions: creation and diffusion. These
two orientations are of courseinteractive, and, even if membershave
to choose their orientation, it does not seem reasonableto separate
the two workshop sub-groupsin termsdf location. In thesame care
of considering the 21st century, recruitingwill consider asa priority
the youth factor. New formsdf art introduce new thinking processes.
Such a project, totally oriented on future, hasto privilegiatenew
generations.

The next and last sessionswiill be in July2002 in Marsaille, and in autumn
in Osaka, prefiguring stage and performance aspects.
T Preceeding sessionsin Japan have been supported by ITT at NCC/Tokyo
(2000), and Musashino University Sound Lab (2001).

Takashi Kojima (Osaka), musidan, internet operator, computer progranmer.
Suguru Yamegudh (Tokyo), musdan, internet operator.

[token (Tokyo), musdan, "Harpy' 1 leeder.

Yuo Neds (Nagoya), computer soeddist (MacMP pedidist)
Jeromeloy (Nice), musdan, ressarcher, univarsty professor, lecturer.
Renaud Vercey (Marsdille), multi-mediaoperator

Colette T (Marsalle), poet, lingusitic peddist

Peter Sindlair (Marslle) multi-mediaartist, Aix en Provence Art School teecher.

JeanPICHE

ELEKTRA/ ACREQ
jean@piche.com
http://www.elektrafestival.ca/

Digitdl work for 3 DVD et 3video screens

Threekinetic studiesfor digital video and music, in there equal move-
ments. All the visual sourcesare concrete and had been manipulated
through digital processingsoftware. Thereare no synthetic images. The
music was produced using the video editing as ascore.

JeanPiché- musc/ visud

Composrand video artigt, JeenPichlives in Montred Snce1988. Hs
interest in computer music datesfram theformis beginningsin the 1970s
After swerd collaborationswith swerd Ameicen media artists, he hes
recantly cregted itsown video-musicworks Teaching and researchin
electroacoustic and computer muscat the Universtyd Mortred ocoupy
the mgor part d his professiord life

Eder SANTOS

Emvideo
edersan®@uol.com.br

http:/ fwww.emvideo.com.br/
Eder Santos/ music by Paulo dos Santos

The performance by these two Brazilian creatorsincorporatesdifferent
featuresincluding video, poetry and music, played live by the authors.
The title Pincélulas derivesfrom a combination of Portuguesewords
which convey the fundamental messagesin thiswork: oincel (brush),
the painting instrument; célula (cell), the basic unit of all Living species
and pincelada (stroke), the painters manifestation.

The performance'sobjectiveisto tell thestory of human devel-
opment, from its physica inception toitsemotional constitution,
attempting to addresseach of the three stagesd life: embryo, forma-
tion, birth and growth; intelect and senility.

Eder Santos has becomearespected personality asa producer and
video artist in the Brazilian and international communities. Since
1989, he has been presented in variousfestivalsand museumsin
Brazil, Europeand the United States. Eder Santos producescommercial



work and videoclipswith famous Brazilian musicianson aregular
basis. Paulo Sérgio dos Santos, by the other hand, also born in Belo
Horizonte, bring hisvast experienceasa musicianto their cooperative
work: he wasa percussionist with the MinasGeraisSimphony Orches-
trafor nineyearsand has been part o the well-known UAKTI musical
group sinceitsinception 19 yearsago. With aseriesof concerts
throughout theseyears, UAKTI has been acclaimed and admired by an
eclectic publicin the United States, Canada, Japan and most o Europe.
He has been the constant composer o musicand soundtrack for Mer
Santosvideos andinstallations.

Eder SANTOS (director)

Brazilian videomaker Eder Santos creates vibrant, poetic works that merge
the personal, the cultural and the technologicalto reinterpret motifs

that are central to Brazils African, indigenous and European heritage.
Evoking the rhythmsand textures of memory and history, he crafts a visual
language of high-end and low-end technologies, from digital media to
Super-8fim.

As a Brazilianartist, Santos is acutely aware of the socioeconomic
relation of technologicalmedia and cultural representation: *'I have never
lost sight of the fact that I am using a technology rather foreign to my
city and country — in short, there is agap in the relation between the
social and the technological. As a consequence, | always attempt to use
our own cultural elements."

In the vivid UAKTI-Bolere (1987). Santos' electronic rendering of a
musical performance, Ravels Bolem has been interpretedin terms of a
Brazilian sensibility. Rite & Expression (1988) is a telwisual reconstruction
of 17th-centuryBaroque architecture, religious syncretismand African
culturalrituals. Europe in Five Minutes (1986) and | Cannot Ga to Africa
Becausel Am on Duty (1990) address the use of technologicalmedia as
modes of cultural "documentation.”

States Santos, "'l use technology to expressvisualand tactile sensations,
moods and feelings. | aim at creating a private world that is both an inner
and an outer reality."

Santos was born in Minas Gerais, Brazil in 1960. He receiveda BA in Fine
Arts and Visual Communications fmm Federal University of Minas Cerais.
He has taught at Newton Pava College, Federal University of Minas Cerais,
and Catholic University of Minas Cerais, and is a founding member of
Emvideo, an independentvideo productioncompany. His work has been
broadcast internationally, and exhibited at Tucano Arts, Rio de Janeiro;
The Kitchen, New York; FestRio, Brazil; International Festival of Telwision
and Video, Montbeliard, France; Berlin Fim and Video Festival, World
Wide Video Festival, and the Bonn Videonale, among other festivals and
institutions.

Santos lives in Belo Horizante, Brazil.

Atau TANAKA

atau@xmira.com
http://www.sensorband.com/atau/

Biosensor Performance
Developedin collaboration with R. Benjamin Kngpp

Tibetisamusical concert piece for Tibetan bowls, EMG/biosensor,

and Position sensors. The pieceexplorestheinterstitial spacesbetween
acousticsound and electronic sound, between movement and tension,
between contact and telepathy. A solo performer beginsthe piece
elicitingacoustic sound by bowing resonant Tibetan bowls. The BMG
trajectoriesal these gesturesare tracked and slowly start to el ectroni-
cally augment the acousticsound. At thefirst critical juncturein the
piece, the bowing stick islifted off the bowls, and the sound continues
- this sound is the captured acoustic sound, and continuesonly as

long as a certain muscle tension is maintained. This space between
bowing contact and gestural sonic sculpting will be explored in part
two of the piece. The BMG based articulation of thesound isitsdlf then
augmented by position sensors. The position sensorsgive topological
sense to the otherwisetension based BMG data. Smilar musclegestures
then takeon different meaningin different pointsin space. Part 3

then exploresthis articulatory spaced complementary sensor systems.
The piece finisheswith aclosing section that comes back to physical
contact with the Tibetan bowls, kegping the EMG and position sensing
in a unified gestural expression.

Atau Tanaka was born in Tokyo, and was raised in the US. He was in
residency in Paris in 1993 at IRCAM. In 1995 he became Artistic Ambas-
sador for Apple France for his work in interactivemusic. He mwed to
Tokyoin 1997 for a project at NTT-ICC and subsequently taught at Keio,
Wakayama, and Chukyo Universities. He creates a digital music in real

time through bodily gestures of the performer and time perturbations

of the network. He has received prizes and support from the CMD, the
Fraunhofer Society, and the Daniel Langlois Foundation. He lives and works
in Paris.

ISEA2002 | Performances| 81



FAUSTECHNOLOGY

Alain THIBAULT, Yan BREULEUX
ELEKTRA | ACREQ

alain8@sympatico.ca
http://www.purform.com/

Digital work for 3 DVD et 3 video screens

FAUSTECHNOLOGY is a 40 minute music-computer animation work
based o na contemporary interpretationof the Faust myth. It evokes
human behaviorinthe face of amachine that generates visual and
sound stimuli, amachine that seduces, and produces pleasure. The
work is dividedinto two parts during which a series of visual and aural
micro-variations gradually evolve. Faust appears asbothentropy and
seduction: thethreat of increasing disorder in the material world, and
seduction as apromise of control through simulation techniques. The
sources of the sound and visuals are entirely synthetic.

Alain Thibault = music

Awell known electronic music artist, Alain Thibault has contributedto
awide range of multimedia, video, danceand theatre productions. He

has composedmusic for internationally known groups and individuals
such & the theatre company Carbone 14 and is presently working with
choreographer Edouard Lock on the new Lalala Human Steps' dance
production. His techno-opera Lulu-Le chant souterrain, was presentedin
Montreal in February 2000. He was invited by the Austrian duo Granular
Synthesis in June 2000 to presentin New York The Underground Song
during the Noise Gate Remix events produced by Creative Time. His music-
video, a-light, a collaborationwith computer animation artist Yan Breuleux,
was awarded an honorary mention at the 1998 Ars Electronica Festival

in Linz, Austria and his latest vork, the multimedia piece FausTechnology,
also made with Yan Breuleux, was premiered at HEKTRA in September
2001. Presently he is the Artistic Director of the ELEKTRA Festival, a series
of electronic music and new media events presented every Novemberat
Usine C in Montreal (www.elektrafestival.ca).

Yan Breuleux - visual

Yan Breuleux completed his collegiateand university studiesin visual arts
to then dedicate his artistic production to video and electronicarts. Over
the last few years, he has produced several videos and performances
mixing music and images done in collaborationwith artists, composers and
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performers. Notable is his musical video series Noise, A-B-C Light, Clima
(x) producedin collaborationwith composer Alain Thibault. Within the
context of the A-B-C Light project, he was invited as artist in residence
at the Center for New Media at the Canadian Cultural Center in Paris.
This project also received an honorable mention at Prix Ars Electronica
1998 (Austria). In 2000, Yan Breuleux was invited to present A-Live at
the TransmedialeFestival in Berlin and also participatedin the Sonic Acts
Festivalin Amsterdam.. His latest project entitled Faustechnology, also in
collaborationwith Alain Thibault (purform.com), was presented at the
HEKTRA Festival 2001 in Montreal. His last installation was presentedat the
New Museum of New York within the context of the Quebec New York
2001 went (www.deplacement.qc.ca).

Ambiguous Senses / Misleading feelings 2
TSUBAKIHARA Akiyo T KAWAMURA Yosuke

The relationship between space and body within amedia-oriented
society interests me greatly, and as the theme for this piece I have
chosen "Ambiguous Senses/ Misleading feelings" as relates to the legs
and body, usinglegs andimages of legs to express this theme.

Whilelaman artist, orin other words, aperson who sees and
draws, 1am also a performer, or anactor. My perceptions of ""sections"
of the body, and how I perceive the relationship of the *moving
body" to the "body as a stationary Image", is an extremelyimportant
question.

In art history, body parts, or selected body members, have often
beenused for "artistic exercises". Sketching part of the body, such as
the head, hands or legs, is seenas a natural step when starting a piece
of art or even a simple study for apiece of art. As a viewer/draweritis
possible to see only part of the body, and that section can beisolatedin
any manner. However, the performer can only focus his attentionon
partof hisbody, and canonly putimportance o na specific member.
He cannot actually cut out and isolate that part. While the actor can



concentrate on a certain body part, he cannot connect that part with
other parts. The part isan indivisiblecalled a body, and when oneend
trembles, the vibration is conveyed to the other end at a distance. How
should the artist/performer interact with this matter called abody to
which heisunwillingly connected?

In theactual performance, | usereal legsand imagesd photo-
graphed legs. These movements are random; they do not carry aspecia
message, nor do they try to expressanything. However, theimage
of theactual legsand imagesmoving near and far cause confusion;
the viewer falsinto astate of confusion and experiences"ambiguous
and migleadingsensations”. The act of walkingdoes not haveany
particular story toit, however, it might appear that this performance
istrying to express something. One reason for thisis that the cut legs
belong to an actual body, and are dwaysconnected to a body. The
actual legsand projected legsareseen in an "misleadingsense”, that is,
assomehow connected to a body.
text: Akiyo TSUBAKIHARA / trandation: Sxeh Nisich Rumme

Akiyo TSUBAKIHARA

Ban in 1966. She hes bean active Snce 1987. He warks are expressad
someimesas atigicingdlation and someimesas pearformance whose
bjectsare about rdations among behavior, wordsand Sgns: superintend-
ing "Art Pop Hame" and “slippd Disk' (Wak Shops organized exhibition).
2002-1987 16 o exhibitions more then 60 group exhibitions: jgpen,
Mexico, Indonesa, Myanmer, Cing, Fanog, England, Edtonig, Finland and
Poland.

Y oske KAWAMURA

bomn: 1977 negoya JAPAN

graduate: Aidh Prefacturd Univasity d Fre Art and MUsSCIAMAS (internae
tiond academy d medaarts and stiences)

sound and Vide artist/design

muzik paformancea.k.a lozi

upport: Ayu AMARI / Chibaru KANEKO / Saeko HARA/

society of algorithm — translocal mutations

Guy VAN BELLE, KUBOTA Akihiro

Guy.VanBelle@rug.ac.be
akihiro.kubota@nii.ne.jp
http://www.ipem.rug.ac.be/gvnbelle/index2.html

The belief that art and culture are essentioally social phenomena,

has provided a rangeof practicesthat were essentially fostered by
former post-modernism. Within that over-attention for the creation
of asituated art, sometimes the historical avant-gardewasforgotten
to accommodatefor the more traditional oriented western-american-
european obsessionfor narrativity and figurativeaudio and visua
works.

modesfor art and creativity

Theeffectsdf more than 50 yearsof computer programming are readily
tobefound in al common creative tools we are using - from image
editors to softwaresynthesizers. Thisleadsto the assumption that an
important featurein global communication and cultureisessentially
atechno-scientificone. Not only the pairing of modelsfound in
computer programming and systems.

Engineering with an artistic sensibility and affective point-of-view,
isleading to a new phenomenon, atechno-aesthetic model. It can
only becomeassuch, when there is al soa communicative protocol
available, asan essential part of that model. The algorithm becomes
thedriver for any expression.

across backgroundsand cultures

Therearea number of waysto deal with different cultures, but apart
from looking for differencesand parallels, acommon experimentation
and the joint generation of new formsand artifactsin thegenetica
and linguisticsense, seemsto usa moreappealing direction. With
mutual influencesand visionsthe emergenceof new form and content
ispossible.
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meaking a jump into another century

Nowadayswe see a renewed interest i n abstract artforms, supported by
ayounger generation of artists unspoiled by aformal trainingin the
traditional artisticdisciplines, making unknown referencesto earlier
radical pioneersdf electronic art.

On top of that, the outcomedf the popularisation of electronic
musicand the proliferation of global networksadded a kind of new
attitude towardscollaboration: audiovisua, experimental, dynamic,
distributed, materialistic,algorithmicand .. totally digitalismic.

Let's draw alineon a picture and makeit move!

Guy Van Bdle hes been prominantly invalved in the useand devel opment
d mutimedia for artistic purposessnce1990. Heiswarking asan educa:
tor and mediatechnologistat the dectronic musc sudiosIPEM a Ghent
Univasty, and a the mediatab at the Higher Indituted Fire ArtsAntwerp.
As an independent technosdientificartist he hes organized meny callabora:
tiveand internationd projects

AkihiroKubota isadesigner/artist in the ageof digitdism, whose

man interestsindude sound design/art, information/software/network/art,
interface/interaction design. He is row investigetingthe posshilitiesd

the computer ssa materid (digitd materidism). Hs man publications

are "Kigyuku Computer” (VanishingComputer, lwanami Shoten 1999),
“Post-Techno(logy) Musc' (Oomura Shoten 2001), and others. Currently
he isworking as an assodate professor in the Department d Information
Desgn, Tara At Univasty, Japan.He recaved his Dr. Eng, degreefram
the Univarsityd Tdyo in 1989.

public address
Anne WALTON

awal_ink.
awal45@bigpond.com
http:/lwww.rcca.co.uk/pmjects/publicaddress/

public addressisalive performancewith video projection, framed by a
large plate-glasswindow and presentedin any city streetscaped the
world over aperiod of 2-3daysand nights. By day, the artist appears
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asafigure moving back and forth acrossthe window, engaged in
the repetitivetask of owly coveringand uncovering the window
with sheetsof A4 tracing paper. By night, engaged in the same task,
the artist repeatedly crossespathswith the video projection of her
earlier self. Both figuresare engaged i n uncovering and recovering
the window and the streetscapewhich lies beyond it, but in different
time frames. Passers-by glimpsethe familiar streetscapeand see them-
selves, possibly, in each other. Past and present overlapand reflect
samenessand difference. The'normal’ position of the urban viewer/
voyeur becomes blurred temporally and spatially.

public address takes the street-front window and draws attention
to it asabare membrane, confusing outside and inside, publicand
private, subject and object, now and then. Within the (non) space of
awindow, the city streetscapeis passed through a thin filter of time,
questioning what seemsfixed and concrete, highlighting the ordinary
and the everyday and opening up a fresh spacefor reverieand play
within the highly regulated and scopic public domain.

public addresswill be touring to the US Canada, the UK and
Europein early-mid 2003. The artist invites expressionsd interest
in hosting thiswork in any city on any continent of the world.
The projectisassisted by the Conferenceand Workshop Fund of the
Austrdian Network for At and Technology, adevolved grant program
o the AustraliaCouncil, the Federd Government's Arts Funding and
Advisory Body.

AmeWdion isan Audrdian videolperformanceartist and writer, an

and df line She hes bean paforming live warks in shopwindowssince
1997, oocupying empty shopsar Sreetfrontgdleriesin Addade Sydngy,
Glasgw and Hesnki. Se d mekesvideosfor more conventiond
screening. Her gpproach is modlly improvisationd with an emphasison
responding to agven time and place I 1998-2000 she wes avarded
an Ame & Gardon Samstag Intemdiond Visd Arts Scholarshipto do
oversses podigraduate research. Sherecaived aMadier d Fine Art from
Glasgow Schod d Art in 2000.






Fetish
Cat Hope

Fetishisa performance that
manipulates the bottom end of
noise- bassfeedback and dis-
tortion. It Fetishisesthis element
of the audio spectrum, and uses
it to control, capture and trigger
images projected onto, into and
around the performer. The artist
usesa bassguitar, copper wired
bows, radiosand a variety of spe-
cialy devised MAX patchesto
control live sampling and video
interaction. The resultisawall
o combined sound and image

unlike anything you would have heard or seen...

"Fetishis a performancethat has psycho-industrial strength, unrelenting
passion noiseand vision that redefinethe termsinventive, futuristic, original
and loud." Zetra Magazine, 2002

Ca Hopeis a performanceartist whose works indude noise, soundscapes,
pop muscand film meking. She is besed in Parth, Westam Audrdia,
whereshe d0 writes music for dance, theatre, radio and her groups Lux
Mammoath, Gata Negra and audio visd duo CaviTy. Sheisfedured an
S Landy's Extrame Musc Fram Wamen compilation, wan the Pandars
Box AHm Fedtivel Bet Soundtrack avard in 2000 and tours extensively. She
hes collaborated with artists such as lkue Mai, JonRos; Stellarc and Irene
Maoon Thisis her firgt vist to jgoen which is sponsored by ArtswA.
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TIME DROPS

Akemi ISHIJIMA
city Univasty

akemi@city.ac.uk

TIME DROPS is an attempt to expresssuch ideas as eternity, infinity,
and cosmicequilibrium inan embodied form. It is based on two
hypotheses: asinglestroke o abell, asit fades, can evokea sense of
infinity in our mind; an impulse createsa universewhen it returns to
the original state o stillness. The project was redised in two formats:
installation of sound and light, and electroacoustic music.

MuscVeson

The CD version of TIME DROPSwas produced at composer's home
studio using Macintosh Computer and various audio software. In order
to grasp cosmic eternity, attention was paid to the behaviours of small
transient sounds-the very opposite to the concept of eternity and yet
considered to be the continual processin eternity. Strokesof Tibetan
bells marimba etc. were collected and harmonically modified to form
variousshort sound objects. They are then carefully disposed within
givenframe o time and space. Specia attention was paid to the subtle
change of timbre and pitchrelationship in order to create consistent
musical structure and sonic behaviour.

Instalationd Sound and Light

Theinstallation version was created in collaboration with light artist
JudeJames. It wasfirst exhibited at Ally Gallery in London in 2000.
Sound and light are considered as physical entities through which time
and spaceare divided and redefined. The concept of multidimensional-
ity which the installation reflects, is enhanced by theinclusion of a
minimal object, amarble egg scul pture (by James), as the physically
intensive focal point in the spacesurrounded by membrane-likewalls.



A Placefor Contemplation

Despite its conceptual nature, TIME DROPSisexperienced through
perception, by the senses, and not through intellect. It aims to create
aspecial placefor contemplationfor each individual regardless his/her
source of origin. The very reason why electroacoustic sound and

light were chosen as the media, was because they can communicate
directly. Another advantage of electroacoustic manipulationisthat the
composer can characterise the sound so that the sound becomes an
independent being existing in the space, drawing no attention to how
and by whom it isexecuted. Like rain drops making ringsin water, the
sound generates rings of oscillation in accord with the light. Aseach
sound appears and disappears, the perpetual process of creation and
decline in the cosmic equilibrium can be experienced. All you need isa
tiny drop of spontaneous imagination.

Akam |shijimais Japanesscomposer based in London. Ha work includes
sound inddllation, music for contemporary dance as wel s concert music,
and hes been performed and broadcast internationaly. She hes recaved
prizesin variousinternational competitionssuch as Lug Russolo (Italy)
Bourges (France), Golden Antena (Bulgaria) and Ars Electronica (Audtria)
He work hes been sdected and presented at tSea ‘94 (Helsinki) and '97

(Chicago).

Destellos
Elsa JUSTEL

justelsa@wanadoo.fr

“Destellos” (Sparkle) (537) (2001) Music, image and video animation
by ElsaJustel.

"Asin areverie, the objects separate from their sense to become poetry".
Theidea of the project isto give life to the sparkle in different

materials. Metal, glasses, ice, will travel in time and space by means of
computer animation. There is also a play with sensations of fragility

and transparence. The music plays the same notions by using recorded
sounds of the same materials. In fact, the discours islead by the

music which guides the time developpment and underlines the sense
of colour.

(Argentine-1944) Living in FranceSnce1988. She studied composition
and dectroacoudticsin Buanos Aires, then she hed her Doctor degreein
Computer muscat the Universty d Pais She teached Avant-garde music
at the Conservatoryd Ma dd Plata, Snce1980.

She recdved compogitionawards in France, Audtria, Germany, and
Argentina

Warks recorded by: |&wW-Canada, CD931 ("La ventana deshabitada” for
harpsichord and tape); IcMC 96, Hong Kag (“Haricotset petits batons”
for tape); Diffusoni Media, Canada, IMED 9837 ("' Chi-parboo” for tape);
00Discs, USA 0045 ("Fy Mor” for tape); Acousmatica, France, CD1200
(“Mats” for tgpe); Organisad Sound Vol. 3, Cambridge Universty Press
("Aulan... bleu” for tape), Computer Music Journd ,Vol.25-N°4, 2001
("AlbaSud for tape)

House de Tango
NOBADIMI

midinovela@hotmail.com
http://mww NEIZAN com.ar/sge/

Nobadimi is deephouse over frag-
ments of Argentine Tango.

The Album was produced by
using PC, Keyboards, electric
Violin and Melodica - all the other
instruments are from digital or
virtual sources. ldea, production,
engeneering and digital compo-
sition isfrom Turby Schmidt.
Electricviolins, Keysand melodica
arefrom Sami Abadi.

Turby Schmidt, aka Midinovela,
alsoisDJand producer. Sami Abadi
does electroacustic/experimental
music and isviolin teacher... The idea behind was creating electronic
music with includes local roots, because most of argentine and latin
electronic music productions didn't sound like something latin. The
tipical producers are working with europeen or northamerican styles,
ignoring latin music. So the producer Turby Schmidt worked out the
Project Nobadimi to create electronic dance music with Buenos Aues
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Flavor. Some people might say that they hear some spirit of Piazzolla
in this project, and the producer is pretty proud of such coments, but
on theother hand it's dificult to compare, the best way to imagine how
tango and house sound together is hear it...

The record was produced and recorded in Almagro/Buenos Aires
from november of 2001to march of 2002 and isn't edited yet.

Im bj and Producer (Music), i wes born in*72 in the south of Germary,
i went to Colognein'92 and started DJing there, i organized patiesand
eventsthere with artistslike Miched Mayer, Strobocop, Rau Tomita, Has
Nieswand and meny others, as invited DJ i've hed the pleasure to play
with Ken Ishii, Andrea Paker, Air Liquid and meny othersin events like
Battery Pak Fediva, Drum Rythm Tour, the Liquid Sy Cluband many
more... | went to Buenos Airesin'99 and started to get seriousin music
production, as Midinovelai produce techno wich is edited by the Lebd
Ware from Cologne/Germany as Nobadimi €lectronic Tango wich isnit
edited yet. Adudliy im especidly interested in finding ways to mix latin
and electronicmusic.

Blip Kino

scopac versus sowari (Rob Flint, Phil Durrant)

‘Blip Kino’ isa live performance from thearchive. Unrecognised £rag-
ments of film - those moments of depersonalised establishing shots
where the screen is uninhabited are separated from their placein the
origina narrative and brought together for use as the central, rather
than marginal, content of anew kind of live cinema- reinvented for
an era of random access memory.
scopac vs. sowari isa project that combines the live image manipu-

lation of Rob Flint (scopac) with the electronic sound performance of
Phil Durrant (sowari). Two artists - one generating sound, the other
avideo image- perform at a table with computers, a sound system,
and a large video screen. Reversing the usual relationship of musician
accompanying an existing film, the video becomes a malleable tool,
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responding to the generated soundsin a dynamic and spontaneous
way. The performanceitself is unique, unrepeatable.

scopac vs. sowari exploit and enjoy the spontaneous potential
of new random access media, but thisis an exercise in human interac-
tion as much as new technologies. Resisting the trend for audiovisual
spectacle, they attempt to demonstrate the infinite range of textures
present in even very limited means. Blip Kino uses the video image less
asarepresentational form, than an meansof dynamic collaboration
between sight and sound. scopac vs. sowari take video as something
that is neither cinema nor television, but is capable of reproducing
and substituting for both. We enjoy the paradox of alive, improvised
unique performancein an eraof perfect copies.

We like to exploit the faults, noise and marginalia of cinemaand
TV, and to address those media (through performance) as kinds of
experience, aswell asdifferent kinds of form or content.

“...scopac’s Sbtle visud digortions..” -The Wie

Rob Hint (skascopac) is an artis who performswith moving images; often
In collaboration with musdansand sound performers. He hes worked
with artigsinduding Seen 0’Hagan and The High Llames Seve Beresford,
Toshimau Nekemura, David Cunningham, Apache 61, and is a member
d thegroup Tiddish, with whom he hes devel oped his live video work
in festivalssuch as Impakt in Utrecht and Konfrontationen in Nickelsdorf,
Austria

Reoantly he co-curated ‘motor:show’ at ‘proof* in Bermondsey, show-
ing work by Hayley Newman, Brian Catling, Broan Sierra, Tine. Frark, and
others.

"Fhil Durrant..one d Englands treesures.—" Sound Prgector

Phil Durrant is a highly accomplished musidan whose work crossesthe
boundaries between dance electronica, and improvisation. Heisa member
d theinfluentid collective'MIMEO: and hes worked with musidanssuch
as Daek Baley, Brin Paker, Kdfe Matthews, Grooverider, Shut up and
Dance, JohnZom, Fhl Minton, Tam Corra, Peter Rehberg, Chridtian Fen-
nesz and may, many others.

Reoantly he hes collaboratedwith dance choreographersinduding
Maxine Doyle Gl Clake and Suzanne Thomas.



Electronic Noise Improvisation " Chaosmos”
Seiji Nagai Croup
NAGAI Seiji, KAWAI Kgji, YONEMOTO Minoru, WATANABE Koich

Leader of our group, Saiji Naga wasa founder menber of pioneering
multimedia freeimprov wanderersThe Tg Mahal Travellers. Thiswork
tries restructuring of the dense, organic flow of TheTg Mahal Trave-
lersin abasiswith art thought of Nietzsche.

Supposing the Nietzscheis the founder of thought of noise music,
how doesit fed?

Nietzsche considered chaos as dionysuswithout Got first in the
West.

Chaos isa meaning similar to noisein music today. And Nietvche
thought about the music that exceeded logosasasymbol o Dionysus
of chaosthat it wasessential thought expression.
our music often centresaround a juddering piano or turntable phrase,
while Nagai runs slowly coalescingringsaround the other players. This
aspect seemsto be just like Dionysus both unify will of the root before
long while continuing destroying order of Apollon in sequence.

In other words dionysusand Apollon may say that | expressthe
world of unified chaosmoswhile chaos and acosmosstimulate it
mutually.

In addition to above, In a meaning to expressrespect to Nietzsche,
Thiswork inserts musicwork of Nietzsche with subliminal method.

Seiji Nagai group
(Seiji Nagai, Koji Kawai, Minoru Yonemoto, Koich Watanabe)

Seiji Nagai is composer, performer. During 70s he co-foundedThe Taj
Mahal Travellersfor pioneering multimedia free improvisationwith Takehisa
Kosugi etc.

80s to learning sitar, he returned to electronicsin the 90s with a quartet
(including koji kawai, Minoru Yonemoto, Koichi Watanabe)

Koji Kawaiis a sound artist and multi instrumentalplayer (piano, keyboard,
guitar, mandolin etc)

Minoru Yonemoto is a self-made electronic instrumental player. He studied
electronicmusic at graduate school of Arts, Nihon Unversity under joji
Yuesa, Hiroaki Minami, Isao Tomita. His work wes accepted a prize for Luigi
Russolo international composer competition. and he is a menber of japan
socitey for Electronic music

Koichi Watanabeis a electronic noise composer. he has also supervised
doppelgangerrecord.

WAON

Andreas WEIXLER

Atelier Avant Austria
a.weixler@bk-linz.at
http:l/avant. mur.aUweixlerl

Weon
Andreas Weixler 2000/01
interactive audio visua performancefor 2 instruments

artigtic concept

based on the japanesespirit of harmony between humans (chowa) the
computer senses harmony between 2improvising playersand/or voices
(waon) and actsaccordingly to them in generating audio and visual.

description

Weon isan audiovisual improvisation for two musical instruments. In
thefirst part voicesd different nations (Japan, USA, Tawan, Austria)
will beanalysed and transformed to melodiesby oscillatorsand visuals
by the computer. In the second part, two liveinstrumentsareimprovis-
ing from playing the same note, over micro tonal distortions up tofree
audiovisual improvisation. Thecomputer sensesthe correspondence of
theinstruments and reactsin red time. If thereisonly onefrequency,
the system playsthe same and everything isquiet and in tune (waon).
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