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The space installation "Sagging" metaphorically sh o process of human technology's susta nable imp
~ onunatural life. | don't have In this realm, natural life eagerly embraces the shaping of technology,Presenting &
- harmonious state of life in the age of technology - technology. and nature.
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“BAN"R2EH—MESORT?
What is the state of life "natural"?
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SN EHAIRANBH RS,

In the process of the creation of human civilization, we define "natural”
life through negative intention: "natural” is not interfered with by
human activities, "natural" is non-technically shaped. | don't have
Human technology' initiative to strip from nature, to contrast with
nature, seems to deny the legitimacy of technology to shape nature
- until we saw human technology carved in the art of potted plants
in ancient times. Life presents an amazing energy and gentleness.
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Aspects of Her Life
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Aspects of Her Life is an organism-controlled multi-
dimensional painting machine. It utilizes two cameras to
track a fish's trajectory and then draws the projected traces
respectively on three sides of the fish tank. While the fish's
behavior determines the painting outputs, motion of the
~ paintbrushes is influencing the fish in return, creating a
dialogue between an organic life and a mechanical system.
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Fragment
No.C188A-2020




C188A-2020 SEAZ—TXTXMEEMNMRRTHOFKTY, MRENREELAHE
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ST HERBRGENTIRETEE,

Fragment No.C188A-2020 is a project that discuss the possibilities of
restoration and new way of exhibiting a piece of fragment in museums. Using
a found glass fragment as a base, | created different structures with 3D pen
according to the traces of it. The kinetic structure and shadows of it together
presented the possible imagination space between pieces of fragments.
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A sound-visual installation that translate the Chinese classic
text SHAN HAI JING into an abstract experience. Sounds
from ancient Chinese traditional instruments were used to
design the soundscape of this half-imainary half-realistic
lanscape. It explores the connection between psychogragrahy
and psychoacoustics through a mysterious site.



Questioning
Sonic
Realism
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In a world full of simulacra and simulations How can we
tell the differences between actual and virtual" This project
produces three layers of sound — layers that contain'of both
empirical and virtual sound sounds and built spaces can
together create an owverall poetic construction of listening.
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Noise refers to any type of unwanted signal in systems. The application of industrial
machinery under the context of the first Industrial Revolution (19¢) and the rapid
development of information technology during the third revolution of science
and technology (20c) gave birth to the explosive growth of acoustic noise and
information noise, leading the human history into an unprecedented noise ecology.
As Luigi Russolo (1913), a French futurist artist a century ago described the era,
the ears of the past can no longer adapt to the noise of the present society.
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Plaxphone (2011) £33

B8 (2015) BRE

BERREXFEZAXE, IFXHCHEZERSEAZAR, REURTER. &)
fEEN. BFFREZESHENEIRZATED. XHTFUELHZARTRE
BENZAER, NRSHNSEHNEIENZAFREFBRMREZARIERIZH
BUHISS, 1BRit, RAESRBESEHEIN, EHENARNEP, BHHFENNE
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AR, NPREENENCSERNATRAN. LERNNKRE"ZES,

From futurist experiments to glitch art and generative art in this century,
noise functions as conceptual subjects, creative materials and creative
methods in art practice. Unlike the art works that are crafted by artists,
art works featuring noise and malfunction clearly reflect the weakening
of the artist's control over artworks. Meanwhile, the system is given more
autonomy. And in the complex causality networks, free signals flow within
an ever self-organising system, producing the most unexpected outputs.
Artist are no longer the governors of artworks but the creators of systems.
On the one hand, they reveal the existence and inevitability of system noise
and glitch. On the other hand, they examine these "annoying" elements
from an artistic perspective and pull out the unique aesthetics under the
mechanical and information age, which border on the aesthetic of violence.
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This project explores the concept of message, noise and media in information
exchange using a modularized controller that consists of three independent
modules: a transmitter, a receiver, and an insect cell.
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A STATEMENT
LEADS US TO
THE CORRECT
QUESTION

BHXEZEAFARRB T ENAHMBEAZARE A A
HARRBZE AXT2Z2E REZEAEEZE,
RESETHUARFI-—THRSZABEEE, RSEANFRS PR,
B EERMAMR, tSS5ERADESE. XEBH, ~EARANER,

The purpose of this exhibition is to expose the audience to the
ways thwart and technology intermingle and addict each other.
Such possibilities are generated by creating experiences that
explore virtual narration, sound , motion, light and interaction.
In the context we pose and series of questions: ‘What is reality?’, ‘What
is virtuality?’



BEFAHER"ZTHRE, BNEBAEART T A
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WY, WEGS T 5RO P AR 4 6Y K o B i 1T SIS B98I,

Based on the concept of wood wide web, we try to speculate about
a possible future scene where humans and plants can communicate.
How could the hardware-based artificial digital network be copnected
to a wetware-based plant network? We imagined a human=plant
interface for the audience. Interacting with the plant by touch its
leaves, its stem, a virtual plant network is visualized on the screen.
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Sonic Jungle
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IFSEE <2>
Noise Eater <2>

RERE <> E2-THRERE, HENETRRERSE, BFRAASAZNFRZENFTE. ERRT—HRFRAANEET
B, #RZAMSEZANBTOEHERIIRSE, mERFAEEUAESEIRBNAXEZAREAPFANNRSES,
EREP FETRSHKN=Z9PEMH: NME} TRSBFTABRET SENTREP, EEA-TEFRITTHIX
FRELARENESHES, REXEES, ZHFAENSKERESE—E, LURESEIRTEANXLES,

Noise Eater<2> is a kinetic art piece exploring the poetics of noise electronics and the human condition.
The installation allows the participants as well as the art piece itself to consume noise, generate noise
and provide an aesthetic experiment consisting of electronics, exploring concepts of humanity and nature.
In the installation, three kinds of substances: coffee powder, soil and electronics are put inside three
containers. The system triggers the pumps according to the noise signal a Geiger tube gives to mix different
kinds of smells. Giving a different way of sensing the concept of noise for the audience. The mixing of
three substances is considered a metaphor for the interaction among humans, nature and technology.



Slime
Reality
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HEEIFRBAYVNR (RAZE) FH—BHHNTEURFERNEFN, RSB TECRIERRNSXEEHE,
EEHAESERAMNENS, BIEEAEE, TEHEAFTRE, EBEBANZE, BECHMRENN. RIUEHEAEF
ZXHF? ENTERREETEXTEABTHNAERRD), MAREILFRRL K] UKLEE—TBRB TR ESOFIE.
RENR, BAUREET —RAMNERAR: E—TEURAEHENBRZTEFR, — T FHBAENT, EF—1it
BNARARE, —TIVMEFINPNEE ZFE TRIN—UER. RENSERSHHURRRE T XXM E/M
MBFR—MBENRPOFREE, AXNEBNFBEEAIHN, MERARTHE, RENEREENORMENR.

When | was reading the novel "Solaris" by Stanislaw Lem, the mysterious planet Solaris, the intelligent
ocean, | immediately relate it to Physarum polycephalum, a kind of slime mold | was studying at that
time. It consists a large amount of single cells, through its swarm intelligence, it can sense space,
remember outside stimuli, even solve a maze. The planet is not so different from it, its planetary
consciousness comes from the interaction inside this superorganism just like what Gaia theory suggests.
According to the novel, | create a visual experience for my audience. It is a looping dream inside an imaginary space
where all the strange images in Lem's novel appears. A computer vision system was used to analyze the growth
condition of a sample of slime mold, its data was then used to alter the real-time visual experience. Just like in
the novel, human perception is not 'real' anymore, but a delusion produced by some mysterious, sublime creature.
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The installation here, is an experiment, speculation of the complexity in the new Mother
Nature. How could some simple units work together to show the complexity of insect
behavior? How could electronic systems be integrated into living ant colonies? How could
we human sense this complexity? | invite you to join this drama of social dynamics. The
complexity of things!

The motions of three colonies of harvester ants are detected and then transmitted into
lights. Around the tower-like structure are many FM synthesizers that produce electronic
soundscape according to the environmental light. Thus the behavior of ant colonies
controls the soundscape.
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Mobile / WeChat : 159-1063-1709

E-mail : yefei@oritopia.com




