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CAO Shu

CAO Shu (b. 1987, Shandong Province, China) lives and works in Hangzhou, China, teaching at China Academy of Arts. His working
interfaces include but are not limited to, 3D digital moving image and interactive games. Cao Shu often constructs narration
in a restrained way, offering the audience a new perspective of things, and through his transdisciplinary practice,a multi-
branched network of meanings is formed. His works are often based on a specific place and ask open-ended questions. He hopes
to reactivate historical events or personal memory at the perceptual level through experiments with different materials and
media. In addition, he is also interested in the notions misreading and dislocation based on different cultural and technological
environments in history. In recent years, Cao Shu has been residency artist at Atelier Mondial in Basel(2017), Yokohama Koganecho
Bazzaar Art Festival (2019),Goethe Institutes(2020). His works have won such awards as 2022 OCAT x KADIST Emerging Media
Artist Award, 2021 Exposure Award of PHOTOFAIRS Shanghai, 2015 New Narrative Award from the Long Week of Short Films,
and 2017 BISFF Award for Outstanding Artistic Achievement. Recent solo exhibitions include Cao Shu Solo Exhibition-GO TO
ROME, B10CK@Ooeli, Hangzhou, China; The Ocean of Solaris, Zhejiang Art Museum, Hangzhou, China, 2019; Flux, Shanghai
Tech University, Shanghai, China; Solo Program-Monster outside the windows, Koganecho, Yokohama, Japan, 2019; His works
has been exhibited in art Museums around the world,such as Kunsthausbaselland, UCCA Dune, Macao Art Museum, Beijing
Minsheng Art Museum, OCAT Shanghai and Shenzhen , Sleep Center New York, Die Sammlung Falckenberg Hall Hamburg. Works
are collected by the Australian White Rabbit Art Gellary, Blue Mountain Contemporary Art Foundation, Zhejiang Art Museum, etc.
are collected by the Australian White Rabbit Art Gellary, Blue Mountain Contemporary Art Foundation, Zhejiang Art Museum, etc.

ML www.caoshuart.com
BRFE: anycao312@163.com
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Solo Exhibitions

2021, GOTO ROME, B10CK@Ooeli, Hangzhou

2019, The Ocean of Solaris, Zhejiang Museum, Hangzhou
2019, Monster outside the windows, Koganecho, Yokohama

Group Exhibitions

2022

The Exhibition of Annual of Contemporary Art of China 2021, 798Art Center, Beijing, China
Thinking Through Ocean, Topred Center for Contemporary Art, Xiamen, China

9th Bi-City Biennale of Urbanism Architecture,GDH City,Shenzhen,China

Memory hurts me, Matadero Madrid Contemporary Art and Culture Center, Madrid, Spain
In Solidarity with _____, OCAT Shanghai, Shanghai

Shape the Future ,Shanghai Duolun Museum of Modern Art, Shanghai

Passing Between Reality and Falsehood,Gene,Shanghai

Art’s Language Artist’ Game,OCAT Shenzhen,Shenzhen

"Body and Cosmos" the art of living together, Xie Zilong Photography Museum, Changsha

2021

Slowly Arriving, Kunsthausbaselland, Basel

Multi-Prismatic Mutual Views, Macao Art Museum, Macao

#TGIF (thank God it's funny), Brownie project, Shanghai

Unite! Digital Voyagers, PSA Shanghai Museum of contemporary art, Online
Space Oddity,UCCA Dune,Qinhuangdao

2019

The Exhibition of Annual of Contemporary Art of China", Minsheng Art Museum,Beijing
2018

Fiction Art,0OCT Contemporary Art Terminal,Shenzhen

OUT OF SERVICE, Art Museum of Nanjing University of the Arts, Nanjing

Pity Party,Sleep Center,New York
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SOLO EXHIBITION-GO TOROME | 1M&: £% 5

Time Duration: 11:00-17:00, October 24-december 24, 2021
Location:Imagokinetics, 7F Block, BLDG11@Ooeli, No.398 Tianmushan RD,
Hangzhou

FHiEl: 2021 ££10 A 24 H-12 A 24 H 12: 00-19: 00 (Tue.-Sun.)
s FMKELLR 398 SXREE 11 54 BLOCK 7F BRNELHE

" GO TO ROME " is CAO SHU's latest project in imagokinetics. This exhibition began as
a two-year project, exhibits a total of 12 works, including 3D rendered moving image
installations, sound installations, interactive games as well as other medium of works.
In 1651, Michel Boym (1612—1659) was appointed by Yongli, the Chinese emperor of
the Southern Ming Dynasty. As a special appointed envoy agent, he travelled to Rome
starting from Macau, Goa, Mogul, Persia, Anatolia, and Smyrna to request for military
support from the nominal European spiritual leader, Pope Innocent X. During the
eight-year long traveling trek, his occupation interchanged between among a Ming
Dynasty diplomatic envoy agent, Jesuit missionary, naturalist, geographer, zoologist,
and pagan. In the end, people held different ideologies were all rejected and died
on the border of Vietnam. In this exhibition, | try to understand the clues identified
between the connection between different works as a fictional fragment text based
on the real historical event explained above. 12 installations scattered throughout the
exhibition space interpreting as punctuation marks for the text fragment, awaiting for
the audience to solve the puzzle. The painter, Velazquez, the Pope Innocent X trapped
in the Reformation of religions, the Jesuit Bu Miguel from the East, and the emperor
of Southern Ming Dynasty existed in corners around the world in historical events
370 years ago together formed a butterfly influence, so that their identities became
ambiguous.

2021 MR "EP5" , XF-MMEHTHRITERR HHERFREIRE
SHNEITHRNERLEXME,
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Ideology | Fith 45

stereo camera, graphics data conversion program, 4k TV, split screen, cables
ISRERS, BRHRERER, 4kBW, SRR, HiEE

The tracking of the audience in the exhibition hall will be captured by the
surveillance camera and converted into an actual distance value (similar to the
step counting of WeChat). These steps will follow the actual distance of the
missionary Michel Boym walked from Yunnan to Rome and add upon. In one
of my future exhibitions, the dot on the map will reach Vatican from Kunming,
Yunnan.The route of the audience is also the actual distance of this missionary
from the East to the West in history.During this period, 370 years of globalization
have passed.Audiences with different identities at different times,slowly,
completed a long journey that really happened in history.

SARERTFIRET —MHR—ECRANKITES MMLIKRES, FLRE
RUSEPRSENRIBE B 81E, iAASE EEH T MsR4& (Michel Boym, 1612-1659) ME
MRI{ES DR MkiE — R R,
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SOLO EXHIBITION-GO TOROME | 1M&: £% 5

Past and future observer | i3 R RN 28 R 51

pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip
R, #B%, Wwh, B, #Eik3b, BEMER, $#HMk, 2021

This series of works are based on the principle of human binocular stereo
imaging. The author simulates the viewing distance of both eyes and makes
shooting and viewing equipment, so that the audience can experience the
simultaneous observation of "past" and "future": the works deconstruct
the physical binary structure of human eyes at the historical level, and the
intentions of left and right, red and blue, perspective vanishing point and so
on. In the different interpretation systems of scientific, politics and religion,
tension networks have been set up respectively. The author’s solo exhibition
"Go to Rome" based on the historical events of missionary boumeg is
generated and launched in such a relationship network.

EERARTIE T ALW B ILIARGEIREE, (EEELINERANE B EHETHIE
50E®RE, WAEIFERER X" 0 "RE" SRR ERTFALE
R Z T EMRIT T - MAREENEN, A, K. BARSEER
ARE. ASEENTRBRALD, MHREESHRKNNXREME. EE
BFEHL MNREHEEHNIR 250", EREXBE—MXRMERER
RIFHY.




(1) 400 million years ago, it was the ocean, and 400 million
years later, it is the desert| M{ZE /I Z2iFiF, WIZEREDE

pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip

RindF, ®E%E, WehH, HL, HEIR3b, HBER, %k, 2021

The author simulated the viewing distance of human eyes and made the
shooting equipment. In the moving images in the device, the desert and the
ocean are continuous, but they are separated due to the limitations of human
eyes. When the audience closes their right eyes, they will see the ocean, close
their left eyes, they will see the desert, and open their eyes at the same time,
they will see a three-dimensional world visually. Like a broken magnet, the
red and blue poles are one. From the perspective of human geology, are
deserts and oceans stretching at the same rate?

EEETREFGIMREREEMARNEFEE, SMETHRRSE RERHANH
FGh, DENGERFREE MK, AXEAXZNRHOUNERTHESE. B
KA LARESELEF, ALERESFIDER, RNBAWR, BFIE
Wi EEIMHIRME R, MEBROS, TERRAIE K, AXMRFZ
SMMMAE, RMEFRE AR MR R RIEE?
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pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip
Kibrr, WE%, TxH, %, ®Eik3b, BER, %K, 2021

(2) Past and future observer No.2

MAERNERR, ALARESFIESEDDTE, ALERESFEIEHER
Kk, FIREBEARR, FIHATUIEE-—RNRE—24, HHEETHKIZE
EIRIE 12 =

A device that can see the past and the future at the same time. At the last
minute of the day, the hands of the clock will never reach 12 o’clock. When
the audience close the right eye, the past will be seen. When the audience
close the left eye, the future will be seen. When open both eyes, they will see
the three-dimensional present.




(3) Past and future observer No.1 | id XK KMMEE 1 5

pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip
Ripdr, %R, Tseh, Bk, WEk3b, BER, %k, 2021

In front of the observer, the audience can rely on the focus of their own eyes
to make two separated people hug together. When closing their right eyes,
they will see the person on the left, and when closing their left eyes, they will
see the person on the right. There is a slow process of focusing the audience’s
eyes. The effect of the process is that the two people slowly approach each
other.

HEMMERR, WAFTUMREBASRRHXE, LA BEHARBE—E, 57
EHIRF, B2BIEMBA, ALERESEIAMBOA. RXARRTEFT—
TEREMERE, SEPHBRE: ZAZEBNERKIEER.




(4) Tiger And Lion Never Meet | #iF 2 E M A1HB

pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip
KT, WA, TehH, B%, #IEIR3b, HEER, $§#¥%, 2021

A device for photographing based on a binocular camera imitating the
distance between human eyes.When the audience opens the eyes at the
same time, they will see overlapping lions and tigers, while closing the right
eye, they will see a lion, and while closing the left eye, they will see a tiger.
| remember when | was in primary school, the most controversial thing with
my classmates was the lion and the tiger. The teacher replied that they lived
on different continents and would not meet.

BEiEE, SUXEMNEFRR, B E@Ul%ﬁ%ﬂﬁﬂ’l??ﬁ%i%ﬁﬁijﬂﬂﬂiﬂfﬁﬁ%
2, WEARBESFI-RNF, ALERESEFT—RE. IS/ NEREFRE
FERELSHHMEMFNZREREFE, ZIMHNEEE, ﬂﬂﬂ‘liiﬁ?’ﬂﬁlﬂﬂ‘lkﬂ'ﬂ,
FAHIE.




SOLO EXHIBITION-GO TOROME | 1M&: £% 5

The Vanishing Pope | #5=/IiH K

hard sponge, aluminum, acrylic, wire, speaker, self made circuit board, projector

BRAYVIE], $8, WH, ML, B BEIEEIR RPR

An installation based on light and sound. The voice of “Pope Innocent x”
controls the brightness of a light bulb. The lamp gets brighter as the tone goes
higher. When the Pope howls to the loudest moment, he will be transformed
from the image by Diego Velazquez into the image by Francis Bacon, and his
projection will be covered up by the brightest bulb until disappearing. What
| am interested in here is the tension between light and light.When the light
of the bulb becomes strong, the light emitted by the projector will weaken.
Both are "light" in nature,but they present a state of mutual opposition and
collision.It is the shouting of the characters in the projection that causes the
light to become strong.The characters in the works are the Pope Innocent x
described by Velazquez.At the same time, coincidentally, he was also the final
destination of the missionary Boym to Rome.

XE—HBEIEESEREHCGRETLHEE, (ERPHANANHEREE
R XETHRERTHEHER, BEEHT MIBEXESINRELERN. ZA
REMRHAGAHBEKRXR, TATRPRMIZHLERLBMAS, BE
REAR#BE b7, DEMNHBENFERE. SBUTALTRMNZRF P RIE
HHEIITR, HEFIERAMRE, MEEREHRICES -







Light VS Light | £ VS 3

hard sponge, aluminum, acrylic, wire, speaker, self made circuit board, projector
kIR, R, TS, MBZ%, S, BHIRER, RPN

An installation based on light and sound. The dialogue about light is quoted from
Boym’s travel log which is converted into Morse code, it controls the brightness
of a light bulb. There is always a negative correlation between the appearance of
sound and the disappearance of image.

EXHETFANESTHRERED, BEHEMOSEMFETHIANE, EH1L MR
EMBMRITESE, —BRXTHRMINE, FAEFTRMERRE, ZAREX—HE
NAREWRITUENELR, REERTH, SFHEUKEIE,



SOLO EXHIBITION-GO TOROME | 1M&: £% 5

The emissary 400 million years ago
M{Z ERTBYEE

Blue glass casting, quartz sand | EE & IEHE, AED
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SOLO EXHIBITION-GO TOROME | 1M&: £% 5

Infinity and Infinity Plus One| FcBR#A FC PR in—

2020
Installation, 8 Channel 3D Rendered image combined with real image|13
minutes 12 seconds | %<&, 8 &l 3D EXHESIHMEBES 13912/

In the 8-channel video installation Infinity and Infinity Plus One, the main
screen image is produced by combining 3D rendering image and real
shooting. An official thinking about philosophy and mathematics tells this
absurd story in a monologue. The film replaces Hilbert’s math problems in
another way. Faced with the infinite rooms on the isolated island and the
guest house full of officials, what choice will this sudden visitor make? In the
film, the silent conference table in the deserted ruins and the teacups that
have a conversation with a mechanical repeat posture seem to be a scene
where power words are displayed.

In a certain infinitely delayed time, infinity and infinity plus one are equal.
Perhaps this is the huge gap between the ideal world and the real world, and
itis also the reason why reality is constantly led to tragedy by the ideal world.
The film continues the author’s expression of time issues derived from the
specific location - how time is shaped into a specific system by a certain will
through different visual forms. In the roaming shots, the real shooting scene
and the 3D rendering space are switched repeatedly, leading to the meeting
room at the end of the corridor. In the other 7 channels outside the main
screen, everything that happened in this guest house under the monitoring
of different positions is played in a loop. The multi-view installation in the
space, breaks the sense of synchronicity created by the "one shot to the end"
form of the main screen. The narration of the 3D film is also spoken in dialect
by residents of the island where the film shot.

7 8 BMERGRBERRMERM—t, TFRBFIKL D ERMIAESHHNEUE, A
BERT-NELEEHE, H—MEEHFEMNERNE. EHERTARBBHEFR
w1, mxls EXBREEE, BERT ERIBAN, XNRANENER/RMMER? ZRE,
TANEESTFHRNSNUSR, UM EIEESHITINENRER, HHENEEEITRINAR.

EXRMEIREEMEEE, TRMETRM—2EFH, ITXERBSHRMAIHEINE
A, LEULHESH RS SELRNER. FHRTEETEEHEFBSRI, N
5| B YRS BBl R Y A —RHEI AN R M ER, BRFRMERTS, WEBER TR

FEAREIE. BHFREIREKE, SHHRM D BIEERNZEREYIHR, BEEBR L
MSWE. ERBINIEM 7 MBED, EFEEEIRMIENEET, XEBHFMERE
BW—Y). ZEREFSZNANZN, BERF—RIKOEAAEEH AN BRBEITR.
FRNEEEEALSMAUGSOR.
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Solo Exhibition-The Ocean of Solaris | & - RH BHEMiE

2019
Solo Exhibition | Zhejiang Art Museam| & | #TiIEARIE

CAO Shu represents the Solaris Ocean in the blue space where
various 3D animation installations are displayed to resemble the
pieces of mirages dancing between the waves and to reconstruct
the artist” s phantasmagoria of dreams and memories. For a
captor of dreams, the scenarios, conversations and emotional
experiences all play a key role in his artistic practice. The artist
weaves fiction novels and personal diaries into the DNA double
helix and uses the structure as covert narrative strands with
which he paves a magical and spiraling path to revisit his
creations since 2016.

BRI NCIZEA—PTEREFHEHRITT 4 FNHARITR, it
BB ITEPHRALIRS X HBBAEEFHRRIT. BIR
RHBBEESERM—IE (25F) SIHFRF, UEHNMIFMSA
HiZfEA DNA SUBFER AMBIIREL R, MR TXFERENA.
FEPH S EMEFEFEBM, KKV 3D BHFEUZGEE
EBERSHRTREER, FHTHE, EAER.
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Solo Exhibition-The Ocean of Solaris | & - RHLEH E/F

Sisyphus| P 7 35

2017
3D Render Moving Image Installation | 3D #FHE#IES GIF HERE

Cao Shu’s installation "Sisyphus" is built with a computer graphics program and
highlights the artist’s fascination with the relationship between the visions of
memory and virtual technology. Stories, rumours, scenarios, and technology-
like visuals blend realism and falsehood.The technology opens up perceptions
that were previously inaccessible to any medium. Memories of flashbacks to the
artists childhood in China exist in a row of 25 frames and with no linear narrative.
Thorough its title, Cao Shu describes memory as being like the myth of Sisyphus,
who was condemned to repeat forever the same meaningless task of pushing a
boulder up a mountain, only to see it roll down again.

"EEFE , BRXDAEHHTA GIF AN, XEMPTHHEEGR,
BB R — 5| ERHIFF BRI M FIKGE (Sphere) 57, FHTAEIA 25 0T,
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/

B X SOOI EA

P XX XXX XX X B SR XX
99999099 04 X OO €>
R CIIICOCKXK K 1 000 R T R % X
| S L QSIS IS
| e e PP | XSSOSR <
| I III IS, | PSR SSRNCEX XX
O % AL O
IS ESAESS VECTE e SS
b < O /\é Xl O >>
{bA X A RO ST Ne e SRR
s oSS L S S S
00K LKA RIS NI R
| I S XRSSCSICAC SR I XX
KX KA LELSEX X XXX X Y X
S o

>- N







Solo Exhibition-The Ocean of Solaris | & - RHLEH E/F

Forward Backward| ‘it iR

2017

3D Render Moving Image Installation
55cmX12cm X 12cm

3D ERGIF SEEE




Solo Exhibition-The Ocean of Solaris | & - RHLEH E/F

The One Who Lived Yesterday | i 7EBERAIA

2019
3D Render Moving Image Installation | 526" | &i& 3D shE* &

A voice runs through the film, the anonymous, dream-liked speaker, is telling a story
about yesterday. The voice of the speaker seems come from a different place, from a
different "incarnation”, while the speaker himself is hiding. Each of its incarnations is
the shaper of "This yesterday," and yesterday just made up the future. "People who live
Yesterday" is computer pre-rendered image, continuing the author’s exploration of
digital existence, multi-angle of view,and spatial narration.

fEmd, ZARKEBECHIIARK 3D HFEGR, HAEREEMEF L EMAR. FLE
Sk, —1TMER. PERNESRFZH, FRE—DXTFHERNNE., BIERENY
ERAMTES, FERETRRE "HE" BEESL. EREZETERRXTFHEEFEN.
Zfa. TEPWEMERER.






Solo Exhibition-The Ocean of Solaris | & - RHLEH E/F

Monster Outside the Windows| & 5Mi9 R 1%

2019
3 Channel Computer Graphic Moving Image Installation |
6mX5mX3.2m| XK, £E, 3D HFEMIE | R~ 6mX5mX3.2m

This project is a thinking and comprehensive scene about digital
existence.The author pieced together pieces of his thoughts in the
streets of Yokohama at night to create a number of 3D rendered
visual impression, just like a sleepwalker. In English, memory and

“memory module” are the same word, and the computer is a black
box structure. We can’t judge between the input and output of the
command, and how the transient memory belonging to the computer
works. In this sense, computer bugs belong to the supernatural
phenomenon. When the memory of the computer is wrong, it may be
the time when the bug producing character in the window wakes up.
The author and the digital being are incomprehensible monsters in
their own eyes, staring at each other through “windows” .

WEMR LW —EEeNEEE, tREEVNHI TSR ERER:
—MEHRE, RBRNE. £ windows fLERIIRR, BE M AT UFRIE—
FANEERMEOEMENE T . ITENREZEXMY# memory, E1Z.
HENERMHEN, EEALZICZMNEERE. FHHT bug HEE
e, —HESETENERERNBESH, UEINEATRENER
BRRERRGAEA. EZIEME#ETsIEIEREHI bug 3D A&
HTENHSR, MEERMERT, HEAANEE, NEESRRA—15)
ERGHMGEHEET, RHFEGHAENR. HABNEAEGRE
—ANEH, MIFE—NFTHNSRSFEGINET, TENERNED
REETIEEENE, itYHREHAETEBCHEREEN, —H#
HHEESHRA, EREEEBAZZAR ZATHEIELIE,
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Solo Exhibition-The Ocean of Solaris | & - RHLEH E/F

Tristes North Temperate Zone | £ &R RIILIRT

2018
3 Channel 3D Rendered Moving Image Installation | size variable ™
3RE 3D ERHMERE | RNTAE j

Dream, as the ultimate form of film, makes the time of memory to be
juxtaposed in the same dimension. The work has three perspectives, three
perspectives examine the same space, which is all modeling and rendered
by 3D software. The objects and situations in the space originate from
the author’s dream of August 20, 2015. The author examines a visual self-
subconscious through the process of manually restoring all the details of =
memory. The three-view digital imaging installation, is about a relatives
who had never met and stayed in the hearsay of several memory fragments,
participated in the atomic bomb project in Northwest Nuclear City. His life

was a secret.Although the dream is ambiguous, the symbols in the dream o o
buries a hidden clue to the author’s own family history. Dream’s foresight s " i
and inspiration lead to reality awaits exploration and excavation. o

"
EHEEEE E—HREAIEANBREENhEZH, SMNEEE=5R %)
3D HFERFGEE "MMAVILET" | M EHHTERMRE, MEMNEHIE AL N e e
HE, MSNBEERERENREMKMAZER. “MBILETE" &7 WS . \ *’*

ElAERNY, EEBEITRIERURRANER, KEHFBCHKRICIZE
MBI R, BEBERFEANATERBREELENMT, 5ZBEXH—IIA5
EHK, AXTMMBEFRFRMBRAEGRHNSEEZTEE, UXATUAER
B R 2 LiFh E 2 RIR A RAY 30 F BIRIEH KA A IEER,









Solo Exhibition-The Ocean of Solaris | & - RH BHEMiE

Corner of the Park Prologue| A E—f 5

2018
4 Channel 3D Rendered Moving Image Installation | size variable
AREIDEXIEEE | RTAIE

In the process of reading through his childhood diaries, a long-forgotten image
reemerges in the author s mind. This project is about returning to the scene of
memory in search of evidence of an individual s existence. It forms a fragmented
mosaic through 81 interrelated threads. This is a visual novel that continuously
unfolds within the space of the museum.This prologue to Corner of the Park being
exhibited here is based on the painting Hunters in the Snow by Pieter Bruegel the
Elder. This is a five channel computer-generated video in which five corners of the
world sometimes align as a unified whole, and sometimes divide into separate
comers, but all of this is merely a portion of the world. The five channel installation
is generated by a computer. The continuous camera shot appears to wander
through the ruins of memory in a dream realm, with dreams and memories weaving
together in fabrication. As the channels converge and diverge, objects serve
as backdrops for each other. Concealed behind the curtains of memory are
the “actors” out of their makeup, and scenes repressed by the subconscious.

BEEANRTHRE—1TZE, BEEE—TF. A—1ME, HBERETRB, 2%\
Bk,

RTNERMEZEAAZER (RE—fA|F) , BEF CERINES. faRLBHE
EERH (B2¥) BEERPRENXSEETENANES, UREHSEEBRENMA
EET, AX4RFREEKMICIZIGE, SONMAM 3D BFELER—IRIIRK, BIMZEMR
— 1Bk, HMRSBENAE. FAZAHREZARENHENBIERLAN—TEEZ
AMERTTE, WARREENEHE, ME—NPEHRRE, EICCPREETFFR,
ERBHEMTRE, ICIZHFE, MERFBLINEN “BR" ], BLEBEIRPRED
HIIA.




. o




Other works series | E At {Ef 55



Tired Sunset | REA=%H

Ready made products, role-playing clothing, paper aluminum, acrylic, wire,
speaker, self made circuit board, projector
DR, EE, BEFE, 8, TxH, BZ%k SHE BFEER 'EN

2022




Roam Simulator | B{Z &)

2020

X BFHRUIZGEEN | M8 4KR, RER, BER €BXE FW,
it & #1 | Form: interactive game and video installation | Materials: 4K screen,
raspberry pie, capacitive screen, metal bracket, handle, computer

This is a project of video game combined with photo taking function. The time
in the game has stopped, and players can use the "Recall"button as “photo
taking” action.

Audience as player can recall the time in different family album, which were
scattered in a real-time rendering desert world.

It has been 15 years since | left the north, and my existing life has been divided
into two almost equal parts.No matter how the city space is demolished
and reconstructed, the original geographical structure and impression of
hometown will always be stored in the depth of the brain.Some reduction and
reorganization in deep dream. | follow the clues of the family album and return
the location of it by 3D digital simulation.

It was originally in a game, and the spatial combination continued the long-
term recording of dream map. In the exhibition hall, scattered photos are also
available.They are clues to the game. The game is about walking alone on the
surface of a subconscious planet covered with a mental map. Dozens a moment
of years ago, a few years ago and yesterday came at the same time. This
work is a continuation of the self questioning of many years ago,Can people
understand history with geography and time with space by means of changing
technology?

The work originated from my own thinking about Dyson Sphere. Under the
Dyson Sphere’ s train of thought, If everything can be regarded as pure
quantitative resources and energy, what does the existence in memory mean
to individuals?
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2017
Computer Graphic Moving Image Installation | 708"
CGl & #%EE

e

This is a dialogue between two chat robots, besides the initial

“hi” , there was no human participation. The entire process
was completed by the Al itself automatically. In addition to
some half-comprehensible sentences, the dialogue talks a
lot about love and philosophical propositions. The projection
apparatus uses this dialogue as a means to manifest and
simulate the topics addressed in the conversation. Dialogues, a
lot like normal human communication, sometimes get trapped
into bug-like loops. This sort "paradox” is like a verse in a poem,
and the two Als are like the two people waiting for Godot.

XEFNHRIEAZERITIE BRTE—F hi 24, &A%
25, &M Al BaiEhk. £STHRZEXREIIERAAS,
HiEpkpT—ELEFENAFZIN, WHELEABEDTETEE.
XTEFmE, WRPESEHRIBIERAE, X XEMER
THIEI, NERMMES ALZEBKRR, BmEAN Bug it
E%,Eﬂ”w%ﬁﬁ"%ﬁﬁ—ﬁ,W%NWWE%%&%%
A



you finally returned to normal human..




The Cycle of Sheep| EHITEIR

2020
Metal sculpture |reflective material, lighthouse light
ERAEE, REHEL, KA |60cmXx40cm X 23.5mX8m

The light column of this lighthouse has been rotating in the ocean for 150
years. It is like the son of Poseidon, a one eyed giant. His eye will be illuminated
wherever he can, and the rest of the world is hidden in the dark. | use the light of
the lighthouse in the night to form visual residual images. With a beam of light
scanning, | can see that the sheep’s installation on the roof has an illusion of
walking. There are a lot of wild sheep on the island. They breed by themselves.
Travelers can often see them jumping on rocks on the edge of the heavy cliff
when climbing mountains. In Homer’s epic, Odysseus was caught on the belly of
a sheep and was able to escape from the cave of the one eyed giant. The sheep
on the roof is forever trapped in a cycle of a few seconds due to the cycling of the
lighthouse columns.

RETEMAHBZESEESREET 150 F, REERMU—IMHREA—EE
REZHILF, HHEAARZASHWES, ERTSMHYEFHMSEMERBE, ®F
RARBRITEMATEE—BRARKENZG, ME—RLAE, SEIENLMAFN
EEA-MEATENER. BEAREFENE, SNEHREE, RAMEEATUE
BN, WEKEMBELRICNRESAMRK. HILEHD, REBHTEIIE
EFRAFE, SUMNHREARERE, BFTELHENBERESE, XREMAE
IR £ — LA SR E IR B E .
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Meet-ing | 1Hi&

2015
1080p HD Double Channel Video | 10'16” | 1080p =& W &% | 10'16”

This piece is made up of two HD screens, which display video the
artist captured on the streets of Hangzhou. The shots of passers-by
are taken at a distance of a few to ten or more meters capturing old
folks, manual laborers, students, young white-collar workers, and
bosses of restaurants. When the passers-by realize they are being
filmed the shot ends immediately, changing to a completely different
scene, capturing the process of a completely different encounter.
There is a sense of longing which is never quenched together with
the immediacy of fast-paced life. The moment their eyes meet the
camera (maybe they collided), that is, the moment they meet with the
audience (though the camera replaces the later audience). The real
point of this work is placed on that moment of meeting between the
work and the audience. This might even be the sort of emotionally
moving aspect found in the transcendence of the daily routine
brought to audiences by works of art, although that sort of wording
has become far to chicken-soupy.

EEABHHLREREN, EILRETILRZIMNERLIE—NTE
BmEA. BFSIRARREACHKEGIS 2" MMERE,
Y BEXASREVRMA—F, RIABFEIARAME, RETRET—
PEE, RRBRZEN 45 XA, NEFHIHBAEETE —1TX—
ANEERR BT A X R,







Color of Concept | #BEEHIE &

2015

Print, Light Box [8.5cm X 202cm | kT#H. i R ims:

It'" s said that concepts themselves have their own colors, but
due to repeated use, they become docile, losing their innate
nature, and finally become colorless. The artist attempts
with all effort to recall the colors once tied to concepts, and
implements RGB color codes to record them.

FRPESASHEEHER , NEERT—RRHIR, EEX
®E, THTRE, RENEIZEBLEMSERLCINER, F
A RGB HEIER TXEMEMISER LHIAE,




The Horizon | 15 4%

The work utilizes 135 cigarette boxes as
its medium, which the artist collected
over a period of ten years. The earliest
box is a cigarette brand called “Unity",
produced in 1967 and the latest box
is produced by the cigarette brand

“Chunghwa" produced in 2015. The
work deals with all the 135 cigarette box
differently, keeping the original design
and logo but adding colors to the other
parts of the boxes, which comes to form
an 8.5-meter landscape. Over time with
people’ s continual use of the cigarette
boxes, the designs of landscapes depicted
on the cigarette boxes tend to lose their
significance, becoming a pure symbol
of a brand, the artist seeks to revive the
significant of these depicted landscapes
throughout this work. The horizon is but
a desire, a form of visual deception which
takes the form of a single line, one which
continues endlessly, to a place which is
never reached. It" s the signifier of such
grand words like “art” and “time” ,
justlike “The Last Word”

XEERBMEZ 135 MR, RRETE
FEETHWERN, REN—S-2 %A
1967 &£/ "HI%" , ZEHI—EE 2015 &
g A F I35 ATREBEHITLE,
REMZ FEREZR LOGO, 1§ ZEEMA
— KA 8.5 KM =KL, BEEAH
AT Eh, ELANERESREZHENE
MEHE, A—MFSIRR, REREER
FHRREX, thFELERE—MEE, 20
SEERIRZ AL A —IRE , RHTIEIRAIAR A, Kk
ILE RTHRE, #iE "BRE—@E" .

2015
Installation | The Cigarette Case, Propylene | 850cm x 20cm | 32& | fA&. # | 850cm x 20cm




Video Links fHX {1551 (MEZR: caoshuart)

Solo Exhibition1 GO TOROME 1" "8 5"
https://vimeo.com/746088488

Solo Exhibition2 The Ocean of Solaris I8 “ZH B 285"
https://vimeo.com/746089861

Other Video links ( password: caoshuart) HAt{ERMFE (NEZH:

Infinity and Infinity Plus One| FEBR#A JCBR in—
https://vimeo.com/753066919

|deology | FithF 45
https://vimeo.com/753100801

Roam Simulator | #5140l
https://vimeo.com/746099074

Past and future observer series| i 2 5 S Wi 88 & 5
https://vimeo.com/746091902

The Vanishing Pope | #= i %
https://vimeo.com/746092616

Light vs Light| £ VS 3
https://vimeo.com/746091650

The One Who Lived Yesterday | iFZERERAIA
https://vimeo.com/746098707

Corner of the Park Prologue| & M R 1%
https://vimeo.com/746098230

Tristes North Temperate Zone | i #BR9ILIR
https://vimeo.com/746098490

Corner of the Park Prologue| 2E—f 5
https://vimeo.com/746097623

Tired Sunset | RE = =% H
https://vimeo.com/746099140

Sisyphus| 77 35
https://vimeo.com/746098639

Meet-ing| #Hi&
https://vimeo.com/141520859

caoshuart)



