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Video and Exhibition Recording Links 1 ¥l & %1%
(Password: caoshuart)
contains it like lines of a hand | &2 8—#EEie K
https://vimeo.com/916972084

Phantom Sugar | $&#&
https://vimeo.com/882595867

Infinity and Infinity Plus One | TEREFITLRN—
https://vimeo.com/753066919

Ideclogy | Fizr4E
https://vimeo.com/753100801

Roam Simulator | &bl
https://vimeo.com/746099074

Past and future observer series | 2 7k 3k N SE = 51|

Solo Exhibition] GO TO ROME | AR “x 21 https://vimeo.com/746091902

https://vimeo.com/746088488 The Vanishing Pope | HRAIE %
https://vimeo.com/746092616

Solo Exhibition2 The Ocean of Solaris | MR “&RHR BETE /S Liaht vs Light| 3 VS 32

https://vimeo.com/746089861 hlﬁps:ﬁvilr?wecl.com/74éo91 650

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

Corner of the Park Prologue | &4 RIZ
https://vimeo.com/746098230

Tristes North Temperate Zone | JLERHIALIEH
https://vimeo.com/746098490

Corner of the Park Prologue | A"E—£f FF
https://vimeo.com/746097623

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

Sisyphus | 7578 BHT
https://vimeo.com/746098639

Meet-ing| #Hi8
https://vimeo.com/141520859
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2021 &£ L 5 & 1% 1 %5 & Exposure Award. 2017 £ BISFFZ R FE E X %, t % £ 5 B £ /R Atelier Mondial (2017) EEH
% BT Bazaar (2019) M X % fé 2 Muffatwerk (2023) HEHZ AR K, Rtz EHFHNEFRELEH R ZHEF Einﬁsi
TREH, @?ﬁ%tt%’%éﬂ%}#'—ﬁiﬂﬁl%%*ﬁ, KZBFZT, PAERIET, BERXEEHBRISET, ,XIHEJZIIZ'RLH%“%; 1E fm i
BTFHEHZAEES. BXIITEAREARE REBEEXEARE RUZAEES. MIEZEARNESE UEHTFHPEEARZER,

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. He focuses on the complex production
mechanisms behind computer graphics technology, searching and perceiving memories trapped in historical time and space
through fictional writing targeting a specific location and interweaving between different 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 Hotel Smoke and Ash, Muffatwerk, Munich, Germany, 2023; Cao Shu
Solo Exhibition-GO TO ROME, B10CK@Ooeli, Hangzhou, China; The Ocean of Solaris, Zhejiang Art Museum, Hangzhou, China,
2019; Solo Program-Monster outside the windows, Koganecho, Yokohama, Japan, 2019; His works has been exhibited in art
Museums around the world,such as Kunsthausbaselland, Matadero Contemporary Art and Culture Center,UCCA Dune,White
Rabbit Gallery Sydney,X Museum Beijing, BY ART MATTERS Hangzhou, Macao Art Museum, Beijing Minsheng Art Museum, OCAT
Shanghai and Shenzhen, Sleep Center New York, Die Sammlung Falckenberg Hall Hamburg. Works are collected by KADIST
Art Collection, Australian White Rabbit Art Gellary, Blue Mountain Contemporary Art Foundation, Zhejiang Art Museum, etc.

Mif: www.caoshuart.com
Bi#E: anycao312@163.com



Contains it like lines of a hand | & E 48— #ER

2023 | Performer: CAO Shu | macalline_art_center #vortex
Video games combined with performances, 1 hour

The performance lecture incorporates one of Cao Shu"s self-made video games. The
unfinished, decrepit game is based on the artist”’s mother’s verbal account of his
grandmother and, in some ways, showcases a perspective of emotional contagion
exclusive to females in the last century. The game engine weaves together many
fragments of the reality: life in an earthquake-resistant shelter after the 1976 Tangshan
earthquake, memories during the "gigong fever" social phenomenon, myths of earth
arteries, stories and narratives of deities and monsters, nightmares plagued by physical
pains and wounds, and the haunting of patriarchy within a 20th-century family.

BRFBEREARE, HE 1/

REMXESEEBFINEFRER—X N RTH. FRBAHER, XTEFEMRENOR
ElfZ, WARERXTFLHELEN—MEREENAE. K5I EREKERLMERFIME
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Phantom Sugar | $k##&

2023 | Duration: 15 “10" | 3D digital simulation moving image,3 channels,4K

ERBFX FINESHEL AEESHEAERR, B—BERTIHESHERSIZERD
iR, MAEERIWRKEER, 2L THPEILMEE, EEREEHNRBHSR
TH—REE SHERESERNTFRENFEL, RNREDRER Bl X—EEE S,
PERFIEM T, UREKRAKR S, EBERTHNME, HAKERA KE . pEL
R, BEADIMNSEIEERN, AREXTHES I SWUBNTENR, RTNREMIZH, Al
waEmghhEEANEEE, BTRRNEEE, RinBRLR T "RERETK",
BFRWBNRK, BRMEEGHRS, FEMBIEENRE. ERITFBIRF—
BERE BAREXEEMHE, FFMoEREERL—MLFABEREER IR
KHY, EVIEERIKE.

The work revolves around the Shunde sugar factory in Guangdong, China. Based on this
sugar factory, the work uses images created through a combination of actual filming and
game engine rendering. The old sugar factory, equipped with Czech industrial assembly
lines, once experienced the glory of China’s industrialization but has now become a ruin
in today’s era of globalized high-frequency trading. The cultivation and industrialization
of sugar, along with global futures trading, are referred to as "Phantom Sugar” in the
futures field due to the unpredictability of its value. The value of sugar itself is also a
killer of the "ecosystem" of sugar factories.

The work explores topics such as swarm algorithms, future agriculture, Laplace’s demon,
and humanity’s obsession with predicting and controlling behavior. In ancient China,
including records in Sima Qian’s "Records of the Grand Historian," there are numerous
accounts of using sugar to guide the walking patterns of ant colonies to predict the
future and alter history. Classic ant colony algorithms are also present in Al neural
networks, used to simulate blueprints for the future.

Laplace’s demon, perhaps taking the form of a mosquito swarm, is a super-individual life
form persis- tently attempting to simulate blueprints in the era of quantum mechanics.
As the grand blueprint of dataism unfolds, there is a recursive misalignment with the
unpredictable elements of daily life.







Roam Simulator | B{5 ###

2020
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
guantitative resources and energy, what does the existence in memory mean
to individuals?







Infinity and Infinity Plus One| FCBR#AJCBR in—

2020
Installation, 8 Channel 3D Rendered image combined with real image|13
minutes 12 seconds | &, 8 &l 3D EXMEEIHFBLES (139128

In the visual installation "Infinity and Infinity Plus One" within the "8" shaped
installation, the main screen images are created through a combination of 3D
rendering and live footage. The content of the work revolves around a seaside
fable narrated by a Chinese official contemplating a mathematical

problem. The film refers Hilbert's mathematical problems. Faced with infinite
rooms on a solitary island, what choices will the suddenly visiting guest make
in this guesthouse that was once filled with Chinese officials? Scenes in the
film include a silent conference table in ruins, teacups engaged in mechanical
repetition for dialogue, and scenes reminiscent of the display of power
discourse.

In a certain infinitely extended time, infinity and infinity plus one are
considered equal. Perhaps this is the enormous gap between the world of
ideas and the real world, and also the reason why reality is continuously led
towards tragedy by the world of ideas. In the film, the author starts with a
specific location and expands into an expression of the issue of time—how
time is shaped into a specific system by some form of will through different
visual forms. Through roaming shots, the film alternates between live scenes
and 3D modeling-rendered spaces, leading to the meeting room at the end
of the corridor. In the other seven channels outside the main screen, different
positions are played in a loop through sur- veillance, revealing everything
happening in this guesthouse. The presentation of multiple perspectives

in the spatial installation breaks the synchronicity created by the continuous
shot of the main screen. The voiceover in the film is narrated in the local
dialect by a local resident.

8 BEMRBERERRMERMN—p, ERFFBEILL 3D ELMTMESHIHXFIE,
AEXTF-—WELIEEHE, B—IMEZHFEENERRR. FRERTHRERFHN
Wi, mxls EFREE, BAERT B RABEN, XNORAEHEFMMIERE?
FThRE, EAEETFHRNSNE, UNHERESETHENER, HHNAEET
ITRRRIA =R,

AEXRMERESHIFEE, TRMERM—EHEZFN, SUFXERESHRMIL T
MEXEE, SURAITRBSHALHSISERRNERRE, LREETHEZHER DS
R, M5 A xR E S A RiE—RE A EMES, EEARARES,

WEBEM T RM ARSI E, BiFAREAE, SKRARM 30 BEELNZ=ER SR,
BEEBRIMSNE, EFFEMIEM 7 MEED, BNERNEFRMENEET,
XERGFAELEN—Y), TEXREDPSNANEYN, BERE-RIRNEXREE
HEYHERRE TR, ¥ANZEERHIMAAS AR,
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SOLO EXHIBITION-GO TOROME | 1M&: £% 5
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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

The solo exhibition "Go To Rome" in 2021 revolves around the fragmented significance
network resulting from narratives of different ideologies in history, focusing on the
travelogue of a missionary. | intend to interpret the clues formed between works of
different forms as fragments of a fictional historical manuscript. Twelve installations
serve as punctuation marks for these fragments, scattered throughout the exhibition
hall, awaiting the audience to peel away the geological layers of events and solve the
mysteries.

In 1651, Michel Boym (1612 — 1659) was commissioned by the Yongli Emperor of the
Southern Ming Dynasty. As an envoy, he traveled from Macau, Goa, and the Mughal
Empire to Persia, Anatolia, and Smyrna, eventually reaching Rome. There, he sought
military assistance from the nominal leader of European spirituality, Pope Innocent X.
During this eight-year-long journey, his identity oscillated between Ming diplomatic
envoy, missionary, naturalist, geographer, botanist, and pagan. Ultimately rejected by
people holding different ideological stances, he died on the Vietnam border. Amidst his
missionary travels, Michel Boym left behind drawings of flora and fauna out of scattered
curiosity, lost in the shadows of history but pieced together through fragments
recorded in both Eastern and Western anecdotes. Encounters between material
substances resemble wormholes, connecting many portals of history as evidence. These
portals, like the red and blue poles of a magnet, are inherently unified yet opposed to
each other.

2021 EFMAR "EP5" , XF-MERTHRITERR HKHERFEEIRE
SHNEITHRNERLEXNE, BRREETRATRSHIERZARENER,
EMA—REMHAEER, 2AHEBEIRTNRAHES, BEERTH,
L/ B AR B HEITREE,

1651 %&£, MN3R#& (Michel Boym, 1612—1659) Z&FREMKAES, A%
5, £, B, BEMR. . RPEANL. L7, aEPS, maXkt
B R i A5 4o EREFHHEREEE, XRFHE 8 FRKEREH,
R BREAIRMRET. FHE. BYEE. HEER HEYER. BHGE
ZEREYH, RAHBHEARRIAMSHANSIES, KTEENE. £5
T MERISERRIREIRR, HFAUBMIFS OMBE T TIEYMEE, #HKiEKEREH
ARE, NRKRAEHFLICHNARMIIEHKL DT, WM ZEEBH
GHE, EAIEREER LR SHOBBE—E, XL RSk IERR,
KE—K, EXHEEI L,










SOLO EXHIBITION-GO TOROME | 1M&: £% 5

Ideology | FitiZE 45

stereo camera, graphics data conversion program, 4k TV, split screen, cables
ISRERS, BRHRERER, 4kBW, 7R, HiEE

The artist has installed a three-dimensional camera in the exhibition hall to
capture the number of steps taken by visitors within a certain range, and to
convert it in real-time into the actual distance traveled, accumulating along the
historical journey of the missionary Michel Boym (1612-1659) from Kunming to
Rome.

As the artwork is exhibited, with the participation of audiences of different
identities at different times, one day in the future, the cumulative movement on
the map will eventually reach the Vatican. Audiences of different identities and
at different times gradually come together to complete a long journey that truly
occurred in history.

ZARERTFIRET —MERR—ECEARXITES MPLERE S, FLHRE
RUSERRSENRIBE RS 81E, iBASE EEH T MsR4E (Michel Boym, 1612-1659) ME
FARI{E S DRYME — B8 2R,

FHEEERMORYE, EFRMNBERERSFMVHUXSET, RRHE—X, IMEHE
WE LR R BREREAREN. FENERESHHRX, BE-—EXTH—RAEL
EXEZETHIOR®TS .






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, #iEik3b, BEER, #HMk, 2021

This series of works is based on the principle of human binocular stereoscopic
imaging. The author has created shooting and viewing devices by simulating
the viewing distance between the eyes, allowing viewers to simultaneously
experience "past" and "future" observations: the work deconstructs the
physical binary structure of human eyes on a historical level, and intentions
such as left and right, red and blue, and perspective vanishing points are
respectively set up in different systems of scientific, political, and religious
interpretations, forming tension-filled relationship networks. The author’s
solo exhibition "To Rome", based on the historical events of the missionary
Michel Boym, unfolds within such a relational network.

EERARTIE T ALW B LIARGIIREE, (EEELINERANE B EHE T HIE
50E®RE, WAEIFAERER X" 1 "RE" SRR ERTFALE
WEREHIIE Z T EMRIT T AR EENEN, A, K. BARSEER
ARE. ASEENTRBRALD, MHREESHRNNXAME, £
BFEHL MNREHEEHNIR 550", 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
RitAF, WEBZE, [ETH, BZ%k, WEIR3b, BEER, 5%k, 2021

Based on the principle of binocular cameras, the author simulated the distance
between human eyes to create a shooting device. Within the installation, the
flowing images depict the desert and the ocean as a continuous whole, yet
separated due to the limitations of human binocular vision. Viewers will see the
ocean when closing their right eye and the desert when closing their left eye.
However, when both eyes are open, they will perceive a stereoscopic world
visually. Like fractured magnets, the red and blue poles are inherently unified.
From perspectives beyond human geology, do the desert and the ocean extend at
the same rate?

EEETREZGIMNRERIUARNERERE, SETHERRSE REERNOZE
B, EISFERFEES K, MXEANLRROANFBRMESE. URALE
RIESEREF ALERESFIDE, RREBARR, BEIEALLE0Y
IREIER. WREBHMEK, TERRAZ—F, AEKMRZFZIINNARE, DR
MR BRI FERERLENE?




(2) Past and future observer No.2 | iTX & EMNE 2 S

pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip
Kibrr, WE%, TxH, BZ%, ®Eik3b, BIER, %K, 2021

MAERNERR, ALARESFIESEDDTE, ALERESFEEHER
Kok, FIREBEARR, FIHATUIEE-—RNRE—24, HHEETHKIZE
EIRIE 12 =

When standing in front of the observer, closing the right eye will reveal the
pointer moving towards the past, while closing the left eye will show the
pointer moving towards the future. However, when both eyes are open, what
is seen is the last minute of a certain day, and the clock hands will never reach
12 o’clock.




(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

Standing in front of the observer, viewers can rely on the focusing of their
own eyes to bring together two separate individuals in an embrace. When
closing the right eye, they will see the person on the left, and when closing
the left eye, they will see the person on the right. The process of viewers
focusing their eyes involves a slow progression, during which the effect is that
the two individuals slowly move closer to each other.

FERMZRE], MARLURE BRI E, IS EHARBE—E, 5
AR, BEEINEMBA, ALERESEIEGMAA. RANRGEF—
TRENERE, SEPHBRE: ZARENERKIER.




(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

Through the device, when viewers simultaneously open both eyes, they
will see the chimera formed by the overlapping images of a tiger and a lion,
known as a liger. Closing the right eye will reveal a lion, while closing the
left eye will reveal a tiger. | remember during elementary school, the most
debated topic among classmates was which animal is more powerful, a lion or
a tiger. The teacher’s response was that they live on different continents and
would not encounter each other.

BEigE, SUAEMNEBEARR, BSFIERZENNFZEESWHIHINE
2, AEARESEE—RNF, ALERESER—RE, BB NERENE
FERELHHAEMFHNZREEFE, ZIMHNEEE, MINEFETRIXM,
FAHIE.




SOLO EXHIBITION-GO TOROME | 1M&: £% 5

The Vanishing Pope | #5=/IiH K

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

BRAVIE, $8, WxH, HLZ%, 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—HBIESTFEREFTBESHIRE, (ERPHANAMEREEHET
REXETHRERTERR, BEEHE MNIMREESIHNREEN. ZSARELR
HAASHMERKR, KTATRBHMRRRZAERLRTRS AERELRETZE
o7, AEMHBEENHFRRES. SEUTATRAOEREPEERTHAMTRE, 5
BEEERAMRE, AR BHTCESR







Light VS Light | £ VS 3

hard sponge, aluminum, acrylic, wire, speaker, self made circuit board, projector
Rk YIE, R, TS, BZ%, 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.

EXHETFANESTHNRERED, BEHEMOSEMFETHRANE, EH1L MRS
EMRMRITESE, —BRXTHRMIE, FEFTRNERRE, ZAREX—HE
NAREWRTUENER, 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

7'
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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.

SARUAN NEIEA - TIEREFHLEIITT 4 FHFTITR, i
X TAER, FHTABR S HIAER, HEBEAEEPEIURITE,
—R#Em LR, $RAPACZHER. BIREAKERESERN—
18 (&%) SIHHRA, UEH/NMEFADABICIES DNA SIRHER 4
HHPRBER, MERTAXTERENA. TEHTPHLSENEHFEE R,
j:;JCIJ\/J\E‘J 3D HFRAM G L BETBERSHRT PR, FiTHME,
BEAER.
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Sisyphus Series

ETERERRIA
The Man Who Lived Yesterday

EohaOREE

Monster Qutside the Windows

tEERRALRES

Tristes Morth Temperate Zone

[aE-—f ] F

Prologue to Corner of the Park




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.

fEmBAZBAEEERN (25F) BEEERPHENALSHBETENANEY, URRHESE
ERREMALEAT., EXN4REAEMNICIZIGE, SUAK 3D HFERER R
IR, RMER—TEE, HMRIBEMAE. FRERHREZARENHEMBICHEIR
M—ATERBZAMELTA. WRREENETE, ME—NTRDOERE, ECIZHH
EYEREFR, ARBMENPRA, ICIZEE, MERRMLEELN "HR" 11, MBLHE
EiRP R E AT,




0

e




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

Sisyphus| P 7 35

2017
3D Render Moving Image Installation | 3D #F#E#IEL GIF HEXRE

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 AR, XEMPTHHEEGR,
BB R — 5| ERHIFF BRI M FIKGE (Sphere) 57, FHTAEIA 25 0T,
RELMUNE, NEAASHNNE, BLETLTMER, FHEEEEN
ZR.XEXANBEFERENERS bug, FETFEXHAFARIGRZH.







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, ZARKEBECHEARA 30 XF AR, HIEFNENREFLE EMhph, BLE,
Stk —1MESR. BPERHNESTRFZR, FRE-TXTHEXNEE. RIBBENEE
RAKTEE, AEREATE 5" HEESL. EREZETZARIFHEEEY. £
. ZEMEHRER.






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” .

fEE IR ITHE TIERAE 2R bug #9 3D AENITENHR, WMEEE
BhxE, BHLENENZ2TENHREEMMERYF, X1 “HiR
B®E" , & windows MERIRR. ITEHAFEZMY M memory, 1B1Z.
TENERMOEEN, RILAXRICIZHEERR. THHN bug B3IE
e, —HESETENERRANBESH, MBHBNES, MHE
ERB/A—THEACHTEHERT, SRFEGORGBNK, XEHAH
HAAERS—1ER, RIEE—NTFRAMMHRHFEGNET, It
BERNECREAZIVEERNE, iIYERESHABTEACHE
FIBEN, —MEEEENREA, EREEEBAZZAR ZA T HZREEIE,
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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

3% 3D ERFERE | RTAIE

After the work was built with 3D simulation software to build a childhood
bedroom, | gradually discovered the subconscious world in my dreams that |
would not normally be aware of. These images slowly connect some hidden
clues, the vague collective subconscious world, haunting the collective
historical pains, partially developed in the form of dream fragments in this

work.

HMEEEE=5 3D BFRAULGEE "IMMIILIEE", th EHlH T 2RRE,
MEMGIEEE, WmAHEENESRENREMKMIT G, ££R 3D
BUREEEZTEFNEER, REHETFLIATFEFNFREIRBMNESIR
R, XLEEGEBEEEE-LRBMNEER REMNERESIRER, RRE
EihmmEERE, EXEERPIIUATER B L RER.
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Other works series | Efthim BiEB o Ty it



One | —

3D scanning and printing object surface painting, 50cm: X 7cm X 7cm
3D FAWITEN AR E L E, 50cmX7cmX7cm
2022



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% SHE BFEER 'EN

2022
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2017
Computer Graphic Moving Image Installation | 708"
CGl #{Z%EE

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.

XEANIRIEAZERITIE BRTE—F hi 24, &EAZE
25, &M Al BaIEHk. ST ZEXTEIIEAAS,
HEpRT—EEEFENAFZIN, HELEABEDTETEZE.
XTEFME, WRPEBSEHRHIBEIERAE, 2XXBEITERE
THIEI, ERMNES ALZERKRR, FmEAN Bug it
E%,EW”M%W#"%ﬁﬁ—ﬁ,W%NWWE%%&%%
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The Cycle of Sheep| EHITEIR

2020
Metal sculpture |reflective material, lighthouse light
SRS, RV, KTERE | 60cmx40cmXx23.5mX8m

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.

RETEMAHEEZESEESRERET 150 F, REERMU—IMRREA—EE
REZHILF, HHEAARZASWES, ERTSHYEFHMSEMERBE, ®H
RARBRITEMATEE—BRARKENZG, ME—RLAE, SEIEMLMAFEN
EEA-MEATENER. BEARSHFENE, SNEHREE, RAMEETUE
BN, LWEKEMBELRICNRESAMRK. HILFHD, REBHTEIIE
FRAFE, SUMNEREARERE, BFTELENBETRESE, XREMAIE
IR £ — LA SR E IR B 1R .
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Meet-ing | 1Hi&

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

For this double screen hd video, the artist set up the camera in
the streets of Hangzhou, focusing on people passing by: workers,
students, young office workers, the boss of a restaurant or elderly
people sitting near-by. Once his subjects became aware of the camera,
the moving image freezes to a picture and another encounter process
starts. There is a feeling of longing for more and an instant rhythm
of fast pace of life. The moment when their eyes meet with the lens
(which might be a collision for them) is the moment of meeting the
audience. The emphasis is that it is at the moment that the work and
the audience really meet.

EEEPW T ELREEBGI, ENLRETLRZINFRLTE—IIE
BIREEA, HEABRZIREINEE, BrXS5REIIEME—RIR,
RIMBIMATEREAME, RETRE TP EE. REFRTZE
BEEW A5 ER A, MEMBEEAEETHE—NX— BN AR,
2 BLHIHEIE.







Color of Concept | #BEEHIE &

2015

Print, Light Box [8.5cm X 202cm | XT#H. i R i

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, BEEX
®E, THTRE, RENEIZEBLMSERLCINER, F
A RGB HEIER TXEMEMSER 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—S2 %R
1967 &£/ "HI%" , ZEHI—EE 2015 &
g A X135 AR EBEHITLE,
REMZ FEREZR LOGO, 1§ ZEEM A
— KA 8.5 KM Z=KE, BEEAH
AT Eh, ELANERESREZHENE
MEHE, A—MFSTE, REREER
FHRREX, FELRE—MEE, 20
SEARIRZ AL A —IRE , RHTIEIRAIAR A, Kk
IE RTHRE, B "BRE—ME" .

2015
Installation | The Cigarette Case, Propylene | 850cm x 20cm | 32& | fA&. #4 | 850cm x 20cm

— _ e A L e

TR




Solo Exhibitions

2023, Hotel Smoke and Ash, Muffatwerk, Munich, Germany

2021, GO TO ROME, B10CK@Ooeli, Hangzhou, China

2019, The Ocean of Solaris, Zhejiang Museum, Hangzhou, China

2019, Monster outside the windows, Koganecho, Yokohama, Japan

2019, Solo Exhibition, Flux, Shanghai ShanghaiTech University, Shanghai, China
2017, Before and After the Future, SalonMondial, basel, Swizerland

Group Exhibitions

2023
Vortex in Beijing:Five Moments at Nightfall, Macalline Art Center, Beijing, China
{1 Am The People) , White Rabbit Gallery, Sydney, Australia
Motion is Action: 35 Years of Chinese Media Art, BY ART MATTERS, Hangzhou, China
Contains it like lines of a hand, Tang Shaoyi former residence, Shanghai, China
X Museum Triennial 2023: Home Is Where the Haunt Is, X Museum, Beijing, China
Rising Flags, Museum in Progress, Austria, Vienna
If the trouble was money, Pfeuferstr. 38, Munich, Germany
Invisible Maps: Give space, BY ART MATTERS, Hangzhou, China

Hide and Seek - The Photographic Vision of Childhood,Being Art Museum, Shanghai, China

2022

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

Memory hurts me, Matadero Contemporary Art and Culture Center, Madrid, Spain

In Solidarity with ?| "OCAT X KADIST Emerging Media Artist Program", OCAT
Shanghai, Shanghai, China

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

Art's language, Artists’ Game,OCAT Shenzhen,Shenzhen,China

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

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

2021

Slowly Arriving, Kunsthausbaselland, Basel, Switzerland

Multi-Prismatic Mutual Views, Macao Art Museum, Macao

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

Archives of Possible World, Xiangshan art commune, Hangzhou, China

HD world unit, Asia Society Hong Kong Center, Hong Kong, China

Guerrillas in Flatland: Unite! Digital Voyagers, PSA Shanghai Museum of contemporary
art, Shanghai, China

Space Oddity, UCCA Dune, Qinhuangdao, China

2020

Cyprus International Animation Festival, salamiu, Cyprus

"One day world" vlog, PSA Shanghai Museum of contemporary art, online

Hua Niao Island International Animation Festival, Hua Niao Island, Zhoushan, China
Back to reality, martingoya business, Hangzhou, China

2019

Koganecho BAZAAR 2019, Koganecho, Yokohama, Japan

The Exhibition of Annual of Contemporary Art of China, Minsheng Art Museum,Beijing
21st Cairo International Animation Forum, Cairo, Egypt

25. Film Festival della Lessinia, Verona, Italy

2018

The 4th Shenzhen Independent Animation Biennale,OCAT Shenzhen, China
Sino-Japanese Youth Art Exhibition,Jin Ji Lake Art Museum,Suzhou,China
Leipzig International Documentary and Animation Festival,Leipzig,Germany
One-sided fable ? ,Superfluous Art Gallery,Shanghai,China

Post Southern Song Dynasty, KWM Art Center,Beijing,China

23rd Milano Film Festival,Milano,Italy

XXVIII Message to Man International Film Festival,Saint-Petersburg,Russia
Artecinema international festival of contemporary art film,Naples,Italy

OUT OF SERVICE, Art Museum of Nanjing University of the Arts, China
Presence -Young Artist Exhibition,China Academy of Art Museum,Hangzhou,China
Fiction Art, 0OCAT Shenzhen,Shenzhen,China

2018 Annecy Animation Film Festival,Annecy,France

Pity Party,Sleep Center,NewYork,America

2017

Atelier Mondial Exhibition 2017,Solon Mondial,basel,Swizerland

EXiM2017 Cross-Straits Experimental Animation Festival, EXiM,Macao,China

Beijing International Short Film Festival,UCCA Beijing,China

15th International Film Festival of Asian Pacific Countries,Vladivostok,Russia

New millennium airport Animation Festival, New millennium airport Theater,Hokkaido,
Japan

39th Clermont-Ferrant International Film Festival,Clermont-Ferrant,France

2016

33. Kasseler Dokfest,Weinkirche Wine Cellar,Kasseler,Germany

Jimei Arles International Photography Festival,C-Art Plat,Xiamen,China
International animation Biennale,Shanghai,China

"China Time" Art Festival,DieSammlungFalckenberg Hall,Hamburg,Germany
2016 Whistler Film Festival,Whistler,Cannada

Competition for Manchester Animation Festival 2016, Manchester,England
Ottawa International Animation Festival 2016, Ottawa, Canada

2016 Taichung International Animation Festival, Taiwan

2016 Annecy Animation Festival,Annecy,France

VIS Vienna Independent Shorts Festival,Vienna,Austria

33rd Busan International Short Film Festival(BISFF),Busan,Korea

Holland Animation Film Festival 2016,Louis Hartlooper Complex,Utrecht,Holland
Mo&Friese KinderKurz Film Festival, Hamburg,Germany

No.1 Duel at LiuXia Art Exhibition,Hangzhou,China
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2023, iRIEMEIR, Muffatwerk, ERE, EE

2021, =85, B h%¥SEH= X XBE B10CK, #iM, ®E
2019, ZHEBHEME, #IERE, M, dE

2019, HMIRE, KFEE, HE, BE

2019, MREH), EHRFEXFERER, L£i§, $E

2017, FEFBIERZE, Atelier Mondial RiEfF, BER, It

ITERR:

2023 F

"R EIE: AYEERZ, ZYEEARFL, LE, FE
XE—8A, BREARE, BE, BXHE

AT, PEREAFRZAR 35 BEERRE, KEEXAE, fM, FE
XEARIE=FER 2023: FHZF, XERIE, tHE, ®E
RELG—HBER, EANARE LK $E

Rising Flags, Museum in Progress, BLihF], #ith

BRanikEk, Pfeuferstr.38, REE, EE

EARMME: MT=E (MB59%) , REEEARE, WM, 1E
REE - EENES, SHBERZEANE, Lig, HE

2022 £

REWET | EHWERER, B, R, PE

LIZ |, Matadero Madrid HXZARLHL, SEE, FEPEF
HREH ?| “OCAT X KADIST EFFEERZARIE" , OCAT LiglE, Lif, TE
2021 FEILKRZARELR, 798 ZARAL, tH, HE

B¥F | ARMARERENES, AMZAde, B, FE
ZARMIES. ZARMFER, OCAT RINE, HRYIHPE

BIERK | B/N\ELBEREEEAR, SHEANE, LiF, HE
Bif - FH: HEAEFENZER, BFEZEEARE, Kb, FE

2021 &£

ZISHIKIE, BERSHMEARE, BER, Wt

£i% - BN - ERRYUREABER, BIIZAEWE, &I, FE

#TGIF (Thank God It" s Fungible), Brownie Project, Eif, H[E

The Long Cut, % EREFS Feral File I B

ArtCentral Eifiths&HERLSFHRAT, TNhsEFEFL, &8, FE
HERITR -- Fmfsdr: 2k ek, PSA EELREAREME, L& +E
WA ZRSRERIAGE, B K11 ZAF0, B, RE

EREE: AREEEBMHARZEEZAR, JIEARE, mM, PE

KEFHK, UCCAIVEERE, 225, 1E

2020
EHRATERSET, FAKS, ZEEET
—XRIE, PSA LiBSREAREME, &E
HBBERZAT, 25, f, FE

2019 £

FgWE - i@ ERGR, TMihSEEFL, BIf, &
BAZAAR EIfFZA T, &&H], #E&, AXE

2018 HREARFLER, EFRREEARE, R, HE

%21 mAZERNERE AS, KRR

KNEERATHET, PREAFREANE, =, PE

B2 MEAFIESWHERE - KARTELT, #ZH, EXF

2018 &£

SmiERY I ERER, OCATRIINE, &I, PE
%61 mELHLERRSHERET, KL, BE
FEEBEE?, KREAE LE HE

%23 mAZERREST, FIEE, K=, BXF
ERBEEREYT, ERBE, #SH

BFEREH, EHZEARHL, tF, HE

Artecinema HRZAFET, ML, BKAF
Mg - ZAR, OCATRIIE, R, HE
ARBETHER, ARE, EE

FERSX, BREAFREANE, PE )
EF—AMERZEARN BN, PEERZREARE, M, FE
2018 RAEEFRHET, HFE, EE

Pity Party, Sleep Center, 4%, £[E

2017 £

B2 /R Atelier Mondial EfRIEHRE, ERDPERRERT, BER, It

EXiM P it SLabshEm g, mITZAEMIE, &7, $E
Wk EFRER T, WARHEME, mk, HE
tRERERKRE, ARHIRERGL, R, GE
FTABRTAMXEREPREST, FhOEXETEsR, ®SH
BAMTS=Em@AET, HTS5I5RK, tigE BAE
2017 HEMIMET, HEEHR COEX SRPL, BHR, HE
#3ERNRFHAEMRERRAT, RAREN, EE

2016 &£

X ChinaTime EIfRZAT, E/RENEXFT, RE, BE
MBEEWER, EBEJKREARE, L, HE
EXM/REERELT, CEREER, B, FE
BEAE, BRMENE, LiF
SHFERET, ST, XE
EREERHET, BEARE, MEKX

3B EFERLERAFT, Weinkirche iBZE, FE/R, ZEE
HEERERSEER, HEER, LR
BFYERNEZRE, &%, A%
ZESAERMNET, SHE, EE

%13 MEMMIMIHGT, Ethyy, MR

%33 BELERERT, £, §E
HZERREET, Louis Hartlooper Complex, SfE#hsr, 7=



Publication | kR4

2019, Hik#n, “EIMNIRIE" ZARRE, A4EARE, BE, HE
2019, Publication,, Monster Outside the Windows,A4 Art Museum,Chengdu,China

2020 HERY, EEAOREM - FRNEHRENE, WIEARE oM, PE 2018, W, “AE—R" ZARRH, OCAT:
2020 Publication, Cao Shu Solo Exhibition-The Ocean of Solaris, Zhejiang Art Museum, Hangzhou, China 2018, Publication, Corner of the Park,OCAT She



