==} it
=] 18!
CAO  SHU

S i
LA
LT
I
1111
_! s 1 e
I |
!
wl pi -
= _,:.' # P, pamne
-l 1 e o )
‘ |
’ |
|




i)

EHMEEUNEEMNIDHEFTHE. BFHK BEHEEIE. ERETEMMNIE BHENEERAEBRERXNE
HLE. #HiERE, SHEER HSNSEEERAE—E EHRERRIBENMNAREEPNERBEIRUR "Eitt S8
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Matadero HEHRZ AL UCCAPEERIE. EEM+EBWIE. EBEREAEFEYWIE LEMrsEFEHRL. RBEEKR
8. OCAT LB1E. A% Sleep Center EH MR Y, IBERZARRS T I + B 2 /R Atelier Mondial (2017) , HXAHEEHE &
BT Bazaar (2019), W & E & 2 Muffatwerk (2023) &9 IF i, & 3% 2022 & OCAT X KADIST & F £ K Z K XK 2. 2021 £ t
H %1518 5 & Exposure Award. 2017 £ BISFFZ AR ZRE, Rtz EENFRt A ANEBHAZIMHNEZRERZTEE R, &
EXRILGLEFRAE5IEEEZT. ZHRFERELT. FAERIET. X=ZBEDH. BEXEEERIED. NiERERERTE

CAO Shu

Cao Shu’s work primarily focuses on narrative 3D digital moving image, video game, and site-specific installation. His works are
grounded in local practice, intricately weaving the complex production mechanisms and mythical metaphors behind computer
graphics technology with historical archives and social issues. His recent series explores the collective unconscious within his family
history and the condition of “Trapped in local dispersion,” concentrating on the hauntology of collectivism in 20th-century China.
The recent works have been exhibited at institutions such as Kunsthaus Baselland, Macao Museum of Art, White Rabbit Gallery
Sydney, Matadero Madrid Contemporary Art Center, UCCA Dune, M+ Museum Hongkong,Power Station of Art Shanghai(PSA),
Asia Society Hong Kong Center, TANK Shanghai, OCAT Shanghai,and Sleep Center New York. In recent years, he has participated
in residencies at Atelier Mondial in Basel, Switzerland (2017), Koganecho Bazaar in Yokohama, Japan (2019), and Muffatwerk in
Munich,Germany (2023). In recent years, Cao Shu has won such awards as 2022 OCAT x KADIST Emerging Media Artist Award,

2021 Exposure Award of PHOTOFAIRS Shanghai,and 2017 BISFF Award for Outstanding Artistic Achievement.In addition, the works
have also been shortlisted for the main competition units of film festivals around the world, including the Leipzig Documentary
and Animation Film Festival, Message to Man International Film Festival, Annecy International Animation Festival, Milano Film
Festival, Ottawa International Animation Festival, Film Festival Hannover, International Adana Golden Boll Film Festival Finalist,etc.

Mt . www.caoshuart.com
Bi#E: anycao312@163.com
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RRRIEEE, M+ EW1E, &8, 2024

REREE, BNEZKEBEZAF0, B, 2024

T¥iE: FEHRNEERE, PSA LELREAEMIE, LiE, 2024
¥3]2: #HYES, SEMAMREES, FRMNERE, L=, 2024
FEEY, LBXXIE, LiF, 2024

“REHIBkE" IEERRNER, HEEARIE, SEAKF, 2024
TEM8s, KHEFFEE, Fx, 2024

REEFRREE, BELRRIRIE, KE, 2024

“XE—BAN , BREARIE, ERE, 2023

“TER" IR AT EEERZ, =FEERPO, JEE, 2023
AT, PEEREAR 35 AEEBR, KEEEARE, M, 2023
XERE=ZFER 2023: 8, XEARE, L=, 2023

Rising Flags, Museum in Progress, EiiF], 2023

B2k, Pfeuferstr.38, ERE, 2023
RXE - EFENEY, EME=EARE, LiF, 2023
AT | BN ER, Eigh, R, 2022

iBIZ#IEH,, Matadero Madrid HAXZEARZL AL, BEE, 2022
H*ER ?| “OCAT X KADIST EFEIFZARKIME" , OCAT LiFE, L£iF, 2022
2021 HEINKEARFELER, 798 ZARF0, dE=E, 2022

HEF | ARNAERENES, dmEA40, Ei], 2022
ZARBIES. SAKBH XK, OCATRYIE, Fil, 2022

BIERRK | E/N\BLESREEEARR, SREARE, L, 2022
Bk - FH: HEEFENZR, BFERZEGEARIE, Kb, 2022
ZIERIKIE, BERSHMEARIE, BER, 2021

#TGIF (Thank God It" s Fungible), Brownie Project, Ltif, 2021
£i% - BN - ERRYSRZEARRIER, BITZAEMWE, &7, 2021
BEHR, EHhEEEH0, FE, 2021

TmEET: B3R! HEkE, PSA LiENREAEME, L, 2021
AEFK, UCCADPEEARIE, FES, 2021
EHRERISIET, FRXKS, 2020

—XitFRIGE, PSA LiEHKEAREWE, L&, 2020

%21 BAZEREIEILE, A5, 2019

BAZAAR EFfREZ AT, HEH], #E, 2019

I - 2K, OCATRYIE, Ril, 2018

#ol BEBEFHREMERET, ¥itH, 2018

823 mAZERREET, FEE, K=, 2018
EWNBERERBAET, EHBE, 2018

Artecinema HRZARF&T, BAHHT, 2018

TERERX, BEEAFEEARE, BE, 2018
EF—UFERZEARNENY, FEERFEREARE, M, 2018
2018 SAEFREIET, S, 2018

Pity Party, Sleep Center, #41%y, 2018

Exhibitions in recent years

The Gazing lens,M+ MUseum,Hongkong,2024

Night Pieces,Three Shadows Xiamen Photography Art Centre,Xiamen,2024

Conjure: Backstage Performances in a Simulated World, Power Station of Art( PSA), Shanghai, 2024
Study 2: Nature History, Alternative Knowledge and Deep Learning, ShanghART Gallery, Beijing, 2024
Cosmic Archaeology, Shanghai Astronomy Museum, Shanghai, 2024

Asia Walk, Ota Fine Arts, Tokyo, 2024

"Dialogue in the Dark": Cloud Wondering, Positive Art Research Center, Hangzhou, 2024
Chengdu International Photography Festival, Chengdu Contemporary Image Museum, Chengdu, 2024
Xinjiang International Art Biennale,Xinjiang Art Museum,2024

"I Am The People" White Rabbit Gallery,Sydney,2023

Vortex in Beijing:Five Moments at Nightfall, Macalline Art Center, Beijing,2023

Motion is Action: 35 Years of Chinese Media Art,BY ART MATTERS,Hangzhou,2023

X Museum Triennial 2023: Home Is Where the Haunt Is,X Museum,Beijing,2023

Rising Flags,Museum in Progress,Austria, 2023

If the trouble was money, Pfeuferstr. 38, Munich,2023

Hide and Seek - The Photographic Vision of Childhood,Being Art Museum, Shanghai,2023
9th Bi-City Biennale of Urbanism Architecture,GDH City,Shenzhen,2022

Memory hurts me, Matadero Contemporary Art and Culture Center, Madrid,2022

In Solidarity with ____?| "OCAT X KADIST Emerging Media Artist Program", OCAT
Shanghai, Shanghai, 2022

The Exhibition of Annual of Contemporary Art of China, 798Art Center, Beijing,2022
Thinking Through Ocean, Topred Center for Contemporary Art, Xiamen,2022

Art’s language, Artists’ Game,OCAT Shenzhen,Shenzhen,2022

Shape the Future , Duolun Museum of Modern Art, Shanghai,2022

"Body and Cosmos" the art of living together, Xie Zilong Photography Museum, Changshai,2022
Slowly Arriving, Kunsthausbaselland, Basel,2021

Multi-Prismatic Mutual Views, Macao Art Museum, Macao,2021

#TGIF (thank God it’s funny), Brownie project, Shanghai,2021

Space Oddity, UCCA Dune, Qinhuangdao,2021

Archives of Possible World, Xiangshan art commune,Hangzhou,2021

HD world unit, Asia Society Hong Kong Center, Hong Kong,2021

Guerrillas in Flatland: Unite! Digital Voyagers,Power Station of Art( PSA),Shanghai,2021
Koganecho BAZAAR 2019,Koganecho,Yokohama,2019

21st Cairo International Animation Forum,Cairo,2019

25. Film Festival della Lessinia,Verona,2019

The 4th Shenzhen Independent Animation Biennale,OCAT Shenzhen,2018

Leipzig International Documentary and Animation Festival,Leipzig,2018

23rd Milano Film Festival,Milano,2018

XXVIII Message to Man International Film Festival,Saint-Petersburg,2018

Artecinema international festival of contemporary art film,Naples,2018

OUT OF SERVICE, Art Museum of Nanjing University of the Arts, Nanjing,2018

Presence -Young Artist Exhibition,China Academy of Art Museum,Hangzhou,2018

Fiction Art,0CAT Shenzhen,Shenzhen,2018

2018 Annecy Animation Film Festival,Annecy,2018

Pity Party,Sleep Center,NewYork,2018



Pisces | &
(Ongoing project | ZEHITHHITIE)

fEREBTEE 20 HHERKLEF, — M EFHASZEMSERRUHKENTIZRA. &
% Bt 80 ERBMAMRMZMAKRESES, URALRAHNREEMMEITHIER. /£
W B S R P E SR E Xl R ZNE, KITEARRHIAIAELTEARMGIE,
BAMAA 20 e RPERMPARPEE "SZHE=+—" , TFRIOAMEEKICIZH—
RiBB, ERESIRERREESIENMMEFRERD ...

The work is based on the memories of an elder who participated in nuclear tests at the
Malan Base in the Lop Nur area, drawing from the author’s family history in the 20th
century. It involves the mysterious disappearance of Peng Jiamu in the 1980s and the
urban legends surrounding the Pisces jade pendant that emerged from this event.
Using the symbol of Pisces, the piece unfolds a narrative of hauntology related to
Chinese collectivism, exploring the fates of two mirrored individuals who vanish into an
uninhabited zone. The accidental echo of the famous late 20th-century Chinese nursery
rhyme"Malang Flowers Bloom 21 Times"represents a serendipitous encounter between
personal and collective memory, revealing that the collective unconscious lies hidden
within the gaps of nursery rhymes and street literature...




Diffusion | ¥ 8%
(Ongoing project | ZEHITHHITE)

EmXTRERLBZEA-FMURZRNRANNE, FITTERIZAR. Al BUREKRA
5nE&EZBMERKR, 1946 F, BHEMNRXDHHER AT —FAK, XFEAKRS
it FELL BRI IR KB IR AT, JLRAT, EEFX—RTBISFHHNE A ERiRLE.
WREFX FA BRSSP H, VI G, BREAARMAERE PRIRERA L ... T
BESRIEL AEMERELHNRE-EEEBENNEGZERRL, ZEEHT
B—X—RENERHAT “BEM A .. EE¥H, TRKOERE, RETEHEER
MEA ... B2 K LA CHSIRE Al I BURBIAER, KEART, HHEERENERSE.
Al BB AR AEE "B 740F4E, ERORME, HEE—EMNLLE, BMTENTE,
FEEEE ..., JLFH K ESRREH—E—H,

The work narrates the hauntology medium of "spirit photography" from the
Republic of China era, exploring the tangled relationship between photography,
Al diffusion model technology, and the dead. In 1946, radiation monitor David
Bradley cut open a pufferfish he had caught in the warm waters of Bikini Atoll,
where the U.S. had recently conducted a series of nuclear tests. He retrieved
the fish from a radiation lagoon and, after dissecting it, placed the fatty tissue
on photographic film in a darkroom. The contaminated bones, organs, and the
remnants of its last meal had imprinted their images onto the photographic
paper. This radiated pufferfish—this lost life—became the "photographer” itself.
In the nightmare, an endless corridor filled with indistinct figures looms. The
photographer, K, discovers that his body has been generated by an Al diffusion
model, allowing him to wander eternally through the building’s hallways. The beings
created by the Al often exhibit "seven fingers, strange eyes, tangled hair, unclear
teeth, and contradictory lighting," resembling those K encounters in his nightmares.

Diffusion (Fi&H)
https://vimeo.com/973364672




Phantom Sugar | $k##&

2023 | 1 15710" | 3D BRENBGEE, 3 iEE, 4K

EREFHATEREFMNEERINERE, ENT—NMERKOBONAE: EERIEE
A LU= IEMB AR M BRI S, EMES—RER, MATEImN, ERF T
BEZREE. KRR, MEHEREEME, URAEMRUZESITANRE, EES%E
REFRIGEEBEATRRA. (R3S 20 thg— L RMEEHISE~ MM T R, Ik
BEEPEKRM EHE 70 FRE~HEFROCREMEZFRERN B FRRIZS, UR
70 FREF FZEEBRT AT EES TEKK.

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

Based on an exploration of Al-controlled vertical farming, the work imagines a near-
future science fiction narrative where vertical farming has brought all crop growth under
algorithmic control, allowing every second of a plant’s respiration to be predicted. The
work explores themes such as ant colony optimization algorithms, future agriculture,
Laplace’s demon, and humanity’s obsession with prediction and control.The historical
background of this work concerns Chen Boda's proposal for “Electronic Industry First”
in China 1970s, which was aborted, and the subsequent emergence of the electronic
mass movement; the other one is the Project Cybersyn from Chilean (1971 to 1973
during the presidency of Salvador Allende),aimed at constructing a distributed decision
support.

Phantom Sugar | k&
https://vimeo.com/882595867 (Password: caoshuart)










Contains it like lines of hand | G E 4 —#ERE R

2023 | MFHBLE SRR | ENRZABORATE | FHEL 1

REMXESEEBFINEFRER—X D RTH. FRBAHER, XTFEFEMRENOR
ElfZ, WARERXFLHELEN—MERESENAE. K5I EREKERLMERFRIME
AR, STIARBICIZ. MkSHENSE. HSRGRERLHNES. - AR XNEHE
20 R RERFPIEL, HRMTENERIX TR, BXTFHE. SEMRIEFEELL
EWRHMRTEE. Mz, MRtUERE, SENEFAXEREES LI, BFHEF
BERXTFRAGREETHEAR, MEERSHARFTRE, BEE—1EREIRMLSR, iE
ZUFRALERAEGRXOE—REED, SHEKRFARLME -

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.

Contains it like lines of hand | & Z 4 —#FEEEE sk
https://vimeo.com/916972084 (Password: caoshuart)







Infinity and Infinity Plus One| FcBR#AJCBR in—

Infinity and Infinity Plus One | ZRRF1FRIN—
https://vimeo.com/753066919 (Password: caoshuart)

2020 | Installation, 8 Channel 3D Rendered image combined with real image|13
minutes 12 seconds

This 8-channel video installation originates from the author’s fascination with
low-quality architectural renderings. These "future blueprints,” rendered by
3D software, often appear around construction sites, and are both deceptive
and absurd.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. Combining 3D-rendered images and shot
footage, the work travels through a seemingly-unlimited number of rooms,
infinite corridors, and breathtaking viewpoints on site. Meanwhile, an official
voiceover tells an absurd story about philosophy and mathematics in the form
of a monologue. The installation and the slow interchanging between shot and
animated images make strange a linear perception of time and space. The shot
images provide a feeling of real, present, grounded time, and are intermixed
with animated images that suggest either a past, reconstructed location, or a
future and imagined space.

2020 | %8, 8% 3D ELAHESTHAPBRES (134120

8 BIEMHGRE, BT EEXS RIENMRERNE, XL "REEE" B 3D KHEL,
EEHRERKINEZFTMNE, ERBTRIE, EE% 1%L 3D § %%ﬂa—#ﬁ_nnﬂ’lﬁ
XEE, ABEXT—UWELEEHE, H—IEEHNFEENERNL. FRERTHRA
FRIHFEE, EXIEEERREE, BERT BB, L’l‘é’?ffkﬂ’]ﬁiﬁé‘il%ﬁﬂﬁlii
#? RE, EARERHBENSWUE, UNWSEESHITIENESE, HHRIEER
?‘TETE’]%E

AEEMERLESHIAEE, LRMERN—ZHEER, Eii#iiiE%ﬂ@ﬁﬁ%ﬂﬂéTﬂﬁﬂ‘]E
Kb, &%ﬂé‘-’?%&ﬂ@ﬁﬁ*l&ﬁ?l—%i*&ﬂﬂ’]ﬁl FRESTIEEHARBRRA, N
5| B L B X B ] ] 2t EHARMERS, WBERTH

B E HI B lzﬁi‘%’tﬂ’]%é—i a-ﬂéliﬁ%iﬂ 3D Ei‘ﬁl RH=E R SR, BEERR K

SWE, ERFBHIHEM7 MBED, BHRENLECRUENBKET, XERFREL
EH—Y). TEEEFSMANZN, BERFE—RIKMAEXTEE HAEREEEITH,
FRHEZERHEEHSMANASEAR







Roam Simulator | &7 #&#

2021 | BFERMZEREINS 4K R, MER, BER €BXE FW HE
| RREHFERERFOERELE

EXEERR—NERTHENRMEFER AR, BXPOREEELE, I
RAFIA AR IPRITEZSIE—RRE, EXMERNRREERE, X
R BETR A R B A (8] 24T B AR,

fEEBERERMNERICBERHIAM SR 3D MFEMNANLEREE T —1 i
w, MEEMAEGARELET X TFEMENKBICR. RTE, #FNHERTR
BRHER, BRAXTE-NBEHCBEBENEERENRERE, IURMSIERE,
JL+EAT. JLER. EREXRMEA BE, RHI%X IMEREZT—1MEE
AR B RIRE, AZRTRAUEBTHHRA, AMEBEXEGRSE, ATEEE
fERTE) ? fERERIR T B S M EAK I MBI ZPFHANEMH—RE, NREH
HRROBEZT, —UIBTUNYE ARELHFRMEENIE, BAILTZHH
HFEMNHNTABKRETA?

Roam Simulator | &5
https://vimeo.com/746099074 (Password: caoshuart)







Ideology | FitiZE 45

2021 LRk, BRMERIRER, 4k BIL, SRR, BEX

ERBEFHRAPELL NIMESITES DAL EHNARRA. EARERTHIRET —
MER—ECEANRXITES BTG SK, FLHRERERBRERSRE BHE
EEH L MR (Michel Boym, 1612-1659) MEMARITES SHIMRIE—EERA, HFEE(E
miiRl, EFRRNBEARSMHAXSET, REMFE—X, ZIMBHEMELHEE
ZIREREN, FEMERESHHRX, BE—ETH—RAE LELLETHKER.

2021 | stereo camera, graphics data conversion program, 4k TV, split screen, cables

The work is based on the study of the historical event of the Ming Dynasty missionary
Michel Boym(1612—1659)walking to Rome.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.

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






The Cambrian Period | £K 4

2024 | =% 3D BFERFK, SFETWRE, 65 36 ¥, HFEEKXFE MUST BiLE
HBAZAEHI{E

—MCHZARIT I F iR, HEEREMFEE MUST KX BT FREZIIMFLEEIT, (F
RE) BTFXMEESEZDR 6.5 KOE MUST BERIA KR BB B, E—NiF REYR
RS NERVEARLINE. 5 CFERHERE, BREMBLHTE-MERKBFE,
51CFE, IR EME—TRER AT LA, FRATFRILAMAZKEERMIRZR—IK
RERFZEHIXTE, ARDMERETFALKBEMZRENETSE, UREMBALMBHIE
fLezEfXFR, BREMS ) ZENEKXARF, BAMIKESLABMRNEER.

2024 | Three-Channel 3D Digital Rendering Moving Image, Multi-Channel Audio System,
6:36 minutes, Commissioned by the Multiplexed Survey Telescope (MUST), Tsinghua
University

It is the beginning of a long-term art project that will continue until the completion of
the large scientific facility MUST Survey Telescope in 2028.The Cambrian Period, inspired
by the development of the 6.5-meter diameter Multiplexed Survey Telescope (MUST),
unfolds as a science fction narrative entwined with dark matter and the gravitational
lensing phenomenon. Half a billion years ago, during the Cambrian Period, marine
organisms pioneered the evolution of the frst eye-like structure. Five hundred million
years later, this ancient ocular organ fossilised, marking a pivotal moment in Earth’s
history. Through a captivating dialogue, the flm interweaves the fossil’s narrative with
that of the Earth’s Eye—a technological marvel constructed by humanity: the telescop.
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400 million years ago, it was the ocean, and 400 million years
later, it is the desert| MZERIZiFiF, WIZERZED:

EmM A HE e
https://vimeo.com/746091902

Ritntr, #EZ, WA, BLk, HiEik3b, BMER, #Hhk, 2021

EEETWEREVAREENARNEEE, SMETHERE KERRZ
IR, WRMEFRFRESE K, AXEAZERARNFRME .
MARA LERESELEF, ALERESFIDERE, RRBARR, BSEF
BAEMS L2 IR R, WEMRO#S, TERRAI K, AEKH
REZIMABE, DRMEFESEUARMRRERILER?

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

Based on the principle of binocular cameras, the author simulated the
distance between human eyes to create a camera device. Within the
installation, the flowing images depict the desert and the ocean as a
continuous whole, yet they are 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, with both eyes open, they
will perceive a visually stereoscopic world. Like fractured magnets where
the red and blue poles are inherently unified, do the desert and the ocean
extend at the same rate from perspectives beyond human geology?




Past and future observer No.2 | i3 &k kRMMNEE 2

2021 | Riv#F, #WEZ%, WiehH, BLZ%, #EIR3b, BEER, $HMX

EEETFREFRGIHNRERERUARNEEE, SHETHFRRE. WRERNZE
g, A LARESFEDIEEMIE, ALARESFIEHERREK, ERE

2021 | pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip

Based on the principle of binocular cameras, the author simulated the
distance between human eyes to create a camera device. When standing in
front of the observer, closing the right eye reveals the pointer moving toward
the past, while closing the left eye shows the pointer moving toward the
future. However, with both eyes open, one sees the last minute of a certain
day, and the clock hands never reach 12 o’clock.




Past and future observer No.1 | id Xk FKMM2E 1 5

2021 | XitidF, #®BZ%, TxH, WEIR3b, BER, ik
EEETFREFGINRERUARDEFERE, SMETHFERS, EUNFH,
WA AR EE B SRR, IEA AN SBEIARBE . mHH AR,
BB EMBA, ALERBESBIEGMAA.

2021|pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip

Based on the principle of binocular cameras, the author simulated the
distance between human eyes to create a camera device. In front of the
viewer, observers can use their own eye focus to bring two separate
individuals into 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.




Tiger And Lion Never Meet | #iFZ £ A 1HiS

2021 | RiuAF, #BE, T, ML, HEIR3b, BIER, FHk

EEETRERGUFEEEMARNEEE, SETHRRE. BiiRE, HUAXEME
FRER, BLBINEZRMMFZEEEMUANWNES, ALERESEE—RWF, A
EERBESEI—RE. BRI FHENRFFRESHRRMFNEREERE, 2
B&ER, MIEBFERRXN, FLSMBE.

2021 | pole, model paint, acrylic, wire, raspberry pi 3b, screen, special clip

Based on the principle of binocular cameras, the author simulated the distance between
human eyes to create a camera device. Through the device, when viewers open both
eyes simultaneously, they will see a 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 that 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.




Tired Sunset | RE==%H

2022 | Ready made products, role-playing clothing, paper aluminum, acrylic, wire,
speaker, self made circuit board, projector | BRE{ &, £, BiRFIIE, 5, LR,
M4k, B, BRIEER BEPN

REEREFHR— TR B RBAEREENY, BXAKREFNEE, BFE— AT
R, WWSHED L LRRERE, —ERFEIHTR, —BX—BESMNITFE, U
REFZHASHEFENITANRS R, XRENER—ANS, HERIHE, &/
BHREMRE ...

This work parodies an intention related to modern life without a specific time
reference. Scattered sheets of printed paper, a gorilla costume lazily draped
over a sofa, a mechanical rhythm maintained with repetitive typing, and lights
controlled by the opening and closing of a teacup all contribute to the scene. It is
a space devoid of people, where, as the actors take their bows, the performance
in the background continues...

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




One | —

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



The Vanishing Pope | #1=AIiE X

2021 | EEMAYIR], $R, W32, ML, B, BRIEER RHL

ERETFMRIESL NIESITESINALEHNMRERT, T—HBEEEE
BREHIGRETURRE. ERPHIANAYMEREZRNRIETHEERT
HER, LEEHL MNIMREESONRELER, ZARERREAS B EKRXR,
KRR E R HCEE RIS, AEREARTE t" , AE2NHEE
MERTS, SBTATBNZRF P RERTHIPE, HEFIEKRAMRE,
LB R R B KT S E %

2021|hard sponge, aluminum, acrylic, wire, speaker, self made circuit board,
projector

The work is based on the historical event of the Ming Dynasty missionary Michel
Boym(1612—1659) walking to Rome. It is an installation centered around light
and sound. The voice of "Pope Innocent X" controls the brightness of a light
bulb. The lamp gets brighter as the tone gets higher. When the Pope’s voice
reaches its loudest moment, his image will transform from the one painted by
Diego Vel d zquez to the one painted by Francis Bacon, and his projection will
be obscured by the brightest bulb until it disappears. | am interested in the
tension between these two sources of light. As the bulb becomes brighter, the
light emitted by the projector diminishes. Although both are "light" in nature,
they present a state of mutual opposition and collision. It is the shouting of the
characters in the projection that causes the bulb to become bright. The characters
in the work are Pope Innocent X as depicted by Vel d zquez. Coincidentally, he was
also the final destination of the missionary Boym'’s journey to Rome.

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







Light VS Light | £ VS 3

2021 | hard sponge, aluminum, acrylic, wire, speaker, self made circuit board,
projector | BEiEIAYIE], %8, LA, Mm%k, FHE, BHIEKE, RN

ERETHRMERLRERSTES INAEEHHMRRT. EXGRTFANEST
MRERLESR, EHENAREMESHINE, S8 MNrHMSEMBNRITEEE,
—ERRFRAIXNE, PTEIEMRAEREE, ZAREX—HEXRHEBRKRRIEA
KFR, REERTH, SFHEUKEIR,

The work is based on the historical event of the Ming Dynasty missionary Michel
Boym(1612—1659) walking to Rome. It is based on the study of the historical
event of Ming Dynasty missionary Miguel Boym walking to Rome. In this
interactive installation centered on light and sound, the brightness of the light
bulb and the appearance of sound are controlled by Morse code derived from a
dialogue about light in Boym's travel log. There is a negative correlation between
the appearance of sound and the disappearance of the image.The artist uses
fictional fragments of this historical text as clues, setting them up in the exhibition
space for the audience to decipher.

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



Corner of the Park Prologue| A E—f F

2018 |4 RE 3D EAHELE | RTAE

fEmBLZBHEERN (X)) BEEERPREMOKXSEETEMADE, XL
RAHBCEBREHAEAT, EXN4BFREERMICIZNBE, SNAH
3D YFERER—REK, WMER—TBE HARSBERAE FREH
HREZARE DR BIEP LA — I RBZANERLG G, UARBEER
i, ME—NEERRERE, EICICPHEEPFR, EREMEDDRIA,
ICIZRRE, BMERRBLEGLN ER" 1], BLEZIRPREMHIIIT,

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

The work is inspired by the numerous narrative activities and rich emotional
details depicted in the background of Bruegel’s painting The Hunters in
the Snow. In this four-screen immersive installation, a multi-perspective 3D
digital rendering of a continuous scene sometimes coalesces into a whole and
sometimes fragments into separate corners. The film’s narration recounts a
real-life coincidence involving an unnamed person discovered in the artist’s
childhood diary. As viewers follow the narrative progression, they wander
like dreamers through the ruins of memory, weaving through deviations and
fictions. Hidden between the layers of memory are the "actors" behind the
scenes, representing the repressed elements of the subconscious.

Corner of the Park Prologue | AE—# F
https://vimeo.com/895473563 (password: caoshuart)







Sisyphus| 7735

2017 | 3D HFEELER GIF BE R E

HEERERY (ABEKH) EATENEEER RETZARIMNCIZHE
SEMBRARBZEXRNEE ME. B, HRMBARMALILRM
BTRLEXMER. ZRARMEFEZU 25 WP XFE, BRE&KME
ME, BURE, EEFCIZILERRBRNME twRAKTESHER L
LM EREXMES, RAFERLBERE.

2017 | 3D Render Moving Image Installation

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.

Sisyphus | #aFE ghHT
https://vimeo.com/746098639







Forward Backward| i {RiR

2017

3D Render Moving Image Installation
55cm X 12ecm X 12cm

3D B GIF BhERE




The One Who Lived Yesterday | i&ZERERAIA
2019|526 | &% 3D HERE

fEm (EEMERMA) BMMMENRIEA, &7 - MBHEE, EREHTEUNH
FEMEDRICIZZENRE. EFERTENELNEGRRYFFE, SUANTENE, —
RERAT 3D BHFEHB G, —IEERFHRL, XIMEENHERAMNL, HHE2REN
FH{H "HEEREE , MARERZRERT. FEE5 FREEERERBERICRET
HIBRE RIS, WAR T —BRBESHE - EEMMEWARKMN 3D #FEG, HIAEREEEHN
%;i\$&¢\ﬁ%1\Eﬁtoﬁ—&ﬁﬁmﬁﬁﬂﬁ”ﬁ¢%i",ﬁﬁ¢%%®ﬁ
TRRE.

2019 | 3D Render Moving Image Installation

Cao Shu’ s poetic piece “The One Who Lived Yesterday” uses vivid simulation to
illustrate a scene of distorted time, as well as the oscillation between objective data
and subjective memories. Using computer pre-rendered images, the piece explores the
possibilities of digital existence, multi-angle views, and spatial narration.In the piece,
a voice runs through the film featuring an anonymous, dream-like speaker who tells
a story about yesterday. The voice seems to come from a different place, echoing the
perspective of a “Progress-tracer” to some degree, from a different “incarnation,”
while the speaker himself is hiding. Each of its incarnations is the shape of “this
yesterday,” and yesterday just made up the future.

The One Who Lived Yesterday | SEERERBIA
https://vimeo.com/746098707 password: caoshuart






Monster Outside the Windows| & 5M#9 R 1%

2019 | XA, #E, =i#i# 3D HFENUFNE | R~F: 6mX5mX3.2m | BRKIE: #
JEE & H] Bazaar 1%

I AT TEhE TIEHIE I bug B9 3D AE(ITENH Sk, MEEREBERERT,
EALEENZITENHEIEERMERXE, X1 "HRNE" , & windows L
BHRER. TENREFEEXMYH memory, iB1Z. ITEHNERMHIM, FELAERIL
TZHEERT. FEHEN bug MaIEAE, —EESEITENERIETHEESA,
mBEAMNES, MEEERRA—ITIBEACHGERREET, BHFEGRRG
R, XAHBENEAEGE—1NER, WIEE— DT AT E G E N,
TENERMNELERZTIEEREMNE, itYHEEEAETFEBCHERITEN,
—MEEEEEAR, EREHEE BAZZAR ZATHZEIE.

2019 | Text, Installation, 3D Digital Simulation, Powder Sintered 3D Printing |
Variable Dimensions | Image Source: Koganecho Bazaar, Yokohama

During the animation process, many 3D characters accidentally developed shape-
distorting bugs. The artist preserved these error states filled with bugs, printed the
characters, and placed them on a blue backdrop. The backdrop features the blue
screen text typically displayed when a computer encounters issues, representing
a "wrong window," a prompt from the Windows operating system. The term
"memory" in computing parallels human memory. The blue screen of death can
be seen as a metaphor for human memory’s intermittent rest. The continually
bugged animation characters repetitively recite the Japanese text from the blue
screen error message. The twitching, distorted crocodile, freed from its fate as an
animated character, symbolizes the ritual of digital life achieving enlightenment.
This twisted form resembles a gravestone, witnessing the disappearance of an
unknown and mysterious digital existence. The blue of the computer blue screen
also reflects the blue screen used in the film industry, a technique that removes
the background and displaces objects from their original context. This work was
commissioned by Koganecho Bazaar in Yokohama.

Corner of the Park Prologue | 4N R %
https://vimeo.com/746098230
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Tristes North Temperate Zone | £ &R B LR

2018 |3 % 3D ELHELE | RIAE

EXANRFIN—REREFIR, XRRHEZFIEGHE—1ER, Bk Z3%
FiLZBREIIG, HEMCEIRMATMENASIR, fERKE 3D WA
EEPKRE TR I E, R IRKE LR~ iXEE, M—
wieE, B—1EF, BE—EE RIXAXENANEERZES -4
REIRARFER, FEMTFHROSEEN, MISEREERMMBETRENSKE 3D
RERMNAR, BETEFHNIZN, ILEGEBEEEE - LREBNER,
EERERMERESIRTR.

2018 3 Channel 3D Rendered Moving Image Installation | size variable

This series began with a single tile, which was the first image | remember
after my birth. Over the years, through the process of training my memory
and dreams, | gradually recalled the shape of this bathroom floor tile. Later,
| found a texture of a similar tile in a 3D software texture library, a product
from a particular era of industrial production. Thus, starting with a tile, then
moving to a room, and eventually a building, | attempted to reconstruct
each object’s shape and color slowly, not relying on photographic records
from that time but directly translating impressions from my mind into 3D
software to recreate places from my childhood. These images gradually
connect hidden clues and link to a vague, collective unconscious world.

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

2017
Computer Graphic Moving Image Installation | 708"
CGl | KRE

XERANIRIFAZERIIE, RTE—F hi 25, ZREAE
55, £ Al BT, ETRH A RBEFIEE, KRED
BEHL, HERT-—L3ERENGFZIN HEHHEXBETX
FER. XTEFWE, IR EEFHIBRIERF, 23X
BAEETHEL, MENMNESALZERRR, AN
Bug EIES, XM "“PIRMIE" KiFa—#, A AITNESE
FREHHTA.

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.

https://vimeo.com/1011917878
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The Cycle of Sheep| EHITEIR

2020 | Metal sculpture |reflective material, lighthouse light | £ BR2E, R,
KTES R |60cm X 40cm X 23.5m X 8m

XEEATIEMAHEC R ARG LESRET 150 &, REERMU—IHREA—EE
RELZHILF, MHOBEAARZILSHER, ERMBINHLRTRHMERRE, FF
FIRARETENAER—RMAEXBNH G, BE—RLAY, SFIBEMLNFE
FREA—MEATENER. BEARSTENE, ESNBREE, RAEETU
#EWN, LEKENBEDFRICIRESGHRK, FWILEHH, REMSHEEIN
HXMATFE, SUMNMREARNRERE. HFEAENERES, XRETRH
FKIZAE—RILM S BT EER,

The light beam of this lighthouse has been sweeping across the ocean for 150
years. It resembles the son of Poseidon, a one-eyed giant. Wherever its eye shines,
it is illuminated, while the rest of the world remains hidden in darkness. | use the
lighthouse's light at night to create visual afterimages. With each sweep of the
beam, | can see the installation of sheep on the roof, giving the illusion of walking.
There are many wild sheep on the island. They breed on their own, and travelers
often see them leaping across rocks at the edge of the steep cliffs when hiking.
In Homer’s epic, Odysseus clung to the belly of a sheep 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 revolving light of the lighthouse.
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Meet-ing | tHi&

2015 1080p HD Double Channel Video | 10'16” | 1080p & i& W 1% | 10'16”

EXHRFEFHGERD, SARBFEGIIRERME S, XERTHAR:
TA ZHE. FEMLME SFERSELEMEHNZA. —BHEENREIR
BREIOEE, EHNEBEERA—KER, X—XEEMNEREFET. it
M EASRIEENN—Z, ERERSUXBEENN—Z. WRBRZKE
245 EXkf, MEAFALHEAEETR— X — RO, hEEk
AItEIE.

For this double-screen HD video, the artist set up the camera in the streets of
Hangzhou, focusing on passersby: workers, students, young office workers,
restaurant owners, and elderly people sitting nearby. When the subjects
become aware of the camera, the moving image freezes into a still picture,
initiating a new encounter. This creates a sense of longing and captures the
fast pace of life. The moment their eyes meet the lens—possibly a collision for
them—marks the point of encounter with the audience. The emphasis is on
this moment as the true intersection between the work and the viewer.

Meet-ing| fHi&
https://vimeo.com/141520859 (Password: caoshuart)







Color of Concept | IR B &

2015 | Print, Light Box [8.5cm X 202cm | KT#8. Wi R s

FRiRPESASHMEEHRER , Ta NEFERP—IOREINR , B
£%A, THTRE, RENEZEBLFESERLCIHER,
F+F RGB #{HIC R T X MR SER L PRIBIE,

It's said that concepts themselves have their own colors.
Through repeated use, they are tamed, their edges worn down,
and they become colorless. | strive to recall the colors of these
concepts in my mind and use RGB values to record the colors
of these abstract ideas as they exist in my consciousness.




The Horizon | it £

2015 | Installation | The Cigarette Case, Propylene | 850cm x 20cm | & | fA&. A% | 850cm x 20cm

XEERPMEIZE 135 MEISE, RRETERBESE
B skEy, REM—ERE™H 1967 £/ "HE"
RBEEI—2E 2015 F1 " 3 135 NFEEE
HITAE, REME EEAEE LOGO, 1§ ZEEM A
— ML 85 RHIRFEKE, MEEAMNERT 2
F, EFEMERESREERNZHER , BA—MFF
?hl,\,ﬁf.\?'ﬁﬁﬁﬁzliﬂ’]ﬂm.exo HEEAZ— ﬁl
BE, BRI M A —IRE , FHTIERMARA,
LE RTHFRE, #iff "‘RE—@IE"

The materials for this work consist of 135 cigarette
packs that | have collected sporadically over a
period of ten years. The earliest pack is from 1967,
branded "Tuanjie," and the latest is from 2015,
branded "Zhonghua." The 135 different packs are
processed to retain the patterns and logos on them,
which are then connected to form a landscape scroll
8.5 meters long. As cigarette packs are used, their

patterns gradually lose their scenic significance and ' e T e C—
become mere symbols. | aim to restore their original — 'Ff::fﬁgW"‘ e T T

landscape meaning. The horizon is merely a wish, a
line formed by visual illusion, always deferred, and
perpetually out of reach, like the "last word."




