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KettleBombs 2020, Bagasse, tobacco, plaster, lacquer, Dimensions variable
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Molasses, Ethanol, Fitness Workshops, Just What Is It
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That Makes Today's Life So Different, So Appealing?
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Cane sugar has never been a necessity, yet it has, nevertheless, altered the sense of taste for people
living around the world and also became a source of addiction. In former times, numerous trades,
wars, and colonization were carried out for the sake of acquiring cane sugar. Today, many people
are cutting down on their sugar intake and actively working out, in order to achieve a desirable
figure. This project seeks to reference the historical context of the cane sugar industry and the
related cultural phenomena observed in contemporary society, with focus placed on the tropical
economic crop under the framework of the global trade system by exploring its relations to history
and power, trade and circulation, modernization and processing, and the social context related to
exercise. The objective is to create a space to discuss “sugar and fitness”, and with a collection of
fitness equipment made from bagasse, a response is made towards lifestyle scenarios prompted by
globalism, with the cane sugar industry’s roles and shifting value through different eras presented.

WEBEERITY | 1/8(7X)~1/22(7X)~2/5(78)~2/19(7R)~3/5(K)~3/19(K) | EF 1M EE12%
Molasses, Ethanol, Fitness Workshop | 1/8 (Sat.), 1/22 (Sat.), 2/5 (Sat.), 2/19 (Sat.), 3/5 (Sat.), 3/19 (Sat.) | From 11:00-12:00 a.m.

BEHEE

Please register here
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As Vast As Night and Light 2021, Water, light, sound, wood, metal, concrete, mud,

salt, lemon, thread, text, artist-made paint, polystyrene, epoxy, polylactic acid,
Dimensions variable
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As Vast As Night and Light
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Sean Tseng's practice is informed by an awareness that knowledge and perceptions shape the flux
of relationships between things in the world. The exhibition includes new configurations of Tseng's
site-responsive installation, As Vast As Night and Light, which draws attention to the possibilities
of vastness —both of the exhibition space and of the world. Understanding spatiality as a lived
experience, Tseng composes materials into an arrangement that allows their particular qualities
to interact with each other and the exhibition space, creating a sense of tension and rhythm.
Investigating the power of vastness to enchant a bounded physical space, Tseng invites viewers to
reflect on the necessity of slowing down and to rediscover the material world that surrounds their
bodies. Tseng's practice as a sculptor attests to his belief that space is not merely the site on which
things take position but more so an indispensable and omnipresent material in itself. Animating
the still, the installation explores tensions between the seen and the unseen, the tangible and the
intangible. The installation interweaves vision, body, and space with invisible air and physical mass,
revealing the presence of perception. When one’s body enters Tseng’s work, one finds his or her
perceptions are guided through an exploration of a collaged space where a glance or a beam of light
becomes a momentary experience of infinity and vastness.



In-house #5— BAEARFSKRE
21x29.7cm~ 14.8x 21 cm

In-house series - Pinstripe Mattress on White

80 cm, 21 x29.7 cm, 14.8 x 21 cm
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Endless
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2020 > #5442 > 75x 170 x 80 cm ~

2020, Fiber, paper, ink, 75 x 170 x
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Endless opens with a vast and boundless imagery. Perhaps, it may be an endless cycle of days or
regular daily routines. It may also be a never-ending process involving the Self. On view in this
exhibition are the two art series: In-house and No Ending. In-house presents a collection of furniture
that typically evokes feelings of comfort and intimacy; however, the furniture pieces’ original
designs which adapt to the human body are overturned, with the pre-existing feelings of comfort
and intimacy intertwined with various challenges and obstacles. The body, in an embracing posture,
becomes a support for the furniture, with new hybrid forms thereby created. No Ending takes
instruction manuals and instruction signs found in everyday life and digitally modifies them by
removing any objects or instructional words on them. Keeping only illustrations of humans and
action-related images, the result feels like the end goal has been canceled, and with the intended
ending omitted, the audience is invited to see the instructed actions in a new way. The two series are
both related to the absence of something. By removing those objects, the people that are left behind
then appear quite awkward. They look like they've fallen or have become frozen on their originally
smooth and steady everyday routes and are being shown stuck in those postures for all to see.
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ICING 2021, Single-channel video, 9 min. 39 sec.
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ICING takes place in an ongoing metro station construction site and focuses on an unusual older
man who is known locally as “Pokémon Uncle”. Pokémon Uncle is documented strolling on the
unfinished metro railway, creating a spectacularized visual experience. Pokémon Uncle has risen to
fame for playing the Pokémon Go game with a fleet of smartphones, and he has come to be seen as
an unusual character. Besides having been under the media limelight, he is also listed on Wikipedia
and has even received job offers because of his special interest. However, for a single man to be
under such intense influx of information, he appears to be suffering from information overload.
Facing the panel-like contraption of smartphones he has arranged, he actually doesn’t seem to
be enjoying the game but appears to be exhausted by the immense and chaotic information. The
bicycle that he uses as a mode of transportation no longer functions, practically. Because of the
excessive number of phones and power supply installed on the bicycle, it has become an obstruction
to visibility and unable to move properly. It also can’t be ridden on the road because it doesn't
adhere to road traffic regulations for vehicle modification and alteration. The bicycle has turned from
a mode of transportation into a shelf for holding tech gadgets. The person seems to be compressed
in this case and has lost his subjectivity, becoming a servant of the tools, or merely just activation
codes for moving up in the game. The rapid transit metro system, on the other hand, is intended to
shorten the distance between two points and omits people’s need to drive. People are, therefore,
provided with a lot more dispensable time but are still occupied by various tech gadgets. This doesn’t
only happen on metro trains; it has taken over people’s everyday lives on a massive scale.
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Pixel and Star Cluster 2021, Highlighter, fluorescent pigment, fluorescent

lamps, Dimensions variable
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A tunnel is a place of meeting when crossing between two points. It is a geographical relay and also a
transition scene of speed and desire. An invisible tunnel (upload/download, import/access) exists on
the screen, which divides the direction of the signals into two. Each speckle of light is a perspective
point based on the pixel signal; there is no near and far depth of field, no large or small dimension,
no field of view. Bits with values of 1 or 0 are infinitely repeated in a back-and-forth motion and form
the realistic image presented. Human perceptions and their illusions are interconnected based on
reading, seeing, understanding, and acting. Pixel and Star Cluster reconstructs the visuality involved
with mechanical images via the concept of pixels. It is a site-specific work that the artist creates by
arranging fluorescent RGB color pixels, with numerous fluorescent light speckles shown together
in the dark to form the self-illuminating screen image. The result is a “machine’s image” that wasn’t
produced by an image-processing machine, so does it still count as an image? The artist seeks to use
the power of the bare human hand to imagine another state of existence for the reality of images
and the reassessment of humans and their own bodies, opting with an approach that transcends
beyond the existing production mechanism.



Deep Blue 20195 $RIGHEE > 18 53 24 7
Deep Blue 2019, Video installation, 18 min. 24 sec.
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“There is often a sense of uncertainty stemming from not fully knowing one’s path. Yet this sense
of uncertainty is not absolute, but rather a speculation of what will be,” says Shao-Gang Wang.
Wang worked with adolescent theater performers between the years 2019 and 2021, and through
discussions, he tried to outline their inexplicable states of life as youths. The artist has put together
artworks from this 3-year long theme-based project to pose a difficult question to the world today:
“How can I become my ideal self before I become a perfect person? How can the imagination and
creative endeavors in between lead to the making of a place?” Deep Blue illustrates the contradictory
feelings youths have about their own deficiencies, and Apple Green describes the explorations of
their values and the unknown. The live performance piece, Silent House, explores how we deal with
being alone, and in the fairytale-like story unfolds in chapters, Alice presents a virtual social game,
where one’s virtual identity is the reflection of others and also oneself, with discussions engaged
in with people on the Internet about the relationship between society and the Self. The artist
seeks to create a new space for dialogue through this art series and to form a constantly shifting
and changing place through the artworks on exhibit. All body images and visual images are in an
ambiguous and ongoing state of being documented; an unstable yet poetic installation scene is
developed, but it also implies a chapter that belongs only to the present or the future.

AN HEMERKE  Impromptu performance: Friday, Saturday, and Sunday.
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y soundscapes in dust  2019-, Mixed media

Ambient Extraction: sedimentary soundscapes in dust
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Dust is continuously recording its surrounding environment, including sounds beyond human
auditory perception, frequencies at the threshold of auditory hallucination, and subtle vibrations
that are in between auditory and tactile perceptions. Dust exists as the most minimal form among
all perceptible materials. Dust slips in between the periphery of a tactile object, yet it does not fall
into virtual materiality. It is a nearly invisible matter that is always there—which has a particular
affinity with sound—omnipresent in space and impermanent in time. Memories of a space
sediment on material matters in the form of sound. If in the future, archaeologists can extract
sonic information from material matters, we will then be able to hear unrevealed truths and secrets
documented in the environment. Sound appears to be highly relevant to the shaping of modes of
living, political institutions and cultural formations. In recent years, sound has been re-examined
in various disciplines, including the formation of archaeoacoustics, which studies the acoustics of
archaeological sites and their relationship to ritual performances. “Ambient knowledge” is the type
of knowledge that will be extracted from dust—an embodied knowledge that is more experiential
than informational. An atmospheric truth like how we immersive in ambient soundscape, that
cannot be rationalised by inference or be described by language. Since there are no decisions made
by a third party, the information it amasses is the most objective.

BB (SRA) Alois Yang &1E
In collaboration with Alois Yang (Soundust Research Agency, SRA)
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This Shore: A Family Story ~ 2020, Single-channel HD colour video, 62 min.
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This Shore: A Family Story
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Stories are repeatedly told, with their shapes changed by the narrators. Memories revisited each
time in different forms are like waves crashing onto the shore, which then vanish. This Shore is an
experimental documentary that opens with a family anecdote: When coming across my grandmother’s
painting in a random Chinese restaurant in the United States, my aunt bursts into tears. The film
wanders through Cold War constructions, Taiwan-United States relations, generations of diaspora,
family romances, and ghost stories, while personal and collective memories are transformed into
another tale of "The Flying Dutchman", doomed to sail the oceans forevermore.The installation for
this exhibition is an expansion of the film version. Through the objects and site-specific installation,
the work aims to extend the film to an environment only made for this film. This experiment seeks
to recreate the film to form a unique experience for spectators and a new expressive form in the
museum space.
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Knotted Water Sizzled Tongue 2021, 7-channel video; B/W, Full HD, 16:9,

31 min. 45 sec. (Loop)
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Knotted Water Sizzled Tongue
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Knotted Water Sizzled Tongue is a seven-channel video work. Using the legend of Cangjie, the inventor
of Chinese characters, as the backdrop, the artist also incorporates his own immigrant identity and
experiences with language learning into the story. From the invention of language to the methods
of language learning, it all starts with the shapes formed when vocalizing, and how new features can
emerge when a language is misunderstood or misused. In the story, the artist transforms languages
into shapes and also presents invented species and objectives, as he takes on the role of a storyteller
and breaks the fourth wall and instructs Cangjie to invent a new language. In the original legend,
the unique hoof of the Chinese mythical hybrid creature, pixiu, fell from the sky, and similarly,
languages are just shapes that have fallen out of people’s mouths. Making a perfect pronunciation is
not a way to break cultural differences but a way to create your sounds (using the teeth and tongue
to make new sounds becomes a metaphor for rebirth). The new sounds will form new species and
become unique characteristics used by others to identify you and accept you.



Q1 BRERCREGZF ERER 2021 HEEKBE 49308
2.1 Interstellar and the Battle Drum: Prelude for Final Encounter of the Electric,
Cosmos and Seance 2021, Video installation, 4 min. 30 sec.

FERIBERE (Z88)
The Extreme Journey of Perwira and the Calm Sea:
in 3 Acts
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This work series centers around Tani Yutaka, a Japanese intelligence agent of the military intelligence
operation Fujiwara kikan in the 1940s, with different aspects prompted by shifting “borders” explored.
Tani Yutaka was a Japanese man of Muslim faith and was known as “The Tiger of Malaya”. Born in Japan,
Tani Yutaka later moved to live in northeastern Malaysia, where he became a bandit to avenge his
younger sister’s death. In 1943, a film adaption of Tani Yutaka’s story was made for the first time, which
was the Japanese produced propaganda film, Tiger of Malaya, that was released in Malaysia. Japan once
touted the mantra, “Asia for the Asiatics”, and used Taiwan as a strategic geographical position to launch
southwards through multidimensional atypical war strategies that included radio, images, and songs. Tani
Yutaka’s identity was glamourized in the television series, Bandit Harimau in 1960. “Harimau” is a phonetic
adaptation of the Malay word for “Tiger”. The television series re-imagined Tani Yutaka as a cowboy-esque
bandit, who defeated the “savages” from the West and opened up the “wilderness” in the South. In 1966,
an advertisement for the Taiwanese movie, Battle of the Dragon and Tiger (also known as the “Malay Tiger")
appeared in the newspapers of Taiwan. Shifting into the 21st century, a character named after Tani Yukata
appears in Animal Crossing, a video game series developed by Nintendo. Tani Yukata has taken on an
image of a wanderer who travels through space-times, and this image suggests a planetary awareness for
the linking of the islands of the Southern Ocean. The name “planet” comes from the ancient Greek term
“Planetes”, meaning “wanderer”. The shifting image of Tani Yukata seems to be set on an axis that retraces
history, where it also ventures into a certain future relationship, an imaginary blueprint composed of
galaxies; and a reflexive future designation.
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Future Museum of Holy Pig  2020-2021, Mixed media, Dimensions variable
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Future Museum of Holy Pig
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This project seeks to set up a museum to introduce and demonstrate future “Holy Pig culture” in
Taiwan. The artwork posits a science fiction scenario in which, after the year 2020, there will exist
numerous parallel worlds. Owing to different outcomes to the African swine fever outbreak, the Holy
Pig culture in each of these parallel worlds will evolve into different faith-based narratives. Just as
100 years ago, the colonial economy and agricultural policies of Japanese rule produced a massive
influence on the Holy Pig culture, the numerous different particular cases in different parallel worlds
will open up a diversity of future Holy Pig cultures. Through the form of a museum, changes to this
tradition from each parallel world are condensed into various imaginary objects and images and
presented in this imaginary museum. Through the introduction of archives, partial objects and
fragmented narratives, the audience is led to piece together how the intervention of different
factors may transform future religious culture. We hope that through these works the audience may
reflect and explore how religiousness can be practiced in these different ways, if technology will be
of help or hindrance, and from these cases what insights we may glean into handed-down myths
and taboos —even a relationship between people, pigs and supernatural beings.
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