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For the Common Good

The culture of 3D shapes online (part of the ‘digital
commons’) embraces a vast variety of methods of
distribution. Within the context of the boom in 3D printing,
virtual models easily become physical. The relation
between the digital and physical features enhances the
current hype about this medium. In For the Common Good,
a group of objects are selected from Thingiverse, the
most popular website for sharing creative commons of 3D
files. They exist in a grey zone, a disputed border which
questions what objects can be shared and produced.
However, many shapes share the same coordinates, which
provide the foundation for further shapes to be built. By
viewing the physically printed objects, people are invited to
discuss what they understand the objects to be. A video
features the artist as an anonymous performer with a
selection of ambiguous objects. The work requires people
to reconsider the cognitive relationship with objects.

Yuzhen Tang / 唐誉祯 [CN] is a media artist who works
across cinema, contemporary art and the DIY culture of
the network. Her recent work is concerned with the
friction between digital fabrication and material reality.
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Surrogates

Anne Lamb’s voyeuristic video work, entitled Surrogates,
deals with her past and present experiences with
heterosexual men and their delicate and often ignored
issues of body image and expressed sexuality within the
discourse of feminism and queer theory. In this work, the
artist video tapes herself in frame with her male subjects,
while they discuss her own personal experiences with
romance, the limitations set upon men in regard to sexual
expressions, and the animosity towards the feminist
movement from the position of the heteronormative man.

Anne Lamb's [US] prior works have dealt with feminine
sexual anxiety, animal mythology, and is now exploring
masculine sexual identity through voyeuristic video
documentation of photo shoots. Anne Lamb graduated
with a BFA from the School of Visual Arts in 2011, and has
worked for artists such as Marilyn Minter, Elektra KB, and
Ryan McGinley.

 

http://www.arantx.com

Mama, Tess en ik

The photobook series Mama, Tess en ik by Arantxa Gonlag
investigates the digital relationship that she has with her
mother and sister, who have grown apart. The books'
content switches from being in their individual worlds, to
specific words they use to each other within their digital
communication. Seeing their communication vs. their
worlds and situations, she tries to create a stronger bond
between them.

Arantxa Gonlag [NL] is a photographer focusing mostly on
documenting stories about the influence of invisible
aspects to relationships and individuals. Whilst exploring
this aspect within a story she tries to make this invisible
element tangible. She received her BA in photography at
the Willem de Kooning Academy in 2014 , where she
graduated with the photobook 'Data Diary'.

 

http://solangefrankort.nl/

The Limejuice Mystery

The Limejuice Mystery is a work in progress which
concerns the ageing process and decay of a roll of nitrate
film. After almost 80 years the film cannot function,
because of its first stage in decay. It shows the research
space where I investigate the unknown nitrate film, the
struggle with the material, and its danger from 1940 until
today. I gather different elements together that display
how I work and engage with the material: the nitrate film
that I found second hand; a vitrine with all the research
material including Polaroids that I shot throughout the
process (they represent a unique moment which I have
limited control over); a documentation of the decay of the
film; a documentation of the content of the nitrate film
The Limejuice Mystery, a parody of a Sherlock Holmes
story made in 1930)1; printed decay fragments on Plexiglas
that form a landscape.

Solange Frankort [NL], Rotterdam based artist, investigates
and works within an array of everyday subjects within
digital-pop-culture as reference, such as: computer
symbols, digital devices, Internet, networks, archives. She
uses digital or/and analogue objects to reflect on
relationships between humans and the systems they
create. Frankort’s work employs a peculiar blend of a little
humour and visual aesthetics combined with
conceptualism. Adding an unexpected perspective to these
subjects, obtaining a perception from them, she creates a
social dialogue about media and the digital age.

 

http://www.walska.com/

My Hard-Drive Died Along With My Heart

My Hard-Drive Died Along With My Heart is a book project
created by Thomas Walskaar where he explores people's
relationship with hard-drives and what emotions people get
after their trust is broken. The book contains a collection
of online forum and twitter posts on the topic. As a
society we always seem to be looking for a new technical
solution for knowledge and information storage and for
this, we hope there is one magic, final solution that will
solve every issue. But easy solutions create their own
problems. The perceived view of the stable nature of
digital information differs from reality. Problems like old
physical formats, lost or non functional machines,
companies that go bankrupt, file formats with no support
in the future, changing user licenses are just some of the
many points of failure. It seems the more technical the
technology gets, the more problems it creates.

Thomas Walskaar [NO] is a graphic designer and
researcher. He has a BA Graphic Design from
Ravensbourne in London before starting his Master at The
Piet Zwart Institute. His current projects centre around
technology and how history and memory are mediated
through the integrity of our devices. He is dedicated to
understanding the frailty of storage technology, and the
importance of the individual to store with caution.
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i-could-have-written-that

i-could-have-written-that is a two hour workshop, that
critically examines the reading power of text mining
software. The workshop dismantels how large sets of
written documents are transformed into useful/
meaningful/truthful information. A process that is
presented by text mining companies as "the power to
know", "the absolute truth", "with an accuracy that rivals and
surpasses humans". This workshop challenges the image of
this modern algorithmic oracle, by making our own. more
info: www.i-could-have-written-that.info

Manetta Berends [NL] has been educated as a graphic
designer at ArtEZ, Arnhem before starting her master-
education at the Piet Zwart Institute (PZI), Rotterdam.
From an interest in linguistics, code and a research based
design practice, she currently works on the systemization
of language in the field of natural language processing and
text mining.

 

http://www.rubenvandeven.com/

Choose how you feel; you have seven options

What does it mean to feel 47% happy and 21% surprised?
Choose how you feel; you have seven options is a video
work that revolves around this question as it looks at
software that derives emotional parameters from facial
expressions. It combines human accounts and algorithmic
processing to examine the intersection of highly cognitive
procedures and ambiguous experiences. Interrogating the
discursive apparatus that is being erected.

Ruben van de Ven [NL] combines his backgrounds in
filmmaking and programming to challenge alleged objective
practices. He is intrigued by the intersection of highly
cognitive procedures and ambiguous experiences. In his
last works he investigates computational quantification of
emotions.

 

http://www.benjaminli.nl/

In Search of Perfect Orange

The origin of Benjamin Li project lies in an event from
Holland Got Talent back in 2013. In this particular episode,
Dutch jury member Gordon asked the Chinese contestant
Wang if he will sing "Nr. 39 with Rice". As a direct answer,
Li started his project In Search of Perfect Orange. The
results are video works and sculptures that focus on
concepts like cultural identity, affection and home
displacement. Personal but also critical issues that Li
present through different layers of food and meaning.

Benjamin Li's [NL] work is centred around concepts like
identity, displacement and online social behaviour. Li
completed a Bachelor in photography with distinction at
the Willem de Kooning Academie in Rotterdam in 2013. In
2015 Li completed his first publication TE KOOP, an
outcome of his project about commodity markets. His
work is shown at Showroom MAMA, Art Rotterdam and A
Gallery Named Sue, amongst others.

 

http://www.cihadcaner.com/

Abstract Violence

Abstract Violence is investigating the impossibility of
representing violent images and how we interpret them
within the time of the image culture. Caner uses the
footage and objects that he has collected in Syria during
the recent war, to create new videos and 3D scanned-
rendered objects, as well as transparent sculptures in order
to produce different realities.

Cihad Caner [TR] is a visual artist living in Rotterdam. His
recent works focus on immigration, cultural identity,
reality, counterfeits and production of space. Caner
creates a visual by forging the borders of photography and
video for a personal interpretation of how humanity can
view its changing world amid its ever-evolving environment.
He invites viewers to share his experiences by the
reproduction of natural and found objects. These objects
hold a powerful force of attraction: a moment
of uncertainty between what is forged by the artist’s hands
and what exists naturally.

file:///home/mb/Documents/Piet%20Zwart/jaar-2/graduate-seminar/catalog-git/catalogue_kernel_final/www.manettaberends.nl
http://i-could-have-written-that.info/
http://www.rubenvandeven.com/
http://www.benjaminli.nl/
http://www.cihadcaner.com/
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In The Company Of Bots

Bots operate at the intersection of technical
infrastructure and social superstructure. Although they
follow strict rules dictated by platform specificity, their
status of autonomy sets them apart from regular tools.
Wikipedia bots, especially, are measured in terms of utility.

Often these bots' role becomes obfuscated through the
process of anthropomorphisation, despite the fact that
they are defined by their purpose within the community. In
situations when the bot is no longer useful, the machine on
which it was once hosted is not in service anymore, or
their operator no longer has the time to maintain it, the
bot will be 'retired'. The humanizing effect of such
language points out to a deeper question: what is the
purpose of the bot after it has fulfilled its job? What can
the bot tell us about the community it was once a part of?

''In the Company of Bots'' shows an anthropological interest
in the life of the algorithmic workers maintaining the
largest collaborative encyclopaedia. The work is envisioned
as several collections part of a(n un)natural history
museum setting, where the bots are displayed according to
their materiality. Their performativity is firstly embodied
through the contributions made to the platform, and
secondly through their pictorial representation.

Cristina Cochior [RO] is a researcher, designer and bot
custodian working in the Netherlands. Her interests revolve
around automation practices, disruption of the interface
and peer to machine knowledge production.

 

http://pzwart1.wdka.hro.nl/~jo/notebook/series/series_thinkinginaction.html

WebPage Act l, ll, lll

Choreography as a tool for a wider conceptual, perceptual,
experimental view of code for graphic design.
Choreography as a way to rethink space, time, and
composition structures in web environments.
Choreography as a rule-finding/rule-escaping practice.
Choreography as an instrument for questioning the
conditions, protocols and procedures of composition
processes in design. Choreography as a counter-move, a
counter-apparatus, force reverted. Choreographing design
started as cross-referencing of composition methods, with
the aim to transcend the boundaries between the fields of
choreography and graphic design. 

This research led to her project ‘WebPage Act I, II and III’,
an assemblage of graphic experiments in a live
performance setting combining principles of choreography
with the formal structures of coding.

Joana Chicau [PT] is a communication designer, with a
background in performance - classical ballet and later
contemporary dance. In her practice she investigates the
possible connections between – and coexistence of –
choreography and graphic design, aiming to open the
possibility to unveil new aesthetic, energetic and social
dimensions of design production processes.

 

http://www.s192400.gridserver.com

LIAPO - Light Interferometer Astro-Digital Packets Observatory

The Light Interferometer Astro-Digital Packets Observatory
(Cephei) has been built with the aim to discover the
matching pattern of the star constellation of Cepheus in
the sky and over the Earth, through the Internet. The artist
is seeking a correlation, recognizable by the identification
of some objects' positions in each environment through
the use of their respective addressing systems. The project
attempts to reimplement the notions of physical
constrains and individual perspective in navigating and
imagining digital Networks, by comparing data transmission
with light emission from far celestial objects.

Julie Boschat Thorez [FR] is a researcher, artist and
proficient creator of far fetched analogies. Her work
currently engages with the materiality and geography of
digital networks. She regards them as agents, structuring
the agency between humans acting across the localities
covered, at a pace induced by their physical properties and
political orientations.

 

http://lucasbattich.com

Progressive movement towards concrete creation

Progressive Movement Towards Concrete Creation presents
a series of animations generated by a computer algorithm
in real time. The imagery is derived from El Lissittky’s
avant-garde abstract works, and visualizes the stock
market performance of several companies in the Internet
sector. The work aims to put Lissitky's century-old
aesthetic in dialogue with the current confidence in
technological progress.

Lucas Battich [AR] is a multi-disciplinary artist, born in San
Miguel de Tucumán, Argentina. He studied at Stevenson
College Edinburgh, Duncan of Jordanstone College of Art
and Design, University of Dundee before moving to
Rotterdam.

http://randomiser.info/
http://pzwart1.wdka.hro.nl/~jo/notebook/series/series_thinkinginaction.html
http://www.s192400.gridserver.com/
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How the logic got fuzzy.

As you read this text you might hear a voice 
inside your head. The voice may approximate 
your own. It may be the voice you imagine the 
writer of this text to have.
We are so used to reading that we forget that 
reading and writing are actually technologies. We 
forget that the alphabet is a very effective piece 
of software that allows us to reproduce and store 
human language. In the scale of human history 
the alphabet is a comparatively recent technology. It 
is not so long ago that we started to make books 
(analogue hard drives) and libraries (analogue 
servers) to preserve human memory. These voices 
in our heads, these typographical 
hallucinations1, have long since been naturalized. 
We think it is perfectly natural for someone who 
has been dead for a thousand years to whisper 
beautiful poetry into our ear. We gather the voices 
into ourselves. The voices become a part of us. 
In this sense the technology of the alphabet 
becomes an author of our subjectivity, it makes 
us the kind of person we are: most literally, 
literate.

Of course, the alphabet is not the only technology 
that shapes us as subjects, as Thomas Walskaar’s 
project My Hard-drive Died Along With My Heart, 
makes apparent. Although our memory storage 

media is constantly upgrading, as old ones become 
obsolete, we stubbornly hold on to the promise that 

there can be a permanent solution to the human 
loss of memory – something even more permanent 
than the alphabet. This is why, when our hard-
drives inevitably fail, we feel grief at their loss. It is 
easy to trivialize this: Who cares if an adolescent 
loses their porn collection? Who cares if someone 
hasn’t been smart enough to back up their family 
photos?

It is easy to forget the essential fact that there is a 
human-non-human relation at stake. There is an 
essential relation between the data, the one who 
loses the data, and the mediator of the data. In 
this case technology is more productive than the 
simple, functional, relation between tool and user. 
As one element changes so do the other elements, 
including the human element.  

Solange Frankort can attest to this, because she 
works with a medium for which data death is 
inevitable, an eighty-six year old roll of nitrate film. 
In her installation, The Lime Juice Mystery, the 
personal relationship between Frankort and this 
highly combustible, entropic material is central. 
There is a material link between the lifetime of the 
old film and the young artist.

The relationship between human and non-human 
agents is at the heart of this exhibition. The show 
repeatedly reminds us how our subjectivities 
emerge within the dynamic relation between groups 
of people, technologies and our individual selves. 

– constantly adaptive and perpetually emerging 
between human and non-human agents. 
What is at stake is something more than a simple 
binary between a tool and a user. When someone 
posts the message: “My hard drive died along 
with my heart!” it is a cry of pain, it speaks of an 
individual relation to memory. It speaks of what 
is precious to that person, what aspect of the 
past they want to carry with them. It is limiting, 
therefore, to understand media as something that 
happens to us, or as something that helps us to 
fix things. It is also a mistake to understand media 
as something separate from us – an alien message 
that imbues us with a ‘false consciousness’ about 
the world. For better or worse, it is a partner 
in the production of our world. Today we are 
more likely to understand that the top-down 
one-directional media of past decades has 
been superseded by media that demands our 

participation. As the work in this exhibition shows, 
this relation is real – and this relation is not innocent. 
In our day-to-day dealings with the media we 
use, we allow certain things to pass without being 
questioned. This exhibition gives us a moment of 
pause and helps us to see our own place within the 
architecture of this fuzzy logic.5

Steve Rushton 
June 2016

which stands in critical contrast to their original 
intention.
Anne Lamb’s Surrogates presents another laboratory 
in which human and non-human agents experiment. 
The technological frame constructed by Lamb – 
Lamb’s camera photographing the well muscled 
young men and the camera filming Lamb and her 
subjects – constantly allows the subject and object 
positions of the protagonists to change. Lamb 
shifts, by turns, from an extension of the camera’s 
apparatus, to a gentle instructor, to an intimate 
companion. As the men become surrogates for the 
absent love object, the photo shoot also becomes 
surrogate for a confessional. 

Benjamin Li also engineers his own media frame 
to activate relations between humans and non-
humans. Food becomes the unifying agent that 
allows many things to pass without questioning in 
his rich and complex work. In the piece, Li’s father’s 
skills as a cook are matched by Li’s skills as an 
artist. A dialogue develops between the two men 
involving the production of art objects, new rituals 
of assembly and communion, and the preparation of 
food. The work produces a circuit of symbolic and 
material exchange. 

What is at stake in this exhibition is not the logic 
of language or the science of signification. We are 
dealing with a much fuzzier logic, it is the logic of a 
media in which our own desires are inscribed. It is a 
fuzzy logic that produces subjectivity in progress 

1. A term
 coined by G
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riter, 1999, p. xxiv.

5. Throughout this text I have been playing fast and loose w
ith the term

 ‘fuzzy logic’. 
I use it in the playful sense that the organisers of the exhibition Fuzzy Logic use it.



This is movingly evident in Arantxa Gonlag’s 
photo-book work Mama, Tess en ik. Here what 
is not said is at the center of the communication 
between the three women in the piece. This 
non-communicative communication is made 
possible via social media, a productive agent 
in the triangle that keeps their three worlds in 
constellation.
In relation to Gonlag’s piece, and the work of 
others in the show, it is worth introducing the 
idea that within human communication an 
operative fact must be able to “travel without 
being stopped and questioned”.2 Media become 
effective when they become immediate, when 
they become ‘everyday’, when we no longer 
question their structure or even their presence. 
Just as the alphabet is understood as the 
equivalent to human language, because we no 
longer question its technological nature, we 
naturally forget how many of our daily actions are 
dependent on the non-human agency of different 
codes. It is a series of hidden codes that allow us 
to read, talk, and watch each other. Ironically it is 
at the point when they become invisible to us that 
these non-human agents become most human, 
this is when they become a part of us. They pass 
into our subjectivity without being questioned.

This naturalization is also a point of discussion 
in the works by Ruben van de Ven and Manetta 
Berends. Both their projects deal with how algorithms 
produce matters of fact. In van de Ven’s piece a 

lot is allowed to ‘pass without question’ because 
the algorithm designed to ‘read emotion’ is 
produced on the assumption that emotion (which 
is subjective and invisible) and expression (which is 
external and visible) are the same thing. This allows 
a software company to sell a package to advertising 
companies, who in turn go on to confirm the 
expectations which the software is bound to fulfill. 
Berends’s own research explores the inherent bias 
within algorithm design further. Her project i-could-
have-written-that explores how the work processes 
and vocabulary used by text mining services 
perform self-grounding facts and disguise the 
messy process involved in designing these systems.

The non-human (all too human) agent of the bot 
is at the center of Cristina Cochior’s research. The 
tiny algorithmic ‘creature’ in your computer, 
fastidiously checking and correcting, is at the  
meeting point of the technical infrastructure and 
social superstructure. This is the point where the 
technical apparatus meets the symbolic, where 
meaning is shared amongst us. Cochior investigates 
the way in which we inevitably anthropomorphize 
these agents. When technology makes bots obsolete – 
not only humans suffer redundancy through 
technology – we ‘retire’ our loyal workers. Bots tell 
us a lot about how knowledge is produced between 
machines and humans and how important the 
human investment of meaning is to the relationship. 
In Cochior’s work they are transformed into exhibits 
in something akin to the display in a natural history 

museum. 

Yuzhen Tang’s For the Common Good continues 
the exploration into how the symbolic circulates 
in our hyper-mediatized world. Her work examines 
the manner in which the things of the digital  
commons, sometimes both violent and banal, 
become everyday. 
The complex discourse embedded within Tang’s 
work discusses how a symbolically charged 
object can pass from the perverted logic of the 
Duchamp’s readymade to the fuzzy logic of the 
digital commons of Thingiverse. In Tang’s 
installation the three-sided dance between 
the code, the ‘virtual’ model and the ‘real’ model 
means the symbolically charged objects are able, 
again, to pass without being questioned as it flickers 
between the status of potential object and actual 
object.

The relation between real objects, spaces and their 
virtual counterparts is also the territory of Cihad 
Caner’s Abstract Violence. The video installation 
presents us with two virtual worlds. The first takes 
the inside of a car traveling through a Syrian war 
zone as its point of view. It is somehow distanced 
by the silent, slow motion footage and the dirty 
surface of the car’s windscreen. The second virtual 
world is one in which virtual 3D objects float, as 
if extracted from the world depicted on the first 
screen. The people that bind these objects in time 
and space are eerily absent. Both worlds stand in 

suspension, as if on the threshold of a traumatic 
event. Caner considers the impossibility of 
representing war, at a moment when the medium 
of photography loses its claim on the real, and 
‘post photographic’ media make new claims on 
our symbolic life. 

Julie Boschat Thorez and Joana Chicau 
both deal with radical forms of recoding and 
remapping. Boschat Thorez has been building 
an observatory that is also a drawing machine. 
The work transposes star constellations into the 
physical positions of networks, pattern matching 
the networks with the constellations.3 
Joana Chicau’s research emerges from an 
exploration of post-modern choreography and 
its relation to graphic design. In this show it takes 
the form of a live coding event.

Lucas Battich’s Progressive Movement Towards 
Concrete Creation pits the social utopianism 

of the modernist painter and sculptor El Lissitzky 
against the present-day utopianism of the free 
market.  Battich’s work demands a distinction 
between restorative nostalgia, which might be 
understood as a rebellion against the modern idea 
of time, and reflexive nostalgia, which revisits older 
forms as a way of opening up a critical space within 
contemporary discourse, and which allows us to 
imagine possible futures.4 In Battich’s re-framing, 
for instance, the elements of El Lissitzky’s Paune 
works (1919) acquire a totally different agency, 

2. See Jodi Dean, Publicity’s Secret: H
ow
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Abstract Violence investigates the image of
current war and migration from its first place,
from destroyed Syrian cities and from leftover
objects. Caner questions the impossibility of
representing violent images and how we
interpret them within the time of the image
culture. The project uses real footage that were
shot by the artist in Syria during the recent war.
Caner produces an abstract space with 3D
scanned-rendered objects, which were
collected from ruined houses to emphasize how
these events become virtual and make us
insensitive. The artist uses two sided video
projection, as well as transparent sculptures
placed under the screen in order to produce
different realities.

Abstract Violence, 2016, HD, 11’ 08’’,
Two sided projection, Polyester Resin

The images of war and migration are mainly
based on the images that are being circulated
in mainstream and social media. Although,
these violent and manipulative images form an
important element of public opinion concerning
the migration flux and war, they are definitely
not direct representations of reality. How to
represent reality? Can we talk about the reality
in the time of image culture?

Cihad CanerAbstract ViolenceCristina CochiorIn The Company Of Bots
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Late at night in a district of London, in a
dangerous Limehouse opium bar, an elegant
woman was dancing near naked in sparkling
clothing: forced to dance by the bar owner to
entertain the guests. The customers danced along
and played musical instruments. One of them
was recording the dancing with his video camera.
In their inebriation they begun a fight over the
woman, and one of them pulled out a gun, and
started to kill almost everyone in the bar. First
the bartender, who tried to stop the mad man.
Than the camera man, who recorded everything.
Some customers had the chance to escape the
massacre, but the woman was nowhere to be
found. Nobody was dancinng or playing musical
instruments anymore, it was quiet in the
Limehouse opium bar.

The police arrived at the crime scene, and they
were shocked what they found. It was a mystery:
what happened at bar? This was a job for Herlock
Sholmes and the police called him to solve this
puzzle. Who killed all these people, and what
happened in the Limehouse opium bar? After a
few minutes Herlock Sholmes made an
appearance at the crime scene. He sent the police
away, so he could take his time to investigate:
look for evidence from the murder. Right away he
saw the video camera on the floor. It was still on.
He tried to rewind carefully the flammable
recording and played it again. The first images
were of a woman, dancing elegantly, and drunken
customers around her playing music. Until one of
the customers touched the dancing woman, which
led to a huge fight between the intoxicated men.

Herlock was looking for any evidence of how the
murder happened, until some tobacco from
Herlock’s pipe fell on the film, and the film
immediately caught fire.



Thomas WalskaarMy Hard-Drive Died Along With My Heart

Alpha Cephei

RA: 21h18m34.8s
DEC: +62°35m8.0s
Distance: 48 light-years

Georg Simmel

Hiroshima

Lon: 132.4594 degrees
Lat: 34.3963 degrees
Distance: 9170.6 kilometers

Telecommunications involve the transmission of a
message between humans at different locations
over a common surface. The value of our physical
presence at a particular point in the world may
appear negligible as we exchange information, yet
it is of major importance. A physical position
delineates the geometrical shape of our relations,
and this is culturally, politically or economically
determining.

The reenactment of processes used in Land Art
with digital networks can address the site
specificity of navigating media and their tangible
impact. Finding points of convergence between
elements from remote environments as they
mirror each other is an act of assemblage. The
astronomical, the nearby and the digital are
ordered in a coherent ensemble around the here
and now.

The function of the observatory is thus the one of
an apparatus for drawing relations between the
viewer and the space we inhabit.

.

"It is true that the infinite
distances between our-
selves and objects have
been overcome by the
microscope and the
telescope; but we were
first conscious of these
distances only at the very
same moment in which
they were overcome.."

Julie Boschat ThorezLIAPO - Light interferometer astrodigital packets observatory
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Yuzhen TangFor the Common Good

Coming from a background in image making,
aesthetics, and highly constructed photography,
Anne Lamb's work Surrogates, is a departure from
her craft and an experiment into a practice rooted
in deeply personal subjects. We are taught that
"artists" are those dealing with political or personal
conflicts, and work with a medium to express their
position. But what happens when you have prioritized
the craft over the content? With this in mind, Lamb
embraced her personal and sexual trauma's to create
a video work rich with personal and emotional detail.
Positioning emotional transparency over the
saturation and position of the lighting, Surrogates
outlines the trauma of heart break, the tension
between "feminism" and heterosexual male-female

Anne LambSurrogates

relations, and the stigma for heterosexual men to
publicly perform their sexuality, or erotically present
their bodies in front of a lens. Surrogates is a short
video work where the artist is seen photographing
about a dozen young men who meet the general
societal guideline for what is "masculine", whilst they
engage in an an intimate and personal dialogue about
love and relationships. The video deals with the
concept of a "female gaze", and re-considers the
power of performance by a conscious or an un-
conscious performer. The work examines whether
generations of grooming women to "perform" their
sexuality has left a divide between how men and
women are seen, and how we perform our bodies
when left in front of a lens.



With the help of 3d printing technology,
everyone has the potential to get
tangible things as long as they are able
to access the digital files. The diverse
notion of sharing 3d printable files
urges our reconsiderations around
these digital commons. However, the
combined physical and digital features
of this medium make the issue more
complex, what was virtual may easily
become real. The friction between
digital fabrication and material reality
triggers Yuzhen Tang’s research project.
She works closely with a group of
objects selected from Thingiverse,
the most popular website for sharing
creative commons of 3D files.
This selection exists in a grey zone,
confronting multitudes of “institutional
protocols”-- disparate thoughts from
individuals, conventions from com-
munity, and regulations from states.
These found items are considered as
digital “readymades” in her work, For
the Common Good. On the one hand,
the objects are found items which
initially are digital files; On the other
hand, like the “readymade” once towed
the borderline of the art, the objects
indicate the ambiguity of the classifi-
catory system of digital commons.

For the Common Good consists of two
main parts, the 3d printed objects and
the video in which those objects are
used by the artist in the ways of what
they are not intended. They obtain
changing faces in her video. By viewing
the tangible objects together with the
video, people are invited to consider/
reconsider the cognitive relationship
with the objects. Tang’s interpretation
of these objects invites spectators’
reinterpretations, indicating the
ambiguous controversy on them.

Yuzhen TangFor the Common Good Anne LambSurrogates
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