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INTRODUCTION

This exhibition brings together a diverse range of work by digital artists from De Montfort
University in Leicester, UK and Guangdong University of Technology in Guangzhou, China.
Itis part of a developing collaboration between the two Universities.

Professor Sean Clark, Warren Pringer and Dr. Ji Yi are curators of this art exhibition and

are also the promoters of the scientific and technological exchanges between Chinese
and Western cultures.Part of the exhibition includes works by teachers and students from
Guangdong University of Technology,Sichuan Fine Arts Institute, De Montfort University,
and AUT, including various forms of digital multimedia, interactive forms, and creative
styling with elements of Canton porcelain.The audience has the opportunity to experience
different styles of art and interactive experiences in the exhibition.

In presenting this unique collection of artworks we hope to further develop the relationship
between GDUT and DMU and create new opportunities for international collaboration
between individual artists from the East and West.

Sean Clark
Warren Pringle
Yi Ji

The exhibition has been produced in collaboration with the Institute of Creative Technologies
at De Montfort University and Auckland University of Technology. www.ioct.dmu.ac.uk

For additional documentation please visit http://interactdigitalarts.uk/innovationconnections

Many thanks to both Universities for their support and to the Australian Embassy, IDEAS
Auckland University of Technology,VR company GDI and Professor Feng, Head of
Department of Digital Media for their involvement. Thanks also to the students at GDUT
for their participation in the workshops and exhibition and for help with installing the
artworks.
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ERNEST EDMONDS

Biography
WNCFD

ERNEST EDMONDS

Ernest Edmonds was born in London in 1942. He now lives and works in central
England and in Sydney, Australia. In 2017 he was awarded the ACM SIGGRAPH
Distinguished Artist Award for Lifetime Achievement In Digital Art and the ACM

SIGCHI 2017 Lifetime Achievement Award for the Practice of Computer Human
Interaction. He is Professor of Computational Art at De Montfort University and
Director of IOCT. Routledge have just published "Generative Systems Art: the

work of Ernest Edmonds" by Francesca Franco. Ernest Edmonds' own latest book

is "The Art of Interaction: What HCI Can Learn from Interactive Art", Morgan&Claypool.

Ernest Edmonds&4 F1942F R, METREZARAF LRI A L. 2017 F
HETFEFREMDSAREZAREGHARMANZTERERHR. hEEREFX
FHER, ANOUERERNFEE. KiafERoutledgei fRitHEE T <EMZAR: Ernest
EdmondsfiZ R{EmY , HFrancesca FrancoE4g. Ernest Edmondss B 45 Y
BHPA (XEZR: ANKZEEMZEZARFELEITAY -



Dazzle(2018)



SEAN CLARK

Biography
WNEVD

Sean Clark is an artist, researcher and technologist with an interest in systems theory

and connected digital art. The work on display in this exhibition is a print taken from

the digital work Haze which contains four interacting images composed of concentric
circles that exchange colours as they "breath" inward and outward. Sean is a Visiting
Research Fellow at De Montfort University and an International Professor at GuangDong
University of Technology. He is also the founding director of web/app company Cuttlefish
Multimedia Ltd and digital arts company Interact Digital Arts Ltd.In 2016 he was the
co-winner of the Lumen Prize for 3D/Sculpture in London and the inaugural ArtCHI Award
in San Jose, California.

Sean Clark 2 = ZAR. AR ARBRNBERZRARAAR, tNFRABILIHFEAR

REXT. FXEENIEREMEFHUZARHazeHEIERN—#45, HozeGE 7K E M
BF, SKkXEMERBESTHENECRSAR, BERCRERNESINMES “BR” T
Sean AU RBRBIFAZHINEBEMARAR, LR RIUXRFHEPRBE, FEMI/APP 2
& Cuttlefish Multimedia Ltdfa g A . 7E20165F, fthEREERE T FERM3D/MER T
H, XHEMSan JoseTt MFIFEFI T IKFATCHIZ IR,



Haze(2018)
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Y1 Jl

Biography
(N3

Dr. Yl Jl has been working in area of interactive art and personalized interaction

design more than twelve years. In 2015, he obtained my doctorate degree in human
computer interaction design at University of Technology Sydney. He has been
committed to promoting cultural exchanges and cooperation between China

and Australia.He is a board member of Australia China Science and Technology
Association committee. In 2014, he was named as 100 Young Innovative Leader of
Chinese by the Hong Kong Dragon Foundation.He has many international invention
patents and host national research project. One of his projects has been selected

in the Australian Millennium Project. As an international new media artist and

curator, his works have been exhibited in many countries and international conference
including Sydney international design festival top conference SIGGRAPH 2018.
Additionally, as an international curator, he has planned a number of international
new media exhibitions, including: Microsoft Interactive Art Exhibition, OZ CHI multimedia
exhibition, Chinese and Western Digital Art dialogue exhibition, and Seventh Space
Interactive Art Exhibition.

LHRELRKPMETEZARMMMEALZERIT G EAARIE, FOISFEFRFIKE
B/ANZERITTAELE V. BN, —ERATHEHHRAEIRSHERERA
FIDRERIDRIEE, BRFEAERANZENRESE. 2014 FHREELEESTR
100 AT FLFTATE. RESPERLKBEHN. TFERARIESESZ M ERE
EMBE NEFRFEFIE. FHRRFTREZAR DT ANERS RSN ERNFTREZ
AREREFEANZEEFRMRLIWSIGGRAPH 20182 K E, BEEFMZITAE. S, tERERRK
BAZASRIFERNT ZPERFEEZEZAREEE: Microsoft ZEZARRE, OLCHI
ZREZRE, FAERTZATIER, BLZEARXEZARE.



Interactive Digital Painting; (2018)
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Janine Randerson

Biography
WN-¥

Janine Randerson is an artist and writer based in Auckland, New Zealand. A thread
in Janine’ s work is the technological mediation in ecological systems. She has
collaborated with with urban meteorologists at the University of Auckland, satellite

meteorologists at the Bureau of Meteorology (Australia) and climatologists the National

Institute of Environmental Research (Denmark). Her forthcoming book “Weather
as Media: Towards a Meteorological Art” will be published with MIT Press in Fall,
2018. She is currently the PhD programme co-leader in the School of Art and Design
at AUT University, Auckland. She has a PhD in media and communications from the
University of Melbourne.

PR ZEREFAZRRZNZAR. FR. BRENEZERSARBAREESREFN
TN ERFZRFHPFEHTIRER. SRRNEESRFER (RAFL) « UEERRK
BEMRAMNSEEZR (R HBEEE.
BRMRRRZRFZARAGRITZRMELARKSTIEATA, HASRERZREFE
BEELFEN,



Biography(2017)
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GREGORY BENNETT

Biography
PAETT

Gregory is an international digital artist. His artistic background is mainly the digital art
practice and film post production. His teaching and research fields are mainly digital
design, including three-dimensional animation, visual effects, dynamic capture and
virtual reality. As the director of dynamic capture laboratory at AUT University, he
developed the first dynamic capture course at AUT University. He is one of the directors
of the Virtual Reality Laboratory of AUT University. At present, he is mainly responsible
for the teaching and research of virtual reality.

CGregory2— N EFENHFTEZARR. tMNZAEREEZRHUFTEARTERMEL FHFIE. fib
MERQUSEE B TR, BEZ4EXE. MRS SISHRMEDNISE. FhRR=E
ITREFHSHEEREMETE, ALETREZBTRFE-Ea5HieiRiE. thERe=
BTAFENALIRENTEZ—, BAIEEATEMISLT ENEZENHR.
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Video:Exosphere (2018)
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MIRIAM HARRIS

Introduction

TEaE T

Experimental Animation: From Analogue to Digital, focuses on both experimental
animation’ s deep roots in the twentieth century, and its current position in the
twenty-first century media landscape.

LEEIE: MEIEHFNER, BEZHHEIKREEEL, TEEE- LR ER
MR E.

The book includes not only chapters by international academics, but also interviews
with well-known experimental animation practitioners such as William Kentridge, Jodie
Mack, Larry Cuba, Martha Colburn, and Max Hattler. These interviews document both
their creative process and thoughts about experimental animation’ s ontology to give
readers insight into contemporary practice.

EABRNEFEREFARFNET, TEENZFZNLRHEMLENRT, WEE - BFE
BRI - R NE - HE 55 - RRAMDRBREFHNIE, IR T NMeIEIREM
XL HEREE, DERE T A NEER LK.



Video:Warsaw January (2011)
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ANDREW JOHNSTON

Introduction

fER BT

Audio reactive visuals made using Max/MSP and lJitter. The 3D space shifts dramatically
utilising dynamic camera angles and audio driven movement to provoke a visual response
inreal time.

Digital Prints and Live Performance: Experiments in Virtual Space (2018)

752 B R AT AL 2 FIMOx/MSP and JitterSEa. 3D5s 3R BB MR A &
IR B S AT LB R

¥FLENRI S AINIZE L . Experiments in Virtual Space (2018)



(b L

(O A 1Y

Experiments in Virtual Space (2018)
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QIANG CHEN

Biography
PABT

2002 graduated from Sichuan Fine Arts Institude, Video art and experimental image
artist
20024 eV F U EARZEFCREZARELR B EIARAR

Old Man Recalls His Poetic Life
ELEIZIFRANEY

This is a long dream in my symptom of dream-disturbed sleep, dreaming of my sick
father walking his thoughts on a body sculpture, recalling the past of his life. Dreams
are sometimes sad slights, but sometimes these sentiments makes me wake up with
asmile.

RXREHEFN—IKE, TFRERNCERE— P AGBRE EFERCHNELE, BiZ2—4%
MNE. &, ARE—LHRNAZN, MXLEHREERRZEXES DK,



Video:Old Man Recalls His Poetic Life
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CHEN CHEN

Biography
PAETT

Chen Chenis a part time lecturer in the School of Art and Design at Auckland
University of Technology in New Zealand. Her poem films employ the Xiang

system (a philosophical and aesthetic system adapted from Chinese poetry)

as the central method of making. Her poem films also explore Menglong (the
amorphous or enigmatic) as an aesthetic visual style in communicating meaning
and lyrical nuance. In exploring these phenomena, her recent poem films draw
inspiration from the work of the Tang dynasty poet Shangyin Li. Significantly, her
work considers the potential application in poem films of the restraint and delicacy
that is indicative of his work.

HREFNHZR®R =BT AFZARRITFBRRRHRT. HFREZENL “RIE (—
MEAM FHERFROEZMES) FhoRehE. BMFREZERNTERL (TEF
L) (EA—FEZNURERERERAB NI LRE. ARFXEARMERN, it
RENFHREZEMERIFAZTERMERFBETER. B —RNE, BHERES
ATRRFMES, EERFPAERHSHERNTRE.



Video:towards the late evening
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Fabrizio Augusto Poltronieri

Biography
DAET

Fabrizio Augusto Poltronieri (SGo Paulo, 1976) is an award-winning computer artist,
designer, researcher and curator with a special interest in the relationships between
Art, Design, Digital Media, and Technology. His expertise lies in the development of
creative coding and its exchanges with philosophical questions.

Fabrizio is a permanent member of the IOCT (Institute of Creative Technologies) at
De Montfort University, Leicester, UK. He is currently researching Creativity & Artificial
Intelligence, applying machine and deep learning techniques to the production and
design of narratives, moving images and objects.

Fabrizio Augusto Poltronieri (Z(R%, 1976F) E—UEITENSERAZIINZEARE, E
NIER—UXNZAR, &it, BHFEEMEARNERRFIRABAIZITHH. ARRFKEAN. b
HEKETUREFEENLARAXESEZ IR .

Fabriziof2 % E RETFHER RmIF R ZIOCT (SIHHEAMAMN) HMEMERR. MERIEEHRRE
BENMALERE, BVSBAIRAEZEIRANATNE, EsiEGFAIEN S ERRIT.



Visual Theogonies
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TANG XIAOYIN

Biography
WNED

Tang Xiaoying graduated from the Academy of Fine Arts of Tsinghua University in
2000 with a Bachelor of Arts degree. She graduated from Hubei University of T
echnology in 2006 with a master's degree in design art. In 2012, she graduated
from Huazhong University of Science and Technology with a doctorate in
communication. She is currently the deputy dean and professor of the School

of Art and Design of Guangdong University of Technology.

7R, 2000 AR RN FIEHERFEARF R, RXFFEFM, 200650 F#4ET
WK, KRR EARFMEEM, 2012F £ TEAREKRE, REBRAEEFEM. I
FE AT RFZRRITFBRERBK. 8K



Come and Join the* Yue Virtual Park” !

A moving Cantonese nursery rhymes APP

Left: the Cantonese nursery rhyme Designer:Ting Liang etc.
Right: Desktop projection interactive works-listen to ink Designer:Yisi Xue etc.
Adviser: Xiaoying Tang
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KAIPING FENG

Biography
NN

Kaiping Feng : Professor, director head of Department of Digital Media of School of

Art and Design in Guangdong University of Technology. He is currently a member of
the Teaching Steering Committee of the Engineering Graphics Course of the Ministry
of Education (2013-2017), the vice chairman of the Guangdong Engineering Graphics
Society, the director of the Chinese Engineering Graphics Society, and the vice
chairman of the International Licison Committee of the Chinese Graphics Society.
Also, he is the senior member of the Society of Graphic Studies, Chairman of the Digital
Media Technology Professional Committee of the Guangdong Engineering Graphics
Society.

BRFE TRIVRFZRERTZRBFREREEMEZCL LR, ZRERITFERIRIT
FHEMTENERBFEERARTAMLESH. AAVBERSEFZRIERFZRERS
ESZERR(2013-2017) 2R, T AE I REXFREEEK AR IREXF2EE hERR
FRERKEZZARBEAZR B IMERZFESSRER, | FE LRREFZ BT RE
BAREZUVRRZEFEER.
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hand-held Guang Style Furniture Designer: Guangbin Wu etc.
Adviser:Kaiping Feng
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Al SUPER HOUSEKEEPER--NDAH

Introduction
fEGE T

Adhering to the principle of saving user's time and improving user's quality of life, Noah
inherits the highest technology of natural language and body language understanding
machine learning and knowledge acquisition and processing representation of
contemporary Al. At the same time, Noah is the core central control system of
networked smart home, assisted by virtual image (Al brain) and intimate robot

Hand image (executive body) appears in people's families. Inteligent Noah not only
has the characteristics of intelligent scene and automation, but also can give Noah
any commands that do not violate the three laws of robots through oral or body
language, and its autonomous learning function also makes continuous efforts to
create better experience for users.

FATARPNE. REAAEEREMNEN, Noahgk& T KA EEMERIES M
B ER. VISREIMIARMELERTERSRR, BNEANZLEERENZOHPE
ARG, UEBIFESR (AIKEN) KM OB A NI FE S (BT HEEANMRER . EhER
NoahMXA&B#R, AIFFR, APEATMNBYOXSHKBESESZMIELT RS
Nooah TR EAAREEVRA=ERN®<, RETZIYEED AR AP CIEEFNERTAR
53 7.
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Al super housekeeper -Noah Designer:Shutong Zhang etc.
Adviser:Chaolan Tang
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THE PAILOU GATE

Introduction
fESE T

The Pailou Gate project is an ongoing piece of work to model in Virtual Reality the
400-year-old Ming Dynasty ceremonial gate located in the courtyard of the library
building on the Dongfeng Road campus. The latest work will be shown, featuring
additional objects and photographs.

BB R — MFEMZ AR, EEMISER IR R NERX B BIER T PRI &N R
B, #EE— P EPIAI4005F R IEL S M. IERTNERSHRTER, TEUN
e ME F R RETR.



The Pailou Gate(2017)
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ABOUT THE INTERNATIONAL WORKSHOPS

As part of the exhibition programme professor ran a series of workshops with GDUT
students looking to develop digital arts skills. The focus of the workshops was generative
image making; interactive lighting; and fusion360-based virtual reality .

X FERRI(E

EARETEN—247, BRSEES ZIVKRFENFE—EFRT—RFIMIEY, HE
BEFFENBFZEATE. TEHFHEIENZTZEGHE. XEXBRAMEFERN LT
(fusion360) AYXTREEIZIT.
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COMPUTER GRAPHICS

The first two workshops dealt with the creation of computer graphics using the
Scratch programming language. All students in the workshops had not previously
coded and were first shown some basic elements of digital image making. These
included: the geometric creation of polygons; rows, columns and grids; and repetition
with dynamic variables. Examples of early computer art from the CAS Collection

at the V&A was used to illustrate these principles. The work created by the students
was surprisingly varied and illustrates how art can be used in the teaching of
programming to non-programmers.

TTEILER

FERERNAN TEHZENEAScrotchBRIE S ¢MET — It ENER .. MEFEERBE
M mE, EIEGHRAERZUEARGNERERE. HPEET: JIFSHEREYL; 17,
g, TENEERM. £V&ARCAS Collectiony 2T BN ZARI BT AR IE AR
FHE. BEMNEIFRNERLFERNG, SENEBESZMHSE, XHIERT ZAN FHE
RiIREAEAM.
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INTERACTIVE LIGHTING

The final workshops involved the use of Arduino ,fusion360 to creative interactivelighting
artworks. Students learnt how to programme the Arduino microcontroller and connect
it to WS2812 LED pixels,and learn to use the parametric design software fusion360 to
create alight and sound artwork made of multiple, interconnectecparts, which will also
be exhibited in the exhibition.

R ERA

&JE, LtEfHERAArduino. fusion3608IEE TR Z ARMEMR. FEFE I WMFAZHIZArdUino
BB FFEARIZHIWS2812LEDITER, 22 I ASH LRI Husion360FfE— B Z MEE
KR FEOEMMEF ZRMm, XEFERDSERKEFRE.
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