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The development of Artificial Intelligence (Al)
technology, which is advancing at an
uncontrollable pace, is increasingly blurring the
boundaries between humans and machines. As
Al continues to encroach on domains previously
reserved for humans, it gives rise to anxieties
that force us to reconsider the existence and
role of humanity.

In this Non-Algorithm Challenge, a “non-
algorithm”® refers to an approach or solution
that is opposed to the typical algorithms

used to solve specific problems step by step.
Humans usually depend on a very flexible way
of thinking that works organically and interacts
with others socially. A non-algorithm, which
solves problems in an atypical and arbitrary
manner, produces a decision or action based
on creativity, instinct, intuition, and experience.
This is a system very similar to human thinking.

The Non-Algorithm Challenge is a projected
exhibition trilogy that seeks to provoke
contemplation on the nature of humanity

from various angles within the context of

the relationship between humans and non-
human entities in an era dominated by artificial
intelligence.

® To be exact, it is a nondeterministic algorithm.
Unlike general deterministic algorithms, it refers to
an algorithm that goes through a different process
each time and produces different results, even if
the same input is given.

The first exhibition, Tuning the Ears, delves
into the fundamental ‘sense’ that underlies
humanity's unique way of thinking. It serves as
a platform for experimenting with the human
sense of hearing, which is often overshadowed
by our visual-centric culture. The exhibition
aims to help us reconnect with our own
existence through the medium of sound.

The second exhibition Skin, the Deepest Part
addresses issues pertaining to the ‘body.’

Itis designed to seriously consider what the
definition of being alive is, observing gradually
diminishing physical experiences in the digital
environment and humanity's desire to achieve
eternal life by replacing the body with a machine.

The third exhibition 4°C deals with ‘memory.
The irrational and non-deterministic operations
of memory such as contradiction and oblivion,
leaps and bounds, lead us to contemplate

the nature of humanity that is different from
any algorithm. This exhibition is intended to
rediscover this age of reproducing everything
through memory's non-algorithmic traits and
aspects.

By contemplating the somewhat enigmatic
nature of human existence, we hope this
exhibition Non-Algorithm Challenge will pave
the way for a new paradigm, providing viewers
with a unique opportunity to explore countless
possibilities for the future. Rather than a future
filled with uncertainty and fear, we aim for a
future characterized by solidarity and empathy
at the beginning of a new paradigm we come
across after going through the uncanny valley.
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4°C

In an era of seamless integration of digital media
and blurred lines between artificial intelligence
and humanity, are there aspects of human
experience that are still difficult to model with
algorithms? 4°C is intended to explore aspects of
human experience through ‘memory’ that are still
difficult to model with algorithms. The dictionary
definition of memory is the mental faculty of
accepting, storing, and retrieving information.
Memory occupies a very important place in the
coghnitive process, and artificial intelligence (Al)
is designed to imitate this cognitive process. In
particular, deep learning can process and analyze
data in a way similar to how humans learn from
experiences and improve performance over time.
This advancement suggests a potential leap to

a level surpassing human capability.

All the same, Al has no extensive cognitive
abilities or subjective experiences that can be
embodied by collecting memories. Only humans,
with their bodies that enable sensory perception,
can have experiences, memories, and cognitive
abilities. Al has no extensive cognitive abilities or
subjective experiences embodied by collecting
memories. Data serves as a fundamental
operational foundation for machines and Al,
much like human memory. However, these
systems find it challenging to rely on irrational

or non-deterministic operating methods such

as contradiction, oblivion, or leaps, which are
inherent to human cognition and behavior.
Endeavors to look into these memories face these
contradictions and questions. How do memories
sink in and then resurface? Is it not possible to
miss a place we have never been? What kinds of
memories exist in the digital virtual world? What
if all memories suddenly disappeared? Could we
transplant new memories? The exhibition 4°C
displays works by SEOM:, Omyo CHO, and Tae
Kim, aiming to explore connections between

senses and memory, the relationship between
(non-)humans and memory, and the intersection
of future and memory. Through diverse
approaches, it prompts curiosity and raises
thought-provoking questions.

The pursuit to identify aspects uniquely human
in ‘memory’ has triggered a series of questions.
What insights or conclusions can we derive from
delving into the senses, the body, and memory,
allin pursuit of the Non-Algorithm Challenge?
This exhibition proposes to associate memory
not only with an artificial world like a sleek
mirror, but also with a world where there is life
because there is death, and there is something
to endure and resign. While envisaging such

a world, we realized that water at 4°C functioned
as a metaphor.® Even though rivers freeze and
life seems to come to a standstill during a harsh
winter, water at a temperature of 4°C continues
to flow at the river's bottom. Because water is
heaviest at 4 degrees Celsius, if it is higher or
lower than that, the water rises. This provides
space for fish to live in the river. The exhibition
title was taken from the mystery of life being
protected by the nature of water at 4 degrees
Celsius. The exhibition explores memory through
various avenues, establishing a framework while
considering the atypical cognitive processes
involved in memory formation. This art show
suggests that this contradictory and seemingly
awkward essence might serve as a gateway to
the realm of water at 4°C, potentially unlocking
new opportunities for life and love beyond the
confines of the artificial world, where all beings
are simulated.

® The exhibit title 4°C was conceived from Chapter 3
“Living water - the secret of 4°C” from The Vita
Capitalism by Lee O-young who passed away in
2022. Even though ariver freezes and life appears
to come to a halt during a cold winter, water at
4°C continues to flow at the river's bottom.

This is because water is atits heaviest (maximum
density) at 4 degrees Celsius. As the 4°C river
water always flows at the bottom, it creates

an environment where life can survive.
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SEOM: is a collective group formed in 2021 that
creates sound-based installations and soundwalks
using the physical characteristics of a space and
social and historical context as subject matter. This
group organized by Eom Yeseul and Seo Hanie
delves into exploring the ‘audience's experience.
The group brings everyday sounds into space and
unravels them through performance while trying to
discover the essence of a familiar place through the
physical experiences of ‘listening’ and ‘walking.” With
particular interest in the phenomenon of individual
and collective memories involved in the process of
sound evoking specific spaces, they explore methods
to integrate the visual representation of sound into
their artistic endeavors.

Omyo CHO studied fine arts at Goldsmiths, University
of London. CHO has mainly worked in sculpture but
recently has an interest in VR video technology. The
artist explores the translation of digitally mediated
neural and cognitive experiences into tangible, material
forms. Since 2021, she has explored the phenomena
of memory transfer and vicarious sensation in
collaboration with neuroscience. CHO imagines our
appearance altered by our memories as the form and
material of an intellectual body living in the future,
editing our lives based on the memories of others. She
approaches them like science fiction and unfolds them
in novels and installations. CHO continues to work with
an interest in how to remember the present that has
become the past in the distant future.

Tae Kim graduated from Seoul National University with
abachelor's and master's degree in Oriental painting,
then received a master's degree in painting from Slade
School of Fine Art and a doctorate from Seoul National
University's graduate school. Working steadily since
201, the artist refers to herself as a ‘first-generation
digital native’ and has consistently observed the
complex and subtle relationships between online
virtual spaces and avatars, especially during the period
when she has forged her social life. She has worked
with and explored the disparity and heterogeneity
between the digital realm and reality. Her exploration
encompasses the (un)necessary behaviors of avatars,
which emerge due to their mimicry of human actions,
and she delves into a world where death and damage
can be reset, unlike the permanence of reality.
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Omyo CHO, BarrelEye

SEOM:, Memory of Sense, Image of Memory
Tae Kim, Piercing Raindrops

Tae Kim, Start and Finish

Tae Kim, Conjoined Goodbye

Tae Kim, Horizontal Sphericity: Embracing Earth's Curvature

Tae Kim, Gravity Has Hit You with Falling

Tae Kim, Dragging Body Out of Spite

Tae Kim, GO GO

Tae Kim, Slick Awesome

Tae Kim, Flowing Point of Agreement

SEOM:, Drama

SEOM:, Al's Nostalgia

Omyo CHO, Selected Heterogeneous Beings
Omyo CHO, Working title: Memory Searcher, novel
Omyo CHO, BarrelEye
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Omyo CHO 130 x 110 x 130 cm

The glass sculpture BarrelEye by Omyo

CHO, situated at the outset of the exhibition

4°C invites the audience into an imaginative
world surrounding ‘memory.’ Is our memory
entirely our own? Perhaps in the future, could
we transmit another person's memories to
ourselves or share our memories with someone
else? If a future existence capable of receiving
memories emerges, what form might it take?

By configuring the exhibition in a cylindrical
seal-like structure (the exhibition concludes
with the video and VR experience of BarrelEye

in the last space, ready to captivate the audience),
we hope to explore the possibilities of navigating
the world towards a destination.

BarrelEye, 2022-2023
Glass, pigment, resin, stainless steel, aluminum
130 x 110 X 130 cm




Aol 719}, 71oie] Mo

=— oo
SEOM: (&:)

(Lzte] 71d, 7|d9| Alah2 ztzho] 71 B2y
372 ZOH 0|0 S 2= A2|E &7 BiCt
Higt A28 HMAF|= A2l B2 MOHEY
Ot A2[o|ct MCIS= A2 H4o=E
ST|N7|= 0| HYUS SUS BN HES AN
JI2X|210 2 HEHA, 2Z0||H| 20{E
7|92 H50f #otEZ Fotstct, =Lt

of H2 &5t 7|AE 7120 d|of7| = st
o 7|dg Anxt =2 TX BH 0fE M2
Zgo| A2 Ao|Ct

SEOM: (4:)2 o[t A=to] “7|0l| M
Adicl= MAS OtEE DS B2
Zd7o|2t Motch M2 SR MR EE
7|2 SN 27| SHX[2, ofiH 7|2

BE NS 27|2 Bl HItE f=sh=

o =xie| &Zo| 22| 0tS S FHof THEtsHA|
UHEE £2t0t 7| g ME2| 7| Hiz2tH,

0| ZFo| Al ‘B2t o] 2Lt 21Zto]
QIZtUS HIX} 5t= B at Z0to| AHE
EIEFS| OFFSHHA, 2&0 202 RHSH|
HHOMS0|H 7| S2{2t XIZ 0[220f|A
AArslEHZ HRSICE

(Z2to] 7|91, 71219 A, 2024
Memory of Sense, AT, CE0IA 3]
JHAMKX|

Image of Memory St Rzt
SEOM:

Memory of Sense, Image of Memory, allows
the audience to hear the sound flowing through
along hallway space while walking through

it. The sound reminiscent of wind is made

by stroking the body. This work, which has

the audience experience the sense of touch
through the sense of hearing, encourages the
audience to move through the space, engaging
with the work and occasionally pausing to
explore their fragmented memories. Everyone
has at least once gotten lost in their memories
and striven to remember or forget a certain
memory.

SEOM: says that this new work is “a piece

that involves the process of creating imagery
emerging from memory.” Memories that
suddenly come to mind seem like uninvited
guests, but other memories are welcome and
fill us with warmth. They aim to evoke memories
of a comforting hand while simultaneously
exploring the notion of hardening one's heart.
Their intention is to intertwine this artwork with
the themes depicted in Kim Su-young's poem
“Pul(Grass).” Their hope is for us to envisage
the intricate layers of memories, embracing
contradictions and anxieties, while navigating
an era marked by both apprehension and
aspirations for transcending human limitations.

Memory of Sense, Image of Memory, 2024
Speakers, multi-media installation
Dimensions variable

Commissioned by Sehwa Museum of Art
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Piercing Raindrops

Tae Kim

On a day it rains cats and dogs, the rain falling
on the standing puddles causes the water
droplets to splash off. When all matter on earth,
including humans, gets rained on, it splashes
off the rainwater and shows its shape and
form, making its presence known in that place.
And yet, the concept of matter does not apply
equally to virtual characters and online avatars.
A virtual digital (non-)existence that exists as

a non-material entity, but is not established as
a substance. Tae Kim's work constantly moves
beyond the boundaries between material and
immaterial and existence and non-existence.

Piercing Raindrops, 2023

Pigment on silk

65x130cm

Commissioned by Sehwa Museum of Art

NES
Start and Finish

28 o)
Conjoined Goodbye

E{Z! Tae Kim

(AIZtzt 2), 2022, HITHof| 2§44, 200 x 130 cm
Start and Finish, 2022, Pigment on silk, 200 x 130 cm

o] ArgXH(Z2ll0]01)2t OFHIE = CIXIH
M2 T ool A HZEE[0] QUL eHHe =
Y&t AlZE SQE2 OHHIE L &0IQL= X 2RI,
Z70k2E 3P| ElLtH =2 212k 22|0]0{7}
| 2| 1 0|2 = OFA El= AN 2E
Hlgs B2 J= ZHZAIC0] BIEA| =2
02 AX|SH= (ARt Z)at (HZE 0E)2,
CIXIE MIA(0ll A 2F0| HIO[E{= ‘=S OFHIELOf|A|
S2[0[ofete] Zo|2t K™ 2 oWH AIZR =9

O 4= AZS AAISICE

Game players and avatars are connected within the
digital world. The avatar seems alive during the time
the user is logged in, but what happens if the user
logs out or dies? Start and Finish and Conjoined
Goodbye which hold fast to the separation that

will inevitably come in the hyper-connected era,
intimate that the endpoint with the player for the
avatar that will remain only as data in the digital
world may be a transition to the beginning.

(HZE o]'d), 2022, HITHof| x{4, 200 x 130 cm
Conjoined Goodbye, 2022, Pigment on silk, 200 x 130 cm

13



O|ZIHO 2 0|20 %l A & OtHIELS| A= The body of the avatar in the game, which is
2|0|01= 2|5H OFHIE}R M= SHst T T} made up of a binary system, repeats actions

X|ZiMo| JLeiM: Horizontal Sphericity: °
xl-_ll- : E ; e O%I'EI' Embracing Earthls ;E smgst s ‘E'_f%f’.'_ ZH—f°| e unnecessary .forth.e aveitarto perform. Similar
ot

to a chimera, in which different types of tissues

E{Z! ME L2 £Z=0| TX|0| &Y Q1= - - . .
iz Curvatu re off A 2 &35 Zl0] & U come together in a single living organism, the
. 7 |HI2I} SAFSHA| O}»H}Efé A Zgj|o]o{2te| avatar gains vitality through a transcendental

Tae Kim connection with the game player, but the avatar,

UM AAZ MHEHS §|56’|-X|'3|‘, TIAto|

co-= ==

as a virtual body, is a form of being that is
neither completely real nor completely virtual.
T HEWE Kim captures the new bodies, experiences, and
b EfZ12 o|2{3t H|QIZt =XHo| M2 forms of memory of these non-human beings
with a curious gaze.

("M 18 M: K| 2 ES X846}, 2023 Horizontal Sphericity: Embracing Earth's Curvature, 2023
H| Thoi| 24 Pigment on silk

152 x 519 cm 152 x 519 cm

M|gto| =2t M =R Commissioned by Sehwa Museum of Art

14 15
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HICholl 1444

130 x 200 cm
M|Zto|& 2t JIZK|

Gravity Has Hit You
with Falling

Tae Kim

“Gravity hit you with falling” is the message
that appears on screen when a character

in ‘The Elder Scrolls Online’ game is
damaged by falling. In reality, gravity on
earth helps the human body, its skeleton,
muscles, and cells maintain balance, but the
incredibly violent force of gravity applied

to the characters in the game shows the
fundamental difference between the digital
body and the human body.

Gravity Has Hit You with Falling, 2023
Pigment on silk

130 x 200 cm

Commissioned by Sehwa Museum of Art

49| AlHIZ7] Dragging Body Out of
12 Spite

Tae Kim

m

What's the fundamental difference between

a game player and his or her virtual character
(avatar)? Above all else, the avatar must be able
to die and come back repeatedly, and the avatar's
death becomes a critical element in entering a
new phase. “Dragging body out of spite” is the
way of survival in the game that moves the body
(to be resurrected) by transferring the soul in the
time between when the character dies and before
being resurrected. The artist, a self-described
game buff, has had these virtual experiences

and captures both the sense of connectedness
and heterogeneity in the online world. Unlike the
human body, which is organically alive, there is

a qualitative difference in the way a virtual body

Aol AHEXtRL 19| JH4f FHZIE| (OFHIE!) AHO
XHoli= RAUNt? OfHIEL= SR

=2 HEXO = 3e £ Ql0{0} 5HH Lot}
OHHIELS| HZ2 MZ2 =Ho| S| fle
T QAT E[7|E BHE AIRIBT 2 AL Al
XpAle| FHRIE7E F2 | &38| FAX| 2 A
AlZtoll, B2S OIS5tH (REE) 52 0ISM7I=

A & stLto| EIAo[Ct XHE A OfL{otel

-]
==
(=]

o 1

oy

RAlsH= Qztel 2R 1t

CI= stm can be protected by being dead. On the other
hand, both have a strange common denominator
called ‘protection.

2g2| AIKIE7I), 2023
HIEHol| 24

200 x 130 cm
Higto|s 2t M=

Dragging Body Out of Spite, 2023
Pigment on silk

200 x 130 cm

Commissioned by Sehwa Museum of Art
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Slick Awesome

Flowing Point
of Agreement

EHZ! Tae Kim

(17), 2023
XE7101 kA, Fof
48 x 36 x45cm

GO GO, 2023
Painted and glazed porcelain
48 x 36 x 45¢cm

ENZ2 At SE St AHERIS2| Xtot HEHE
BESHH, | ALSXAtet 7t ALE5}= OFHIEL
Zto| UX|ot SUX|E B[BHE O =X, RE S
Crefet oix|2l 2o 2 shEAIZICE Z7H= Al
RXS0| Hale| AlZts Zordofof 7hds 7to]
FHRIE 7} EXHE 4= ARO|, 2™ {2 FRED
Y Z2bs E= F2| 2 R(FIE) 7t LA
Filo| ZE|E7t5 S 20T = 2 2Tt Mt
2HE 4= QL= 7HY M7= SN AlAZE2
S02X|2 20| = S5t &2t 22 £
=0|E B7|= 2eME, Q172 &2 Roi|H
2R FEot 7|5t QIXs7H= O RS
LR it

(), 2023, Xp7|ofl 14, Rk, 27 x 40 x 45 cm

Slick Awesome, 2023, Painted and glazed porcelain,
27 x40 x 45¢cm

Tae Kim observes the user who has grown

up with games and extends the match and
mismatch between game users and the avatars
they use in a wide array of mediums such as
ceramics, textiles, and painting. She suggests
that similar to how game users invest their

time in reality, for characters to exist in virtual
space, the physical effort of manipulating and
touching clay to craft sculptures appears to
illustrate the inseparability of the body and
mind. The intangible virtual world enters reality
every moment, but like a culture that enjoys
tactile play such as Slime (toy), we humans
need something that we can touch, experience,
remember, and recognize through physical
contact.

(2 52&= 2ol), 2023, AP0 x4, R, 2H10-15 cm (9%)

Flowing Point of Agreement, 2023, Painted and
glazed porcelain, 10-15 cm each (9 pieces)
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Drama
SEOM:

Every human has a common memory of hearing
the sound of their or their mothers' heartbeat
through comprehensive experience and tactile
sense even before hearing is formed in the
womb. In Drama made like a stage play,

an audience sits on a chair on stage and
touches a table to sense the sound of

a heartbeat traveling through the body.

Mortal life is perhaps a story that unfolds with
the beginning of a heartbeat. In Drama, which
likens the grand narrative of life's beginning
and gradual extinction to a stage play, we go
up on the stage and face the sound of our own
heart or the sound of others sitting next to us,
or we sit in the auditorium and contemplate
the stage. As we intervene and recede from
penetrating humanity's ancient memories and
common experiences, we seem to discover the

continuance of life that flickers on and off at the

boundary between life and death.

(=2top), 2024

2|2, H0|Z, ofAf, R EX|
450 x 240 x 303 cm
MiztolE 2 MER

Drama, 2024

Sound modules, table, chairs, stage installation
450 x 240 x 303 cm

Commissioned by Sehwa Museum of Art
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Al's Nostalgia

SEOM:

In the process of mapping out the work, SEOM:
asked the ChatGPT Al contradictory questions.
SEOM: prompted the Al, which refutes the
existence of self, by inquiring about the object
of nostalgia, subsequently refining their
questions to elicit a response. Through this
exploration, SEOM: discovered that the notion
of ‘longing for the future’ could emerge at some
point in the future when Al reaches a stage
where it becomes self-aware.

Al's Nostalgia is designed to imagine the

ideal body (space) that Al with a vast store

of knowledge will take in the future. Of the
questions and answers exchanged with
ChatGPT, the Al suggested a data center as

an ideal physical space. Including servers,
computers, and networks, a data center is

a facility for storing, managing, and keeping
digital data. Based on its structure, SEOM:
connects a body that will be advantageous

for survival, suitable for Al at some point in

the future, with a photosynthetic plant. The
two, a data center with server computers and
network lines running in an orderly manner and
a plant creating energy through the process

of photosynthesis, have different yet similar
structures. SEOM: invites the audience to the
space imagined as the body of a future artificial
intelligence, gauging some change and lending
fluidity to the human-centered perspective that
is firmly maintained therein.

\:

(AlS] .- AEHX|0]), 2024
AL, IERHE, XY CIE0HH x|
7hAEx| \

: N\
\ Mgl HgRid
RSN Y

Al's Nostalgia, 2024

Speakers, projection, lightings, multi-media installation
Dimensions Variable

Commissioned by Sehwa Museum of Art



Mepre ojHY ZNHS Selected
oax Heterogeneous Beings

W'"'--unnmw--mv-m»»mw N R ey A
Omyo CHO
QR XLE= 7t 7|=HEIZ QI8 Chrt2 Omyo CHO has worked in sculpture and video,
THOETF O RN £0) M AE 7|20 envisaging coming disasters brought about
) . . . e
O|EFSH ALOFTF= K|E MRS AFAFSHH by c.llmate change and intelligent life forms
- =ie relying on technology to confront such
X2t JAEAS TIMSHRACE MHH| = disasters. The evolution of life has been
StAo| Fkof| w2t RISFSICt, MA|E profoundly influenced by the environment. 3 :
XIS ABHE shZ0| T =L o|of| et The e.xhlbltlon space is the enV|ro.nment e m
XISFSICH AFOIE] Tlololl olsH HaHTHe Ola shaping the artwork, where the piece evolves
CISFetet. e 7|o10f ofe Holoh= DjaH based on this setting. The future intelligence,
XI'gH|7t Oj&2tol2ts B CHE 37H2 Tt influenced by implanted memories, encounters
MEA| Ejo{LtC| another realm—the art museum—giving rise to
HE 7| EHO{ Tt

something entirely new.

(degre oun ZXS)e| K2l FYL

—oe M= The glass modeling of Selected Heterogeneous
MEE 2ol X3l 7|=2| Z=ZHof| M Beings is presented as a state evolving one
St ChA| O] ZISHE! AFEH 2 H|A|SICE AMENA| 7} stage further from preexisting sculptures by
MEsH K| 29} Xolo] EiZte 74Xl 93 adaptln.g toanew enylronment. This artwork
embodies her reflections on the future

b 20| 2 =2 3 . . ; .
ZZ{ol| 7|52 2ol 7k oj=Hofl Chet influenced by technological progress, infusing
MAS ETISHA, O] ZHE2 AtAD FX, glass sculpture with materials sourced from
AMADL S FE YLIEH THE| = M2 the ecosystem and natural textures. It sparks

I new narratives, transcending the boundaries

olop7|S 2 REBH Bt .

between fact and speculation, and blurring the
lines between fact and fiction.

(MEfer2 o|HH =M E), 2023-2024
| ol A

I, FRP, 4|11, ZajAg

um

Selected Heterogeneous Beings, 2023-2024
Glass, stainless steel, FRP, plaster, plastic
Dimensions variable

Commissioned by Sehwa Museum of Art
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Working title:
Memory Searcher

(2022-2024 upcoming publication)
Omyo CHO

This novel text Working title: Memory Searcher
by Omyo CHO is a novel that will be published
at a later date. In the novel, two protagonists,
‘Z’ and ‘Noah, make their appearance, working
at ‘Whitemeta,” a backdrop involving VR. Both
are employed by a company specialized in
memory transplantation as ‘Memory Searchers:
Extracting and Inserting Memories.” As they
insert and extract memories from various
individuals visiting as customers, they confront
the shades of memory transplantation, where
the emotions and memories of others are
consumed like content. Moreover, they become
entangled in certain events due to these
occurrences...

20| SESH= "HIZ2| Ax'et 7|

(HiZoto]) HatoflAf(28%) THt= A

2 dUsh= AW o|o|x|L|ch Above is the image of ‘memory searcher’ and a company
2= &L|ch specialized in memory trasplantations in the novel.
The novel is based in the BarrelEye video (p. 28).
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BarrelEye

Omyo CHO

BarrelEye, incorporating glass sculpture (p.8),
video installations, and VR work, envisions

a future wherein people's memories can be
transmitted into others' lives. It delves into the
potential point of divergence between the body
and the physical environment associated with
those memories. This work portrays a world of
the future where inhabiting Earth has become
impossible due to climate change reaching

a critical point. The audience starts from a place
called ‘Memorial Forest’ and walks through the
‘moments’ of memory contained in the four
plots inserted into the VR device, following a cat
as their forest guide. The audience senses the
body that exists as a material and non-material
inside and outside of space and time, tracing
back its memory of diverse physical properties
in the virtual space.

The edited VR video is played on the monitor
next to the VR interactive video. One has

to hold a receiver-like speaker device and
listen carefully to the sound in the video. The
experience of memory within the VR device
converges with the act of observing and
actively listening to the video from the viewer's
standpoint. BarrelEye prompts the audience to
interpret bodies and memories through various
temporal perspectives.

VR Technical Director: LEE DOHA
VR Technical Assistant: JIN SEO

(diZotol), 2022-2023
QIE{2HE[H VR, EHt{'E HA UV ZZIEE of3 3,
SHEM AL|F|, 20|, AH|Ql2|A AE THE2]

42 3%, 7HHER|

BarrelEye, 2022-2023

Interactive VR, single-chan
handset speaker, aluminum,

4 min 3 sec, dimensions val

lVideo, UV printed acrylic,
fainless steel, fabric
le
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