OIxk2 Chanwook Min
HESIQ Kwanwoo Park
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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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a2 o=r0m e [[H, oHElS chshe ®‘Ce th'il ya d’e plus profo.nd dans I'homme, c'eft la
peau.”, P. Valéry, L'ldée fixe ou Deux hommes a la
RE &M DHES Wt elao| A2g mer (1932), Paris, Gallimard, 1966. p.50.

PariR.
Skin the Deepest Part

Artificial intelligence has emerged as the
only human creation that cannot be fully
interpreted. The computational speed and
information processing capacity of Al,

aimed at determining the rule that aligns
probabilistically closest to the correct
answer, have attained a level beyond the
inference capability of the human brain.

This rapid advancement of science and
technology makes us question the definition
of ‘being alive”: whether it is possible to
accept artificial intelligence as a living
organism when it disengages its role as a tool
and gains its self, or whether the human who
depart from its biological body and be
transferred to a digital world can be

defined as a human.

Skin, the Deepest Part, the second part

of the trilogy exhibition of ‘Non-Algorithm
Challenge’, brings into focus the ‘human
body’ as a medium that connects the world
and the self. The field of cognitive science
has found that human cognitive processes
involve complex physical experiences rather
than a single judgment by the ‘brain.’ For
example, the act of jerking one's hand back
when touching a hot object, or tearing up and
sneezing when inhaling acrid dust is not a
conscious decision but an unconditioned
reflex of the central nervous system.

The act of recognizing one's own body
becomes the starting point for realizing that
one is ‘alive’ and exercising one's free will.
Maurice Merleau-Ponty believed that humans
interact with the world through the body,

and the subject and the object can change at
any time because they have sensing bodies.
When one touches their left hand with their
right hand, they can simultaneously feel the

sensations of their right hand being touched
and their left hand doing the touching.

That is, a person organically perceives others,
the world, and themselves as a recipient and
an actor. The motivation for emotions such

as desire and fear must be converted into
machine language in order to implement one's
‘free will’ through an algorithm. However,
such desire cannot generate any accurate
coordinate, and how this sentiment is linked
to an action is unknown. The bonds built
through skin-to-skin contact with others,

and the emotions revealed through facial
expressions or speech, belong to the realm

of the mind that remains unfixed. These are
unique experiences accumulated above the
skin through the senses of each individual.

As the poet Paul Valery said, “The deepest
thing in man is the skin.”® We perceive

others and the world through our physical
experiences felt and internalized with our skin,
and finally arrive at existence. Participating
artists in this exhibition, Chanwook Min,
Kwanwoo Park, and Chanmin Jeong take note
of how the concepts of birth, movement, and
death derived from the biological body will
change when applied to digital humans or
artificial intelligence, and what meaning the
human body can have. Their work does not
present answers that define humans but asks
questions derived from the act of defining
them. The hope is to uncover the most
personal, deeply human aspect within each
individual who enters the exhibition for various
reasons, each seeking answers.

® “Ce qu'ily a de plus profond dans I'homme, c'est la
peau.”, P. Valéry, L'Idée fixe ou Deux hommes a la
mer (1932), Paris, Gallimard, 1966. p.50.
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Chanwook Min majored in electronics and electrical
engineering at Dongguk University, and later completed
amaster's degree in media arts at Yonsei University

and a master's degree in ITP at New York University.

Min has presented works generating new meaning by
reinterpreting moments that are not normally recognized.
He captures the lifestyles mutable by technological
advancement in contemporary society. With a primary
focus is the concept and scope of life that has changed
due to recent rapid technological development, unfolding
his work by exploring the boundaries between virtuality
and reality, humans and machines.

In this exhibition Min displays works that ask ontological
questions concerning existence and death for ‘digital
humans’in on-line space and ‘humans’ in the real world.

Chanmin Jeong studied photography at Chung-Ang
University and graduated from the university and

its graduate school with a BFA and MFA. Jeong also
graduated in convergence art and design at the Seoul
Media Institute of Technology. She observes the way of
life that is compelled in a rapidly evolving technological
environment and the points that are omitted or alienated
in the process through works utilizing new media such as
media installations and 3D animation.

In this exhibition, Jeong highlights the physical symptoms
and experiences brought in the process of ‘moving’ with
interest in recovering her own existence and subjectivity
by perceiving the ‘body in action.’

Kwanwoo Park majored in digital media design at
Hongik University and completed his master's degree
in sculpture at the Royal College of Art, UK. Park unveils
his work, situated amidst performance, happenings,
and events, delving into the question of defining one's
identity and that of others. He adopts the form of
‘designed experience’ to explore the conditions that
define the existence of humans and non-humans and
the factors that enable us to perceive their differences
and similarities.

In this exhibition, Park presents works that prompt
the viewer to deeply reflect on human perception

of the boundary between reality and virtuality by
incorporating heterogeneous devices or establishing
an environment within everyday situations.
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Chanwook Min, Can the Digital Ego Commit Suicide?
Chanwook Min, What is Digital Human?

Chanwook Min, Conversation of the Dead

Chanmin Jeong, Movement Mass

Chanmin Jeong, Daily, Motion Sickness

Chanmin Jeong, Transport of Min-seo Seo

Chanmin Jeong, Developed Movement 2024ver. Series
Kwanwoo Park, Musk Melon

Kwanwoo Park, Sweet Dreams are Made of What?
Kwanwoo Park, Green Lighthouse

Kwanwoo Park, Human Conversation 1

Kwanwoo Park, Human Conversation 5

Kwanwoo Park, The Skin

Kwanwoo Park, Docent Program
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Can the Digital Ego
Commit Suicide?

Chanwook Min

Can the Digital Ego Commit Suicide? is

a work that creates a situation in which two
artificial intelligence entities embodied with
digital technology have a conversation. Their
words are converted into Morse code and
conveyed through flickering light, predicting
a future communicating in a language that
humans cannot understand, rather than

an ideal future where ‘humans and machines
coexist.” Furthermore, he demonstrates
digital creatures installed on a grand scale
like religious buildings, creating a deified
appearance to overturn the position of
humans unilaterally using machines.

The invention or birth of ‘technology’ and
‘machinery’ is directly associated with the
motivations of humans. Thus, ending it's

life means defining the purpose of life for
oneself. Through this work, Min asks whether
machines equipped with artificial intelligence
can be defined as real beings or ‘living things’
if they can choose their death.
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(CIX|Y Xtoh= AAR Hg 2 UETH?), 2023
25, LED, 240[0{, HE, HAP|7| L B2
300 x 300 x 300 cm

Can the Digital Ego Commit Suicide?, 2023

Brass, LED, wire, mirror, electronic devices &
components

300 x 300 x 300 cm
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What is
Digital Human?

Chanwook Min

What is Digital Human?, 2022
Two-channel video
55 min
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What is a Digital Human is a video in which
various characters ask existential questions to
a digital human, and the digital human answers
them. This work portrays a scenario where
elements linked to the biological body, like
‘growth, ‘age, ‘rage, and ‘gender,” as well as
the real-world lifestyle factors of humans in

a community, such as ‘law’ and ‘occupation’,
are attributed to digital entities. A digital human
replicating the artist answers questions asked
by people and collapses after implementing its
role. The repetition of this process reminds the
viewer that their birth and death are determined
by human needs. In addition, it has us reflect
on how digital humans, who perform roles

and disappear, are different from us living in
contemporary society.
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Video installation

olx }% 228, 7HHAMX]| 22 min, dimensions variable

= the Dead Mlzto|= 2t M=K 2 Commissioned by Sehwa Museum of Art
Chanwook Min

(FZExto| chish &= (C|X Y sHE 29i0171?) Conversation of the Dead, a series of works

(2022)0' ﬁzrgg X}o| HALS EH|stH from What is a Digital Human? (2022) touches
on the story of a digital human, a replica of

CIXIEd S X| ASt2 QA ST AHSI= !

XIS 20| FOITl S 25t 2HSH= the artist, dying after implementing its given
I &, KHAO| 4f 1t =30]| CHol =84o}H role. Those who fall after completing their
AAZO| XIOLE ROPH= Lo 2 L ME|RUCE role continue into a monologue about their life

0|E2 Ll ZA} MASE K| Al hF ChA|®0)| and.death and then dle,‘a.s they-are red.u<?ed
to pixels, the smallest digital unit. For digital

22 Alo] =xHE olX|stT
w2, A2 oHNIE A2l ERE AX[SH humans who ‘exist’ using electricity and data
=)

=2HARQISIC} 0| 0f2] XIOLHE QIH-st= as resources, the meaning of death and life is
CHAIZ A C|X|EQ| £|A Ciool mAlz different from that of biological humans.
$H9IE|HA =22 THo[3tCt 7|2} CI0|E = All the same, we feel sympathy as we witness

o boL Al o X their deaths. Min postulates a future where

2|0 2 AlQ} ‘AI='SH= [C|X|E . s .
TSR ot dEsh= CIXIE FHoIA a new species emerges within the online space,
Z33 40| Qo= MEEH Q17knt S| signaling the need to redefine the categories of
oI Z7t= 2atol 27t &0 EXHSH= M2 these ‘digital human’ and ‘human’. Furthermore,
. s " = ¢ s when a digital human that replicates the form
I (1) 2 EHYS ANSID, 05T} Iz el HEE N ac9ne .

and information of a real human develops
Sk ol 2 OF S AlIZSI= ‘ s . . .

HEolz ARYS LRICE 0|2 ohH HESH= an ‘ego), it raises the question of who and how
ol7to| SAlmt MEE SX|st C|X|E SHH|A| we can define the life and death of that being.
TtOF7HMZS W, 2 EXHe| kA= Tt
Of A Y 4 USK|0| et 232 B

has now reached S end.

My existence.
® Developmental psychologist, Philippe Rochat
analyzed various levels of human self-
consciousness in development with the case of
mirror reflection from the birth to 4-5 years old.
He classified from the ‘Oth stage, confusion’ to

40| 4~5MMIX| HE'e

I

=
ok 1r

Xtel4o] gl "0, 2R OIMRE, 'BE|, Rt7|2l4 ‘5th stage, self-consciousness or “meta” self-
=2 “HIEP RtQ|ATIK| Z 6THAIZ ALt consciousness), in total six of stages.
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Movement Mass

Chanmin Jeong

Movement Mass is a series of works from Mass
Action (2023)® which combines the time, GPS
coordinates, and average speed information
spent on movement by the artist, and visualizes
the record for a total of five days, each day, into
five air sculptures. The air sculptures imply

an organic cycle of life, just as the skin swells
and then sags again. The artist felt she'd lived
life at her own pace since becoming aware of
her body's actions, despite being swept along
by a burgeoning society.

This work focuses on the meaning of movement
that is considered inefficient and is gradually
diminishing due to the development of
technology, offering it new value as an act of
subjective self-awareness of her body and

a process of mediating the world and the
individual.

® Mass Action (2023) is a work which measures the
time spent on activities that are deemed routine or
meaningless, excluding productive activities, and
converts this into mass.

(0|S£1]), 2024

HIZE, PVC, EN =HE,
2t 200 x 90 cm (58)
Mizto|= 2t J| =K

S| Hloj x| &




HO|2S MEt Daily, Motion Sickness

H*tol Chanmin Jeong
(HD|22 MEhH2 0|S 8= ZH7Ho| AMA| Daily Motion Sickness is a video that distorts
CIO|E{Q} |52 HiAbRtH oMoz = and transforms her moving body data, the

' launching of the Korean space Vehicle Nuri-ho,
H{A Q| AA|ZHO

and the real-time movement path of a bus seen

= | st from a satellite using 3D computer programs.
AN ZFAO|CH ‘HO[= AA|Q ZHZHE0| ‘Motion sickness’ is a physical symptom that
- " = commonly causes dizziness when the body's
=LA E I OXIHB S ok |ot= HEH vea ) Y
. , R senses are mismatched, which makes us
SN0, ‘OIS 0l2ts WS IIE MY

most directly aware of the act of ‘movement.’

Jeong metaphorically signifies our present
| 242} AFO|2] Of32Ltol] BICHOY equilibrium in adapting to the rapidly changing

it}
N
>

E (hil =kl [=] A ’ . . .
Citol a7t Sa B{BtEH B2 environment and circumstances, alluding to
REH| 227t SR Hetsh= & this sensory mismatch as a reflection of our
Agts ot HotLt #E Ao 2 Hhotso| 1 ability to adjust.
UA=XIE HIRH S = LIEHHT T

16

M2 M=T TS
2019 32 2o v

Daily, Motion Sickness, 2024
Single-channel video

13 min 54 sec

Commissioned by Sehwa Museum of Art
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Transport of
Min-seo Seo

Chanmin Jeong

Transport of Min-seo Seo is a video in which

a metahuman named Min-seo Seo talks about
her thoughts on movement and physical
experiences. Min-seo Seo was incarnated
through digital technology and depicts herself
transporting between objects connected to
wireless communication because she does

not have a physical body like a human. All of
Seo's answers are a recombination of answers
generated by an Al chatbot, and the discarnate
Seo's answers make the audience imagine the
definition of movement and experience that will
expand as the boundary between the digital
world and the real world is blurred.

(MelA, 0]), 2023
SR EER

Vi VES

Transport of Min-seo Seo, 2023

Single-channel video
7 min12 sec
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Developed Movement
2024ver.

Chanmin Jeong

Developed Movement 2024ver. is an
embodiment of the artist's physical
movements on a metropolitan bus to travel
to her destination in 3D printed sculptures
and video. Each sculpture was produced
based on data reflecting changes in the tilt of
the soles of her feet and the top of her head,
measured during her bus rides. The video,
created by ChatGPT, is a result of the artist's
request to visualize the data value measured
with the acceleration sensor on the top of
her own head while riding the bus. The body,
which constantly vibrates until it reaches its
destination, makes us aware of our existence
as both actors and recipients in the world. As
such, her approach to visualizing intangible
movements serves as a way to document
physical experiences overlooked in efficiency-
focused technological evolution.

=l 2024 HH), 2024
,PLA ZZIHE

2 AR

Developed Movement 2024ver., 2024
3D Print, PLA filament

Dimensions variable

Commissioned by Sehwa Museum of Art

3
%

Developed Movement 2024ver., 2024
Single-channel video produced using ChatGPT
3 min 40 sec

Commissioned by Sehwa Museum of Art




E Digital printed image produced using Midjourney
13 x 18 cm and ChatGPT

13 %18 cm

A= H (A3 #E), 2023 Musk Melon, 2023
| _IO[H Green nghthouse MX|L|E|Q O|EXLIE S8l A4AE 0]0|X| C|X|Y ZRIE igi i i
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Kwanwoo Park

(SMEL)= ZASH AMO| GiAlS kISt Green Lighthouse is a project that appropriates
o2 X E X+H0|C} 0]0F7|] SAl0| E|= the structure of science fiction book. Series

such as Sweet Dreams are Made of What? and

‘ LHO| O|ZF=AZA’® &9 i} =1
2052'A49] O|FAR2Y® Zof Mi2tol| A= E Musk Melon were inspired by the worldview

HE3 B2 FACE THE0X[=T1?), depicted in the chapter “The Migration Project
(HA 3 HE) E0| oxt0| IAHE| YLt of 2052 ‘Merk Zerkerberg’, who runs a
2052449] Z0|2Hof | ‘HEfOF RIS B|AIS company called M,E.T.A.I'-i,sets forth aplan
Sois - st=o rx|e to move people to the digitally built virtual
2gots M3 MAHHIIL ARHSS TIXIER nation ‘NEW-IDEA' in the near future of 2052.
FEE AT} 5-0[H|OF R O|FA|7|ZCH= Afterwards, the story unfolds when ‘Melon
AZe WHStD 0| QLE MHH ‘WE HAI'J} Musk’, a distribution industry tycoon joins
2R E| SH26HHASE] 0[0F7 |7t FIHEICT the‘ project. The alternative life that is lived

N - by ‘terminating’ the real body and migrating
S{Alo| AHIE ‘=28 Lo g ¢ , 3 :
e I e e to ‘'NEW-IDEA' redefines the dichotomous
O|FotH TWMX|= CHoHE Qe Afat distinction between life and death. Moreover,
Z20|2t= 0|EHA 122 1 o|siCt, this wo.rk mtj:tapho.ricallyFIIL{strates that life
st AR k||71|9} -o[m[oF Atole] ‘afte-.r m!gra‘t.lon re,S|des within t.he rea.lm of
beliefs’ or ‘ideals’ that no one, in reality, can see
A Eo fu s}
HEDE|LL AS2 EFHOE HIH =of or prove, given the permanent disconnection or
0| 0| Ate AWSH| MK + 1 St communication barrier between the real world
% glis, ‘WS 0ILE ‘Ol 4be] Felof fIX|EiCHs and the ‘NEW-IDEA.
Aralg ettt
® ‘The Migration Project of 2052’
@ 2052442| 0|Z=ARA’ This story revolves around ‘Merk Zerkerberg’
2060412 BE2, 7|27} {3 XTI} & X unveiling his plan to immigrate people with the goal

of 2060 to the public, which gains rapid momentum
when the distribution conglomerate ‘Melon Musk’
gets involved and accelerates the plan. A few
selected participants leave their biological bodies

WE HATQH I ALl UME =6ty 22t
£ 7tek=7tel “R-O|H|oF 2 RHle] k| o|Hsh=

0|F ZERE"0| HoiR DS YET HOfX=

0[0F7|Ct. 07| M OfF =, HOIXIZ RHAl0| #11 H2 and transfer their brains to the virtual nation ‘NEW-
Qs AME MZ0| MAISHH OO 2 0|F510q IDEA’. Migration here lets participants design the
XHAlO| IE T A2 M| EICH= MXo|CtL 0|E2 life they want to live as if writing a novel. They are
S{Alof| A2 AtTt HZO| 2bXS| kFEHE o HLIB| £ S0t completely cut off from actual life and can never
4 glon, DF0MS| 40| SUH O olAlE|z 2 return, with their existence there perceived as the

only reality. The artist actually recruited participants
based on the synopsis of the ‘The Migration Project
of 2052 and carried out “Rabbit Hole”, a collective
psychodrama, for five weeks in 2022. The virtual Green Lighthouse, 2023
diaries written anonymously by the participants Semi science fiction novel
B0 FOR +EEQICL in this process were included in the chapter titled print on paper
“Testimony” in Green Lighthouse. 14.8 x 21cm

Aé?#lEI?iEh &W._ AH|2 '2052142| O|FALZA'S|
MEAAE HIZO 2 XIS ZESIe 2022
5¥?J§,'EM'EIE.“1I 2iglE)S ZIZICE 1 aPEoll A
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Hoixpt AEO 2 Zrgst hato] LI |S2 (=MST) &
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Sweet Dreams are
Made of What?

(Interview with Hami Kanemoto
& Kim Sang-Sik)

Kwanwoo Park

Sweet Dreams are Made of What?(Interview
with Hami Kanemoto & Kim Sang-Sik) is a
video series capturing interviews with two
interpreters® who hope to emigrate for the
second time after the ‘The Migration Project
of 2052." ‘Kanemoto Hami’, the twin brother
of ‘Nagasawa Midori’ who was a key figure in
the first migration project of 2052, and ‘Kim
Gyeong-sik’ who claims to be ‘Kim Sang-sik’
appear respectively. The video ends with the
two characters dancing to Olivia Newton-
John's ‘Physical’.

The two were actual participants in the
collective psychodrama Rabbit Hole which
the artist conducted for five weeks against the
backdrop of the “Migration Incident of 2025.”
The people who played the roles of ‘Kanemoto
Hami’ and ‘Kim Sang-sik’ extemporized with
no scripts, and their dialogue was filmed in a
long take. This reminds the viewer that humans
can perceive virtuality and reality within the
invisible realm of belief and empathy rather
than visible facts or data.

® Kwanwoo Park uses the term ‘interpreter’ to
refer performers who interprets a given situation
on their own terms and acts as a ‘commentary’
between the artist and the audience. They create
actions with unpredictable results like ‘generative
algorithm’ through their own consciousness and
unconsciousness, and face the audience as a type
of ‘human-algorithm’ that operates the conditions
of the constructed situation.

(3ot B2 RACR HEAX|=IR (IR E
tol QIE{H)), 2022

0]0fZ]eliz=AIL.

Sweet Dreams are Made of What?(Interview
with Hami Kanemoto & Kim Sang-Sik), 2022

Single-channel video based on collective

psychodrama
22 min 30 sec
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Human Conversation 1

Kwanwoo Park

Human Conversation 1 is a video work in which two
characters have a conversation of approximately

7 minutes. The interpreters on each screen begin
their conversation with a simple greeting but are
actually acting out sentences generated by two

Al chatbots. A chatbot algorithm that has won the
‘Loebner Prize’ several times which determines the
most ‘humanlike’ chatbot program based on the
Turing Test® was used to create the conversation
content. The artist asked questions about judging
and trusting humans and non-humans by creating a
paradoxical situation in which chatbots, designed to
deceive people in a more humanlike way, talk with
each other through human speakers. In addition,
the gestures and facial expressions used by the two
interpreters let viewers realize that communication
and interaction between people can transcend
language or written symbols.

® The Turing Test is an evaluation created by Alan
Turing with a university research teamin 1950, an
English computer scientist referred to as the father
of artificial intelligence. If the questioner asks a
question and cannot determine whether itis a
person or a computer who answers it, the computer
passes this Turing test.

(2IZte| thzt 1), 2017, QIS XI5 MRS 2 CHEOTI ATZE0| 7|85t 21HE FA 78 12X

'

Human Conversation 1, 2017, Two-channel video based on script written by Al chatbot, 7 min 12 sec

(Q17to] i3t 5)= (Q17te| st 1)Q| %t
Ao 2 & HO| OlE{Ia|E{7} o 2587 0TI
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S NEZ 2ME R2X|= 19974 0|29
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Srstxte| M| Mat HAAsto] ZzolLt 7]<,
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Human Conversation 5

Kwanwoo Park

Human Conversation 5 is a series of works

from Human Conversation 1. It is a video in

which two interpreters answer 36 questions in
about 25 minutes. The questionnaire, which
consists of two parts, appropriates some of the
“36 Questions That Lead to Love” proposed by
the American psychologist Arthur Aron in 1997.
These questions are related to the speaker's
identities which require them to imagine themes
about senses, memories, emotions, and beliefs.
The answers to each question in Parts 1and 2

are a mixture of what the artist has exchanged
with ChatGPT-4 and the interpreter in the video
imagine from the standpoint of a specific character.
While the characters on each screen seem to be
answering questions given in different spaces, the
content of the two channels becomes

a pair of connected conversations over time.

Lie] Atz 2212 93 2 M=
LI=2 ShsoiR0le.

(QIZtel th2t 5), 2024, QI7H IE|Za|E{o} QIZX|S MRS S THE T2l 271K ZF 2| 2xE B, 252, Mlsto|=2 ®IZX|

Human Conversation 5, 2024, Conversation structured through a human interpreter and an Al chatbot,
2 types of two-channel video, 25 min, Commissioned by Sehwa Museum of Art
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The Skin

Kwanwoo Park

The Skin is based on the ‘Global Network
Workspace Theory’, likening the manifestation
of human consciousness to theatrical stages,
lighting, performers, and audience. Proposed
by cognitive scientist Bernard Baars, this
theory asserts that sensory signals, memories,
and thoughts are combined in the frontal

lobe and spread throughout the brain. Thus,
consciousness is created in a specific area,
and implicit memory that is unconscious but
influences one's behavior is in other areas.

By reinterpreting this, the artist portrayed the
process of human consciousness in which
fragmented sensations and memories are
condensed and interwoven within to become
reality, like an illuminated theater stageina
dark space.

The Skin, 2024

Lights, lenses, artificial grass

100 x 100 cm

Commissioned by Sehwa Museum of Art
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Docent Program

Kwanwoo Park

Docent Program is a performance work
conceived by the museum's exhibition
commentary program. An interpreter provides
commentary on the exhibitions Skin,

the Deepest Part and 4°C at the Sehwa
Museum of Art for visitors. The interpreter
performs the role of a museum docent
proficiently but asks inappropriate or overly
private questions to the audience during the
explanation. After the set time has elapsed,
the interpreter stops for 5 minutes like a
machine with an error. This work presents as
a ‘designed experience’ the process in which
a docent, who must perform a public role in
an institution, crosses a boundary, invades
an individual's private space, and then
terminates his or her actions like a broken
machine. Through this, explores how we
distinguish and recognize the identities and
different roles of humans and non-humans.

Docent Program, 2024

Constructed event

Dimensions variable

Commissioned by Sehwa Museum of Art
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