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Press Release               [For Immediate release] 
 

微波國際新媒體藝術節 2014 
Microwave International New Media Arts Festival 2014 

 
好望閣 

Living Architecture 
 

[October, 2014] 
“Architecture depends on the mind, and its second half comes from existence and 
spirit.” by contemporary architect Andō Tadao 

 
Architecture is the greatest artefact by the mankind;  

while humans are the great living architecture created by god. 
 

With the curated theme of "Living Architecture," the 18th Microwave is having its 

grand opening on 7th November this year. Revolving around city, technology, and life, 

Microwave has invited multiple world known artists and scholars to come to Hong 

Kong with their latest media art works and projects.  

 

In 2013, Microwave explored the space, human, and the possibility of a future habitat. 

The festival has received critical acclaims and enormous public interests, recording 

more than ten thousands visitors from the society. This year we will back to the Earth 

and focus on our city, with an attempt to build a dialectic conversation among urban 

life, city, and society. The programme this year comprises a series of exhibitions, 

artist talks, film screenings, and workshops that gives audience an experience of 

being dazed and allured by techno-arts and insights of the interaction between 

cityscape, green architecture, and political climate. 

 

For Media Enquiry: Mandy Wong – 9310 2828 / mandy@microwavefest.net   
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I. Festival Grand Opening 
7.11.2014 [ FRI ] 
1830 - 2100 
Exhibition Hall, Low Block, Hong Kong City Hall 
 
 

 
 

Opening Walk: a serene circle, slow tribe(Hong Kong) 
 
 
 
“ Breath in, breath out, walk slowly.  
Wander in tranquility, where rest the quiet mind.” 
 

This is a journey of being slow. 
Together we walk in silence, passing on the tenderness from mother earth.  
Let the forgotten touch of nature awake our lost awareness. 
 
slow tribe 
We walk, we smile, we embrace. In every presence along the flow of life. 
https://www.facebook.com/slowslowtribe 
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II. Main Exhibition 
8.11.2014 [SAT] ~ 16.11.2014 [SUN]  
1200 - 2000 
Exhibition Hall, Low Block, Hong Kong City Hall 
 

1) Hylozoic Series (2007﹣ongoing) 
Philip Beesley (Canada) 

 
Philip Beesley's Hylozoic Series explores 
the possibilities of environments that 
possess near-living qualities. These 
interactive environments integrate fine art, 
interactive media, protocell chemistry, 
distributed kinetics, and evolutionary 
control systems. The Hylozoic Series 
explores a new generation of responsive 
spaces, raising fundamental questions 
about how architecture might behave in 
the future. ‘Hylozoism’ refers to the 
ancient belief that all matter has life. 

Might future buildings begin to know and care about us? Might they start, in very 
primitive ways, to become alive? 
 
Akin to the functions of a living system, these interactive geotextile mesh environments 
include embedded machine intelligence that allows human interaction to trigger 
breathing, caressing, and swallowing motions and hybrid metabolic exchanges. ‘Living’ 
chemical exchanges are conceived as the first stages of self-renewing functions that 
might take root within these installations. 
 
The most recent generations of these works feature interactive lighting systems and 
kinetic mechanisms that use dense arrays of microprocessors and sensors. These 
works contemplate the ability of an environment to be near-living, to stimulate intimate 
evocations of compassion with viewers through artificial intelligence and mechanical 
empathy. 
 
The work is an evolving series, initiated at the Montreal Beaux-Arts Museum in 2007-8, 
which has come to include over 30 exhibits across North America, Europe, Asia and 
Australasia. Works from the last three years include exhibitions at the 18th Biennale of 
Sydney, Australia (2012); Trondheim, Norway (2012); Taipei, Taiwan (2012); 
Nottingham & London, England (2012-13); Paris, France (2013); Hangzhou, China 
(2013); Seoul, Korea (2013-14); and Berlin, Germany (2014). 
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2) Algorithmic Architecture (2012)  

Charlie Behrens (UK) 

 
“New York City is being optimised to run like a motherboard… It’s being smoothed out 
into the performance characteristics of a microchip, and you — all of you — are just 
loitering; because whatever it is you’re doing in that valuable space couldn’t possibly be 
as valuable as what a computer can do in that same office space.” — Kevin Slavin 
 

 
 
Kevin Slavin’s celebrated talk at the 
2011 Geneva Lift conference Those 
Algorithms Which Govern Our 
Lives was the main inspiration 
for Algorithmic Architecture. Slavin 
questions the implications of a world in 
which what we watch, eat and drink are 
increasingly determined by software 
algorithms. 
 
 

Algorithms are also performing the majority of stock market trading in global financial 
institutions. They are more efficient (and therefore way more profitable) if they operate 
close to central internet hubs such as the Carrier Hotel in New York or Silicon 
Roundabout in London.  Buildings near such hubs are rapidly being bought up by 
financial institutions and reinforced to house vast servers that are far heavier than the 
people who used to work in them. 
 
Like domestic software, these algorithms are not infallible — they occasionally make 
catastrophic mistakes such as the glitch which instigated the 2010 Wall Street flash 
crash. 
 
As a visual metaphor for these observations, Behrens deliberately exposes the cracks 
in Google Earth's 3D rendering technology as he navigates it through several cities with 
algorithmically determined stock markets. The ominous morphing of streets and 
buildings into eerie perspective distortions corroborates Slavin's suggestions that the 
algorithms now running our cities are not concerned with humanity in any form… 
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3) Plant-in City (2012-ongoing) 

Huy Bui  & Carlos Gomez de Llarena (US) 

 
Mankind is increasingly leaving nature behind, migrating to concrete jungles where 
green space is at a premium. Yet urban dwellers will always long for a connection to the 
earth: we build parks, protect nature reserves, and grow gardens.  We’ve become adept 
at shaping nature to fit our multiple spaces and lifestyles.  
 
Our 21st century sculptural terrariums combine modular architecture, basic laws of 
physics, embedded technologies, and mobile computing to construct a “Plant City” 
where the aesthetic meets the pragmatic.  
 
Each frame is made with cedar wood and copper piping, with digital sensors and 
integrated lighting controlled by smartphone app. The plants live in an artful structure 
that’s nearly self-sustaining. After all, plants improve our quality of life and nurture us on 
an everyday basis; we think it’s only fair to nurture them in return.   
 
Units can operate as independent terrariums, or with extensive modular components to 
create a diverse ecosystem – your own personal park. Just think of Plant-in City as 
bionic plant furnishings for the information age that are equally at home in galleries, 
public spaces, cultural institutions, or apartments. 
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4) Untitled (The tower of Babel) (2013) 

Caroline Delieutraz (France)  

 
 

Sans Titre (La Tour de Babel) is made of seven layers of jigsaw puzzles. The first layer 
shows The Tower of Babel as painted by Brueghel. The pieces that are missing reveal 
the lower layers which in turn show enlarged scenes of the initial picture.  

At first, the work looks like a visual enigma. Although the image seems familiar, it 
doesn’t lend itself immediately to a full understanding. The superimposition of layers 
with different degrees of enlargement creates a composite image, an "analog glitch" 
while evoking the strata which are at work in the construction of a myth. 

 
The seven layers also refer to the tower of 
Babel with its seven floors unfolding, like a 
telescope, towards the sky. The new viewing 
devices alter our portrayal of the world. They 
allow for both panoramas (satellite pictures) 
and highly detailed close-ups (HD, drones). 
Does such an enhanced perception allow for a 
better understanding of the world or does it, 
on the contrary, lead to an illusion of 
omniscience liable to generate confusion? 
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5) HoloDecks (2013)  

Lukasz Karluk (Australia / Poland) 
 
HoloDecks is an umbrella project for a number of studies which focus on transforming 
sound through different mediums. This particular part of the HoloDecks project uses 
software to transform sound into physical 3D printed objects, sound sculptures. 
 

The base shape chosen for the 
visualisation is a disc which has always 
been a ubiquitous shape associated 
with music storage formats such as 
compact discs and vinyl records. The 
disc also acts as a convenient base 
layer that 3D elements can be printed 
on. Using a generative process, a 3D 
mesh form is created on the disc as a 
representation of the audio from a 
selected song. 

 

Technical statement 
 
A custom application made using 
openFrameworks loads in a sound file and 
analyses it to attain the shape of the audio 
from a song. The application uses ofxFFT, a 
openFrameworks addon developed by 
Karluk, for audio analysis. It extracts 
information about the sound which is used to 
shape the sound sculptures by generating a 
3D mesh in real-time.  
 
openFrameworks has good mesh support, namely the ofMesh class has all the 
functions you need for generating openGL meshes and it can export meshes in the .ply 
format. Also worth mentioning is the easy to use ofxObjLoader addon which can export 
meshes in .obj format, ready for 3D printing. 
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6) ADA (2011)  
Karina Smigla-Bobinski (Germany / Poland) 

Interactivity in art stands out as a way to connect with the audience. The best part of 
interaction is when you can use your body, which then turns you into an analog part of 
the (post-digital) art piece. It is very important for me that the entrance into the 
practical experience of art is possible for everyone and that visitors may decide how far 
they dip into the art experience according to their ability or will. I dig the hole to 
Wonderland ... but jumping into it? This, you need to do by yourself. 
 

 
 
"ADA" a self-forming artwork, visitors animated under destruction sculpture, a post-
industrial „creature“, resembling a molecular hybrid from nano biotechnology. Filled up 
with helium, floating freely in room, membranelike globe, spiked with charcoals that 
leave marks on the walls, ceilings and floors. 



	  

Microwave International New Media Arts Festival, details: http://www.microwavefest.net 
	  

9 

7) A Very Good City (1998) 

Mathias Woo (Hong Kong) 
 

                              
 
 

  
 

 
 
 
 
 
To tell a story about a city is just about telling its facts.   
To tell a story about a city visually may just be telling its pace.   
To tell a story about a city is just about telling the lines in it.   
To tell a story about a story may just be telling lines and lines. 
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8) Urban Jungle (2014) 

Einar Öberg (Sweden) 
 
Einar believes video games are pioneering in technological realm way ahead of the Internet. 
Constantly seeking insights from video games, he imitated this project from his virtual 
experience of the post-apocalyptic game Last Of Us on PlayStation.  
 
The refine visual images of the surrounding environments with all the simulated vegetation 
taking over the urban landscape leave Einar an overwhelming impression. He asserts, “I 
often end up thinking about how to recreate things I see, and video games is a big source of 
inspiration. By just recreating and mimicking their older techniques you can create 
something new.” 
 
One of the best things with the web-development community is the strong tendency to 
active sharing of knowledge amongst each other and showing what we have learned from 
and to the others. The project is heavily based on collaborations. With the Google Street 
View, a large image database of the environment is readily accessed. Yet many people 
overlook the fact that data are stored in each location as well.With the Google Maps API, 
which gives us access to their service, we can also extract depth data. A short explanation, 
it’s a additional scanner mounted on the Google Street View Car that capture the distance 
to each point in the image, a so called depth-map. These images are processed to get the 
angles and size of the walls of surrounding buildings.  When doing these creative coding 
sessions it’s very much about iterations and “what-if”-moments. You learn how to notice the 
small details that can be saved to the next iteration.  
 
What if I can navigate to the next street? What if I use a map to select location? What if 
adding a small movement to the camera and so on. You never know where it ends this time. 
 
It took about two weeks of spare time development. I just posted the link on Twitter and a 
week later I had over 300,000 visitors, featured on news sites like Wired, The Verge, Daily 
Mail and PSFK. Even a couple of TV-shows picked up the site, for example the Japanese 
TV-show ‘Sukkiri!’. It was real fun to see people using the experiment. Maybe it is 
something with the post apocalyptic setting that is mind-boggling and the respect that 
Mother Nature could take over some day in the future. 
 
Technical statement  
This experiment is viewed in a modern browser with WebGL-support. It’s available for free at http://inear.se/urbanjungle. In the 
online version you can search for your own address or city. For best result, go to cities with tall buildings. For more information 
about the tech behind, please visit http://www.inear.se/2014/03/urban-jungle-street-view/ 
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9) Fundamentals: Form-ContraForm (2014) 

Bekkering Adams architects (The Netherlands) 
 
The installation FUNDAMENTALS: Form/ContraForm reflects on the concept and 
definition of Time, Space and Existence. The essence of FUNDAMENTALS is 
conceived as the elementary space that every person needs. Architecture is 
fundamentally created by the definition of co-ordinates in space. The installation 
FUNDAMENTALS: Form/ContraForm deals with the experience of mass versus the 
cavity. The intention is to provide an experience that is not only shaped by the physical 
boundaries of space, but is extended beyond the tangible. 
 
Within the exhibition room a homogeneous volume in the shape of a cube of 2,4 x 2,4 
meters is defined. It is formed by 14.000 balls hanging from wires on a grid of 10 by 10 
cm. The cube defines a mass within the room. Inside the cube a cavity is created where 
visitors can enter. The cube does not fill the whole space between floor and ceiling, thus 
creating the effect of a floating form. 
 
When the visitors stand inside the cavity, they are wrapped in a cloud of special balls. In 
this way they will experience the boundary as well as the perception of the endlessness 
of space. The cavity is enveloped, but due to reflections also the perception of an 
infinite space is created. The reflective surfaces offer a view into a space that does not 
exist, suggesting unexpected new vistas. With light 
projections, the perception of the cube is influenced. 
These light projections change the cavities colour, 
shape and size, thus offering a different appearance 
each time. From the outside the cavity can be seen 
as a changing illuminated shape between the light 
reflections of the cube. On the wall of the exhibition 
room samples of architectural work of Bekkering 
Adams architects are shown -expressive architecture 
with a tactile expression of material and detail- 
relating to the idea of Form/ContraForm. 
 
Where once the infinite space had to be clearly 
defined in order to be understood, current technology 
and globalization have abolished the perception of 
'infinity'. Our space is no longer infinite, our 
resources are no longer limitless, our earth is no 
longer endless. The disappearance of the 'infinity' is 
illustrated by projections relating to the blurring 
boundaries of endlessness. 
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10) Cell Cloud (2012) 

System Design Studio 

Helbert Suárez Ferreira  (Colombia) & Remi Melander (Norway)  
 
 

 
 
 
CELL CLOUD is a formation of the random and organic geometry of the "marine clouds" 
patterns , a honeycomb  structured shaped like. Similar patterns are observed in flocks 
of birds, the growth of crystals, social networks and many ecosystems. 
 
Using technologies of digital fabrication, two structures are created that seem to float, 
suspended as clouds. These are formed by inter connecting modules. 
 
As one moves around the structure, the perception of the cloud changes, recreating it 
from two-dimensional to three-dimensional, according to the position of the observer. 
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III. Keynote Conference 
15.11.2014 [SAT] 
1400-1830 
Future Cinema Studio (M6094), Level 6, Run Run Shaw Creative Media Centre,  
18 Tat Hong Avenue, Kowloon Tong 
 
Free admission on a first-come first served basis. 
Transport to the Main Exhibition will be provided after the conference on a first-come, first-served basis. 

(Dr) Jelena Guga (Serbia/Czech Republic) 
Urban Hallucinations:  

Living in Binary Coded Artistic  Spaces 
 

 
 

(Prof) Tobias Klein (Germany) 
Augmented Exuberance 

 
 

(Prof) Doris Sung (US) 
Architecture Unplugged 

 
 

 

(Ms) Rachel Wingfield (UK) 
Space Crafting 

 

 
 
 
Moderator: (Prof) Don Ritter (Professor, School of Creative Media)  
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Programme Schedule 

 
Workshops： 

 
 
  

Programme  Venue  Date  Time 

Festival Grand Opening Exhibition Hall, Low Block,  
Hong Kong City Hall, 
5 Edinburgh Place,  
Central, Hong Kong 
 

7 .11.2014 [FRI] 18:30-21:00 

Main Exhibition Exhibition Hall, Low Block,  
Hong Kong City Hall, 
5 Edinburgh Place,  
Central, Hong Kong 
 

8.11.2014 [SAT] – 
16 .11.2014 [SUN]  

12:00-20:00 

Artist Symposium Exhibition Hall, Low Block,  
Hong Kong City Hall, 
5 Edinburgh Place,  
Central, Hong Kong 
 

8 .11.2014 [SAT] 12:30-16:30 

Project Room Exhibition Hall, 
Hong Kong Film Archive, 
50 Lei King Road, Sai Wan Ho 
 

14 .11.2014 [FRI]  – 
23 .11.2014 [SUN] 
(Closed on Tue) 

11:00-20:00 

Keynote Conference Future Cinema Studio (M6094), Level 
6, Run Run Shaw Creative Media 
Centre, 18 Tat Hong Avenue, 
Kowloon Tong 
 

15 .11.2014 [SAT] 14:00-18:30  

Creating Sound 
Sculptures with 
OpenFrameworks  
 

Exhibition Hall, Low Block, Hong Kong 
City Hall 
 

8 .11.2014 [SAT] 17:30-19:00 

Plant-in Hong Kong Exhibition Hall, Low Block, Hong Kong 
City Hall 
 

9 .11.2014 [SUN] 13:00-17:00 

Cell Object Exhibition Hall, Low Block, Hong Kong 
City Hall 
 

9 .11.2014 [SUN] 17:00-19:00 

Nesting like birds 
(conduct in Cantonese) 
 

Exhibition Hall, Low Block, Hong Kong 
City Hall 
 

16 .11.2014 [SUN] 14:30-17:00 



	  

Microwave International New Media Arts Festival, details: http://www.microwavefest.net 
	  

15 

Screenings: 

 
 
Unless specified, all talks, workshops and screenings will be conducted in English. 
 
Media photos for download︰ 
https://www.dropbox.com/sh/o5gqy92lsuu6vco/AACrtlgbRjHJ2CQCgTYXsJqpa?dl=0 
 

Koolhaas Houselife 
 

Lecture Hall, Space Museum, 
10 Salisbury Road,  
Tsim Sha Tsui, Kowloon 
 

14 .11.2014 [FRI] 19:30  
(58 min) 

Kochuu   Lecture Hall, Space Museum, 
10 Salisbury Road,  
Tsim Sha Tsui, Kowloon 
 

21 .11.2014 [FRI] 19:30  
(52 min) 

Kochuu Future Cinema Studio (M6094), Level 6, 
Run Run Shaw Creative Media Centre, 18 
Tat Hong Avenue, Kowloon Tong 
 

28 .11.2014 [FRI] 19:30  
(52 min) 

Selected animationsof 
Future Film Day in 
Daiwan 
 

Clockenflap Film Tent,  
West Kowloon Cultural District 
 

29 .11.2014 [SAT] 14:00 
(35 min) 

DOTMOV 2013  Clockenflap Film Tent,  
West Kowloon Cultural District 
 

30 .11.2014 [SUN] 16:00  
(82 min) 

Selected shorts of Youth 
Way-Light Film Festival 
2014 

Future Cinema Studio (M6094), Level 6, 
Run Run Shaw Creative Media Centre, 18 
Tat Hong Avenue, Kowloon Tong 
 

5 .12.2014 [FRI] 17:30  
(4 hr) 

Selected shorts of Youth 
Way-Light Film Festival 
2014 

MC3@702, The Jockey Club Tower, 
Centennial Campus,  
the University of Hong Kong 
 

11.11.2014 [TUE] to 
16.11.2014 [ SUN] 

10:30-
17:30  (4 
hr) 


