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Hot Not, 2006
Single channel digital video
Duration: 03:17

Born 1970, Singapore
Lives & works Sydney
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About the artist

Rachel Scott works with video, performance, painting and installation.

When asked about her sources of inspiration Scott states “l am inspired by small,
unacknowledged or overlooked materials, moments and gestures in everyday life
and the process of making art, which reveal a sense of humanness and critique
notions of success and failure!
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About the work
Notes, artist’s comments & critical writing

Kathy Cleland the curator describes, “the uncomfortable ‘gap’ between fantasy
and reality” that is evident in Rachel Scott's digital video Hot Not where the

artist videos her reflection in a glass door as she dances and mimes to the
soundtrack of the Pussycat Doll's hit song “Don't Cha” “As Scott dances we see
the uncomfortable ‘gap’ between fantasy and reality growing as her performance,
initially confident, slowly becomes less and less convincing as she starts to
measure her own reflected image against the MTV perfection of the Pussycat
Dolls’ singer-dancers. As she mouths the chorus refrain “Don’t cha wish your
girlfriend was hot like me', we see her dissatisfaction mounting as she peers at her
face and critically examines the flesh of her belly, hips and thighs before giving up
the fantasy’ of the performance altogether”. Scott deliberately embraces the ‘low
end’ of technology, shooting her videos in a single unedited frame. She uses self
parody to convey her message and her technique is one which is employed by the
masses who upload their videos on YouTube everyday. Her method and theme is
accessible to her contemporary audience who can both recognize her pop culture
references and empathise with her, amidst the pressure of conforming to ideals of
beauty and the saturation and adulation of celebrity by the media.
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Questions for further study

. Scott describes being influenced by human failure. Compare this work to
Tracey Moffatt's series of portraits entitled Fourth (2001), depicting the faces
of athletes who came fourth at the Sydney Olympics. What similarities and
differences do the two works contain?

Create your own video using your mobile phone. Sing along to your favourite
song or select a song with a dark theme. You could add to your performance
with costumes/make up or create a raw piece of footage like Scott's work.

. Think about the audience’s response to Scott's work. Do they relate?
Empathise? Pity? Feel embarrassed? Laugh? What expectations does an
audience have viewing a performance work in a gallery?

. What is the cultural context for Scott's work? Consider what cultural signifiers
you can see in the video? (Look at the way she is dressed/location etc)

Listen to the lyrics of the song, how does Scott bring a feminist perspective to
this song in her performance?

Compare this work to the Candice Breitz video work entitled A Portrait of
Michael Jackson from 2005 and work by UK artist Gillian Wearing. What are
the similarities in theme?

Research the relationship between the media and celebrity. Select one
celebrity and do an internet search to find how many listings exist on them.
How many do you believe are true? How can we distinguish between what is
fact and fiction over the internet? Create an artwork highlighting your findings.
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Prosthetic Head, 2003
Interactive installation

Born 1946, Limassol, Cyprus.
Lives & works Melbourne,
Sydney, and London.
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About the artist

Stelarc works in new media and performance and he is particularly inspired by
Evolutionary Theory, Robotics, Dance, Architecture, Cognitive Sciences, Philosophy
and Media Theory.

Stelarc collaborates on most of his works and says, “It's often a complex process
and you do what is necessary to realize the project. ...It would not be possible to
complete most works without the technical expertise of programmers, engineers
and surgeons! In terms of working with new media and developing his ideas he
says, “The projects and performances are conceptually driven and not necessarily
determined by a particular medium. ...Certainly new media technologies generate
unexpected information and images and suggest alternate aesthetic strategies."

1. From an email conversation between Stelarc and Madeleine K. Snow March 2008
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About the work
Notes, artist’s comments & critical writing

Stelarc’s work takes the concept of a self portrait to new heights. Many of his
works use himself as the source, where he pushes the boundaries of his body
exploring its capacity for connection to technology. His work incorporates medical
imaging, prosthetics, robotics, virtual reality and more. His work for Face to Face
is the Prosthetic Head which is a version of his own head, an artificial head
programmed with his voice and ideas and able to converse when an audience
types in a question. It has been exhibited internationally in Scotland, England

and Canada. The 3D avatar head has virtual facial expressions, and the artwork
contains sensors to detect a user's presence. It relies on Embodied Conversational
Agents (ECAs). On his website it explains that “notions of awareness, identity,
agency and embodiment become problematic. Just as a physical body has

been exposed as inadequate, empty and involuntary, so simultaneously the

ECA becomes seductive with its uncanny simulation of real-time recognition

and response. Initially decisions would have to be made about its database and
whether The PROSTHETIC HEAD is a pathological, philosophical or simply a
flirting head!"

In terms of making his work Stelarc generally relies on artist scholarships and
grants such as residencies. Some of his funding sources have been The Myer
Foundation, Kampnagel, Hamburg, the Arts and Humanities Research Board, UK,
the Wellcome Trust, UK, and Ars Electronica, Austria. According to the Australia
Council website, “He has also been sponsored with pneumatics and electronics
equipment from SMC Australia, SMC Germany and Festo, UK. In the past medical
companies like Siemens, HP and Nihon Kohden have supported Stelarc’s projects
by loaning medical monitoring and imaging equipment?

1. From the artists’s website www.stelarc.va.com.au

2. From the website http://www.australiacouncil.gov.au/the_arts/features/career_pathways_in_
media_arts/artists/stelarc




Portraiture in

- s l ELABG

FAGE

T Previous/Next

FACE

Education menu

Questions for further study Additional resources

Research Stelarc’s work from the 1970s and compare it to work he has http://www.stelarc.va.com.au

produced over the past few years. How is it similar and how is it different? hitp://wwwistelarcva.com.au/prosthetichead/indexhtml

Consider the following quote from the essay for Face to Face by Anthony
Bond: “Art is after all an exploration of what we are and how we know what
we are and occasionally what we might like to pretend we are. In Face

to Face the empathetic connection between viewer and the self portrait | http://alicebotblogspot.com/
started describing in front of a Rembrandt returns in an exacerbated way

with Stelarc’s Prosthetic Head! Compare Stelarc’s portrait with a portrait by

Rembrandt. What is similar

and what has changed?

Website for Alicebot, the Al chatbot program designed by Richard Wallace that
is used in Stelarc’s Prosthetic Head.

. Think about the audience for Prosthetic Head. The work comes to life when
the user interacts with it. How might the audience change the mood of
Prosthetic Head and how it is being perceived?

Stelarc has been described as a ‘postmodern Leonardo da Vinci. Research the
practice of da Vinci. What connections can you draw between these two artists?

Consider how Stelarc’s works are constructed. What processes would be
involved in the creation of his works?

How does Stelarc’s work reflect the time in which we live?

Look at Stelarc’s website and find other examples of his work. In what way is
his work about the spectacle and surprise? Consider this in relation to work by
Orlan and Marina Abramovic. What similarities are evident?




Portraiture in

— § JOHN
FAGE TONKIN Previous/Next
TO Education menu

FACE

time and motion study, 2006
Interactive installation

Born 1963 Adelaide
Lives & works Sydney
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About the artist

John Tonkin has studied both art and science, experimenting in film, video and
animation. He is an artist, lecturer and interactive programmer and designer.
Some of his work has involved creating software using mathematical models
and recently he has been working with real time 3D animation, visualization and
data mapping technologies. In 2008 Tonkin was shortlisted for the Premier of
Queensland’s National New Media Art Award.

Previous/Next
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About the work
Notes, artist’s comments & critical writing

The interactive work in this exhibition is dependent on the audience. Tonkin's
portrait is not limited to one time and one place but could display the whole gamut
of human emotions depending on the mood/s of the visitor/s. The work asks the
viewer to play physically with time and time’s passing. He creates the programs and
works with the software to visualize his ideas, in a time and motion study. An earlier
version of the work was subtitled “holding on letting go” evoking a more poetic
response than the scientific time and motion studly. It is an invitation to the viewers
to immerse themselves, to suspend belief and completely engage with the work, that
control versus chaos is all a mouse click away. Melinda Rackham in her manifesto to
immersive works writes, “Virtual Reality is a sensual space, a spectacular arena that
can corporeally transport the immersant beyond everyday space and time!"

Tonkin has been making interactive works since 1995 exhibiting them as installations
and online focusing on the body, scientific belief systems and subjectivity.

Of his work the artist states, “Much of my work has investigated the idea of
science as a belief system. While historically western science has prided itself on
its objective pursuit of “truth’, scientific research is obviously influenced by the
world-view of its practitioners and the cultural values of their period!?

1. Rackham, Melinda. Wonderland: A Manifesto for 21st Century Immersive Works Gye, Lisa (ed)
Mesh#18 Experimenta Vanishing Point Experimenta Media Arts August 2005, p 13-15

2. From the artists website http://www.johnt.org/strangeweather/abouthtmljsessionid=9AE862E
BF8DF1AD8426FD69AD87AB7EF
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Questions for further study Additional Resources

Some keywords to consider when analyzing Tonkin's work would be: http://www.johnt.org/
Repetition, Surprise, Interaction, Science, Emotion, Control, Chaos, Mood/

atmosphere. What other words could you add to this list? Create a painted,

drawn, or Photoshoped visual (pictorial) glossary of the list.

. According to the Kathy Cleland the curator, “Tonkin's work has resonances
not only with the proto-cinematic work of Muybridge and Marey but also with
Marcel Duchamp's “Nude Descending a Staircase,” 1912, the dynamic painted
images of the Futurists such as Balla’s “Dynamism of a Dog on a Leash,’
1912, and early music videos such as Amii Stewart's “Knock on Wood" and
the Jackson B's “Don't Stop ‘til you get Enough”” Compare and contrast these
connections to Tonkin's work.

In what way does his work cross both Science and Art?

Research John Tonkin by visiting his website and compare this work to others
by the artist.

5. When you interact with this work what can you see and how do you feel?

. The work is a portrait of our time. Examine this statement in relation to John
Tonkin’s work. Think about the media and the subject matter.
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Daniel Crooks
http://www.experimenta.org/mesh/mesh17/crooks.htm
http://www.dlab.com.au/timeslice/exhibition/MCA/index.html

Emil Goh
http://www.xymara.com/inmyx/index/inmyx207/fav-200702-index/fav-200702-
emilgoh_e.htm
http://www.digitypo.com/data/seouluntiinow/artists/emilgoh/emilgoh.html
http://www.boingboing.net/2006/10/11/emil-gohs-cyworld-ph.html

Angelica Mesiti
http://www.kalimangallery.com/web_pages/artists/kingpins/kingpins_bio.htm

Adam Nash and Mami Yamanaka
http://yamanakanash.net/in3face/index.html

David Rosetzky
http://www.suttongallery.com.au/artists/artistprofile.php?id=11
http://www.experimenta.org/mesh/mesh 17/rosetzky.htm
http://www.artpapers.org/feature_articles/feature2_2007_1112.htm

Stelarc
http://www.stelarcva.com.au
http://www.stelarc.va.com.au/prosthetichead/index.htmi

John Tonkin
http://www.johnt.org/
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Aziz + Cucher — Dystopia Series
http://www.azizcucher.net/1994.php

Nancy Burson — The human race machine
http://www.nancyburson.com

Keith Cottingham — Fictitious Portraits
http://www.kcott.com/work4.php

Luc Courchesne — Portrait One
http://www.fondation-langlois.org/html/e/page.php?NumPage=157

The Facing Australia Project — composite portraits from Australian towns / cities
http://www.facingaustralia.com

Ken Feingold — Head and other works
http://www.kenfeingold.com

Zhang Ga — People’s Portrait
http://www.medienkunstnetz.de/works/peoples-portrait

Tehching Hsieh — One Year Performance
http://www.one-year-performance.com/no.2/no2-mov.html

Lynn Hershman
http://lynnhershman.com

Eva and Franco Mattes — Portraits and 15 most beautiful avatars
http://www.0100101110101101.0rg/home/portraits/index.html

Mongrel
http://www.mongrel.org.uk
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Tony Oursler
http://www.tonyoursler.com

Tomoko Sawada
http://www.e-sawa.com

Alexa Wright and Alf Finney — Alter Ego
http://www.alteregoinstallation.co.uk

Rush, Michael. (2007) 2nd Ed. Video Art, London: Thames and Hudson.
First published 2003.

Slade, Lisa and O'Keefe, Sean. Contributors MOVE Video Art in Schools
Published by Kaldor Art Projects www.kaldorartprojects.org.au/move

The Archibald Prize
http://www.thearchibaldprize.com.au

National Portrait Gallery (Australia)
http://www.portrait.gov.au

National Portrait Gallery (UK)
http://www.npg.org.uk
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Ewing, William A. (2004) ‘The Faces in the Mirror' in About face: Photography
and the Death of the Portrait London: Hayward Gallery Publishing. Catalogue
Publication for the exhibition About Face, Hayward Gallery, London 2004.

Ewing, W. A. (2006). Face: The New Photographic Portrait London and New
York: Thames and Hudson.

Kemp, S, Bruce, V, & Linney, A. (2004). Future face: image, identity, innovation.
London: Profile Books.

Woodall, J. (Ed.). (1997). Portraiture: facing the subject Manchester; New York:
Manchester University Press.

ACMI (Australian Centre for the Moving Image)
http://www.acmi.netau

ANAT (Australian Network for Art and Technology)
ttp://www.anat.org.au

d/Lux/MediaArts
http://www.dlux.org.au

Experimenta
http://www.experimenta.org
Note: see exhibition study guide resources — http://www.experimenta.org/studyguides.htm

MAAP (Multimedia Arts Asia Pacific)
http://www.maap.org.au
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Turbulence (a great archive of net art and networked performance)
http://www.turbulence.org

RealTime — Online Journal
http://www.realtimearts.net

Listing of (some) Australian New Media Artists
http://www.synapse.netau

Media Art Net
http://www.medienkunstnetz.de

Media Art Histories Archive (a good source of articles on new media)
http://193.171.60.44/dspace/

CRUMB (Curatorial Resources)
http://www.newmedia.sunderland.ac.uk/crumb

Daniel Langlois Foundation (an excellent archive of new media art)
http://www.fondation-langlois.org/

Whitney Artport: Whitney Museum of American Art (portal to net art)
http://artport.whitney.org/

Centre Pompidous’ New Media Resources
http://www.newmedia-art.org/

Taste-E
http://www.taste-e.org/taste-e
http://www.taste-e.org/taste-e/australia

Digital Art Source
http://www.digitalartsource.com
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Austin Museum of Digital Art (AMODA)
http://www.amoda.org/

Database of Virtual Art
http://virtualarthu-berlin.de/common/searchWork.do

Rhizome
http://rhizome.org

The Digital Performance Archive (compiled by Barry Smith and Steve Dixon)
http://ahds.ac.uk/ahdscollections/docroot/dpa/authorssearch.jsp

Variable Media Network (John Ippolito)
http://www.variablemedia.net
http://three.org/ippolito/home.html

Walker Art Center
http://www.walkerart.org/archive/7/B1739D260AB12D076164.htm
http://blogs.walkerartorg/newmedia/
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artificial intelligence (Al)- is the intelligence of machines and the branch of
computer science to create it. Among the traits that researchers hope machines
will exhibit are reasoning, knowledge, planning, learning, perception and the ability
to move and manipulate objects.

avatar - is a computer user’s online representation of themselves. The term
originally came from computer game players where the player used an avatar
to interact.

cyborg — an organism that is a self-regulating integration of artificial and
natural systems.

Embodied Conversational Agent (ECA) — an artificial intelligence program
(also called a chatbot) with a computer graphic human face.

hominid - A hominid is any member of the biological family hominidae (the
‘great apes”), including the extinct and extant humans

mutation - a change in the sequence of an organism’s genetic material

morph — from the Greek word ‘morphe’ meaning form or shape. As a verb it is to
transform or cause to change shape and image by computer.

morpheme - is the smallest linguistic unit that has semantic meaning.
pneumatically - filled with or operated by compressed air.

neuroaesthetics — the attempt to use neuroscience to understand art and
aesthetic behaviour. It investigates responses in the brain to experiencing
aesthetic phenomena.

subjectivity - existing in a person’s mind and not produced by things outside it;
personal tastes and views; awareness and sense of self.

‘Uncanny valley’ — The uncanny valley is an idea that suggests when robots or
animations look almost human there is a point at which we find them repulsive.

zombie — A zombie is a reanimated corpse.




