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ABSTRACT

The previous generation lived in what could be called the “Television
Culture,” and the next generation will live in a “Computer Culture.” My generation
lives in an era between the two. Television and computer media are among the
most significant inventions of what could be called the modern information
system; however, we are often unaware of the effects these media have on our
consciousness. Afterimages raises questions about the influences and effects
of television and the computer on the cultures they create.

The Afterimages installation consists of four stacked video monitors
facing a video projection screen. The video monitors represent an electronic
body influenced by television images and computer images. Afterimages
addresses invisible influences, the negative aspects of new technologies, and

how they affect our minds and bodies.



they have a sense of standing between the previous culture and the future
culture—between real space and virtual space (Figure 10).

As Computer Culture is in progress, the present generation does not
understand and does not know what the effects of the new culture will be. The
audience can obtain a sense ofa space between two cultures in the
Afterimages installation. If they stand in the middle of the installation, between
the monitor sculpture and a projector screen, they can feel that they are
between two cultures.

In Afterimages, | used four monitors, a projector, a projection screen,
and space. | used a big room to control the space and used the four monitors
to make a sculpture as a messenger for the Computer Culture. A projector
and a projector screen are used as a messenger for Television Culture and
Pop Culture. I put four monitors in a column in the middle of the room to
symbolize a sculpture of the human body (Figure 11). The monitors represent
the messages of the computer/digital images. The projector is located on the
top of monitors and project Television Culture and Pop Culture video images.
There is enough space for the audience to stand between the monitors and
the screen. Technically, four Digital Video players and one 1/4-inch player
were used to play four Digital Videos and one 1/4-inch tape. Each Digital
Video was played on each monitor and the 1/4-inch tape was projected from
the projector. The Digital Videos were about thirty minutes long and the 1/4 -
inch tape was about one hour long. Two speakers were also used to play the

sound/music | composed on the 1/4-inch tape.
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Figure 11. The Television Sculpture of Afterimages

When people are addicted to watching television, they may feel
something is wrong with their bodies and brains. They may feel that television
changes their organic rhythm and the patterns of their lives. In Afterimage

installation the audience sees an image of a man on the screen images from
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the projector. | present him as a representative person of the Television
Culture. The image is of a manactually watching a television, and the angle
of camera captures his face, eyes, ears, head, and so on. Television images
are superimposed on his face and on the background, so the audience can
see television images on his skin and melting into the background. His face
and body are inte nded to represent nature or the nature body. But, when he is
watching television and this technology affects his body and brain. | am
presenting a vision of the way he does not know what the effect is and he
does not know whether it is good or bad. He only thinks of having fun
watching a television. The influence of technology is invisible, so | am trying
to show it to the audience. The images of a projector screen can not judge
whether the influence of the technology is good or bad. The audience must
make the judgement of whether the influence is positive or negative.

| used the face of a person, segmented and scratched with television
images (Figure 12). The colors of the images change constantly, from red to
yellow and from yellow to green. The segmented and scratched images and
colors suggest the influence of television, which is now an old-fashioned
technology. The image of the projector screen is based on Television Culture
and Pop Culture. For the segmented and scratched video images, | collected
drama, news, movies, and so on. | segmented the images and gave
scratched effects to the images. The segmented and scratched images are
intended to the influence of television onour brain, which is very slow. As |

continuously change from one color to another, the audience can imagine
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something is happening in front of a television. The projected images on the
screen are based on Television Culture and Pop Culture, so | want to let the
audience feel that the person in the projection screen mirrors their own body

and brain.

Figure 12. Afterimages Chung Kyu Kim, 1998

The four-monitor sculpture has a whole body without the head. Each
monitor has a neck, chest, stomach, upper legs, lower legs and feet from the
top to the bottom. | put the monitors in a column, so the audience can see a
full body on the monitor screen. | used the naked body to suggest nature and

serve as the subject of the Afterimage installation. The projector atop the
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monitors is the eye of the sculpture. The projector works as a connection
between the sculpture and the screen.

| put images inside the body and the background in the sculpture. The
images consist of computer generated images, some wire models, pictures of
bodies, and so on. | mixed digital images and natural images to suggest the
digital effects on our bodies and environments. The images are overlapped
and edited into a fast-paced montage. There are three frames on the screen
simultaneously, so the audience cannot easily recognize what they are, but
they can feel that those images present a kind of Computer Culture.

When | shot the naked body, | put a green screen behind the body and
projected two videos on the body and background. One projector was aimed
toward the left side of the body, and the other projector was aimed toward the
right side of the body. The video images of one projector have war images
because the army has advanced most technology. The other video has also
war images and some computer generated images. However, they are also
hard to recognize by the audience. These create a sense ofinexact images
from technology. They look like random images, but | presume that the
audience will make the connection with other images of the sculpture and the
screen.

Afterimages is about one hour long. The body stays on screen for the
entire hour, but the background changes on the screen. The installation was
too long to be controlled, so | needed to do something to capture the

audience for an hour. To solve the problem, | prepared three (approximately
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three minutes) digital works and put them in the second monitor, the chest
part. The three works last about three minutes each, and | put them in every
fifteen minutes. It gave some diversity to the installation. Also, in the last five
minutes, all the video images are black and white. The black and white video
images show that the effects of Computer Culture change our body and mind
in the end.

Space is a very important element in the Afterimages installation. The
monitor sculpture has one space and the screen has another space standing
opposite of the sculpture. The space between the sculpture and the screen is
a hybrid space and the space is the only place where the audience stands.
The hybrid space suggests a state between two cultures experienced by the
audience. It is also the place where the present generation lives.

To compose music and sound, | collected natural sounds and digital
sounds. | chose natural sound clips which represent nature and | chose digital
sounds, which represent mechanical and technical sound. The two sound
sources were composed using Pro Tools software. Before | put sound clips
into the Pro Tools, | used special effects on the clips. | tried to make them
sync to video images from the projector and matched it with the transitions of

the projector video images.
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PART FOUR-Conclusion

Figure 13. Afterimages Chung Kyu Kim, 1998

Some people may fear digital technology because the technology will
affect our natural minds and thoughts. We often cannot feel the effects of the
technology on our spirituality because the effects are slow and drawn out over
a long period. The issue of this relationship between people and computer
technology exists only in the present generation. As we are in transition
between two cultures—not immersed in either Television or Computer
Culture—the present generation can recognize problems as digital technology
infiltrates our world. The Afterimages installation suggests the invisible effects
from digital and television technologies, as well as providing commentary on
the art produced from our transitional culture.

Whether good or bad, the effects of technology on the ensuing

Computer Culture will redefine concepts of creativity and art. As seen in the
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emergence of Pop and Video Art from their cultures, a Computer Culture will
undoubtedly produce its own Computer Art. In fact, digital technology will not
be seen as harmful to the next generation. Instead, the next generation will be
more accepting of new technologies as their world becomes inundated with
them. Furthermore, they will think and create all matters including art using
new, creative technological methods.

Technology will shape art in our society; therefore, the future artist
must be both a technician and an artist. Although artists may feel
apprehensive about using computers for their art, many artists already use
computers and television to create art; in fact, not using a computer for art
may seem alien in the future. To be good computer artists, individuals should
master the technologies first, then learn how to create art. (In truth, mastering
some graphic software is much easier than mastering oil painting.)
Technology has historically saved much time and labor for people; however, it
can potentially take away creativity from artists. Creativity has been regarded
as the fundamental power of artists since the Stone Age. Technology and
creativity can co-exist, but it is up to the artist to use technology creatively,
and they should not pass off technology as creativity. The Afterimages
installation serves as a warning to all people, including artists, to beware of

careless use of technology as we embark on a Computer Culture.
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NOTES
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