I’'M ALWAYS HERE

Rodrigo Guzman-Serrano

| am always here, in this body, in this place. The meaning of the word here is,
without doubt, never fixed, but it is always referential. Here always refers to me, the
speaker, the body that enunciates it. And, although flexible, here is always certain:
there is always a here. I'M ALWAYS HERE addresses the meaning, language,
and conditions of being in here through artworks and artistic projects that explore
space as both individual and collective, as well as embodied, physical, and virtual.

The spaces we inhabit can generally be divided into three levels: bodies, sites,
and locations. These three levels grow outwards like waves that build and expand
on each other. The body is the first space we occupy, our flesh and bones together
with our mind. Site refers to our immediate surroundings, a setting, like a room
or a virtual environment, which could be anywhere and anytime. Location relates
more specifically to our “global place” in relationship to others, an intersection, a
city, a nation. Like concentric circles, these concepts intermingle and flow into and
out of each other.

In her series The sound of my grandma’s skin, Chi Wong unveils the deep
interconnectedness between touching and hearing that takes place in and on our
bodies. These interactive “music boxes” represent Wong'’s long search to relive
personal moments with a loved one who is no longer here. Similarly, her work
Overlapping prints explores the material dimension of our relationships by using
alginate casts of skin that become surfaces of texture and personal memory.

Ryo lkeshiro’s degeundoki and Pika! Ppeonjjeog, Pika! Ppeonjjeog / PPiikkaa!!
PPppeeoonnjjjeeoogg invite us to think of language as a site of culture and
physical and emotional evocations by exploring the use of onomatopoeia—words
that evoke the sound of what they describe—in Japanese and Korean. degeundoki
offers an insight into the creation of new ideophones used by ethnically Korean
minorities in Japan, while Pika! Ppeonjjeog is based on the words “pikal” and
“ppeonjjeog”, both referring to “flashing light” in Japanese and Korean.

With bug, Ikeshiro emphasizes the sense of site and location by using modulated
ultrasound and ambisonics field recordings combined with directional speakers
paired with lasers. In this installation, sound functions beyond a mere auditive
experience as it becomes a point of reference for location and spatial awareness.

Ray LC explores the possibilities offered by virtual environments to give us a sense
of site and of being in space in his works Home Alone and Sound Of(f). Home Alone
generates images of room interiors with the use of machine learning. Peeping
through a window frame, these oneiric sights of morphing rooms become oddly
familiar to us while, at the same time, being in constant transformation. Catch and
Release, on the other hand, allows us to experience how machines “see” activities
that are quintessentially human, like dancing, and it invites us to think about what
is lost when these activities are filtered through digital technologies.

In Sound Off(f), LC utilizes virtual reality and machine learning to create a playful
narrative of loss, memory, and sound. It begins with a scenario of the arrival of a
train, where an intimate character steps off without saying goodbye.

Finally, PerMagnus Lindborg maps out the importance of location in Pieces of
Eight — J\&, which explores how musicians adapt their performances to the
soundscape at a specific location: a nature trail, a busy commuter point, a
construction site, and a boat in the harbor.

The artworks in I'M ALWAYS HERE offer a reflection into all levels of inhabiting
space. They address the complex relationships between bodies, sites, and
locations, by amalgamating multisensorial channels, sounds and images, physical
and virtual environments, and high and low technology.
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PerMagnus Lindborg (2021), with Joyce Beetuan Koh and Marie Chan Ching Yee.
Produced by SOUNDISLANDS with support from HKNME and City University.

Home Alone
Ray LC and Anthon

Sound Of(f)
Ray LC and Studio for Narrative Spaces
(Zeynep Erol, Lydia Li, Allen Zhang, Kasin Fong)
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The way we imagine how machines see us is imbued with our own biased
perceptions and expectations, and nothing like the way machines actually
see us. In this work, | use the medium of dance to show how machines can
digest the dynamic forms of human bodies in different genres of music-
driven movement. As we marvel at the patterns detected by computer
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Catch and Release uses the Yolo algorithm to computationally detect human
movements in four dance performances shown on four CRT TV’s: Cuban
Rueda, Swing, Bollywood, and Salsa.
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For communities of folks of Hong Kong, home serves as a different space full
of their individual stories. It can be a luxurious interior for social connection,
a cramped space for quarantine, or a workplace for both caretakers and
work-from-homers.

Home Alone is a StyleGANS machine-learning-based narrative landscape
of the interior spaces of Hong Kong, from cramped spaces of domestic
workers to high rise mansions of urban yuppies. It evolves from the serene
bedroom scene, to the stuffy bathroom, to the window-filled high rise, to the
compact guest room for its domestic worker populace, to eventually the
abandoned houses of Yim Tin Tsai. We find ourselves finally left alone only
with their previous narratives in the form of broken bottles, ragged dolls, and
ancestral photos. Finally, we are home alone in Hong Kong.
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Our lives are inundated with noise, from sounds we don’t want to hear waking us
up, fake news we don't want to pay attention to, to misinformation designed to
trigger our behaviours. Showing the way noise can be disguise and subconsciously
‘known’ as real information, we created a narrative intervention that follows a train
traveling through machine-learning generated landscapes and sorted voices as a
metaphor for our consciousness taking stock of our dreams and ideas.

The character contains the characteristics of multiple people in our lives, just as
the landscape transitions between many places we know. Exploring them triggers
spatial audio that are grouped using a machine-learning algorithm. Together the
visual and audio exploration narrates the scenario of the arrival of the train, where
our intimate character steps off without saying goodbye, while we summon up our
resolve to create an environment to discredit the information source, to finally say
goodbye ourselves, to turn off the sound.



