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Introduction of Machine Dreams  / Ợˌ⅝                                                        

 

ỵἘ₆ὢ ̭♫̧ᵃ♆ᾋ & ᾑ  ‬קּ

   

͖˾ʷ λѡ π (Machine Dreams)  

- ͙́₮ Ỹᶘ⁄ ҍ  ◑ӈ ᾎʻ̓ ╔ ₉ὥ╥ ʺѫἛ 

 

Ś͖ ˾ʷ λѡ πś (Machine Dreams)  ╕ ̐ ♅ ₆ὢ̐ Ɑ♅ ̐  ở╧›Ἁ ּקѡ ⁴̬₫ ừừᴌ╖ 

Ḓ ╓ᴘ,  ⁴Ợ̐♩╖  ⱭӅ Ѹ‗  ỵἘ₆ὢ(Generative Art) □ Ӧ╖ ʾừ ᶏ  ͖˾₫ 

ỵᶕ› Ҋ  ◌Ӆ ᾋʸ̐ ║ ₆ὢ╢ ʷѨἘ╖ ῳṏѡ ♆ᾋ/ᾑ  .ѮѸ█ ‬קּ

 

 

"͙́ʺ ξѤ σ"(Machine Dreams)╘  ⁷ụ╪Ϯ ὡ ♠ ▫ҿ  ᾎᾅ ╙ ╪↔ ⁴ ₉ὥ ▬ ╙ 

ⱳ ϿѤ ỸἛ₉ὥ (Generative Art)⁄ ҍ  ἵˌ Ѥ ̰Ⱡ̪ᵆ♣ᾎ ḓ ὥᾔ   .ѱѻ░ תּ

 ♣ᾎ⁄ἌѤ ₆ὢ □̐ ̐ ♅ ὢ⁴̬ ở╧›Ἁ ḳ„ּקѡ ּק♅╩ ừừ̐ Я╧ᵎ  ỵἘ₆ὢ╖ 

̆, ᾔ ἌѤ ╪ ♣ᾎʺ ҅ῷϿ̆▫ Ѥ ỸἛ₉ὥ ♣ḙ⁄ ˢ⁄ תּ  ѻ‚  ҅ᴝө╙ ‡Ͽ̆▫ 

ѱѻ. 

 

"͙́ʺ ξѤ σ"╘ ̰ϿΩ⁄Ἄ ḛ  ҿַ⁷̯ ˻ ʺ▬ ╬א∟ө╥ ѻ‚  ỸἛ₉ὥ ▬ ө╙ ▫ᵙ⁄Ἄ 

ᵣϮṒ̆, ὢ ᾑ ║ỵἘ₆ὢ, ᶴ  ╖‬קּ , ͋ᵖ̃ ║ ̧├╢ ʷѨἘ› Ҋ  Ụ ṓ Ὕ ▐ѡ 

╢ḅ▐ѡ ͖ ʺ Ӊ ˦░ѱѻ. 
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ỵἘ₆ὢ ̭♫̧ᵃ♆ᾋ & ᾑ  ‬קּ

"͖˾ʷ λѡ π"(Machine Dreams)   

- ͖˾₫ ỵᶕ› Ҋ  ◌Ӆ ᾋʸ̐ ║ ₆ὢ╢ ʷѨἘ 
 

 [͖ ■╢ Ṇ]  

 

ỸἛ₉ὥ(Generative Art)╘  ⁷ụ╪Ϯ ͎₮ ┬Ợ  ὡ ♠/͙́♠ ▫ҿ  ̓♬╙  ▬ ╙ 

▬ Ѥ ₉ὥ╙ ᵦ ѱѻ.  ᵰ ⁄ ҍ  ͤ╘ ╪ ₮, ὡ ♠ Ợ̆, ₉ὥ♠ ˁʻ,  ╪ᴝ, 

͎ᵙ̆ ▫⁷̓ ⁄ ҍ  ╪  Ӯ ⁴ױ ᶷ̓ ּתᾏ╥ ╔ ╙  ▬ ╪ ₰ἛӇѤ ╪ױ  ỸἛ₉ὥ╘ 

ᶴ  ◑ʺѫ  Ựᴛ⇔ ∟╥ ḈӰ‡₉ὥ╙ ʺѫ ˭ ѱѻ. 

 

2009Ц 6∩ Ἄ∂╥ 'ᾅ ╪ᾅ CAN'̓ 'Ὡᾒҍ ♬Ṓ̓ ̕ Media Space' ӎ ̐⁄Ἄ Ζ ⁸ᵙѤ 

̰Ⱡ̪ᵆ♣ᾎ ḓ ᾔ ױ╪ ╘"ξѤ σ ʺ͙́"  תּ  ỸἛ₉ὥ╙ ▀ḙ╬ө⁄˭ ἵˌ ̆, ͎₮ ⁷̕ӈ 

͙ ▫ᴝө╙ ‡ϿṒ̆҅ ױ⁴ ₄ᾋѱѻ. ♣ᾎ⁄ἌѤ ͙Ⱶ╥ ₉ὥʺ, ̓ ▫, ▫ Ӯ╥ ̯Ṫ╙ 

Е‡ἐ '⁷̯▫(researcher)╪▫ ₉ὥʺ(artist)'╬ Ựᴛ⇔ ┬ ╥ ▬ʺө╪ ἐṒ╪Ѥ ѻ‚  ỸἛ₉ὥ 

▬ ө╙ ᵣϮṒᾒ ὡ ▓ᾋѱѻ. ֞  ᾔ '  ╙ תּ  ᵰ ᵑ ḕגṒѤ Ựᴛ⇔ ᾎʻ', '⁷̯ᴛἌ╥ 

₉ὥ', '₉ὥ̓ ̓ ╥ ╔ ̪┴' Ӯ ˭ Ἕ ʺּת ╪‒͙ᵑ ᾔҵ▓˭ ϮыѤ ▫ᵙᵑ ᵡᴐ ₄ᾋѱѻ. 

 

21Ἕ͙⁄ ♪‡өᶔἌ ḈӰ‡ ˿╘ ẖᵎ˭ ֿב ̆ ♬Ṓʺ ♠ӇᶔἌ, ▫⁷ ˿ ᵣ ╪Ϯ ṓ◌  ̆תּ

▓ᾋѱѻ. ╪Ḵ ♣ᾎѤ Ựᴛ⇔ ḈӰ‡ʺ ₡ѥϳ ‡֒˭ ↕ᵙ╥ ╬ᾏ̓ ˿╙ ṉ ᾎ Ѥּת⁄ ̕ ⁴ 

ỸἛ₉ὥ╙ ᵰˌᴛ ̕זˍө⁄˭ ѻʺ˂ѱѻ. ѱ , ḽᵎ͎Ἶ, өᴧּנᴛ ╪‡ּתѤ ҍ ̓ җṬ‡, ֿב , 

בֿ ,♣┬ ḛỸ ╖ᴛ ╪‡ּתѤ Ỹᶹ ⁄Ἄ Ṓ⁴ּתӭ, ╬ʼ̓ ͙́ ͎ᵙ̆ Ỹᶘ⁄ ҍ ױ╪   Ựᴛ⇔ 

ᾎἐ╘ ╪Ḵ ♣ᾎᵑ ᵣө‡ϿѤ ַא⅝  ᶷ♠ ҍʺ Ӈ‴ᾋѱѻ.  

 

"͙́ʺ ξѤ σ"╘ ╬ʼ̓ ͙́ᵑ ҍᵞ♠/͕́♠╖ᴛ ḕגṒҚ ᾎʻ⁄Ἄ Ḻ‡Ϯ, ͙́♠ Ỹᶘ╖ᴛ ╬ʼ╙ 

Ἅ ╖ᴛᾬ ҍᵞ╙ ╔ ╖ᴛ, ͕́╙ ҿӮ╖ᴛ ♣ Ѥ ◑ӈ ᾎἐ⁄ ҍ  ̯ ѱѻ. ╪ױ  ̯Ѥ 

ҍ ₉ὥ╪ ₡Ẅⱡ ₉ὥ⁄Ἄ ᾎᾅ ╥ל─  ♣ ₉ὥᴛ ╥ל─  Ӈ̆, ֞  ₉ὥ╪ ́̕₮ ̓♬ 

♣ ᾔ╖ᴛאַ ӇѤ ˦╙ ₉̆ ᶒ, Ựᴛ⇔ ╔ ₉ὥ╥ ◑╙ ʺⱨ₤ ˦╖ᴛ ͙ҍ ѱѻ. 

 

(͒. ♣ṎỪ & ּת ᴴ) 
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[ ♆ᾋ ] 

- ͙        ʼ : 2009. 06. 16 ( ) Ÿ 2009. 07. 02 (ᶜ), ₡♣ 10:00 ~ ₡  18:00 (ᾅ ╪ᾅ CAN ▀ ̕) 

- ◑        ἵ : ᾅ ╪ᾅ CAN (Ⱡ1♣ᾎ◑), Ὡᾒҍ ♬Ṓ̓ ̕ ḈӰ‡ ᾅ ╪ᾅ (Ⱡ2♣ᾎ◑) 

- ₡ ѹᵙἤἪ : 2009. 06. 16 ( ) 18:00 ~ 21:00, ᾅ ╪ᾅ CAN 

 

ʚ ♆ᾋ ⁭ □ʷ (  6ˌ̰ 20ᶘ) 

- Alain Bittler (France) 

- Bruno Nadeau (Canada) 

- David Hall (UK/S. Korea) 

- Graham Wakefield (UK/USA) 

- Kyle McDonald (USA) 

- Lance J. Putnam (USA) 

- Luke Noonan (USA) 

- Shawn Lawson (USA) 

- Wesley Smith & Limia Shunia (USA)  

- William Craig (USA/S. Korea) 

- Yutaka Makino (Japan/USA) 

- ₡˿ὡ 

 אַ◓╪ -

תּ╪ -  

- ╪  

- ╪  & ♣₅◓ 

- ♬ᶷ⁸ 

- ὡ  

- Ἓҍ 

 

[ ̭♫ ὢ ᾑ  [ ‬קּ

- ͙    ʼ : 2009. 06. 20 ( ) 13:00 ~ 17 :00 

- ◑    ἵ : Ὡᾒҍ ♬Ṓ̓ ̕ 102  ҍˆ╥ᾒ 

- ᵙ ἤ Ἢ : 2009. 06. 20 ( ) 13:00 ~ 13:30 , Ὡᾒҍ ♬Ṓ̓ ̕ ḈӰ‡ ᾅ ╪ᾅ 

 

ʚ ד♫  

̰Ⱡ ὥᾔ Ỹᶘ⁄ ҍ ₮͙́ -  תּ  ◑ӈ ᾎʻ╖ᴛ 10Ц Ӛ╥ ╔ ₉ὥ╙ ḕגṒ͙ 

 

ʚ ˉ⅔ 

ṕ ᾔ ̓ ₉ὥ̓ ╘ תּ ╥ ˿́ᵑ ЕϮӥѤ ̰ϿΩ ▬ʺ ˻ ⁷̯∟̓ ╪ᴝʺ, ̪┴▫ө╪ Ζ ᶛ⁴ 

̰Ⱡ♣ᾎ "͙́ʺ ξѤ σ"╪ ҅ῷϿ̆▫ Ѥ ỸἛ₉ὥ╥ ˿́♠ ╥Ḉ₮, ᶷ╔  ̪┴╥ ⅝Ἓ⁄ 

ҍ  Ζ б╥ ṒѤ ▫ᵙ╪ѻ. ╪ᵑ  ͙́₮ ╬ʼ╙ ḕגṒѤ Ựᴛ⇔ ᾎʻ╙ ̯ ̆, җ Ϯῷʺ 

͙́₮ Ỹᶘ ˌШ╥ ◑╖ᴛ ʺѫ  ╔ ₉ὥ╥ ╥╥ᵑ ᶛự ̆▫ ѻ. 
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ʚ ᴘ͋ן 

ἠἪ 1 - ⱳᶹᴛἌ╥ , ⱳ▫ᴛἌ╥  (Computer-Created, Computer-Creator) 

  ḛ ▫ : ♬ᶷ⁸, Wesley Smith, ◑◓ , Lance J. Putnam 

ἠἪ 2 - ὥ⁷̯ᴛἌ╥ ₉ὥ, ₉ὥᴛἌ╥ ὥ⁷̯ (Art as Research, Research as Art) 

  ḛ ▫ : Yutaka Makino , ╪∟̈, Graham Wakefield, ♣ṎỪ 

ἠἪ 3 - ₉ὥ ̓ ╥ ╔ ̪┴ (Education in Art and Science)  

  ḛ ▫ : ᾔ ∙, David Hall, ͋͟♬, ּת ᴴ 

 

[ ͖  ] 

- ♆ṋủ ( ͙ ) 

KoIAN ҍ ╪Ợ / ♣ᾎ͙ ▫ / ќ⅞ Rensselaer ̑ ̓ҍ  ♣▫₉ὥ ̓ ḖỢ⁷̯∟ - http://www.bsjeon.net  

קּ - ᴱ (̑ҿ͙ ) 

  KoIAN ♣ᾎ͙ ◑ / ụ ḕḕג ᵙ ѱῷ לᵞҍ ̪(UCSB), MAT, TransLab ḖỢ⁷̯∟ - http://haru.name  

 

ד ]  ] 

- The Korea Interdisciplinary Arts Network (KoIAN/ ╪Ό) - www.koian.org 

 

 [ ̒ד ]

- The Korea Interdisciplinary Arts Network (KoIAN/ ╪Ό)  

- University of California, Santa Barbara (UCSB) - Media Arts and Technology Graduate Program  

- (Ợ) ̰Ⱡᾎʻ₉ὥ̪ᵆ   

- Ὡᾒҍ ̪ IT ҍ  ͒ᴛḶ ḈӰ‡ Ṩ 

 

[ ∙/  ]   

- Ἄ∂ Ṋᾎ 

- ̰ᶷ ₉ὥ─∟  

- Ἄ∂ᶷ ◓Ѿ  

- University of California, Santa Barbara (UCSB) - Media Arts and Technology Graduate Program  

- (Ợ) ̰Ⱡᾎʻ₉ὥ̪ᵆ   

- Ὡᾒҍ ̪ BK21 Ӱּת ₅Ữụ ̑ҿỢ‰Ѿ 

- ̰₅ỮḈӰ‡  

 

[ Contact  ] 

≥ở╧  : http://www.koian.org/machi ne_dreams 

ᶴ     ╢ : koian@koian.org  / plan@koian.org    

http://www.bsjeon.net/
http://haru.name/
http://www.koian.org/
http://www.koian.org/machine_dreams
mailto:koian@koian.org
mailto:plan@koian.org
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 Artworks & Artists of Machine Dreams  / ♣ᾎ▬  ḓ ▬ʺἵˌ                                   

 

□ʷᶕ : Alain BITTLER (France) 

□ ᶕ : Movement Serie (2008 number 41, 2009 number 2 and 14)  

- 3d generated still printed on art paper  

 

□ Ἇᶕ : 

I use 3d programs to make 3d generated still. My work is about ō Movement  Ŏ and how we can 

viewing it and understanding it. I imagine it exist a prope r mouvement extended in time that have 

it's own live or aera of influence that we can't view with our common sense, the mouvement is 

becoming a concept more than a reality. I've done those extended mouvement with the idea of 

making a painting. I want a wel l balanced composition with strong expression. My objective was to 

overpass the common cold rendering of 3d programs and show that with new medias we can 

express feeling such as traditionnal painter. But i am searching an artistic expression or style that is 

specific of 3d programs. I make painting with one colour (monochromatic) or two colours, because i 

found my work is more expressive with this limitation of colour and it fits well with my personnal 

sensibility. 

ō řMachine DreamsŚ will introduce novel approach of time and space in complex systems and will 

demonstrate emergence as a new dimension of creativity  Ŏ Questionning our own approach of time 

and space is the core of the artwork serie 'Movement' treated in a conceptual way, that's why i 

think my app roach fits well in this exhibition, it shows that our own sense are limited with a time 

basis perception, but there is other ways of perception or conception with time and mouvement. 

But we can see 'Mouvement' like an act or a solid trajectory or like an e xtension in time and space 

of a time basis approach. New technologies can show this approach in 3d stills now and in the 

future we can see animation with this concept.  

 

□ʷ♩ṏ :  

I was born in Strasbourg, France 1974. I study science at Lycee Kleber and science physics at 

university Louis Pasteur,Strasbourg 1997, after i've done a master in applied art at university Marc 

Bloch,Strasbourg 2002. I start using 3d programs in 1 993 and i study it like an autodidact, i become 

a professional artist in 1999. I start exhibiting my artwork in 2003 with a solo exhibition of digital 

art print at Airport of Paris, after i have participated three times at Siggraph, two times at Japan 

Media Art Festival (Tokyo Museum of Photography),at Asian Digital Art Awards(Fukuoka Museum of 
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Asian Art) and two times at Electronic Alive, university of Tampa.   

 

http://www. bittleralain .com 

 

 

http://www.bittleralain.com/
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□ʷᶕ : Bruno Nadeau  (Canada) 

□ ᶕ : Origin/Anurous  

- Processing, Font (Haettenschweiler) 

 

 

 

□ Ἇᶕ :  

Origin/Anurous is a short dynamic text written with complex computational type. In general,  

typefaces are meticulously sculpted by the hands of typographers with the intention (or  

assumption) that the glyphs they create will rest, statically, in print or on screen. The notion  of a 

static type is embedded in the technology underlying the process of digital type design,  facilitating 

certain uses but limiting oth ers. One of the most interesting aspect of working  with digital type, as 

some researchers have presented beautifully in the last decades, is the  capacity to define and 

transform the most basic elements that form digital glyphs.  

 

Two distinct approaches for m the basis of computational typographic experimentation. On  the one 

hand, artists and researchers can work from the ground up, redefining the  letterform with 

properties that provide a level of control adapted to specific design  situations. On the other ha nd, 

text written with complex digital type can exploit certain  characteristic of common typographic 

technology to create interesting and unusual effects.  

 

Origin/Anurous , an example of the latter, extracts the outline of a font, but frees itself from  the 

common rasterizer used to render vector -based glyphs, top to bottom, line by line, onto  the screen. 

Instead, the text is revealed by controlling the graphical traces and the positive  and negative 

spaces generated by several dynamic particles. The result eme rges from the  interplay between 

algorithms controlling the movement and graphical properties of the  particles, and a writing -design 

process that seeks to exploit and fine -tune the qualities  produced by the code.  

 

Origin/Anurous is part of a larger research /creation program involving a sustained inquiry  

into how creative text -based work is being transformed within digital media. The project is  centrally 
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concerned with conceptual development articulating an analysis of how writing in  programmable 

media extend s the rich history of theoretical, conceptual and creative  engagement with the 

materiality of text to understand the expressive consequences as  language expanded from oral 

transmission to the printed page, and from there to the digital  environment; with ar tistic content, 

specifically the creation of new forms of language -based expression and their relationship to larger 

societal structures of communication; and with  technical innovation, specifically the researching of 

new font formats and related  compositi on tools that are digitally native, integrating interactivity, 

variability, computation  and network connectivity in ways that font formats designed for print 

culture cannot.  

 

□ʷ♩ṏ :  

Bruno Nadeau is a computation artist with a special interest for technologies to thinker with,  

unusual interactive interfaces, and digital typography. His interactive artwork has been  shown in 

new media art galleries like Oboro in Montr®al and the Beall Center for Arts and  Technology in 

Irvine. His publications have been presented as part of international  conferences such as Digital 

Arts and Culture (DAC) and Tangible and Embedded Interactions(TEI). Bruno received a M.S. in 

Information and Computer Sciences with a concentration in  Arts, Computation and Engineering 

(ACE) from UC Irvine, and holds a B.Sc. in Computer  Science with a major in Computation Arts 

from Concordia University in Montr®al. 

 

http://www.bru nonadeau.com 

 

http://www.brunonadeau.com/
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□ʷᶕ : David Hall  (USA/S.Korea) 

□ ᶕ : Terrorism -Oil -Telecommunications   

- Realtime Projection   

 

 

 

□ Ἇᶕ :  

The work is about the generative systems and algorithms of modern networks and 

telecommunications. These three factors are primary in fluencers of our present and future condition, 

politically and technologically. Terrorism ( human, political - the mobile transcoder remote bomb 

device ) oil ( organic, elemental ŕ the generative algoryth of flow ) and Telecommunication ( science, 

the unive rse as a mathematical construct ŕ the interaction with the mobile telecommunication 

network. The collision and interaction of these three elements literally " generates " the installation.  

 

You the viewer can partly influence the machine in direction by k ick starting the generative process.  

 

□ʷ♩ṏ :  

Since graduation from the RCA ( Royal Collage of Art ) in 1989 David Hall has worked primerily as 

a production designer and Artist. He has worked on feature films as a production designer and 

with the BBC and o ther UK broadcast companies. He has also exhibited work in London, 

Manchester and Seoul south Korea.  
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http:// www.opiumblue.blogspot.com  

http://www.opiumblue.blogspot.com/
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□ʷᶕ : Graham Wakefield (UK/USA) 

□ ᶕ : Makeshift  

- Generative Computa tion (Real-Time, Audio-Visual) 

 

 

 

□ Ἇᶕ :  

By asking the question of the engagement of the composer with computation from a more open -

ended philosophical standpoint, it is possible to go beyond conventional notions of instrument, 

tool, studio, entertaiment -machine and so on, and begin to conceive computation as a medium 

itself; as much a material as an environment. Generative computation in particular calls for open -

ended world of emergent capacity, but also necessarily a material with inherent constraint o r grain.  

 

In my current work I am drawing upon graph theories of evolving networks and flows, in part 

inspired by the complex systematic networks responsible for our own biological development. The 

discrete nature of a mathematical graph is at the root of computation itself, from grammars to 

data-flow to neural networks, and yet also permit a pre -linguistic approach to creative becoming. 

An evolving graph is one in which, at a series of time steps, connections and nodes are added and 

removed, shifting gradu ally through a topological space of possibilities. The manner in which the 

DNA is expressed to determine developmental and metabolic behavior in all species is determined 

by a similar graph, the genetic regulatory network. From a remarkably small alphabet,  placed within 

a world of complex dynamics, incredibly fascinating forms are produced. In my work, the force that 

drives these dynamics comes from within the system (feedback) and from outside (such as human 

participants.) 
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Computation is already ubiquitou s in our lives, but our engagement with it on a daily basis need 

not be only in a utilitarian mode of efficiency and ease, but also a creative mode of poesis or 

resistance. My role as composer is to engender this possibility for others to explore.  

 

□ʷἲˉ  :  

Graham Wakefield is currently exploring  the creation of digital music and art through the 

computational embodiment of emergent complexity, systems biology and bio -inspired philosophy. 

He is currently a Ph.D. student of Media Arts and Technology at  the University of California Santa 

Barbara, where he previously attained an Master of Science. He graduated with a Master in Music 

(Composition) from Goldsmiths College, University of London and with a Bachelors in Philosophy 

from the University of Warwic k. His is currently employed by Cycling '74 as a software developer 

for Max/MSP and also currently works as a graduate researcher for the Allosphere (a spherical 

immersive environment in the California NanoSystems Institute) where he is codeveloping the 

cross-platform, open -source multimedia framework LuaAV and also producing interactive immersive 

environments of art/science research. Graham's many compositions and installations have been 

performed, presented or exhibited at international events including I CMC and ISEA, and he has a 

number of publications in international conference proceedings and journals of computer science.  

 

http:// www.grahamwakefield.net  

 

http://www.grahamwakefield.net/
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□ʷᶕ : Kyle McDonald (USA) 

□ ᶕ : pppd  

- Processing code 

 

  

  

 

□ Ἇᶕ :  

pppd is a highly formalized audiovisual composition built around the esoteric programming 

language P'' ("p prime prime"). During each brief scene a random sequence of P'' code is gene rated 

and run, while the memory it uses is visualized and sonified. pppd is an artistic re -imagining of the 

otherwise academic field of computability theory. It functions simultaneously as an investigation of 

complex behavior emerging from formally simple systems, and as a playful exploration of 

computational dreams.  

P'' can be written using six characters: +, -, <, >, [ and ]. Memory is written one cell at a time using 

a single pointer to memory. + and ŕ are used to increment and decrement the value of the  current 

cell, while < and > are used to move the pointer left and right. [ and ] generates a loop that 

executes so long as the current memory location is not equal to 0. This language is ŗTuring 

completeŘ, which means that you can compute anything with it that could ever be computed, and 

pppd can dream of anything a computer might ever dream.  

 

□ʷ♩ṏ :  

Kyle McDonald works with sounds and codes, exploring themes of translation, epistemology, 

interdependence, noise, and non -noise. With a background in philosophy and computer science, he 

integrates intricate algorithmic frameworks with elegant reali zations and a do -it-yourself mentality. 

He is currently focused on developing alternative computational interfaces and noisy instruments, 

including and appearance -based portrait browsing system, a real time 3D scanner, and minimalist 

noise synthesizers. 

http://rpi.edu/~mcdonk/  

http://rpi.edu/~mcdonk/
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□ʷᶕ : Lance J. Putnam (USA) 

□ ᶕ : Nonconnectivity  

- Computer-generated, audiovisual  

 

 

 

□ Ἇᶕ : 

Nonconnectivity  is a reflection on groups, individuals, and transitions - the most evident things in 

nature that become the most mysterious upon closer examinatio n. It expresses these ideas through 

a navigable visual and sonic space that emerges from simple laws. Although a large variety of 

patterns can unfold, only a few remote slivers of the parameter space will lead to interesting results. 

These are the ones tha t exhibit a balance between stability and change. The central mechanism of 

the piece is a large collection of independent points that follow along trajectories based on an 

underlying non -linear equation. Each point has three internal phases that feed back on one another 

to create chaotic motion. There are no interactions between points; any coordination is just an 

illusion.  

 

The system is initialized by putting all points at the same location and assigning to each one a 

specific slice of the phase space. D ue to sensitivity of initial conditions, the trajectories of points will 

become more and more individuated as time progresses. All points start in the same location, but 

splinter off due to individual differences. Group formations are a reflection of under lying 

concurrencies and, therefore, can break apart spontaneously for no apparent reason. The dynamics 

of the system are based on unitary transformations, operations that do not change magnitudes of 

quantities only orientation. This allows that system to r un indefinitely without the possibility of 

collapsing or exploding. Since energy cannot be created or destroyed, the only possible action is 



 

 
All rights reserved by 
The Korea Interdisciplinary Arts Network 
www.koian.org 

The Korea Interdisciplinary Arts Network 

˿́ᵑ ᶴѤ ᶷ ₉ὥᴛ ⱳ ᴛ⇔ ἝỮ ᵣө͙ 

permutation.  

 

□ʷ♩ṏ : 

Lance Putnam is a composer and researcher with interests in symmetries of form and process in 

digital media, design patterns for media signal processing, and visualization and sonification of 

complex systems for artistic and scientific purposes. He is currently a Ph.D. candidate in the Media 

Arts and Technology Program at the University of California, Santa Barbara. He holds a B.S. in 

Electrical and Computer Engineering from the University of Wisconsin, Madison and an M.A. in 

Electronic Music and Sou nd Design from UCSB. In 2006, he was awarded a prestigious NSF IGERT 

fellowship in Interactive Digital Multimedia. He was selected as one of eight international students 

to present his research in media signal processing at the 2007 Emerging Leaders in Mul timedia 

Workshop at the IBM T. J. Watson Research Center in New York. His most recent work, S Phase, was 

shown at the 2008 International Computer Music Conference in Belfast, Northern Ireland.  

 

http://mat.ucsb.e du/~l.putnam   

http://mat.ucsb.edu/~l.putnam
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□ʷᶕ : Luke Noonan  (USA) 

□ ᶕ : Neural Constellation  

- Artist Statement / Work Description  

 

□ Ἇᶕ :  

I am a media artist who often uses algorithmic and generative techniques. I am interested in 

exploring the ways in which humans and technology interact, as w ell as how and where belief is a 

factor in that interaction.  

I use the identifier "Media Artist" because it is potentially so vague. My creative process is not 

restricted by medium, rather it is fueled by it.  

I love creating with paint, sound, words, and with code. When I approach a new technology, I try 

to seek out the possibilities it offers, as well as push its limits.  

 

The mind is an inscrutable thing. Science can tell us exactly how a neuron operates, but it cannot 

even start to explain why we love, h ate, hope or dream.  

Neural Constellation is a pulse -based neural network created using circuit boards and 

microcontrollers. This system is modeled after neurons in the human brain. Each of the 

independent neurons communicates with flashes of light. Formin g an interconnected neural tissue.  

Unlike most computing systems, this one is not kept constantly busy with endless calculations. This 

is a mechanical brain at rest, blinking away in peaceful slumber: dreaming.  
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Neural Constellation was done as an Underg raduate thesis project at RPI.  

 

□ʷ♩ṏ : 

Luke Noonan is a practicing media artist and musician/sound artist, as well as an MFA student at 

University at Buffalo (SUNY).  

While an undergraduate at Rensselaer Polytechnic Institute, he was an active member of 

Tintinnabulate, a multimedia ensemble created and directed by Pauline Oliveros with technical 

support by Jonas Braasch. As a member of the ensemble, he has performed in and helped organize 

telematic concerts with groups at UCSD, Stanford, Second Life, IUPUI and the Florida Laptop and 

Electronic Arts (FLEA) Ensemble.  

 

Much of his current work is focused on network -based collaboration systems.  

 

http:// fareastcoastnoise.blogspot.com  

 

 

http://fareastcoastnoise.blogspot.com/
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□ʷᶕ : Shawn Lawson  (USA) 

□ ᶕ : Subliminal Wiretapping (2009)  

- Digital Media  

 

 

 

□ Ἇᶕ : 

Subliminal Wiretapping  is a text generative artwork. An external random event generator, Psyleron, 

supplies a stream of random bits that are utilized in the letter by le tter creation of words. The 

Psyleron is a product of 25 years of research from the Princeton Engineering Anomalous Research 

laboratory. Their experiments centered on quantum interaction of mind -matter, where these mind -

matter affects modify the stream of r andom numbers. Subliminal Wiretapping  responds to those 

subtle changes in the random number stream while creating the words. This artwork is a mix of 

Ouija board and automatic writing. The sequence of words that appear can further generate 

meaning similar to a montage of collage. Frequent, personal connections emerge from these 

surrealist-like combinations.  

 

□ʷ♩ṏ :  

Shawn Lawson is a visual artist and computer programmer who explores the fringes of perceptual 

and experiential consciousness. His artworks hav e exhibited at the Milwaukee Art Museum, Chelsea 

Art Museum, Istanbul Contemporary Art Museum, Koltsovo International Airport, Albany Institute of 

History and Art, Los Angeles Center for Digital Arts, Art Interactive Gallery, Art Chicago, ACM 

Siggraph, IEEE Procams, ACM Multimedia, Immedia, Massachusetts Institute of Technology, The Ohio 

State University, Arizona State University, Carnegie Mellon University, and more. Lawson's artwork 



 

 
All rights reserved by 
The Korea Interdisciplinary Arts Network 
www.koian.org 

The Korea Interdisciplinary Arts Network 

˿́ᵑ ᶴѤ ᶷ ₉ὥᴛ ⱳ ᴛ⇔ ἝỮ ᵣө͙ 

has toured to Russia, Portugal, Brazil, Turkey, and Malaysia. His writing s have been published by 

ACM Siggraph, ACM Multimedia, ACM SIGCHI, and Tongji University.  

 

Lawson studied fine arts at Carnegie Mellon University and £cole Nationale Sup¯rieure des Beaux-

Arts. He received his MFA in Art and Technology Studies from the Scho ol of the Art Institute of 

Chicago in 2003. Before becoming an Assistant Professor of Computer Visualization at Rensselaer 

Polytechnic Institute in 2004, he was a Visiting Assistant Professor at Carnegie Mellon University, an 

Artist in Residence in the vir tual reality research group Stage3 at Carnegie Mellon University, and an 

intern at Walt Disney Imagineering with the DisneyQuest project.  

 

http://www.shawnlawson.org   

http://www.shawnlawson.org/
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□ʷᶕ : Wesley Smith & Limia Shunia  (USA) 

□ ᶕ : modalities  of space 

 - Volumetric Light Projections and Sound  

 

 

 

□ Ἇᶕ : 

The work Modalities of Space is a diagramming machine.  It exists as an ongoing investigation into 

the phenomenon of light as a volumetric experience, and its potential as a form of  phenomenological 

diagramming.  The perceptual experience of the materiality of light filter and resist the projection of 

the diagram into a volume.  Complex detail collapses into a flat haze.  Quick movements defy our 

evolved proprioceptive conditioning a nd capacity to inhabit a space.  Elementary forms adapted to 

their projective sweep acquire structural qualities.   

 

Modalities of Space  implicates an understanding of such phenomena in an act of diagramming that is 

derived from the projective nature of li ght back through a sequence of geometric mappings to an 

input data stream.  Each step in the sequence further elaborates an extension into space, moving 

from a dimensionless stream of numbers through a parametric encoding of the phenomenal diagram.  

The act of experience and its elaboration through geometric form and algorithm is a continual source 

of insight into the dialogue of information and space.  

 

□ʷ♩ṏ : 

 

- Wesley Smith  
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Wesley Smith is an artist and developer of software for audiovisual composition and performance 

living in Santa Barbara, California.  His work examines the interstices of informatics and spatiality with 

a focus on the nature of knowl edge and meaning as they acquire spatial extension within a 

computational context.  His current research seeks to develop algebraic systems of spatial 

composition as a means of generating dynamic spatial networks of information flows.  

 

Wesley is currently pursuing a Ph.D. at UC Santa Barbara's Media Arts and Technology Program where 

he received a masters degree in 2008.  He is also a developer of Max/MSP/Jitter at Cycling '74 in San 

Francisco, California. 

 

http://www.m oniker.name  

 

- Limia Shunia  

Limia Shunia is a designer and Co -Founder of the experimental classroom, XC Ŗa materials and 

application studio with a partial emphasis on how surfaces, skins, light sources can uniquely combine 

to result in new systems.  

 

Limia has a Professional Degree in Architecture, and has taught at Illinois Institute of Technology, 

Institute of Design founded by Laszlo Moholy -Nagy. Currently, in her post graduate studies at SCI -Arc 

she is focusing on design research in media. Her work at tempts to exploit relationship channels 

between body and space.  

 

http://www.moniker.name/
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□ʷᶕ : William Craig  (USA/S. Korea) 

□ ᶕ : I ebb, It flows (series)  

- Processing, Illustrator, Screen printed onto 140lb paper  

 

 
 

□ Ἇᶕ :  

I created an applet in Processing that draws based on user input(mouse position) and a perlin 

noise method.  The way the applet works is that the user has two extremes within to work with, 

one is letting the code draw 100% from the output of a pseudo random perlin algorithm and the 

other extreme is letting  the applet draw a straight line in a direction defined by the mouse 

position(...like steering).  So mouse position controls two things, direction and amount of 

intervention by the code.  This gi ve the artist(user) just enough freedom to use the code to create 

a composition that is a product of his intuitiveness and coding artistry.  

 

This applet also embodies another issue that is of interest to me which is the output to a piece of 

analog traditio nal artwork.  It is not enough for me personally to create something that solely exist 

within the digital realm.  This topic is an issue in my architectural work as well where there has to 

be a tangible output such as a building.  The work has to have a ta ngible product, in this case I 

have limited myself to a four screen vector based (infinite resolution and no "dots") silk screen print.  

This limits the applet to creating no more than four colors when its being run.  I also had to go 

about a certain way s o the drawing was actually made of geometry and not colored pixels so I 

could output it to a pdf.  I then added a few other touches such as line weight ratios etc....  I then 

used Illustrator to prepare the artwork specifically needed to create the silk sc reens.  The art of 

silk-screening is another topic entirely.  
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□ ᶕ : Information vs. Organization   

- 3d studio Max, Rhino(Grasshopper), Screen printed onto 140lb paper   

 

□ Ἇᶕ : 

This work aims to create a computational piece of intelligence in the form of a parametric 

definition in a 3d software such as Rhino and use it to create a complex drawing to be output as a 

vector based piece of artwork that can be output using an analog method such as traditional 

screen printing.  

 

In this piece, I created a paramet ric definition with Grasshopper and Rhino which took the color 

value of a specified pixel and created and scaled a circle based on that information.  I built a few 

different parameters in the parametric definition such as: amount in the x and y, min and ma x of 

radius, and falloff between instances.  I then used an image of perlin noise I created in Max as the 

image I wanted to process.  Using my parametric definition I then created 4 different organizations 

of the same piece of information.  

 

□ʷ♩ṏ : 

William Craig is an artist and designer currently living in Seoul, South Korea. Will graduated from 

the Savannah College of Art and Design, Savannah, Georgia in 2003 with a B.Arch. In 2004, after 

being fed up with the state of Architecture in the South, Will began  to work in animation and 

visualization which opened the door to methods of form making and simulation. The seduction of 

complexity began. Will studied programming at a community college just prior to attending 

Columbia University in New York, New York, wh ere he graduated with a Master of Science in 

Advanced Architecture and Design in 2007. Will then moved to Seoul to work as a designer for 

Heerim Architects and Planners where he won multiple national and international architecture 

competitions. In 2009 he founded the Digital Design Research Group at Heerim to research and 
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apply computation and parametric form to Architecture.All the while producing some tangible fine 

art to satisfy his need for instant gratification.  
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□ʷᶕ : Yutaka Makino  (Japan/USA) 

□ ᶕ : Submultiple  

- 3D Print, Resin 

 

 

 

□ Ἇᶕ : 

The Submultiple is a transformational point cloud. The constituent particles form a single dynamic 

fluid form in a force field, which continuously changes its state. This work s tands as a sculpture of a 

temporal form.  

 

□ʷ♩ṏ :  

Yutaka Makino is an artist and researcher currently based in Los Angeles. He seeks to amalgamate 

the historic precedents of computational design and science, involving research in spatial 

perception, comple x dynamical systems and emergence. His works range from sculpture to sound 

works including computer music compositions and spatial sound installations.  

MakinoŚs works have been recognized/performed at numerous festivals and competitions 

internationally. He  has been awarded the Prix Ton Bruyn¯l 2007 and the DAAD Berliner 

K¿nstlerprogramm 2010. 

 

http:// www.yutakamakino.com 

 

http://www.yutakamakino.com/
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□ʷᶕ : ₓ˼Ὕ / Kyung -su Oh  

□ ᶕ : Boids Mirror  

- LCD Monitor and PC  

 

 

□ Ἇᶕ : 

⌠ ╙ ╪↔  ╬ ᴇ Ẅ ẋּך‬ ▬ ╖ᴛἌ, ▫͙ ▫ᾐ╥ ᶛᾋ╙ boidsᵑ  ̕זˍө̓ 

Ữ ▬↔ ᶒ ᵣϳ ὡ ▓Ѥ 3D ̑ʼ╖ᴛ Ữ  ▬  

 

- Boids ↔‡♬╥ 

boidגѤ ↔‡Ѥ ̑ ▫╬ ReynoldsגѤ Ợז╪ ᵣӧ Ѿ‡ᴛ ᶴᵙּת‡ ϳῷѻѱѤ ˦╪גѤ ֽ░ѱѻ. 

ѻᾎᵦ  ỰϮ Ḷ, ᶹ͙̆Ӯ ᶴᵙּת‡ ϳῷѻѱѤ ˦ ░ѱѻ. 

ReynoldsѤ boidῼ̆ᵙּצ╙ ⱠΌ Ѥҥ ͎ ῼ̆ᵙּצҍᴛ ᶔ ▫⁷ᾅᴁ˭ ᶴᵙּת‡ ϳῷѻѱѤ boidө╥ 

 .ѱѻ░▐וֹ∑ ⇔ױᶔ ͙ҵ Ѥ ▫⁷ᾅתּ√ͥʺ ᵣ Ἄᴛ Ўᶴתּ︢ Ђ ὡ ▓ᾋѱѻ. ᶴᵙᵑ‡‫ ╙▐וֹ∑

Ⱡʺ  ▀╘ ʻʻ╥ boidө⁄˭ ựỮ̓ ᶜ ◓ ╙Ἄ Ṓ╪Ѥ ₅Ữ⁄גἌ ᶉ‡ל ╙♩תּ ὡ ▓ҵᴜ  

˦░ѱѻ. ̕ˍ╘ Ⱡʺ ּת♬  ᶜ  ṒᶔἌ Ḉᵑ ѢϦ͙ҵ ╙▐וֹ∑ ⇔ױѤ boidө╥ ▫⁷ᾅʺ  ╙♩תּ

̆ boidө╪ ᶜ ҵҀ ⁄♩תּ ╙ ԅ ♣ ♠╖ᴛ Ϯ ϮѤ ᶉ₅ גỮ╙ Ṓ̆ ѻᾎ Ḉᵑ ѢϦ˭ Ӌѱѻ. 

 

□ʷ♩ṏ : 

₡˿ὡѤ ◓ Ὡᾒҍ ̪ ḈӰ‡ Ṩ Ṩ̪ὡᴛ ◓ ̰˭▐  бᶷּת ︡─∟◑╙ ˻▐ ̆ 

▓ѻ. 
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□ʷᶕ : ╧◐ׂש / Jaejoong Lee  

□ ᶕ : just draw  

 - Installation  

 

 

□ Ἇᶕ : 

ṕ ▬ ╘ ϯἌ╪ѻ. ‡ᵛ ῷ╪⁄˭ ▓‡Ἄ ϯἌѤ ṕ╬╥  ὡѾ╪ Ӈ̆ 

‡ᵐ⁄˭Ѥ ῷ╪Ӱ‡ ̯Ữ̓ Ỹʻ╥ ︡ ʺ ӈѻ. ּתᵣ ᶛӧ ϯἌʺ ╥Ḉʺ ▓Ѥ˦╘ ῷѱѻ. 

ᶴ╥ᾏ♠╖ᴛ ♠Ѥ ѻ˞Ϯ ╥Ḉ ′Ѥ Ͽ↔̓ ͎ᵝ╙ ͎ᵜ ԅҵ ▓ѻ. ╪ ▬‰⁄Ἄ Ѥ ╥Ḉ 

′Ѥ Ợזө╥ ᶴ▬─♠╬ ϯἌᵑ ╖ᴛ ᵣө‡ Ṓ⁴רѻ. ῷᶴᵙ ╥Ḉ′Ѥ ϯἌגҵ ͋ ╙ 

ˇ˭Ӈᶔ ῷᵒѻ⇔ ╪ Ӊὡ ▓ѻ. ᵣө‡ּת ╪ḈּתѤ ϯἌ  Ợז╥ ᾙ╬̓ Ζ ᵛ ᵑ 

ᴛ ◓ ⱳתө╥ ϯἌᵑ Ựᴛ⇔ ╪Ḉּזѻ. ╪˦╙  Ѥ Ợר ˭ ӈѻ.  

 

□ʷ♩ṏ :  

Ợֿב╙ ♣̑ ҍ אַ ◓ ̆ ̪ Ѿ₅Ữҍ ∟⁄Ἄ Multimedia Design ╖ᴛ ḖỢ̓♬ ַא⁄ ▓Ѥ 

ῷ ᾅ ╪ѻ. ₉ὥ̑ Ṫ‒⁄Ἄ ּת  , ӥ≢‡ Ⱡ‡, ᴛ͎מḒ, ₅Ữ͙ὥӮ╙ 

♪ᶜ ⁴ ▬ ҿ╙ ̆ ▓ѻ. 2008 thisAbility vs. Disability ⁄Ἄ Vestiges of being  (Ⱶ◓╥ 

♠),  ̰ᵞ ̓ ̓ ̕╥ ₡ ѹ ♣ᾎ Ӯ╥ ѻ‚  ḈӰ‡ ῷ ♣⁄Ἄ ҿ ̆ ▓ѻ. 

 

http://smileblue.co.kr  

http://smileblue.co.kr/
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□ʷᶕ : ╧ּק  / Jeehee Lee 

□ ᶕ : Elusive light 03  

- LED Board, microcontroller, distance sensor  

 

 

 

□ Ἇᶕ :  

╪ ▬ ╘ ̕ˍ̓╥ interaction ╙ ḕ ╖ᴛ Ѥ ▬ ╖ᴛ ̕ˍ╥ ∑ֹו▐⁄ ӻג ẕ╪ 

ҵᵬʺ͙ҵ ̆ ӻג ʺ͙ҵ Ѥ ▬ ╪ѻ. ʻʻ╥ LED ᵡѻ ˞ᵙˁּת ἡἌᵑ Ṩ ⁴ 

̕ˍ╪ ▬ ⁄ ѻʺἌ˞Ϯ ᶁ‡︠⁄ ӻג LED ʺ ּתѤ ὡᵑ microcontroller ᴛ ṉ ᾎ ѻ. 

̑ʼ╪ ẋ‡▓╙ ԅѤ ὡֹוἐө╪ ∑ֹו╪ᶒ scanning ̆ ▓ѻʺ ᶹ ᵑ ╬ᾏ ᶔ LED ╥ ᶛӢ╪ 

▬ᾎ ͙תּ ѻ. ʺͥ╪ ʾὡᴜ җ ᵤ╘ module╪ ּתּתᵣ ּתϮ ˭ ʺͥ╪ ʺᶔ ᶛӎ 

ΊⱨḲᵛѻ. 5ˌ╥ LED boardѤ ͙ ♠╬ ө⁄ ╥  Ữ♠╬ ╪Ḉּתᵑ ́ἶ  ᵣө‡ Ͽᶒ 

ẕ╘ ̕ˍ⁄ ╥  Ⱡ ḚѤ ӭ ᵣ ╖ᴝ ▫ᾐᵣ╥ algorithmתּ ⁄ ╥  ϝ▐′Ѥ ṉ ₮ 

▫ᾐᵣ╥ σ╙ πѻ. ẕ╙ Ⱡ ᴎѤ ̕ˍ̓ ╪⁄ ḙ╞ Ѥ ẕ╥ ∑ֹו▐⁄Ἄ ╬ʼ̓ ╬ʼ ʼ╥ 

́̕ᵑ ⁷Ữ ˭ ѻ. Ⱡ₮ ▫═╥ Ḉᶯ  ́̕⁄ ҍ  ╥ᶷ╙ Ⱡᾎ ⁴ ̕ˍ╙ ▬ ╖ᴛ 

╪Ϝѻ.  

 

□ʷἲˉ :  

Ἄ∂ Ḉҍ ̓ ₮ ҍ ∟╙ ⱶ‰ ̆ New York University⁄Ἄ ḈӰ‡ῷ ᵑ ̑Ṩ ╖ᶒ Ὡᾒҍ 

ḈӰ‡ ̓⁄Ἄ ḖỢ̓♬╙ ὡᴮ ѻ. 8Ḵ╥ ˌ╬♣(Seoul, New York, Baltimore, Palo Alto, 

Annandale) ḓ ⁴ױ ͎ᴹ♣⁄Ἄ ḈӰ‡ᵑ Ợ↔  ѻ‚  ▬ ╙ ḛ ₄ѻ. 
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˿́ᵑ ᶴѤ ᶷ ₉ὥᴛ ⱳ ᴛ⇔ ἝỮ ᵣө͙ 

 

□ʷᶕ : ╧  / Taehan Lee  

□ ᶕ : ♫ᶙ╘‮  

ᵛ ⁄תּ -  

 

□ Ἇᶕ :  

ἵ ≢‡⁄ ╥Ⱶ♠╬ Ӱ▫╬⁄Ἄ Ḻ‡Ϯ͙ ─ ⁴ ἵ─ ῷϳᴛ͎♠(?)╬ ▬‰Ḣᾏ╖ᴛ 

ӇҹῷʺѤ ˿↕ʺ ▓ѻ. ‡ ᶔ ╪ ▬  ⁵ᾎ ἄ̓ ▀ױᾅ ᴆ╪ ᵑ Ḳᵙ̆ ♣ ♠╬ 

▬‰Ḣᾏ╖ᴛ ӇҹῷʺѤ ˿↕₮ ˭ ѻᵑ ḕ ′ѻ. ѻᵣ Ͽ Ἰ╥ ὡ̆ᴛ∑╙ ͙́ʺ 

Ҝ‡ל‴ѻѤ ♩╙ ⱠΩ ̆Ѥ... ͙́⁄ ╥  '͎ᴎֿב' ͎ᵝ╪ Ợ ҿ‚╥ ụὡ ᵑ ⁷Ữᾎ ̆ 

▓ѻѤ ♩╪ ˺̰ ╪ᵑ ḙּש ѻ. ͎ױϮ ụὡ ᵑ ͎ᵙ˳ѻ̆ ṱ╙ ӥѤ ▀̓ ṱ╙ ө̆ 

ʾ͙ѻṒѱ ụὡ ᵑ ḛ˸ Ѥ ▀╘  ⁷  ѻᵎᶒ, (ᴆḽ  ╙ ᵾᵙ⁄ ͎ᵙᶒ) ḕѼ⁄ ԑ‡ֿב 

Ἰὡˠ╙ ︡‡ ₤ᵙ͙ ─  ᵙᵑ ̸ Ѥ ▀̓ ῷדʺ♫ ͛ ל╙ ╪↔ Ѥ ▀╘ ♣  ѻᵐ 

∟⁄Ἄ ᾎ▬ӇѤ ▀╪ѻ. 

ῼ̆ᵙּצ╙  ӥᴛ■╘ ѻ‚  ˿⁄ Ῥ ╙ Ọᵙ̆ ▫גϮѤ ᾏᶹ╙ ḕגṒѻ ♠♥  ФἍ╙ 

ἐ Ѥ ▀̓ ẋᾌ ѻ. (⁴͙Ἄ 'ἐ '╘ ᵰ↕ ˿ ♠╬ Ḉˁ⁄ ╥  Ṭʺ  ─▀ Ỏ╪ѻ.) 

˺̰ ▬╘ Ῥ ╙ ᵣӥѤ ▀╪ ῼ̆ᵙӥḉ Ӱ▫╬ ▬‰╥ ᾎ▬╪▫ ˺̓╪ѻ. 

 

□ʷ♩ṏ :  

╪ ╘ ᶷּתᶷ ∟ Ợ╪(Moonji cultural institute, Saii )⁄Ἄ ḈӰ‡ ῷ  ̪┴ ᴛ͎ע╙ 

͙ /⇔₅ ̆ ▓ѻ. 

http:// urlless.com 


