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CheeseTalk, Hyborg Agency, 2022
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The speculative future of The Spatial Web
prompts the deployment of new digital
infrastructure on a global scale whilst art
practitioners enlightening by the oldest pioneer
of the metaverse — massively multiplayer online
games (MMOs). With the game engine becoming
a prominent tool beyond the gaming industry,
a broader group of artists started to create
various works ranging from digital sculpture
and audio-visual space to performance and indie
games. This new protocol of art production in
the virtual context has reconfigured the existing
cultural and technological interface, spiking
new branches in the expanded field previously
framed by physical-virtual division. From the
construction of an eerie archaeological temple
standing in an untrodden desert to a series
of intra-related virtual worlds conceptually
threaded by violence and freedom, the artists
in the show weave fictional civilisation,
immigration histories and cross-continent
geopolitics into uncanny cyberrealities,
extending new territories between art and
technology.

The project delves into spatiality and its
multiple connotations in the virtual environment

by commissioning artists to work primarily on
X Virtual's online community. From algorithmic
music clips scattered around a meditative and
boundless virtual space to RAI chatbots in a
fictional agency for hybrid cyborgs, the artists
in the show envision new forms of audio-visual
experience, after-image of the digital object, as
well as potential sentient mutants brought by the
accelerated development of cyborgs. X Uirtual
Incubator grounds interdisciplinary attempts
that destabilise and re-envision the intricate
web between digital art, virtual space and video
game through text, sound, video, scene, AI
chatbot and indie games.

X Uirtual Incubator is the inaugural project
of X Virtual — an assemblage of virtual worlds
that provides 3D meet-ups for art enthusiasts
and creative intellectuals. The project provides
first-person exploration of new digital art
commissions and is a result of the project
team's 2-year research on virtual environments
and online exhibitions. X Uirtual Incubator brings
together four artists working across China,
the UK, and Brazil, whose practices spark new
methodological archetypes for the impending
network of virtual art.

ZARZK Artists:

% -5 Kim Laughton
INfR 3% /R - 52 Gabriel Massan
FINIIFE CheeseTalk

FK7F ayrtbh
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Rim Laughton, Slab Ceremony, 2022
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F5W, GRRLEL , 2022
Rim Laughton, Slab Ceremony, 2022
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Rim Laughton
Slab Ceremony, 2022

Rim Laughton (b. 1984) is a British digital

artist currently based in Shanghai. Laughton
explores the fringes of post-internet aesthetics,
articulating human perception and realism with
hyper-real computer-generated 3D graphics.
Laughton's work blurs the boundaries between
tech demo, music video, experimental film,

and viral content - often exploiting cutting-
edge imaging techniques to conjure feelings of
nihilistic dystopia.

Slab Ceremony is a new body of work
comprising two interconnected virtual worlds
and a physical installation at X Museum. Central
to the narration is a temple of unknown past
standing in an untrodden desert. Through an
explorable open temple and ceremonial objects
neatly arranged in a gallery environment, the
artist weaves fictional civilisation and saturated
landscape into an archaeological verisimilitude.
Slab Ceremony is structured with an attempt to
represent a 'reproduction of a real historic site'
that can only be puzzled by each participant's
imagination. The work is commissioned by X
Uirtual Incubator.
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Gabriel Massan
Ball of Terror, 2022

Gabriel Massan (b. 1996) is a Brazilian digital
artist currently based in Berlin. Massan works
across a wide variety of new technologies

to create virtual worlds that encompass 3D
sculpture, scene, and sound. Characterised by
maximalist, abstract visual representations,
Massan's works are virtual constructions of
diverse societal issues such as terrorism and
war.

Ball of Terror is a new series of work
containing four intra-related virtual worlds
commissioned by X Virtual Incubator.
Conceptually threaded by violence and freedom,
the work stems from the artist's war memories
embodied by the abstract simulation of 'Baile
Funk'. This Afro-diasporic music is heavily
criminalised due to its working class root in
the favelas of Rio de Janeiro. Combining the
suppressed voice with visual tropes such as
smoke, fire, and habitation, Ball of Terror renders
a flctional environment between security and
insecurity, turbulence and tranquility.
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ayrtbh
Hyperbolic Time Chamber, 2022

Wang Changcun (ayrtbh, b. 1981) is well versed
in digital, internet-based and algorithmic
languages. He is currently based in Hangzhou
and Shanghai. For nearly two decades, his visual
and musical artworks frequently reference
temporal and spatial structures that are virtual
in nature and directly reflect the conundrum
of suspended motion and mobility in an
intersubjective environment.

Hyperbolic Time Chamber is a new audio-
visual virtual space commissioned by X
Uirtual Incubator. Twenty-eight electronic and
algorithmic sound clips are scattered along flve
rings in a meditative virtual space composed
of white ground and blue sky. Changes in
sound intensity, enhancement in one sound
and reduction in the other can be perceived
when moving around the space. With minimal
visual representations, participants' auditory
systems become the essential navigator for a
unique virtual soundscape that is mixed and
synthesised by themselves.
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CheeseTalk
Hyborg Agency, 2022

CheeseTalk (b. 1997) is a Chinese artist and
researcher currently based in London. Situating
between chatbot and storytelling, her artistic
practice is primarily centred around AI
technology in the virtual environment that brings
about fantastical cyber realities. Inspired by
conversations between virtual characters in
video games, chatbots in her work are often
imbued with personifications that lead the
narration and steer curiosity, fuelling intimacy in
human-AI interaction.

Hyborg Agency is a virtual world that
fantasises new biotech life form in 2600. The
work is commissioned by X Uirtual Incubator.
'Hyborg Agency' is a future bureau for intelligent
mutants that manifest in life forms, itself a blend
of 'hybrid' and 'cyborg’ in the literal sense. In
a mythical forest, three deer-like hyborgs are
wandering, with few digital objects floating
around. Through three deer chatbots, the artist
attempts to facilitate communication between
participants and hyborgs, as well as to contest
potential scenarios brought by the accelerated
development of technology.
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Realm Making and Time Morphing

¥ ®w¥IX Author: Banyi Huang
E¥: BRE®  Translator: Yindi Chen

(RER) RINPEFEE—MBRAERE, WAMETEIZE (the Hyperbolic Time Chamber) , tBFLE “KEfHATIE
B” (BHrRoiE) . XTTEETFMREREZ L, BAETENNER. TERBHN—FERTFINT
M—X, EEETIELIFEERE, SANHAERSARBETLER (Simabandha  FHEY) #
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ko

In the Dragon Ball franchise, there exists an
esoteric dimension named the Hyperbolic Time
Chamber, also known as the Room of Spirit and
Time. Hovering above the Earth's surface, the
chamber boasts a different flow of time: a year
inside is equivalent to a day outside, making it
much more efficient for fighters to train there.
The sealed-off nature of the chamber has a
parallel in the concept of Simabandha (\Eﬂﬂmﬁl
£5%]) in Mahayana Buddhism. Referring to the
"protective sealing of the boundaries," sacred
realms are demarcated through ritual and the
positioning of spiritual objects, thus encouraging
a different flow of time inside.

As techno-capitalism increasingly
colonizes our attention and sense of identity
across physical and virtual reality, can we
take advantage of open-source platforms
to create virtual spaces with protective
boundary-markers? How does time morphing—
compression, expansion, looping—manifest itself
in virtual realms?

With an experimental framework, X Virtual
Incubator commissioned artists Kim Laughton,
CheeseTalk, ayrtbh, and Gabriel Massan to create
3D worlds using Spoke, an online 3D scene

editor developed for Mozilla Hubs. Utilizing the
ability offered by Hubs to collaborate on virtual
worldbuilding, the Incubator brings together four
different ways of realm-making, involving time,
spatial orientation, and movement.

In navigating browser-based 3D space,
movement consists of a sequential choreography
of bodily actions: moving the mouse or trackpad
to change the view, pressing WSAD on the
keyboard to move around, and registering both
visual and sonic information from the screen.
The user's eyes adjust to what is being revealed
at the extremities, as opposed to UR, where total
immersion creates the perception of depth: the
entire body drives changes in one's point of
view.

In Slab Ceremony, British digital artist Rim
Laughton uses simulation to create a fictitious,
self-referential civilization. Standing between
an unending desert and sky, a temple complex
awaits discovery. As an orchestral soundtrack
sets a tone of blockbuster awe; the visitor
ascends textured sandstone steps to arrive
at a ceremonial platform. On a few slabs lie a
few cryptic instruments: a mortar bowl, tools,
and molds bearing hieroglyphic markings. A

XEEHA

£ (RN B, RERFEARARE FWEPRPRACIET — M BRIEY (self-referential)
HENXH, — M HRERBCUIALRIIESRTZE, FH/ERLN. MEEXRERIWESA
RROFE, ENEZLHELEENVWAEEH, RKE—MNURE L. JUREIRERES/LAHHMWER: —
MR, TR, MEBEREASHER, BRETANAOBER—MEYIE, RUEKBSMXEBENIZ
i B MIMESkMANEENES M. HRENEFNMNAEERE, N—KERNERSEANENET.

AR EASIEYENENTEZH, SMETIFFEN T EFRNANFHER ZEIPEX;
BRI T ARERERALNE, XMESELRE. JFEMEBRENNSH. MRAILUCHERERE
M—RIEX(ELL, BRABYIERILIREERAMIE BRHALZ T HIENME, SUWASLXALIET
— P ERSBOEE, EMEEPHALEBERIER,

RIEPRAEZ A BB R MEERUMRUBINEE, BRESRIZEENESER. MENKEXSTN
ARSI EAVITHIN, ATERNNS. BR. TERENXATEEMNER. ZARBHAAENIIERN
fEm CEMIERNG) BEMEETF —MOMEROMD=H, BEFEEREER (Hyborg) —HEF
B ZHHERNEBEREY, ERENHARINBFLUIRF, SVWEREESWNEELANEERBER
TEE, XEREREERMNZEEBMALE, FERNRKBSENMEE, SNOUQFE7E, 5
RETRE. SXELYNHRBEHENRZEE00FHEEREIMN (Hyborg Agency) BIER, WIZFIE
17, REEANATERNNABRFLIHNESRGTRITERIIEE,

XERERRIL TEFRNENIRENZE, BIEREINEE XEECRRK, ABRAOFHEL
MEWHEERE. BAME. FEFRWNEHX-FTHMBER. IFEURERH B F IR EARIEIERIE
Y @ITCHX R, 5 (RIRMNE) M CRIERH) EETLIENEFMIMARMES, ERKEFN (
FR SRR E) MINfERKR/R DR (BHER) WRNEEFZTOE, EREEETN.

EKF, (FERSHEREE) , 2022
ayrtbh, Hyperbolic Time Chamber, 2022
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MAmBRRR- 5%, (BHER) , 2022
Gabriel Massan, Ball of Terror, 2022
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portal underneath the complex leads to a museum, where
various civilizational artefacts are on display: a replica of
the species' head or mask, a miniature model of the temple
complex, and, notably, illustrations that demonstrate the
functionality of the instruments.

Between the connected virtual spaces of the temple
and its adjoining museum, the visitor jumps between
non-specific references to indigenous ritual worship
and extraterrestrial imagery; movement is experienced
through meta-anthropological time, a dimension oriented
towards preserving, categorizing, and making sense of
things. If the temple complex can be likened to an essay
text, the museum could be seen as footnotes that provide
anthropological metadata to the visual information.
Laughton's enigmatic civilization created a self-referential
archive to allow visitors to discern what life was like.

Serving a similar function of contextualizing and
narritivizing, AI chatbots present valuable sources of
information to be mined. As tech giants vie for control over
AI-powered search engines, AI's relationship to power,
accessibility, and resources becomes more complicated.
Hyborg Agency, by artist and researcher CheeseTalk,
deposits the visitor inside a mythical forest clearing
inhabited by hyborgs, which are hybrid deer creatures
made from discarded machine parts. Amidst crystalline
foliage and floating e-waste, the visitor follows a trail of
breadcrumbs in the form of holographic dialogue boxes.
The hyborgs, with bobbing classic Macintosh computers as
heads and translucent skin stretching over their machinic
organs, wander around grazing on metal. Chatting with the
creatures reveals they were all created in the year 2600
by the Hyborg Agency and programmed to fulflll crucial
functions in the larger ecosystem of AI and personal
electronics.

Exhibiting the logic of their programmers, the hyborgs
seem to thrive on accelerationist time, devoted to their
roles of digesting and recycling precious metals, improving
internet speed, and reiterating their loyalty to Steve Jobs.
CheeseTalk marks the realm with big tech e-waste as
symbolic spiritual objects.

While Slab Ceremony and Hyborg Agency focus
mostly on visuality and language to create narrative arcs,
Hyperbolic Time Chamber by ayrtbh and Ball of Terror by
Gabriel Massan, reach into the sonic realm to bring forth
affective dimensions. Directly alluding to the meditative
and time-bending nature of sealed off chambers, ayrtbh
provides a minimalist virtual soundscape. Here, all visual
elements are laid bare at first sight: seven concentric blue
rings ripple outwards on a white ground. Movement—
whether between the abstract circular spaces or orienting
the player to different views—activates the layering of
different sound clips, as well as fluctuations in volume

X VIRTUAL

and intensity. Stepping outside of the seventh ring
stops sonic outputs entirely. By intentionally leaving
a blank space (8 H), the work draws its spiritual
boundaries by closing in on itself, without making
visual or linguistic connections to the outside.
Rubber rain, pulsating organs, metallic vibrations,
and other electronically-composed effects create an
echo chamber where time loops in on itself, just as
in the Room of Spirit and Time.

If ayrtbh minimizes visual information to
allow spatial mouvement to trigger sound, Brazilian
artist Gabriel Massan embraces visual and sonic
maximalism in order to drive intensity in movement.
In Ball of Terror, Massan sets the scene with visual
and sonic bangers, presenting four interrelated
worlds threaded around binary pairings of violence
and hope and death and regeneration. Amidst
3D scans of graffitied urban architecture, these
carnivalesque worlds are inhabited by a community
of beings with bulbous limbs. Flailing around,
spinning, hovering, dancing, their movement is
artificial and programmatic, while their colorful,
hand-painted textures bear traces of the gestural
and the organic.

Massan makes use of Baile Funk, an Afro-
diasporic dance music that emerged in the 1970s
in the favelas of Rio de Janeiro. As a form of music
that is heavily criminalized and policed, it sees its
visual counterpart in the billowing smoke that is
pervasive throughout Massan's world. As the visitor
travels through raw emotive landscapes connected
by signifiers of urban warfare and systemic
violence, soundtracks featuring hyper affectatious
basslines, syncopated rhythms, and high-energy
vocals are triggered. The stereo sound traveling
between left and right reinforces a sense of spatial
movement. Movement, after all, is the basis for
transgression and resistance.

From meta time to accelerationist time,
looping time and affective time, time functions
in these simulated worlds as both a dimension
and an overriding logic. By establishing varying
conflgurations of visual, sonic, and language-
based experiences, each X Uirtual realm delineates
its boundaries through time. It invites different
energetic states and opportunities for somatic
navigation, offering a unique perspective on time
and space in a virtual environment.
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