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A new generation

of viewers is targeted
through computer-
generated art

By GRAHAM SHEARING
RIBAUNE REVIEW ART CRITIC

ozt days, the most interactive [ get
i in frant of the MAC machine, or
on the telephone, navigating some

rofsitic voiee that is determined (o inform
me of unwanted options. Mention tech
nslogy with interactivity, and a small Black
cloud forms over my head and stays there
Laxt’s face it, zome people are interactive and
some are not. I'm not, particularly
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aperation of the “mouse” and computer tech-
nology in peneral. I doesnt take long o
grasp the rudiments at the latest interactive
show at the Wood Street Galleries, “Interac.
tive Domains,” although it might take longer
than the organizers think. Cuyator Murray
Horne has his eye on the new generation of
art lovers, who are likely to take to this type
of art as do ducks o water, He notes that
children have grown up with video games
“in which they control, in real time, their
performance in illusory and virtual worlds.”

Three of the four works in this exhibitboen
have similar characteristics to video enter-
tainmenta/games; the other is of a much
more serious rature,

Eduardo Kac’s “Genesis™ s prececupied
wilh the important issues relating to genetic
engineering. In the gallery, a Petnie dizh
containing a bacterium 15 subjected to
special lighting which causes mutations in
the bacterum itself You, the visitor, and
suyone on the Internet who finds the site,
can control the lighting by clicking on the
mouse, Kae parallels this with modifications
Lo & significant text, in this case, a verse
from the book of Genesis, which he succes-
aively translates (or transmutes) into Morse
code and then into DNA base pairs. By
linking these two elements, mutstion and
translation, Kac presents a precarous
analogy in which the visitor becomes a
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helplesa participant,

L Conrchesne’s substantial mstallation
creates in a darkened room the virtual
reality of a public park in Montreal. The
visitor can enter this space and there
encounter virtual visitors wandering in the
park. Clicking on the mouse facilitates zome
kind of engagement with these apparitions,
whi can take vou on Little trips through the
[hrkl']{ The illuzion of reality, il not wially
convincing, is certainly disturbing. This kKind
of tension between reality and fiction, which
was one of the themes in the last Camegrie
International, asks us W consider the nature
of communication, a major problem in
contemporary life,

Camille Utterback and Homy Achituv
imwvite you to walk into a space and view a
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large screen over the surface of which letters
of the alphabet fall like raindrops. By
entering the space, the visitor finds him- or
herself projected on to the screen itself. The
*rain” i5 interrupted and seems Lo form frag-

mients of words or sentences, As the vigitor
moviea about the room, the text seems to
change, Words are affected not by the brain
but by movement. The expenience i3
certainly magical and hypnotic and effects
another strange engagement, and over time,
a sense of disembodiment

Claadia Hart's “Playworld 02" is by far the
miost disturbing of the installations. A screen
presents serried ranks of laughing pigs, a
surresl audience that invites you to laugh
with them, (You dio — at hrst.) But if vou
press a button, conspicuously located on the

sereen, another aural element undermines
thie laughier. I s the sowod of a cring
woman that erecps up from behind, The
laughter of the PUEEY audience 15 under-
mingd; humior becomes menacing, Well, vou
pressed the button. 1 can't imagine anybody
remaining in thiz compelling installation for
miore than a few minutes

With video games, the participant can
reasonably get lost in the experience (it’s
only a pamel, But st Wood Street, the chal-
lange is the opposite — the artist and the
viewer need o sustain their own identities
The experience can be both stimulating and
exhausting.
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