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Conceptual background

TOKI/Cyborg Project: game, pop and cyber world explores the creative process of computer game design and the artistic development of game concepts. The project scrutinises the links between video games and popular culture and presents a discussion on the impact of games on popular culture. The project explores subjectivities in game environments: games that challenge ideas surrounding players, creators, and contexts; reveal new means of representation and interaction; present personal expressions of hardware; or otherwise play with notions of content, context, and form. The project analyses psychological spaces within the game structure and defines new modes of expression within the medium. 

The project demonstrates and exposes the hyper-realistic and illusionistic computer-graphic tools, creating a dialogue about the relationship between technology and female and feminist issues. The artist will present an awareness of the power of gender stereotypes whilst acknowledging that sexuality is a crucial dimension to life and identity in the project.

The project explores the domains of psychoanalysis, art history, Asian manga/anime (cartoon/animation), cinema, music, politics, cultural studies, contemporary mythology, ethnology, technology, mathematics, genetics, cybernetics, aesthetics, plastic surgery, feminism and eroticism.

The background of TOKI:

My work explores the myriad and complex influences that contribute to any consideration of a migrant Korean’s identity. I use a return to adolescence as a metaphor to search for identity faced by a migrant’s experience in new cultural boundaries as an ‘alien Asian’. In 2002 my practice hinged around the evolution of my fictional character, TOKI (Korean for Bunny). TOKI’s existence is a restless one and her manifestations shift between animal, human, Cyborg and spirit form, as I attempt to locate my desires in the worlds of cyberspace, 3D computer modelling, Japanese animé, consumer merchandise and the fantasy world of dream. TOKI is the embodiment of a sense of fantasy, sensuality, and seduction with a touch of madness. She is a product of Western consumerism, Japanese pop culture, Korean tradition, femininity and feminism.

TOKI is a digital personification and through her I explore the position of Korean women in society. She is an avatar, the recipient of desires projected onto a graphic personification. She becomes a vehicle for fantasy exploration inherent in the video game. From her initial inception, TOKI has been destined to star in her own video game. The video game will be an alternative game that provokes questions involving relations between the body and technology, male and female, and inner and outer states. The game challenges boy game culture and creates new relations between images, bodies, identities, and artefacts through the media in relation to game girl culture.  

Exhibition history: the evolution of TOKI

My project has crossed art form boundaries: from single channel video, to video projection with sound, from digital still prints to sculpture, and from interactive installation to live performance. Such fluidity stretches the relationships between audience, content, interactivity and presentation.

TOKI debuted as a human/animal hybrid form in my short video Bunny Cubed and premiered in a solo exhibition Hello TOKI ;) at Moving Image Centre (2002) and the Creative New Zealand Auckland office (2002). Subsequently she was graphically designed and mass-produced with her own inflatable marketing figure miniTOKI (plastic blow up doll). Hundreds of miniTOKI dolls were exhibited in the interactive installation titled Bunny Boom in a group exhibition at Anna Bibby Gallery (2003) and in Portraiture at te tuhi - the mark (2003). She evolved into a Cyborg, a 3D animated character - TOKI/Cyborg. The DVD projection installation TOKI/Cyborg was exhibited in the group exhibition Break at the Govett-Brewster Art Gallery in New Plymouth (2002-2003) and the Chang Mai International Multimedia Festival in Thailand (2003).

As a digital personification, the mercurial character of TOKI was explored and developed in the series of digital prints The Birth of TOKI. This series of digital portraits was exhibited in the Arcadia exhibition at Govett-Brewster Art Gallery (2003) and the Gus Fisher Gallery (2003). 

I received funding from the Arts Board, Creative New Zealand for the project The Evolution of TOKI. The Creative New Zealand funding enabled me to complete two major installations, 1) The Birth of TOKI: hundreds and thousands and 2) BOOM BOOM: super heroine super beauty. The Birth of TOKI: hundreds and thousands was presented at Starkwhite in Auckland as a solo exhibition (2003). The Birth of TOKI was exhibited in UPFRONT: the foyer art project as a part of Auckland Festival: AK03, where it was exhibited at Price Waterhouse Coopers foyer and the Generator foyer, Auckland (2003). The multimedia live performance, TOKILAND was commissioned by the Moving Image Centre for Interdigitate 2003 and performed at St. James Theatre (2003). TOKI became an avatar in a future video game. Her construction process was captured in the installation BOOM BOOM: super heroine super beauty. Consisting of four wall based DVD projections with surround sound BOOM BOOM: super heroine super beauty was funded by Creative New Zealand as a part of the Evolution of TOKI project and was exhibited at Starkwhite (2004). As a result of the success of the exhibition, BOOM BOOM: super heroine super beauty was selected for inclusion in Telecom Prospect 2004 at the City Gallery Wellington’s bi-annual exhibition of survey of NZ contemporary art and was installed at the Mediaplex, NZ Film Archive in Wellington (2004). BOOM BOOM: super heroine super beauty also was selected as a part of Break/Shift, the Govett-Brewster Art Gallery’s bi-annual review of NZ contemporary art (2004 ~ 2005). The recent project Super Toy was funded by Screen Innovation Production Fund, Creative New Zealad, as a part of TOKI/Cyborg Project: game, pop and cyber world and was also selected for a part of Break/Shift exhibition at Govett-Brewster Art Gallery (2004 ~ 2005).

Upcoming exhibitions

I have awarded Screen Innovation Production Fund from Creative New Zealand to create a series of DVD, TOKI/Cyborg Project: game, pop and cyber world.  I have awarded HITLabNZ(Human Interface Technology Laboratory NZ) Converge 05 Artists Fellowships for attending their workshops and conferences and to have access to HITLabNZ technology to creative new interactive work this year. I have got also offered to go to Shanghai to create a new project with a director Victoria Lu at Bund 18 Creative Centre this year. I am writing about my upcoming exhibitions for 2005 below.

Rear Window Project, TOKINARA, Dunedin Public Art Gallery, Dunedin, Febraury 14 ~ March 31, 2005

Video After Dark, TOKI/Cyborg, Dunedin Public Art Gallery, Dunedin, February 14 ~ March 31, 2005

AK05, BOOM BOOM: super heroine super beauty, AUT Gallery Outdoor Projection as a part of Auckland Festival AK05, Auckland, February 25 ~ March 13, 2005

Solo Exhibition, Powder Room, The Gus Fisher Gallery, Auckland, May 13 ~ August 12, 2005

Solo exhibition, AUT Gallery, Auckland, August 18 ~ October 22, 2005

Solo Exhibition, Show, Wellington, September 6 ~ October 29, 2005

Solo Project, Bund 18 Creative Centre, Shanghai, China, March onwards, 2005

Public Solo Project, Bananaland, Auckland City, DVD public outdoor projection, commissioned by Auckland City Art Council, Saatch&Saatch, and Vodafone, 2004-2006 

The importance of the project

I’d like to build on the success of TOKI related projects/exhibitions and seek opportunity to produce my work abroad through competitions and media festivals. I note the following factors in relation to the purpose of the application and selection criteria and emphasize the importance of my practice on NZ and Korean visual art.

· My work is consistent with recent international developments in contemporary art, re-looking at aspects of popular culture in relation to notions of femininity and with many artists in general looking at the way fictional animated identities are propagated within contemporary culture. 
· The TOKI/Cyborg Project: game, pop and cyber world is innovative in the use of 3D animation and game concepts as new media. I remain interested in works that expand our understanding of interactivity, of digital aesthetics, of narrative and in particular, the cultural significance of software and computer programming as cultural technique.

· The project is significant, as the dialogue created between technology and New Zealand Korean female issues is highly relevant and new in NZ contemporary art and culture. The Asian diaspora is growing in New Zealand with the Korean community among the largest. My practice aims to play a crucial role in society in identifying and analysing the role new technologies play in our perception and projection of a contemporary global culture. 
