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Sey Min, Tectonic Movements (2024). Courtesy of the artist.

as above / so below showcases the works of three
artists from MediaSonyo (B|C|0{4:14), a Korean media artist
community galvanized in the accelerated environment of
Seoul’s art and tech community. Operating since 2020,
MediaSonyo provides a space for women working across
media by providing networks, knowledge exchange and
lineages of support. For Libby Leshgold Gallery, artists
Seohyo, Sey Min and Yaloo delve into the intricate relation-
ships between idea generation and the generative computa-
tional processes that animate their practice.

The phrase “as above / so below” originates from
Hermeticism, a philosophical and mystical tradition that
emphasizes the correspondence between different levels
of reality. It suggests that what happens on one level is
mirrored and layered on another. This concept, tradition-
ally imagined as a relationship between the celestial/spiri-
tual and an earthly existence, is explored in the exhibition
through relationships between the visual and the physi-
cal, the ethereal and the earthly, the micro and the macro,
beginning and flourishing. The artists expand these dual-
ities through works that interpret individual patterns and

the influence of larger, collective dynamics—and where they

intersect and coalesce with digital technologies.

as above / so below presumes an embodied viewership.
Using spatial design as a conduit for the interpretation of
data, the exhibition invites us to sense (as opposed to see) a
profound generation of content and ideas.

This exhibition is the second of an ongoing series
of projects by MediaSonyo, under the title Generation
that Generates.

Public Programs

Opening Reception
September 12, 6-9PM — Libby Leshgold Gallery

Panel Discussion : Sey Min, Seohyo, and Yaloo
September 13, 4PM — Libby Leshgold Gallery

Talk : Ben Evans James
September 26, 6PM — Libby Leshgold Gallery

Talk : Celinge Wong Katzman

November 7, 6PM — Online
Please see [ibby.ecuad.ca for registration information.

The Libby Leshgold Gallery respectfully acknowledges that we

are located on the unceded, traditional and ancestral x*mafk*ayam
(Musqueam), Skwxwii7mesh Uxwumixw (Squamish), and salilwata?}
(Tsleil-Waututh) territories.
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sconvo dnapescape Generator ..

Shapescape Generator (2024) is based on an algorithm created through
simple rules that generate randomized images autonomously. The imag-
es are generated according to a randomness constructed within artistic
constraints, so that they are related to each other, and constantly evolv-
ing through repetition. Depending on its size, the image evokes a sense
of perspective, and is reminiscent of a landscape. This work is not about
designing the images themselves, but rather the process of generating
images and their behaviour. I created a grid by extracting randomly
located dots within the rules, and explored the limits of the algorithm
to create room for creativity by deciding how many shapes to use, what
colour palette to use, and how much freedom of movement to allow.

My work engages in a dialogue about the intersection of control
and unpredictability, and the interplay between individual and collec-
tive dynamics. Shapescape Generator emphasizes the generative process
and the evolving nature of patterns within set constraints, which reso-
nates with the other works exploring Al-driven processes, dualities, and
digital evolution. I envision my work complementing and expanding
the conversation around how simple, algorithmic decisions can lead to
complex and interconnected outcomes, mirroring the broader themes
of the exhibition. Through this, I hope the works collectively high-
light the beauty and complexity of systems that exist both within and

beyond our immediate perception.
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SEOHYO SEY MIN

is an artist and programmer based
in Seoul. Her installation and performance
works combine everyday objects with
media technology to render them unfamil-
iar, allowing viewers to perceive ordinary
things in new ways. Seohyo teaches media
literacy education programs with a focus
on exploring the possibilities of coding
through Creative Computation. During the
pandemic, she expanded her daily coding
practice to generative art, which began
as a way to connect with others online.
These works have since been featured on
urban billboards at the Korea National
Museum of History (Seoul), Kerry Center
(Hangzhou), Ten Square (Singapore),
Hoog Catharijne (Utrecht), Ebisu Garden
(Tokyo), and Incheon International
Airport. She has taken part in events such
as Demo Festival (2022), D:Art Festival
(2022), the Asia Triennial Manchester
(2011), the Gwangju Design Biennale
(2007), and SIGGRAPH (2006).

is a visual media artist who
creates digital art using data and Al to
explore new forms of realism through data
visualization and Al-generated imagery.
Her recent projects have experimented
with the content-ification of everyday
data through AIL For one project Sey
transformed Seoul’s daily expenditure
data into Al-generated stories that were
automatically livestreamed on X (Formerly
Twitter). She holds a master’s degree from
Pratt Institute, and was a researcher at the
MIT Senseable City Lab. She has collab-
orated with SKT, Intel USA, VICE, and
Google, and has been featured on TEDx
(2011, 2012), CNN Asia, and the MOMA
blog. She has exhibited at the National
Museum of Modern and Contemporary
Art, Media City Seoul, NeurIPS, ZKM, and
Google Art & Culture. She has also taught
at Sogang University, directed SeoulLight
festival (2019), developed Praxis.ai,
and was the 10" president of Gyeonggi
Content Agency.

SEY MIN T@Ctbﬂic Movements 2024

Tectonic Movements (2024) explores how Al accelerates the visualiza-
tion of compressed geological time, allowing us to see Earth from both
micro and macro perspectives. This artwork creates a new visual narra-
tive by using generative artificial intelligence to visually reconstruct,
reproduce, and distort geological facts, ranging from the glaciation of
the late Pennsylvanian subperiod in the Paleozoic era to the breakup of
Pangea in the Jurassic period of the Mesozoic era.

As part of the “NonFictioningFiction” (2024) series, this work
demonstrates how scientific facts and data can evolve into artistic
expressions through Al technology, blurring the boundaries between
the objectivity of information and artistic imagination. In doing so, it
poses a thought-provoking question to the audience: are we seeing
facts, or are we experiencing creative distortion?
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vaLoo RROO 2024

Roo was originally created for a solo exhibition at the Gyeonggi Museum
of Modern Art—one of the largest spaces I've ever worked with. My aim
was to rethink, rework, and combine elements from previous installa-

tions: Pickled City (2022), Birthday Garden (2022), and Homo Paulinella the

Lab (2022).

Homo Paulinella the Lab is a project featuring a novel, video,
and installation that tells the story of a post-human species with an
advanced digestive system capable of photosynthesis. Birthday Garden is
an immersive installation that explores the spread of K-culture, cultural
identity, capitalism, and globalism through the setting of an underwater
archaeological site. Pickled City is an imaginary future underwater city
inspired by Korean folklore and ancient artifacts as it acknowledges the
stereotypes of contemporary urban landscape of East Asia present in
the commercial CG animation industry.
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YALOO ojtjol 414 (MediaSonyo)

is a South Korean visual artist
working with digital media. She holds a
BFA and MFA in video art from the School
of the Art Institute of Chicago. Yaloo is the
recipient of international residencies at
ZerOlne and Asia Culture Center (Korea),
the Fukuoka Asian Art Museum (Japan),
Western Front (Canada), La Bande Video
(Canada), Headlands Art Center (USA),
Bemis Studio Art Center (USA), and Pier 2
Art Center (Taiwan). She has participated
in numerous exhibitions and screenings
around the world. Yaloo was awarded a
Lyn Blumenthal Memorial Scholarship by
Video Data Bank and won a Gold Prize in
visual arts from the AHL Foundation in
New York. She was awarded the Gyeonggi
MoMA & IBK Young Artists Award and 1st
H/ART AveNEW New Media Art compe-
tition in 2023. She recently completed a
solo exhibition at Gyeonggi Museum of
Art (Korea). Yaloo is faculty in the depart-
ment of Experimental Animation, School
of Film/Video, at California Institute of
the Arts.

is a community of women media
artists, founded to amplify the social
voices of underrepresented groups facing
persistent disparities in technology-cen-
tric environments. In 2023, mediaSonyo
launched its first exhibition at Art
Center Nabi, followed by an Al workshop
with Korea Arts Management Service.
MediaSonyo advocates for an inclusive
and open community that transcends
geographical, national, and individual
boundaries. While it began with women as
its focal point, the community strives to
become a platform for all beings affected
by social inequalities, fostering solidarity
and collective action.



a conversation with

MediaSonyo oicioauetel chzt

This conversation has evolved from a series of questions between O| CH=h= O|C|o1 L, il offBtA KA (FIA| CIXIO[L),
MediaSonyo, exhibition designer Ben Evans James and Libby HHA[AF 2HE[H[2AZE Ae2| C|2E] F F2i|0|Ef) AtO]
Leshgold Director + Curator Vanessa Kwan. As a group we’ve been o| R JtX| HZ0l|M H|ZEQUCE RE|l= BH HES TAl
in conversation for many months, negotiating time changes, time- S| S MO Z JIHRT| ffo] AlXH 2E, 7le B
lines and technologies, to bring these works into the specific con- HIE @358l LI7tH o] & St CHetE Li=RICh 3249
text of the gallery space. Spatial dynamics and embodied viewership A ANE St 2Ee FEo| 27t =2EH =
has been a large part of our discussions, and how to bridge the in- 2 FHRLH, Y0|2t= ST 2UE AHE0] 7HE Al
tricate work of coding with the poetic and philosophical underpin- o, oA 7|8t o{FAH HEAIZ X0l cHsi nalsy
nings of the work. In many ways the conversation highlights how as Ct of2f HOol|M 0] Chzt= KA A|O|=HTETH IR ) > T 0|
above / so below envisions the flow between individual consciousness Helel ol oot FEte] Al HY ALO|2] SEE HEA O
and collective pattern-making; how we bring broad practices into HU=X, T2 ™2 HetE 32tol| o{EAH 2t EX,
finite spaces, how artists relate to and support one another, and how OlE2tS0| ME O{EA| 2AE W1 5=X E 248 o
we invite the public in. A SIS LX(0l CHol 2=k UL

O|C[0{2~LH0]| TS

Of MediaSonyo
ediaSony

SEY MIN  It’s very encouraging to see women, especially Korean female artists, BIMS]: o=t 7| 20| WXtSH= O|C|0{OtE 20to| M Y S, £3|
gaining more recognition in the field of media art where art and tech- ot o A71E0| HE O F242 LIEHD U= A2 22X 272
nology intersect. However, in areas requiring advanced programming 2O[X|2, Ig T2 7|=0| ERP 20| M= 63| IS4+
skills, only a small number of women manage to survive. Particularly o (i E0to| aoten ULt 83| ‘6t= ZE BOMM 7|22 HE
in the field of hard coding, there are very few women who directly ChF= 082 S440|0 B HHX|X| GRUCEH HIE 68 & OfLlet
handle the technology, and they are not well-known. Not only for DICIO{OFE Z0F EM|Of A CHgo] £F8 Heltt,
women, but the field of media art in general lacks diversity. D|C|oj44= 2t 0 O|CI H71E0| o ol F5 &

MediaSonyo was established to create an environment where = 7 Us BEE £d517| 2l SR-EIUCt £9| D|C{HOFEO| A
Korean women media artists could receive more recognition. In s Selo HYS0| TF 18 7|8 AlFstL e AME B0l
particular, we wanted to move away from the trend where technolo- WS K| YSHH, MALE SAlStE Y E2tES| HEE A RSHIA R
gy-focused works often appear as mere showcases of advanced tech- Ct D|CIo{ A= OIS &S Aol F5 20 o oy
nology. Instead, we aim to highlight the strength of female artists in ofl 2t D otstX| gD EEFQI CHFE g F75t1 Ut
emphasizing narrative. Notable for promoting diversity, our focus is
not limited to women; we strive to pursue a broader diversity that
includes all perspectives.

YALOO When I moved back to Seoul during the pandemic, I was fortunate Y2 IZL} 19 TH S 7|2t S M=o Sotet A= o O|C{0{otE
to participate in a couple of funded programs within the media arts HRLIE| Lol AH = 74X] X Z2 2ol Fo{E 7] 7t AACH.
community. I noticed that people in the media arts field are gener- O|CI0{0LE Z20r2| AFRES AlZf o0l B3l TEtHez O st
ally more friendly and inviting compared to those in the visual arts. I 1 HEHEO|2tn RCH 0|2 D|C|ofotEY} 71T EHEE 2= Qlsl
suspect this is due to the collaborative nature of media arts and the H ZEH0|D Zo/Hel EHE 0|8 + A &F0| HSHX|7| 0]
way it fosters a more inclusive, creative team environment, whereas OfclZh BiCh BHH AlZt ofj& 2 DR T FES flo 2551 st
visual artists often work in solitude to create idiosyncratic work. = 20| ULk

The media arts field in Seoul is heavily populated by artists AE°| D|C|o{otE HRLIE|Ol= S=tat CiXtelE S8T &
with engineering and design backgrounds. It’s been fascinating to 7}=0| CHEE0|C}, A2} o =2t O|C|o{OLEof CHa of7t= 42 Of
navigate between the fields of visual arts and media arts, as there ¢ S0|2% =, 2ot 20| giS0= I WXHE chs &15h=
aren’t many who explore this intersection of forms, even though AR S 0| BA| BACE. D0 & 20F AOJ0il= aFet xHo|7t |
there’s no clear separation. Despite this, there’s a significant gap Ct. D|C|O{OLE 20te] o= ERS2 StaX T} ols WA,
between the two worlds. Many of my peers in media art are also CIXFRl 7|& 23e], 2C|2 HIFY £X| Sof 2es| Hojstna Ao
actively involved in academic electronic art conferences, design/tech Lioi 7 =0l E2| Lot = Rl= & B0 FACL
fairs, and audiovisual festivals, which has been eye-opening for me in © RMiE, MEE Botet B Yots Ae 2 A HO
terms of seeing where else art can go. Lt SElll S Bl R e Lip L0/ s e =01 2 W &

Working closely with Sey and Seohyo has been incredibly 7h2hi= EfOIE0lM HojLts D0 CfS A off Chef 2Ist =
inspiring. When I first met them, I was feeling a bit lost as I grappled = S22 GEOIUC L =L ofzh T LIo|7F Bl & Ze| Xl
with the transition out of the emerging artist category (just because FA7PE 28 [ES BT BaoiM 2 HgE S O
of my age) and unsure how to navigate this vague, post-emerging E= Fotolitl= 28 =O0F 2225 B 4 ATk BE0| ¥7l=
phase. Seeing them, both slightly older and continuously creative, X 2,
pushing boundaries and advancing their work, was really reassuring.

Sometimes, you just need to see someone else doing it to believe it’s
possible for yourself.

SEOHYO My work started during the pandemic as a daily ritual to ease my Mad: M9 2|zh S IHE Y 22 dAch| S N
anxiety. I would find inspiration in my everyday life, create an algo- Q1 O M(RTU) O M AIZE|UCH LYOM &HE 2o ZnelE5s ¢
rithm, and share the results on Instagram. Initially, it was more about =1 1 2NE AR SRIUCE HSolls &S50[2t7| Elt=
documenting my daily routine rather than creating art. Over four LtS Y& 7|18sh= 0] ZH7t%iCt 43 Bo| XLt o] 212 O0|H
and a half years, this practice has evolved into a deeper exploration tedot AN Boof OfSt ME S EpE YEgch 22|10 F
of aesthetic possibilities and computational expressions. I've also 40 HEHE BHFS TA|Q AT} HET W0 M XE5H= A
expanded the presentation of my work onto urban screens and within OF SHFE|UCE L= O A CIX|E OtEZL SE|H M A2t ofEA
architectural contexts, reflecting the forms of their locations. As these SYE D B8 = A=K M2R S| ZARI0| HSstn YFt
long-term projects continue, I aim to further explore how digital = Y™S Botaxt ettt

art can integrate with and respond to the physical world, constantly
adapting and growing with each new environment.

1




Of Light Passing
Through Air

SEYMIN I often work on digital screens, which can sometimes make me feel
confined to that space. Bringing my work into a physical exhibition
space allows it to feel more alive and tangible. It transforms the digital
into something real and immersive, giving visitors a more embodied
experience of the work. This transition from screen to physical space
allows the audience to intefact with the work in a more direct and

meaningful way.

YALOO The theme of as above / so below resonates with my work, particularly
in how it explores the interplay between different levels of reality. My

work often navigates between the digital/physical, the virtual/real,

and the conceptual/tangible, further, the gap between personal narra-

tives and collective histories, and between speculative futures and

present realities.

I hope that my work will engage in a dialogue with Sey and
Seohyo’s works in the exhibition, creating a cohesive narrative that
explores the theme from multiple perspectives. Spatial design plays a
crucial role, transforming the digital into something that can be phys-
ically navigated and interacted with, blurring the lines between screen
and space. For this project, I used Unreal Engine as my primary tool
for the first time, along with Metahuman. I began by scanning my face
to create the base model, and I collaborated with musician Yetsuby,
who motion-captured herself while recording the audio track. Navi-
gating these new tools came with challenges, but it’s important not to

be discouraged by technical setbacks. Having a network of friends and

collaborators to assist throughout the process was invaluable.

SEOHYO  Shapescape Generator (2024) explores the duality between control
and randomness, order and chaos. The algorithm I've created follows
simple, consistent rules, generating images that are constantly
changing and evolving. This mirrors the concept of interconnected-
ness across different levels of reality—how a set of small, controlled
decisions within the ccde can lead to an infinite variety of outcomes,
much like how the micro influences the macro, and the individual
shapes the collective. My focus on the process rather than the end
result reflects the exhibition’s exploration of how deeper patterns and

B 201 Choto

behaviors emerge from seemingly simple actions.

Of Process

SEY MIN [ start with research—technical research for visuals and contextual
research for the story. Since this work is part of the series
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“NonFictioningFiction,” which explores data realism and Al surreal-

ism, I've conducted many experiments to enhance visual elements

and to understand how tectonic shifts relate to my themes, partic-
ularly the generative processes. I primarily work with generative Al
systems, using tools like ComfyUI to test various models, IPAdapt-
ers for consistency, AnimateDiff for smooth movements and camera
controls, FILM for interpolating frames, and various upscaling tech-

niques to refine the final output.

I am always interested in how we can maintain balance in our
perceptions. [ appreciate data because it reflects our reality, which
inherently possesses duality and diversity. From this perspective, as
above / so below highlights that we live in a world with many differ-
ent facets. Diversity is a crucial value for maintaining the balance of

power in society.

SEOHYO  Rather than trying to create more complex, innovative, newest, and
largest works, I find inspiration in revisiting simple algorithms from
the past, or finding interesting algorithms in everyday life. This
approach allows me to capture the subtleties of everyday life, which

sits at the core of my creative practice.

YALOO It’s been really enjoyable conceiving possible iterations of this group
show. Most of our focus has been on rethinking the logistics of the
installation as a three person show and making the work site-specific
to the Libby Leshgold Gallery. The emphasis hasn’t been so much on
the differences between Korean and Canadian audiences, but I am
genuinely curious to see how the community here in Vancouver will

perceive and interact with the works.
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