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Contemporary artists constantly find new ways to change how we think about

technology and the objects that surround us. When conceived as art, animation, a form

so pervasive that we sometimes do not notice its presence in our visual environment,

yields the power to make us reflect about the role of images and moving-image

technology in our understanding and experience of the world.

The exhibition Animation as Art:

A Multi-Sensory Experience was
remarkably timely. It reflected

the Museum of Texas Tech long
standing commitment to presenting
contemporary art through exhibitions,
educational programs and scholarly
publications that chart new territory.
The exhibition gathered the work of
more than 30 national and international
artists and exhibited both their
animations and the devices they used
to create them or the environments
they transformed. The exhibition was
accompanied by a rich educational
program comprised of two lectures and
four workshops that spread the taste
for animation among the Texas Tech and
Lubbock communities.

The exhibition—the first exhibition on
animation showcased at the Museum

of Texas Tech—is a tribute to the
professionalism and organizational skills
of its co-curators, Dr. Jorgelina Orfila,
(Art History, TTU), Dr. Francisco Ortega
(Graphic Design, TTU), and Dr. Christine
Veras (Assistant Professor of Animation,
University of Texas at Dallas).

We would especially like to thank the
artists who lent their artworks to the
exhibition and those who came to
Lubbock to offer talks and workshops

to the community.

Itis a pleasure also to acknowledge

the Society for Animation Studies; the
School of Art at TTU; the Harry W. Bass
Jr. School of Arts, Humanities, and
Technology at the University of Texas

at Dallas; the JT. & Margaret Talkington
College of Visual and Performing Arts
at TTU; experimenta.l. Animation Lab at
the University of Texas at Dallas; the Art
History Area, School of Art, TTU; and
the Ryla T. & John F Lott Endowment
for Excellence in the Visual Arts,
administered through the TTU School of
Art for their support of the exhibition.
The present catalog was made
possible thanks to a Faculty Research
and Creative Award from The JT &
Margaret Talkington College of Visual &
Performing Arts, Texas Tech University.

Dr. Aaron Pan
Executive Director
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“What is in a name,” "A rose by any other name would smell as sweet,” says

Shakespeare’s Juliet as she argues that the only thing that matters is what things are.

But names are powerful, especially when they are in a title. The terms animation and

art cannot be clearly defined, they have different histories and uses in general speech.

Art, as High Art, developed in the West
at the end of the 18th century, when
objects with certain distinctive formal
attributes and cultural significance
began to be considered as belonging to a
sphere beyond the everyday phenomenal
world. Boris Groys has suggested that
the creation of art museums in the 19th
century encouraged western artist

to create works whose sole function

and purpose was to be showcased as
"art.” Scrutinizing and problematizing

the artworld and the institutions that

changing ideas about time and the nature

of the universe that contested an ontology

and epistemology structured around
the belief in stable entities (objects) that
resulted from the combination of matter
and form (hylomorphism.) Animation
derives from the Latin anima, that is,
the soul and, in general, the incorporeal
essence of a living being. Animation is
a time-based moving image form. As
animators create pre-filmic material
using fine arts techniques and materials,
this form is free from the expectation to
realistically represent the

The eXhibition aimed world that haunts live film.

at illuminating the
animators’ creative

process

determined which subjects and aesthetic
modes are counted as Art, became one of

the main thrusts of contemporary art after

the 1960s. Nevertheless, the mainstream

modernist definitions of the term have not

completely lost their currency.

The advent of the film camera and
projector at the end of the 19th century
reflected a new interest in movement and

In the early 20th century,
animation was understood
as a subsidiary film form
related to graphic cartoons,
magic, vaudeville, and the
entertainment industry. Its
place in culture changed
dramatically with the
advent of digital technology: in the 21st
century, animation is pervasive and
practically omnipresent in everyday

life. As an artistic expression, animation
challenges traditional approaches to

art and explores motion as a way of
expanding the materiality of physical
objects central in western ontology and
epistemology. In this way, animation

favors an understanding of the universe
as an interplay of intensities and entities
in constant flux.

The exhibition aimed at illuminating
the animators’ creative process by
presenting their pro-filmic (phenomenal)
materials together with the finished
animations as well as devices that
create the illusion of movement out

of static images. Torre, for example,
engraved glass goblets with figures
representing the phases of a bird’s
flight, while in Alvarez Sarrat’s work
objects from her personal archive of
found materials and outmoded images
protagonize bizarre little adventures.
Koning’s mix of 3D printed objects

and natural materials, challenges the
demarcation between the real and the
virtual whilst Everest’s doll, inspired on
those in the Manchester Art Galleries’
collection, tries to escape the box
where it is preserved, reminding us

of what might go on at night in the
Museum. Bansal’'s animation happens
in the exhibition as the public examines
and discards sheets from a stack of
papers while Woloshen displays the
instruments he uses to create his
abstract animations, thereby proposing
a Deleuzian assemblage that brings
together the real and a multitude of
virtual worlds.

Different philosophical approaches to
the notion of experience influenced
the development of modern art.

In the early decades of the 20th
century, W. Benjamin reflected on
how modern life and technology—of
which film and animation were clear

manifestations—had affected the nature

of human experience; at mid-century,
phenomenology countered the primacy

of vision and theorized the multisensory
nature of perception and the embodied
nature human experience; since the turn of
the 21st century, new media theory explores
how digital and computer technology shape
our experience. M. Hansen claims that

new moving image art has the potential to
make evident to spectators the obscure
processes that create the fictional worlds
and experiences that—disseminated through
a myriad of media platforms— affect our
sensibility. The theoretician claims that,

in this context, ontology—that is being—is
second to experience. This is not a new
concept for animators: as film historian Joe
Adamson once wrote, “Bugs Bunny does not
exist. But he lives.”

These different approaches to experience
are addressed by the artists in the
exhibition: works inspired by “outmoded”
pre-cinematic devices invited spectators to
perceive and even create the movement that
animate images (Cogua, Dolphin, Leeper,
Mudassani, Mahoney, Najmi, Veras, Veras/
Devadder); installations and interactive
pieces addressed spectators as embodied
viewers-participants (Bansal, Hosea, Horne,
Yekti); and examples of projection mapping
and virtual movement (Garcia Moreno, Lee,
Meador) challenged and enriched their
perception of the world.

Dr. Jorgelina Orfilais an Art Historian from the School

of Art at TTU, and co-founde Duo and

the Animation N s} cializes in
Animation History and Theory, Modernism, and the

ography of Art History and Animatio
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Beyond a movie on a screen, the exhibit challenges the audience to reconsider

their common preconceptions about what animation is. Hard to define because

itis not a specific media, technique, or genre, animation as process can be done

with almost anything, and although we are now accustomed to see it in our digital

devices, it does not always require a screen to be seen, reproduced, or kept.

Matthew Solomon noted in his book
Disappearing Tricks (2010) that at the turn
of the 20th century, moving pictures had

a close relation with stage magic. Both
were modern commercial spectacles that
allowed the public to witness seemingly
impossible feats, which they knew were
manufactured illusions based on rational

Animation’ magic
allows the public

to understand
this form as a
liminal space®

principles and the product of the dexterity
of their creators. Performers, vaudeville
entertainers, and magicians were proud
of showing off their skills in films that, to
the surprise and enchantment of their
audiences, had effects that seemed to
defy the laws of nature. In those days,

film was itself a technological marvel

that tricked spectators into perceiving

a series of stillimages as if they were in
motion. When naturalism replaced this
self-conscious illusionism, animation and
special effects kept alive this foundational
association with magic, which was
rekindled when the digital revolution
radically changed the film industry at

the turn of the 21st century. The
general misconception of animation
as children’s entertainment

and youth’s fiction hindered its
recognition as an art form is related
to the impact that magic had in the
early history of film.

Animator Norman McLaren
commented in 1957 that, in
animation, “what happens between
each frame is much more important
than what exists in each frame.”
Scholars still debate about what
forces are at work in the interstices and
the time gap that separates the creation
of each of the frames that, when projected
together, produce the illusion of movement.
The human eye perceives 24 frames per
second as continuous movement, but it
could take the animator hours, if not days,
to create that one second. The audience

enjoys animation as moving image; for
the animator, crafting the illusion of
movement is a playful dare.

Animation as Art highlighted animation
as an art form without disregarding

its connection with magic. The public
was invited to appreciate the individual
artifacts that made the illusion possible;
their attention could switch between
the fleeting images on a screen and the
tactile artifacts on display. In this way,
Animation as Art, and as magic, allowed
the public to understand this form as

a liminal space, a threshold that brings
together diverse dimensions of the real,
and to appreciate the “trick:” the wrist
moving the wand; the art of the animator
that makes the unphatomable visible.

The exhibition showcased animation
as a multidisciplinary, multimedia

art form where different areas of
practice and theory creatively overlap
in constellations of meaning and
materiality. By exhibiting both pre-
production material and the finished
animations, spectators were invited
to enjoy “the prestige”’—the part of
the trick where the magician provides
a resolution that reveals the hidden

secrets and unveils the true nature of the
illusion—to understand the processes used
by the animators, qua magicians, to trick
their senses into seeing static objects
move as if they were alive.

Visitors were able to appreciate Horne’s
intense reflection on time and movement.
They were delighted by Leeper’s
boisterous zoetrope and his animated
toasts, and Everest’s wandering doll sliding
out of a box. The public joyfully followed

o

Veras' "now you see it, now you don’t”
impish butterfly, and marveled at the
protean nature of the materials in Koning's
and Alvarez Sarrat’s proposals. Once the
trick is revealed, and the audience has seen
the sleight-of-hand, animator’s still ask, as
the band Loving Spoonful did in the 1960s,

“Do you believe in Magic?”

Dr. Francisco Ortega is a Graphic Designer and

Animator from the S of Art at TTU. Co-founder of

\nimation Making Worksho

1 Historical and Critical Perspectives

and Graphic Design
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In spring of 2022, Drs. Jorgelina Orfila and Francisco Ortega approached me to

entertain the possibility of collaborating on an animation exhibition for the Museum

of Texas Tech University. By then, the experimental animation lab—a space for

creative research and critical practices in animation— was two years old. In the lab,

we encourage experimentation via various techniques, tools, and interfaces.

The opportunity to showcase the work
created in the lab was exciting, and creating
artwork specifically for that exhibition
became one of the goals of the lab’s
activities. The preparation of pieces for

the exhibition was divided into two groups:
one special research group featuring five
undergraduate students and one selected
piece from the Experimental Animation
course international collaboration.

The main criteria

were that their

production had to
focus on material

processes

The focused research group was mainly
inspired by Paul Wells and Johnny
Hardstaff's book Re-Imagining Animation:
The Changing Face of the Moving Image
(2008) and their chapter, "Re-Animating
Pedagogy.” | adapted their Object React

activity for the participants in my lab.
Working with the curators from the TTU
Museum, we requested them to select
three to ten of the most iconic items in
their collection. We received a list of
items from anthropology, art, clothing,
textiles, and natural history. Those items
from the museum were presented to the
students, and three of them chose to
work on pieces inspired by the museum'’s
collection: the bumblebee and fiery
searcher or calosoma scrutator from
the natural history collection, and

a 19th century Ball gown, from the
clothing and textile collection. Each
project was uniquely conceived for
this exhibition. The main criteria
were that their production had to
focus on material processes, be
related to Texas, or be inspired by
early animation devices, such as the
flipbook, the phenakistiscope, or
even the barrier-grid animation, also

known as ombro cinema.

Mickey Dolphin’s Fiery Searcher in the
Leaves employs a crafted kaleidoscope
to enhance the animation of a paper
cutout beetle, offering a captivating and
multifaceted viewing experience.

A display loops the animation of a paper
cutout beetle that changes in scale
when seen through the kaleidoscope
accompanying the piece.

Eesha Muddasani’s Bee Phenakistiscope
piece combines paper cut-out animation
with a phenakistiscope to create an
animated shadow. The intricacy of
Muddasani's lacy design comes to life
when the device spins, and a powerful
source of light shines through the slits

of her device when placed in a dark
environment.

Katherine Norris’ Garden Knock
animation featuring a needle-felted
puppet of an opossum in a ball gown,
challenges the status quo by placing
aristocratic clothing on a marsupial
traditionally thought of as dirty.
Possums are also known for playing
dead in response to fear, so Norris's
protagonist, Daisy, has difficulty hiding
her wild nature while trying to maintain
her maiden demeanor.

Zarah Najmi’s Mocking Bird Family
Portrait presents a hands-on
experience through three flipbookit
boxes—technology inspired by the
mutoscope rotating structure that
builds on the flipbook animation
tradition. Each box showcases a looping
animation representing a family of
mockingbirds, with the highlight being
the interactive feature of the mother

bird’s animated wings.

Nick Mahoney’'s Hummingbird Travels
West creatively utilizes the barrier-

grid animation technique to depict

a journey from Dallas to Lubbock.

The public is engaged in manually
animating the artwork and experiencing
an animated optical illusion. This

barrier-grid animation has evolved into
lenticular animation technology and offers a
surprising way to animate within one image.

A test exhibition at our school was a major
component of the preparation for the show.
Considering how people interact with the
work and how its display can be optimized
was crucial for the pieces’ success. The
exhibition includes the collaborative project
Roundtrip Animation, which involved
animation students from Brussels and Dallas.
Inspired by autumnal and Halloween themes,
their animations are showcased alongside

interactive phenakistiscopes. This project uses

software and phenakistiscopes to explore
the mix of old and new media as part of our
experimental media archeology investigation.

These works resulted from experimentation
and went through many iterations in

a pedagogical context. They greatly
impacted students by encouraging them

to embrace interdisciplinary inquiry. By
actively preparing the exhibits, the students
developed problem-solving skills, learned
to accept and give feedback more easily,
and developed their creative potential by
testing and prototyping to optimize their
exhibits. This resulted in the creation of
artworks that made a dynamic contribution
to the exhibition Animation as Art: A
Multi-Sensory Experience, while offering
students the opportunity of having a
museum exhibition on their curriculum with
well-established artists and experimental
animators as their peers in the show.

Christine Veras, Ph.D.

Co-Curator of the exhibition "Animation as Art

Animated Experimentations
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The Museum of Texas Tech University is a general museum reflecting the University’s

wide range of fields of study. Founded in 1929, it moved to its actual building in 1970

to allow for diverse collection activities and research. Its holdings, over 8 million

objects and specimens, include collections of Art, Anthropology, Clothing and Textiles,

Paleontology, Ethnology, History, and the Natural Science Research Laboratory (NSRL).

The institution collaborates with Texas
Tech researchers along with regional
and national communities to showcase
exciting and engaging exhibitions. An
important collaborative partner is the
University’'s School of Arts.

The installation
generate an
appreciation of
animation as
an art form®

The Museum has hosted many exhibitions
that include moving-image arts and
audiovisual elements. Still, Animation

as Art: A Multi-Sensory Experience was
the first exhibition devoted to a specific
time-based moving image art form. The
exhibition was accompanied by a strong
community outreach program consisting
of lectures, hands-on demonstrations,
and workshops by renowned national and
international practitioners and specialists
in animation studies.

An exhibition thematically devoted to
exploring time-based media presented
many challenges because of its nature,
focus, and intent. Animation as Art offered
a variety of completed works, as well

as objects illustrating artists’ processes
and showcased examples of multimedia,
interactive, and stationary objects.
Exhibiting pre-production materials
allowed the public to better understand
how animators create cinematic illusions
of movement out of phenomenal objects
thereby problematizing their perception of
reality. Moreover, this approach illuminated
the craft and fine art base of animation as
an art form.

The installation aimed to maximize
visitors’ experience to generate an
appreciation of animation as an art form,
its evolution, and its processes. The use
of backlit devices (6 monitors and 12 mini
tablets) with excellent image-resolution
display and a wide color gamut allowed
good quality screening conditions without
the dimming of the gallery lights. In this
way, the animations did not compete
with the objects on display. There were
also several interactive works alongside
2D and 3D works displayed within 18
showcases of different sizes.

Four projectors were used for the
installations (Robertson, Hosea), and
the projection mapping projects (Garcia
Moreno, Meador).

A selection of facsimiles of pre-
cinema optical devices on display
upon entry into the Museum'’s Main
Gallery enticed the visitors towards
the featured exhibition. It consisted

of four showcases containing 19th
century predecessors of contemporary
animation technology such as
thaumatropes, phenakistiscopes,
zoetropes, praxinoscopes, and magic
lanterns as well as examples of their
20th-century offspring, phonotropes,
and magic viewers.

On display from this sightline were
models of dinosaurs, historical objects,
and 2D artworks. From this vantage
point, visitors could see contemporary
works inspired by pre-cinematic devices
(Veras Devadder; Veras) displayed at
the entrance to the exhibition.

Horne's installation piece, which
included a series of laser-cut images
hanging from the ceiling above the
main introductory wall text, was at the
center of the installation. To the left of
the entrance were several works that
highlighted the materiality of the pro-
filmic artifacts and materials. Bansal’s
work was both patently physical and
immaterial as it configuration changed
with each visitor's interaction.

Other animators worked with found
objects and materials (Alvarez Sarrat,
Koning, Leeper, Rivkin) or created their
props (Everest, Leeper, Torre).

Woloshen's display made visually palpable
his method of working directly on film.
Culminating this series, Lee's work consisted
of the transformation of painted images into
animations through QR codes.

Also on display were two works inspired

by insects from the Museum’s collection
(Mudassani, Dolphin). The lateral entrance
allowed the public to access the exhibit Tiny
and Mighty Creatures where examples of
these specimens were on display. Location
was important in the works of Garcia
Moreno and Meador as examples of the
dematerialization and resignification of
landmark buildings through projection
mapping. The animations by Rivkin,
Soulikias, Del Rosario, and Schlittler
evoked particular places through memory
and poetic intervention. Mahoney’s work
was inspired by the exhibition’s location,
whereas Hosea’s incited reflection on the
most primal interaction between human
beings and the ground that supports them.

Works around the exhibition’s middle axis
entailed animators’ reflection on emotional
suffering (Reeves), maternity and care
(McGowan), social trauma (Cogua), and

the experience of being in the world
(Robertson). Leaving the exhibition through
its main entrance, visitors could again

enjoy works inspired in 19th century optical
devices (Leeper, Veras). In the Main Gallery,
visitors encountered another example of
projection mapping art (Meador) paired with
photographs of the work by Garcia Moreno.

Andrew Gedeon
Exhibit Manager

Museum of Texas Tech University

Animation as Art: The Installation
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Animation encompasses a broad spectrum of expressions that fall under the categories

of art, science, technology, education, and entertainment. Taking advantage of the

museum as an engaging learning space, the exhibition Animation as Art: A Multisensory

Experience included a program of activities aimed to both educate and entertain the

general public by inviting them to discover different animation techniques. Led by well-

known national and international scholars and animators, these activities’ goal was to

promote a better understanding of the animation-making process and the history of

animation among the Lubbock and TTU communities.

An introduction to the exhibition in

the Museum’s main gallery displayed
facsimiles of pre-cinema optical devices
that in the 19th century capitalized on
the principle of the persistence of vision
and were commercialized as optical toys.
Their activation elicited a tactile, intimate
experience in those playing with them.
As Dr. Veras' article in this catalog
explains, the exhibition incentivated
animation students to create works of art
based on these devices.

Once the exhibition opened to the public,
the program of educational activities
invited the local public to engage in

the creation of micro animations using
some of the most traditional animation
techniques, which take advantage of fine
arts and craft practices and materials

to create profilmic materials that are
recorded as a moving image form.

The practice of techniques that involve
motor skills and touch is especially
important at a time when most of
society consumes digital, networked,
and miniaturized moving images through
transmedia viewing platforms such as

computers, phones, and game consoles.

This program was supported by the Ryla T.
& John F. Lott Endowment for Excellence
in the Visual Arts, administered through
the TTU School of Art, and the Art History
Area, School of Art, TTU.

pg.35

pg.49
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pg.91

Program.

Cameraless Animation Workshop with
International Artist Steven Woloshen

Steven Woloshen

New Assembly Room, Museum of Texas Tech.
Dates: April 5th and April 6th

Duration: 180 minutes

Optical Toys and Stuffed Animals:
At Home with Scooby-Doo, Where Are You!

Dr. Kevin Sandler

Kline Room, Museum of Texas Tech.
Date: April 11th

Duration: 90 minutes

Phonotrope Animation Technique
with Aldo Murillo

Professor Aldo Murillo

New Assembly Room, Museum of Texas Tech.
Dates: May 8th and May 10th

Duration: 90 minutes

Traditional meets

Current Trends in Claymation

Sandee Chamberlain

New Assembly Room, Museum of Texas Tech.
Dates: May 29th and May 30th

Duration: 90 minutes

Pixilation, Stop-tricks, and
the Foundations of Stop-Motion

Animation Making Workshops

Kline Room, Museum of Texas Tech.
Date: June 13th
Duration: 90 minutes




Historiag Resiuales

Over the years | have gathered numerous
materials, objects, or waste that | found
appealing somehow. This collection
became a sort of personal cabinet of
curiosities. Historias Residuales arises
precisely from these materials and try

to unveil the connections or stories they
suggested to me.

The slogan inscribed on one of the boxes
of the collection became my personal
motto for this project: Let’s play again!
The goal was to tell small stories or ideas
condensed in a single image, a short

(Waste Stories)

Historias Residuales is divided into

chapters or themes, which arise from

phrases and titles found in the magazines

themselves, sometimes suggestive,
sometimes funny or critical, but above all
that make us reflect on the small and big
issues of life.

The titles point out to certain stories,
leaving room for the viewer to complete
their own. The project proposes a new
approach to the immensity and variety
of images and objects that surround us,
decontextualizing and resignifying them.

series, or a brief animated piece.

Experimental

stop motionis a
straightforward process
that leaves room for
randomness and play ®

WETW

Historias Residuales | 2021-24
Animation Loop. 1:30 min

Personal collection of magazines,
brochures, books, clippings or cards,
using the techniques requested by
each piece, such as: collage, drawing,
., and painting.

Sara Alvarez Sarrat

Nationality: Spanish

Universitat Politécnica de Valéncia

She holds a PhD in animation and has participated in

international exhibitions and published many articles and

papers on the topic along her career. She is the principal display (top)
investigator of the Research Group Animation UPV of details (right)
the Department of Drawing, at Universitat Politécnica de

Valeéncia (Spain).

Historias Residuales | 23




(ords About my Film

The work is in response to my film

In loving memory of (2023). It is a passive
performative piece as the text written on
the pages degrade with each page that
the viewer may take. The work mimics a
tombstone where the engraved name of
aloved one weathers away in time: the
film's text, like a living body, transforms

with and in time.

A clock on top of the stack is a paper
weight, binding the stack of papers
in a timeline.

The duration of this work is dependent

on the visitors: with every page they

take, the text decays and eventually
disappears. The philosophical notion that
the perceiver decays with the perceived.
The clock marks the time of the viewer. As
well, it establishes the timeline of the film.
A, film that cannot be repeated. one that

mimics the ephemerality of memory.

| want to stay with the
material and listen
to where it wants the

visuals togo ®”?

Stuti Bansal
Nationality: India

Independent Animator

Stuti Bansal (b1998) is an animator from India, currently

based in London. Her work explores the theme of decay,

weathering, memory and materiality of the image-making

process. She is also interested in sound, space, and God.

®:

Words About my Film | 2023
Performative Film

Paper, xerox machine, clock.
81/2x1in

display (top)
details (right)

Words About my Film
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Quicierd que e 3% me Supiera Distinte

(I wish Coffee Tasted Different to Me)

“l wish coffee tasted different to me,”

said a woman as she began her
intervention at one of the regional dialogue
tables established by the Colombian

Truth Commission[1]. She was one of the
more than 30,000 people caught up in
Colombia’s armed conflict who participated
in the dialogues. She shared how the first
coffee of the day became bitter when she
turned on the radio to listen to the morning
news and how she had longed that one
day coffee would recover the taste it had
before her personal tragedy. That day,

the coffee cup would be filled with hope
instead of tears. Her words served as
inspiration for this work.

The gesture captures the search for
something different in repeating the same.

It takes place in an unstoppable time

in which we wait for life, and we try to

heal and find closure with actions and
dialogues. These are called "dialogues

for non-repetition” because we know that
cycles are also ephemeral, and because we
hope that learning from the horrors of the
past will commit us to not repeat them.

[1] What is the Truth Commission? —
Truth Commission Colombia
(comisiondelaverdad.co) (173).

Animation embodies an
understanding of time,
pushing the boundaries of
our visual perception®

Camilo Cogua Rodriguez
Nationality: Colombian

Pontificia Universidad Javeriana /
Universitat Politecnica de Valéncia

He is an animator exploring the interactions between
old and new audiovisual technologies. He has created
virtual reality short films, animations for performing arts,
and installation pieces. An independent animator and
professor at Javeriana University in Colombia, he blends

interdisciplinary approaches in his work.

Me Gustaria que el Café Supiera Distinto | 2023
Manual Loop

Recycled PLA and PLA purifier, methacrylate
and electronic parts. Hand engraving, laser

cutting and 3D printing. 30 x 10 x 19 cm.

display (top)
details (right)

Quisiera que el Café me Supiera Distinto
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fAuntes

For several years, my work has explored
time as a theme. Apuntes is a journey
through thoughts about time, born
from gestural drawings, stamp marks,
and inkblots that come to life on the
pages of a blank notebook. The short
film nods to Rembrandt’s work, with the
character’s expression inspired by one
of his self-portraits. As the notes unfold,
the notebook becomes a space that
challenges the linearity of time.

The film aims to share my reflection on
the non-linear and ephemeral nature of
our existence.

The materials themselves
carry their own significance,
influencing the overall
narrative and aesthetic of

the animation *? S

Apuntes | 2020

Animated drawing. 1:16 min

Tania de Ledn Yong
Nationality: Mexican

Academy of Media Arts Cologne
(Kunsthochschule fiir Medien KéIn KHM)

Tania de Ledn Yong, a Mexican visual artist, researcher, and

academic, presents her work in experimental animation, display (top)
drawing, and printmaking internationally. Rooted in an details (right)
expansive understanding of animation, her work combines

traditional and experimental mediums to explore themes

such as time. Her interdisciplinary approach focuses on the

convergence of visual and temporal arts.

29

Apuntes




|.BlEY

Materials are instrumental to my art
practice, especially the photographic
material. For the exhibition | presented
four framed panels with some of the
original artwork from my 16mm film L.City.

The film, an archive of love memories

that unfolds along the lines of a poem, is
created with thousands of black and white
paper cutouts, and collaged photocopies
inspired by iconic photography of the last
century, animated with various techniques
directly under a Oxberry16mm camera
with the help of a self-built multiplane
structure. Three of the panels in the show

have photocopies and paper cutouts
layered similarly to the way they were
originally shot, although compressed in a
smaller space and with shorter distance
in-between the layers.

The fourth panel has some of artwork used
in a scene depicting people walking at
street level, with the point of view lower on
the ground. The legs were first digitally cut
out from one single photo, then re-drawn
to simulate all the key poses of a walk, then
printed on paper again. Several pairs of
legs were taped on punched paper, to allow
registration with a pegbar.

Animation is pure magic,
truly interdisciplinary,
transformative, innovative,
and continuously expanding
into new forms®

Sandro Del Rosario
Nationality: Italian/American
Arizona State University

Sandro Del Rosario is an Italian-born animator,
designer, and interdisciplinary artist who lives

and works in the U.S. His award-winning films and
installations are inspired by memories of feelings and
places, distilled through a labor-intensive process
that transforms still images, photo cutouts, paintings,

and collages into moving imaginary spaces.

LCity | 2002

16mm film, multiple passes/exposures on

film, mats and bi-pack with traditional
animation, and 2D stop-motion on
multiplane camera. 8 min
Photocopies, paper cutouts, animated

cels, objects. Transferred to HD in 2024.

display details (top & right)

L.City
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[lory Seareher in the [ogves

A brief animation of a caterpillar hunter | wanted people to view this beetle’s
beetle, also known as a fiery searcher or walk cycle through a kaleidoscope to
calosoma scrutator, scuttling through the emphasize the hypnotic colors they often
autumn underbrush. Caterpillar hunters sport. | have always been interested in the
are a plentiful species of ground beetle anatomy of different animal species, to
native to north Texas, and they fascinate the point where | took up taxidermy as a
me to no end! The hard shells covering hobby during the pandemic. | wanted to
their wings, called elytra, can sport an blend that curiosity with my passion for
array of colors including green, blue, animation as an art form and this is the
violet, gold, and red. While searching result so far.

for aninsect to use as a subject for my
animation, the bright colors of the aptly
named fiery searcher caught my eye and |
immediately fell in love with it.

Animationis a
perfect medium
for storytelling®”

Mickey Dolphin
Nationality: American
University of Texas at Dallas

Mickey Dolphin is currently a student at the
University of Texas at Dallas in the Harry W. Bass Jr.
School of Arts, Humanities, and Technology.

They are a member of the experimenta.l. Animation
Lab and enjoy making vibrant short films using paper

puppets and other materials.

Fiery Searcher in the Leaves | 2023
Animation loop to be seen with handmade
kaleidoscope. 3 sec

Beetle: cardstock, washable marker, and
cellophane. Kaleidoscope: cardboard,

acrylic, and glass.

display (top)
details (right)
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Fiery Searcher in the Leaves
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bameraless Animation Workenop

with International Artist Steven Woloshen

World-renowned artist Steven Woloshen Using a specially adapted digital
was one of the artists represented in microscope, Woloshen, with the help of
the exhibition. His workshops took place our Undergraduate Student Assistant

barely ten days after its official opening. Zi Yan Liu, digitized each of the many

He introduced participants to direct 8-frame-long strips the public produced.
animation and shared with them the tips The final animations compile all these film
and secrets of his amazing technique. strips synchronized to jazz music.
Participants had the opportunity to

use diverse types of materials to draw,

scratch, and paint over strips of film.

About the Artist: Working in cameraless

animation since 1982, Steven Woloshen

has been a lecturer, juror, technician,

animator, and craftsman, and has

conducted workshops on cameraless

animation all over the world. He is

Specialist of Archival Material at the

National Film Board, Montreal, Canada, a

world-leading institution in film archival

and conservation practices. He has Steven Woloshen
authored the practical guidebook on New Assembly Room, Museum of Texas Tech

camaraless film-making Scratch, Crackle Dates: April 5th and April 6th
& Pop (2015). Duration: 180 minutes




fnimating PIaLE Mol / Unbowing

Unboxing is a short animation that tells the
story of a doll escaping from her box in a
museum storeroom. The film and model
are the results of a collaboration between
Sophie, Platt Hall (part of Manchester Art
Galleries) and primary school children local
to the museum. The project explores the
potential of animation processes and
collection objects to inspire curiosity,
everyday creativity, character design, and
storytelling. Children investigated the
museum and its historic doll collection

to develop character, story and mise-en-
scéne ideas.

Sophie combined these ideas with her
own research into the manufacturing
processes and materials of the dolls in
the collection at Platt Hall to create the
final model. In miniature scale, the project
aims to activate a collection currently
in storage for future audiences, using
the craft work and sensory properties
inherent in stop motion puppets and
processes to invoke touch, play and
storytelling in the museum.

| am particularly inspired
by animation’s craft-based
processes and potential for

collaboration®?

Nationality: British

Sophie Everest

museums and their collections.

University of Manchester

Sophie is a practice-based researcher that
uses documentary and animation processes to

instigate and explore audience encounters with

Unboxing | 2023

Stop Motion animation. 2:32 min
9.5 in. doll made of polymer clay,
textile, wire, and plastic armature.

display (top)
details (right)
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Animating Platt Hall / Unboxing
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fnima Mund. Souf of Lhe World

Anima Mundi / Soul of the World was The maquette of the chapel, shown
created to celebrate the 50th anniversary in this exhibition, was modeled with

of Loyola University and Marymount architectural software, and was
College. Through this multimedia live based on the original blueprints of
show audiences experienced large scale the Chapel. The 3D model was printed
video mapping projection on the facade of  with resin. This maquette was used for
the Sacred Heart Chapel, in Los Angeles. the purposes of layout, composition,
Anima Mundirequired 6 phosphor laser and mock-up rehearsals during the
projectors to cover the front walls of the period of preparation for the show.

building. It included original orchestral
music and choral music for a choire

of 40 singers. The show was divided

into 10 chapters or movements, and it
required 2D, 3D and procedural animation,
photogrammetry, light design, video
mapping calibration, and 3D printing.

Animation is in essence
a medium that allows
the construction of
synthetic time®

José Garcia Moreno

Nationality: US-Mexican

Academy of Thought and Imagination (ACTI) at Loyola
Marymount University, Los Angeles, California.

José (1961) is an educator and an experimental filmmaker. His films have
been screened and awarded in major film festivals around the world.
He has juried for the Mexican National Endowment for the Arts and the
McLaren-Lambart Award of the Society of Animation Studies. He has
been nominated to the Ariel by the Mexican Academy of Scientific and
Artistic Cinematographic Arts and received the John D. and Catherine T.
MacArthur Foundation Grant / FONCA. Director of ACTI and Professor

of Animation at Loyola Marymount University, Los Angeles, California

Anima Mundi. Soul of the world | 2024
Digital Video Proyection.
Original 55 min / In Show 12 min

Architectural miniature printed with resin,

11x 16 x 31in. 4k digital projection.

display (top)
details (right)

Anima Mundi. Soul of the World
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HINDSIGHT

The short film HINDSIGHT examines
the body’s limits when confronted
with the unstoppable forces of nature,

whether it be a wolf on the road or aging.

Created as a solo project over a 3-month
period, the stop-motion animation

used approximately 10 puppets, 15
backgrounds, and 30+ facial and body

assets. These were made out of cardstock

hand-painted with gouache and ranged

from 6 inches to 1foot in height. Additional

assets, such as hands, mouths, eyes, and
pupils, were made of the same materials
on a scale of 1T millimeter to 3/4 inch.

Puppets and assets were hand-assembled

using brads, tape, and poster-tack.

Animation

Animating paper puppets was a delicate
process, as any damage would be visible.
To prevent having to redo scenes, body
parts were delicately moved with a sewing
needle or X-acto blade. Replacement
animation was used to change
expressions. Such animation required
patience and a gentle hand.

prioritizes flow over
visual art elements ®?

Lee Jaesook Holoubek
Nationality: Korean-American
Independent Animator

Lee J. Holoubek is a Korean-American 2D/experimental
animator based in Vancouver, BC. They practice art and
storytelling as a means to build community and explore
personhood. Animation attracts them as it captures the

fluidity they experience in identity and transitory life.

HINDSIGHT | 2023

Hand-painted paper puppets stop motion
animated on digital backgrounds. 44 sec
Cardstock puppets. brads, tape, poster tack.

Variable dimensions.

display details (top / right)

HINDSIGHT
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SCHRONOmaLion:Fleeting/Repercuseion

In this creative research project, | focus | therefore ask, how can the animator exploit
on the representation of animation these ‘'moments’ that are barely visible to an
techniques from the Golden Age of audience? And if exposing these ‘unseen’
American animation and consider how frames proves effective, what would it reveal
these frames go ‘unseen’ by the viewer about the movement itself?

in standard viewing practice. | argue

that these techniques are the fleeting
‘moments’ that give meaning to animated
movement and enhance the visual style
of the animation, but due to the technical
nature of cinema, they are never actually

seen by the viewer.

These works provoke the
viewer to question their
understanding of animated
movement and the aesthetics
involved in seeing more than
one frame at a time®?

Bronwyn Horne
Nationality: South African
University of the Witwatersrand

Bronwyn Horne completed her PhD at the University of the
Witwatersrand, South Africa. Her research focuses on developing a
hybrid animation technique through creative practice that addresses

certain aspects of chronophotography and issues of perception.

@i

aCHONOmation: Fleeting/Repercussion | 2019

Stop motion animation using the strata-stencil
technique. 2:52 min

Stacked laser-cut and engraved paper frames, mounted
and bolted in Perspex sheets with wooden backing.

(L) 340mm x (H) 260mm x (W) 50mm

(13.38 x 10.24 x 2 inches)

display (top)
details (right)

aCHRONOmMmation
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Walkcycle (2023) is a moving drawing made
of a series of chalk footprints repeated in a
never-ending walking meditation. Although
it is animated and continually in motion,

as an installation this is not intended to be
considered as a film, but rather as a kinetic
sculpture made of chalk and projected onto
stone. Unlike a standard sculpture, it does
not memorialize a single moment, nor a
snapshot in time, but the whole journey of
the body in motion on life’s pathway. It is

a counter monument that is made of solid

substances, but not solidified or fixed in time.

Using the body as a mark-making tool, the
work is a New Materialist exploration of
the interconnections between the human
body and the vibrant matter of the earth
that we depend upon for our survival.

Visuals and edit by Birgitta Hosea;
sound recording by Charis Coke
This project was originally commissioned

by Hunan Museum, China

The role of the sensory,
touch and haptic
knowledge are important
to me, so | always start by
using real materials ®

Birgitta Hosea

Nationality: British / Swedish

Animation Research Centre

University for the Creative Arts, Farnham, Surrey, UK

Birgitta Hosea is an award-winning artist recognized as a pioneer
in expanding animation and performance drawing, including in
exhibitions at ASIFAKEIL, Vienna; National Gallery X & Centre for
Recent Drawing, London; Venice & Karachi Biennales; Oaxaca &
Chengdu Museums of Contemporary Art; Hanmi Gallery, Seoul;
Hunan Museum, China. She is Director of the Animation Research

Centre at the University for the Creative Arts, Farnham, Surrey, UK.

Walkcycle | 2023

Animation loop. 1:55 min
Animation made from chalk
projected downwards into a chalk

circle on a slate surface.

display (top)
details (right)

i

Walkcycle
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Vicious Gyeles Seris / Home, losed

My work usually involves combining 3D
computer animation and video with audio
to create mostly linear single channel
works. While exploring 3D printing, |
turned to stop motion as | enjoyed a
return to physical making and applying
my traditional film-making skills. In the
Vicious Cycles Series, 3D printed physical
manifestations of simulated virtual objects
are re-virtualized through stop-motion
photography. Objects grow, evolve, and,
in the first in the series, form a rhythmical
cacophony of Boom and Bust.

In the second, the spawned objects seem
to compete for limited space. In the third,
inspired by Brian Eno, light plays through
translucent objects, only to be reined in by
square metal. While some of environments
in the Vicious Cycles Series are worn down
and rusty, in Home, Closed, these recycled
materials take center stage. As one object,
or character, intrudes upon the space of
another, a battle for control ensues. They
find places to sit, but is that the end of it?

The material plays the
role of actors. | direct
the movements, oversee
how the material acts

and performs®

Wobbe F. Koning

Nationality: Dutch (The Netherlands)

Monmouth University

Wobbe F. Koning is an award-winning animator. His work

ranges from abstract and procedural, to narrative character

animation. Recently he branched out into Virtual Reality.
Previous work includes multi-screen video installations
and on-stage video for dance performances. He teaches

animation at Monmouth University in New Jersey, U.S.A.

Vicious Cycles Series

Boom -> Bust (Vicious Cycles #1) | 2018
Spawn (Vicious Cycles #2) | 2019

Light Play (Vicious Cycles #3) | 2023

Object Animation, 3D Printed Animation,
Replacement Animation. Running times:

#1, 1:42 min; #2, 1:31 min; #3, 3:19 min

Series of 3D printed objects (PLA plastic)
Hand-build sets (wood, screws, aluminum foil,
PLA plastic, etc.).

Home, Closed | 2020

Object Animation,

Replacement Animation. 3:43 min

Character "puppets” made out of junk
(wood, cork, broken lightbulbs, screws, nails)

Hand build set (wood, metal hinge, etc.).

display (top)
details (right)

Vicious Cycles Series / Home, Closed
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Dptieal Toys and Sturred Animals:
I, Home wikh %ouby-Dov, Wheee hee You!

With Dr. Kevin Sandler

This talk and a hands-on demonstration
concentrated on the non-violent optical
devices and plush toys that surrounded
the premiere of Scooby-Doo, Where

Are You!in 1969. Dr. Sanders argued

that optical toys such as Give-A-Show
Projector and View-Master, previously
used for both didactic and entertainment
purposes, attempted to cultivate a deeper

investment among children by extracting
the Scooby-Doo cartoon’s storyworld into
another medium. The talk also highlighted
the hazardous construction of Scooby-
Doo stuffed animals before the creation of
the Consumer Product Safety Commission
in 1972. The public was able to try out

and play with a selection of toys from the
1970s and 1980s.

About the Lecturer: Dr. Kevin Sandler

is an associate professor in the Film

and Media Studies program at Arizona
State University. He specializes in the
contemporary US media business, with
a particular focus on censorship and
animation. He is the author of Hanna
and Barbera: Conversations (University
Press of Mississippi, 2024), The Naked
Truth: Why Hollywood Doesn’t Make
X-Rated Movies (Rutgers University
Press, 2007), the co-editor of Titanic:
Anatomy of a Blockbuster (Rutgers,
1999), and editor of Reading the Rabbit:
Explorations in Warner Bros. Animation
(Rutgers, 1998). He also has published
in several anthologies, journals, and
public-facing outlets including Cinema
Journal, Animation Journal, and Slate. His
upcoming books are Scooby-Doo, and

Dr. Kevin Sandler

Kline Room, Museum of Texas Tech
Date: April 11th

Duration: 90 minutes

Where Are You! (Duke University Press)
and The Hanna-Barbera Anthology
(University of Texas Press).




[he avisiales / Hidden

Lliving in the US as an immigrant

Asian woman has been a discovery
experience. | slowly began to feel that

| was inconspicuous, something that
became more evident as time went by.
With The Invisibles, | wanted to express
how | sometimes feel invisible. | sometimes
feel that I/we are not valued or treated
importantly. Through augmented reality
animation, | aimed to express the frustration
and anger caused by this situation.

One day, | encountered a person on a
street who were covering themselves

with a thick blanket even though it was
hot and sunny. The contrast between this
person, fully covered amidst others in
summer clothes, created a striking image
of isolation within the bustling crowd and
gave me inspiration to draw Hidden.

| am interested in visualizing marginalized
people in our society, and this scene
brought one of those often invisible

individuals into the center of my attention.

Using augmented reality animation, |
attempted to gain a glimpse into what
might be going on beneath the blanket.

Unlike in theaters, where
the audience must

adhere to a strict time
limit, gallery viewers can
choose their own pacing®”

Jian Lee

Nationality: American
California State Polytechnic University, Pomona

Jian Lee is an artist and educator based in Los Angeles.

Her recent works use augmented reality to incorporate digital
elements into traditional art. She has also worked as a character
animator and digital compositor in various film and theater

projects. Jian Lee currently teaches at Cal Poly Pomona.

The Invisibles | 2022 Hidden | 2023
Animation loop. 11 sec Animation loop. 17 sec
Acrylic paint on wood Charcoal and ink on
panel with Augmented paper with Augmented

Reality Animation. Reality Animation.

display (top)
details (right)

The Invisibles / Hidden
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The Hell's Wale file / Toast!

Like the medieval alchemist in pursuit
of a mystical process to transform
common materials into pure gold, | have
long been fascinated with animation, an
artform that transforms static forms and
images into living motion. My hope in
combining the primitive mechanics of a
pre-film zoetrope with modern animation
tools and digital fabrication, is to restore
the wonder once felt when witnessing

a simple static form come to life,

unmediated by a glowing monitor.

Due to the long-term, complex nature
of most animated projects, | see smaller
projects like Toast! as an opportunity to

stay artistically nimble, allowing me to
establish creative partnerships and to
engage new technology.

Toast! an Animated Potluck is a personal
contribution to A Midwestern Animated
Potluck, sponsored by ASIFA USA-Central.

The Hell’s Half Mile Sixteen Candles
Zoetrope was constructed and filmed
by CMU Animation majors as a Festival
Bumper to commemorate the 16th
anniversary of the Hell's Half Mile Film &
Music Festival in Bay City Michigan. The
cake refers to John Hughe's coming-of-
age film Sixteen Candles (1980).

As humans, we are
bound to image and
movement in a visceral
and sensory way

Stephan Leeper
Nationality: American
Central Michigan University

animation in a variety of media.

Storyteller, Animator, and Educator.

Formerly Layout Supervisor on Veggietales and freelance Stop
Motion Animator, Steve has founded two animation programs
in the Mid-west. In 2017 Steve started the Animation Program

at Central Michigan University where he continues to produce

You can see examples of his work at www.jsleeper.com

The Hell’s Half Mile Sixteen Candles Zoetrope | 2022
Automated Loop

36" Zoetrope diameter, three-tiered animated
anniversary cake fabricated with laser-cut plywood,
3D resin-printed objects, laser-cut acrylic, and

a variety of paints, fabric, LEDs, and fiber optics.

Toast! an Animated Potluck | 2020
Stop motion loop. 50 sec
Laser etching applied to cocktail crackers

photographed in stop motion.

Hell's Half Mile display and detail (right)
Toast detail (top)

The Hell’s Half Mile / Toast!
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Numminguird Travele Week ]

My piece, Hummingbird Travels West, | experimented with both layered

is a lenticular animation featuring the lenticulars and differing movements in the

titular hummingbird going from my home foreground and background that ultimately

city of Dallas to Lubbock where our converged into a fun interactive animation
museum exhibit was held at. | created with many details and movements that |
this piece during the final year of my hope attendees enjoyed.

undergraduate degree as an animation

major. | love experimenting with forms of
animation and, when tasked to create a
physical piece displaying animation,

I knew | wanted to tackle lenticulars and
see what was possible and how far |
could push the method.

The lenticular panel is
critical in viewing the
work as its motion ®

Hummingbird Travels West | 2023
Lenticular animation. Hand Activated
Glass panels, sliding panel over black lines

Back panel: 11 x 34 in. Lenticular panel: 11 x 17 in.

Nick Mahoney
Nationality: American
University of Texas at Dallas

Nick Mahoney recently graduated from the University of

Texas at Dallas. His focus lies in the tech arts specializing

in 3D rigging and tool development. In his free time he display (top)
enjoys exploring and experimenting with different forms details (right)
of animation.

Hummingbird Travels West | 55




[rook Loope Loop

Froot Loops Loop is a work in progress
made during my MFA at Emily Carr that
complicates and questions the drudgery
of care labor. Caring for children is work,
even though it encompasses more

than toil. Mothering is a labor of love,

but we only use that phrase when the
compensation does not measure up to the
effort the job takes.

The full source film, captured on Black
Magic camera by fellow MFA student
Andrew Ina, is of pouring Froot Loops and
milk into a bowl, with my son then eating
the Froot Loops until the bowl is empty.

The finished Risograph printed work will
have this cycle loop repeatedly. Risograph
printing represents care labor materially.
The Riso creates prints using colour
separation and halftone patterning, which
evokes the nostalgia and bright colours of
childhood - both mine in the 1970s and my
children’s. The magic of making work about
invisible care labour is that the further |
move into material experiments, the more
the drudgery gets transformed into play!

Animation feels fresh
in spaces like the
gallery, and it makes
me feel hopeful ®

Emily Carr University

United Kingdom.

Jen McGowan
Nationality: Canadian

Jen’s practice is currently centered in the Invisible
Labour of Motherhood and interrogates the systemic
undervaluing of that care labour. She has a BFA in Studio
Art from Concordia University in Montreal, a BEd in
Secondary Art from UBC, a Post-Graduate Printmaking
Certificate from Capilano University and is a 2024 MFA
candidate at Emily Carr University in Vancouver. She has
exhibited throughout the United States, Canada, and the

Froot Loops Loop | 2023
Risograph animation. Animation loop. 32 sec

Seven Risograph Prints. 11.7 x 16.5 in.

display (top)
details (right)

Froot Loops Loop
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[magine [P Buildings Coul Talk

Little Rock Central High School is a
National Historic Site and is the only
operating high school in the United
States to receive such designation. In
1927, the newly constructed Central High
was named “"America’'s Most Beautiful
High School” by the American Institute
of Architects. In 1957, the school made
international news headlines as nine Black
students were denied entry in defiance
of federal desegregation law, in what
became known as the Little Rock Central
High Desegregation Crisis. Imagine if
Buildings Could Talk is a nine-minute

animation that was projection mapped
on the school building’s main entrance
to commemorate the 90th anniversary
of the building’s construction and the
60th anniversary of the Central High
desegregation crisis. The animation

was designed around four themes: the
building’s construction; the student
perspective using 90 years of yearbook
photos; the desegregation crisis featuring
the famous photos by Will Counts; and a
message for a bright future inspired by
the school’'s commitment to diversity.

Through animation,
the visual arts are
given life by adding the
dimension of time ®?

Scott Meador

Nationality: American
University of Central Arkansas

Scott Meador is a professor of Art and Design with a
background in fine art, computer graphics, theatrical
design, and video production. Professionally, he

contributes to large-scale projects by designing sets
and creating animations for concert tours, projection

mapping events, sporting events, and industrial shows.

Imagina if Buildings Could Talk | 2017
Multimedia 3D animation. 9:13 min
Projection mapped onto the Little Rock
Central High School building joined with

sound, music, and performance.

display samples (top and right)
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Imagine if Buildings Could Talk
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Boe Phenakietiseope

My work is a dual-disk phenakistiscope what | had (a granola bar box, a straw, and
depicting a bumblebee flying around some aluminum wire).
flowers, and it’s based on the bumblebee

Though this small test worked well, | ran

in the natural history collection of the into more issues when testing the final

Museum of Texas Tech University. Inspired device. There was quite a bit of trial and

by shadow puppets and paper cut-out error for the light source, the distance

artists, | decided to implement paper between the disks, the size of the slits,

cut-outtechniques in a phenakistiscope the distance from the wall, etc. since many

to create an animated shadow. | struggled factors affect the quality of the shadow

to find examples of this concept, but animation. Despite all the problems that

| was able to use my knowledge of arose, I'm still amazed that it's possible to

phenakistiscopes to come up with a plan watch a shadow come to life.

and create a small proof of concept using

| like to use the material
as inspiration for the
style and techniques in
my animation ®

Eesha Muddasani

Nationality: American
University of Texas at Dallas

| am a recent graduate (May 2024) of The University
of Texas at Dallas with a B.A. in Art, Technology,
and Emerging Communications and a minor in

Computer Science

Bee Phenakistiscope | 2022 - 2023
Hand-activated device. Loop
Black poster board, clear acrylic,

plywood, metal, and light.

display (top)
details (right)

Bee Phenakistiscope
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PhonoLrope Animation Teennique

With Aldo Murillo

The workshop Phonotrope Animation
Technique was designed to provide
participants with a comprehensive
introduction to the world of animation. This
experiential workshop sought to empower
participants to explore their artistic drives
while embracing the technological features
that make animation a truly mesmerizing
art form. Attendees gained insights into
the history and concepts underpinning

the phonotrope while crafting astonishing
animations that sprang into motion before
their own very eyes.

About the Artist: Professor Aldo
Murillo is an Assistant Professor at the

prestigious Tecnoldgico de Monterrey,
Querétaro, México (Education Program
Coordinator). He specialized in UX
Design (product design and research),
Motion Graphics Design (physics,
patterns, and visual design), Animation,
and Visual Effects.

Professor Aldo Murillo

New Assembly Room, Museum of Texas Tech
Dates: May 8th and May 10th

Duration: 90 minutes



fMockingaird Famil

This project aims to show a snapshot in
the life of a family of mockingbirds, the
state bird of Texas. In this snapshot, we
see a mother bird stretching her wings as
she looks for food for her babies who are
so close to hatching. Under the cover of
their tree’s branches, a caterpillar hides
from the prying eyes of the mother.

A lovely family portrait!

I Parrait

The body of the mother bird is sculpted to
incorporate some of my love of working
with clay. | wanted to incorporate some

of my culture by taking inspiration from
mehndi/henna designs for the backdrop.
Finally, the flipbook boxes give a level of

interactivity to the whole piece.

The ever-growing tools
and accessibility of
animation provides many
avenues to pushing

the limitations and
understanding of art ®

Zarah Najmi

Nationality: American
University of Texas at Dallas

| am an aspiring 3D modeling and VFX artist who recently
graduated from the Bass School at the University of Texas at
Dallas. While my interests fall more towards VFX, | enjoy diving
into experimental forms of animation too. It's exciting to explore

how far animation can be pushed as an art form.

Mockingbird Family Portrait | December 2023

Wall installation with flipbook boxes. Hand activated
3x3in. cardboard boxes, polymer clay, acrylic paint,
flipbookit, frames drawn in Procreate, 3D printing. The
backdrop was created in Adobe lllustrator and printed

out as stickers to attach to the wall.

display (top)
details (right)

Mockingbird Family Portrait
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parden Anoch Puppet

The concept is based on the juxtaposition | set the scene at a garden party where
between an animal commonly associated ladies chat and play croquet.
with trash and disease, the opossum,

In the short, Daisy, the opossum, is hit in

and the opulent gowns of the Victorian the head with a ball thrown by an off-

era. l also wanted to play with one of screen charac-ter. She instinctively plays

the characteristic traits of this animal, dead but immediately collects herself

who plays dead when felt threatened, by as the stiff norms of the peri-od require.

contextualizing the animation in a period . .
Seeing someone dressed in a ball gown

with strict social rules and behavioral from the 19th century acting unexpectedly

etiquettes such as the 19th century. helps bring back life and relatability to
The gorgeous dress from the Museum of something that seems to belong to the

Texas Tech collection solidified my concept. distant past.

| recreated a dress
that | had only seen
in photos and it
was amazing to see

itin person® o e

needle felting needle, cotton fabric,

needle and thread, lace, ribbon, fabric
dye, fake grass, hot glue, nuts and

bolts, epoxy. 7 in. tall.

Katherine Norris
Nationality: American
University of Texas at Dallas

Recently graduated from the Bass School
display (top)
details (right)

at the University of Texas at Dallas.
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porous

Porous is an experimental, multi-media
film that unpicks the subtle nuances of
sexual assault and the irregularities of
memory. The enclosed bathroom setting
serves as a vessel in which memories are
confronted as the boundaries between
water and skin blur. Water immersion
provides a pathway to healing and
entering the unconscious, as suspended
and floating our bodies move out of time
with the rest of the world.

The motivation for the piece stems
from a personal struggle to define my
own experience of sexual assault. The
allusion to the event through symbolism

and sound reflects a profound lack of
personal clarity over these events. The
influence of magical realism provides a
framework for the narrative, as physical
space and time stretch and change
without explanation.

The film operates as an animated
painting, combining various mediums
and techniques such as paint-on-glass
animation, stop motion, digital frame-
by-frame animation, and hand-painted
gouache backgrounds. The idea was to
create tactile imagery that flows freely,
untethered from a canvas.

Figuration, abstraction,
sound, and materiality all
meet in a time-based medium
that immerses the viewer for
long after the film runs ®

Nationality: British

Cecilia Reeve

Independent Animator

Cecilia Reeve (b1996) is a London-based artist
exploring the intersection between painting

and animation. She recently completed her MA
in Animation at the Royal College of Art (2023),
before this, she studied lllustration (BA) at the
University of Brighton (2018) and her foundation
at Falmouth University (2014).

Porous | 2023
Animated Painting. 4 min
Watercolor paintings.

Different sizes.

display (top)
details (right)

Porous
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PlaLe and wagons

The film flats and wagons collages
together a postcard collection from
1930-1970 into a stop-motion animation.
Borrowing from the vocabulary for moving
set pieces in a theater production, the
title alludes to backdrops seamlessly
weaving in and out of a scene. In the film,
postcards are cut along compositional
elements like a mountain’s ridgeline or
an ocean's horizon line, and recombined
through animation to create new and
unrealized cinematic landscapes.

The blending of nostalgic landmarks &
utopian vistas plays with our expectations
for how we remember, and long for, a
return to the natural world housed in our
collective memory.

The synthesis of related
and interconnected
information allows for
new and unexpected
perspectives to emerge ®

Jacob Rivkin

Kutztown University

Great Performances.

Nationality: American

Jacob Rivkin is an interdisciplinary artist focusing on the
intersection of art, history, and science. His independent
and commissioned works have screened worldwide,
such as at the Animation Block Party in New York City,
the Japan Media Arts Festival in Tokyo, and on PBS'’s

flats and wagons | 2015
Stop motion animation with postcards. 1:54 min
20 postcards (1930-1970) on a frame

Collage of postcards on paper.

display (top)
details (right)

flats and wagons
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Vibrating

My films are a physical record of my

own dissection of internal and external
pressures caused by my environment
and self. | explore what being vulnerable
with myself and the outer world feels like
through bright colors, turning geometric
forms into organic ones. | pair the music
I've written during moments of self-
reflection with animated imagery to
recreate a sensory experience of what it
feels like to be in the world. My approach
to process and materials closely relates

to my ongoing, near-obsessive reflection.
I'm curious as to what makes up a medium,
how | can mold it, and what it means to
force it to change. | use a collection of
chemicals, mark-making, and color to
search for my answers.

| experiment with 16mm film, paint and ink
on glass, fabric, drawings, etc., breaking
down materials under the camera,
capturing frames with macro photography,
and playing them back as animation.

My work starts with
dissecting an event in

my life and writing music
about what | experience.
| then take this music and
give it a visual aspect ®?

the impact of climate change.

Lindsay Moore Robertson
Nationality: American
Central Michigan University

Lindsay Moore Robertson, animator, musician, and
queer artist. Her films are influenced by a passion for
music. Her work is inspired by her grandfather and a
love for physical materials and experimental animation.

Lindsay was recently awarded a NASA grant to animate

Vibration | December 2023
Experimentation with traditional

means of animation. 3:18 min

16mm film, paint and ink on glass, fabric,
watercolor, sand, clay, and hand drawn.
Soundtack: Robyn Hitchcock’s song
Vibrating, performed and recorded by
Lindsay Moore Robertson.

Four hand-painted pieces of fabric.
Different sizes.

display (top)
details (right)
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IH““BHIIIH (The Tobacco Shop)

Tabacaria tells the story of a poet The poem remains remarkably
contemplating everyday life from his contemporary, providing a reflection
window across the street from a Tobacco on humanity by exploring our capacity

shop. The poem describes a representation  of analyzing the world philosophically

of an infinitude that permits human despite the limitations of our stranded
beings to become sensible to ideas and bodies. This animated short film brings
philosophical constructions. For this the poem to life through rapidograph
reason, we can detach ourselves from illustrations reinterpreted as stop-motion
the immediate present and transport our cut-out animation.

existential problems to a metaphysical
level. “Tabacaria” is probably one of
Fernando Pessoa's most well-known

This film was produced with the financial

poems. Written by the Portu9uese poetin assistance of the ASIFA-Hollywood's Animation
1928, he published it under his pseudonym  Educators Forum 2021 Faculty Grant

Alvaro de Campos in 1930.

If we accept that animation
is not restricted to
cinematic formats, we can
consider animation as an
art form in itself

Joao Paulo Amaral Schlittler
Nationality: Brazilian/American
Universidade de Sao Paulo

Jodo Paulo Schlittler is a designer and artist working in film,
animation and digital media. He holds a PhD in Architecture
from Universidade de S&o Paulo (USP), a Masters

Degree in Interactive Telecommunications from New York
University and is an Associate Professor at USP’s School of

Communication and Arts.

Tabacaria Trailer | January 2024
Stop-motion, cut-out animation. 3:00 min
Narrated by the Brazilian actor Pascoal da
Conceicdo. Soundtrack by Luis Soldado
performed by Quarteto Lacerda, Portugal.
Black & white paper cutouts and china ink

drawings. Different sizes.

display (top)
details (right)

Tabacaria
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[98L Dance on the Main

An animated documentary on the
demolition of a row of historic buildings
on Montreal’s St Laurent boulevard, also
known as “The Main” by politicians and
building developers. The film also portrays
the resistance put up by a cabaret
burlesque artists and the local community
against their expropriation. The story of
The Main is told through the voices of

an architect, a cultural historian, a local
activist, and the venue’s owner. The
animation considers the unfolding of the
events that led to the partial demolition
of the area buildings and the challenges
faced today by this fundamental part of
the heritage and identity of the city.

The film, produced at Concordia University
and with the collaboration of local music
composer Tristan Capacchione, was

made almost exclusively with paper-cut
silhouettes, surfaces and other objects on
a light table in the stop-motion technique.
For the filmmaker, the artisanal way of
making the film was a sensorial exploration
of the historic neighbourhood in question,
but also an expression of resistance to the
dominant computer-generated depictions
of new urban developments. Thus, craft
and technique become a metaphor for

all the human experience, which moulds
the city and its buildings, often unruly yet
deeply meaningful.

My light tableis a
working surface of trials,
improvisations, and

manipulation ®

Aristofanis Soulikias
Nationality: Canadian/Greek

University of Montreal

Avristofanis Soulikias is a film animator based in Montreal,

with a background in architecture. In his current PhD studies
at the University of Montreal, he is researching ways in which
handmade animation techniques reveal the atmospheres,
materiality, and social realities of cities. His main technique

is 2D stop motion using under-lit silhouettes.

Last Dance on the Main | 2014
Stop-motion animation. 3:08 min
Handmade paper-cut silhouettes,
paper surfaces, printed photographs
on acetate paper and other physical
objects, mostly in silhouette form.

Different sizes.

display (top)
details (right)
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[raditional Meets urrent Trends n Claumation

With Sandee Chamberlain

Participants tried their hands in both
character and abstract animation.

Through touch, sight, and smell they

were able to engage in a multi-sensory
experience while creating micro-animated
shorts (between 10-20 seconds) and
learned techniques of stop-motion
animation as it applies to working with clay.
Participants were able to record their
animations directly on their own smartphone
devices and share them with family, friends,
and artistic communities via their favorite
social networks.

About the Artist: Sandee M. Chamberlain
obtained her BFA in Entertainment Arts
with a concentration in animation at
California State University, Fullerton.

She has worked professionally as an
animator, storyboard artist, illustrator,
and in technical direction. She attended
Savannah College of Art and Design for

her Master’s studies in Animation (MA)
and lllustration (MFA). She has been
teaching at the college level for almost

two decades and continues to be curious

about the future of entertainment arts

while keeping current with technological

advances in this field of study. Sandee

is currently an Assistant Professor of

Animation & lllustration at Kennesaw

State University in the School of Art Sandee Chamberlain

and Design, her work has been shown New Assembly Room, Museum of Texas Tech
in national and international galleries as Dates: May 29th and May 30th

well as film festivals. Duration: 90 minutes




Bird Hock / Digrial Lient

Bird Flock (2015). A flock of birds or one
bird in flight. These drinking glasses
feature engraved bird silhouettes. The

six engravings represent a flock of birds;
simultaneously, they suggest six key poses
in the animated flight cycle of a single bird.
Drinking glasses are tactile, functional
objects. When they represent the cells of
an animation it changes our relationship
and interaction with the animated cell.
Digital Light (2014). As we peer into the
interior of the translucent house, we
witness moving rooms and domestic
objects passing through.

There is an interplay between real and
virtual objects as the house, acting as a
lens, focuses and distorts the transient
interior space, broadcasting the contents
outward. Our angle of vision through the
glass transforms the animated image as
the total internal reflective properties of
the glass gain prominence; the image
disappears as one'’s point of view is
lowered. Concurrently, the animated image
alters the glass form, permeating it with
color, movement, and a luminous glow.

Glass juxtaposes the time
based and ephemeral
qualities of animation as
both interact with light,
optics, and image ®?

Lienors Torre
Nationality: Australian
Deakin University, Melbourne, Australia

Lienors Torre is Senior Lecturer in Animation at Deakin University.
She is a practicing glass artist and animator who is interested

in the history and future of animation, including how ephemeral
screen content is actualised into the material world. She is also

co-author of two books on animation history.

Bird Flock | 2015

Six Frame Animation Cycle

Twelve glass goblets engraved with the flight cycle of
a bird. Dimensions of each goblet: 78in, 37 in, 3.7 in.

Digital animation of the engraved bird cycle in flight.

Digital Light | 2014

3D Animation. 3 min

Solid cast-glass house (lathe-worked and polished),
metal stand, digital screen with animation
Dimensions: 16.9 in, 4.3 in, 4.7 in. Incorporated 3D
computer animation depicts moving rooms and
domestic objects contained within the house,

suggesting daily routines and rhythms.

display Bird Flock (top)
display Digital Light (right)

Bird Flock / Digital Light
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Gilnouette doetrope: Butterplies

As an artist, | embrace mixing and remixing  As the director of the experimenta.l.

old media to craft innovative animations Animation Lab, | cultivate an environment
and installations. This integration of where interdisciplinary collaboration
physical and digital technologies delves flourishes, inspiring hands-on exploration
into the experimental possibilities of the of animation.

medium, blending analog and digital,

old and new, to evoke a tactile, sensory
connection with the public. My journey

as a scholar, inventor, and animator
continuously expands upon these
experiments, pushing the boundaries of
animation to offer fresh, creative solutions
and immersive experiences.

The viewers become
active agents in the
perception and creation
of animated motion

Christine Veras
Nationality: Brazilian
The University of Texas at Dallas

Christine Veras is an experimental animator and
scholar at UT Dallas, combining history, theory,

and practice in her work. Her teaching, exhibiting,

and research spans globally. She directs the
experimenta.l animation lab, fostering interdisciplinary
collaborations, the use of hands-on techniques, and

experimental media archeology.

Silhouette Zoetrope: Butterflies | 2016-2024
Automated Loop

3D printed cylinder with laser-cut acrylic base
with translucent colored acrylic butterflies

315 in diameter.

display (top)
details (right)

Silhouette Zoetrope: Butterflies
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1000 Plateaus

| created 7000 Plateaus in the front seat
of a Dodge Caravan in 2004 with small
and simple objects. It took 10 years to
complete using roughly 5000 individual
35mm motion picture film frames. Road
maps and the road seen through the front
windshield were my sources of inspiration
as | inked, painted, and scratched each
frame of film. | was drawn to lines and
dots on the maps, and | began to draw
them on the film. In the book, A Thousand

Plateaus by Deleuze and Guattari, the map

is a performance, and tracing [it] involves
"alleged” competence.

| felt as though my film project was a part
of that trajectory. My actual Plateaus (the
French word for shooting location) were
film sets, a place where technicians sat
idle and then participated in the making

of scenes in a feature film. My goal was

to create a short abstract film as | sat idle
as transport driver in the shadow of larger
film, re-purposing the tools around me as a
recycling project. | also sought to create a
dialog between myself and my passengers.

Each frame of film s
small, but this allows

me to look into worlds |
could never draw in other
animated mediums ®?

Independent Artist

Steven Woloshen
Nationality: Canadian

Born in Montreal, Quebec, Woloshen first attended Vanier
College, where he worked with Super-8 film and video.
Woloshen specialized in 16mm independent film techniques
at Concordia University in Montreal. He initially made
documentaries and collage films, but the freedom and
accessibility of scratch animation won him over. He has since
created animated and experimental films, which have been

shown at screenings and festivals around the world.

100 Plateaus | 2004 - 2014

Camaraless animation on 35 mm film. 3:22 min
Soundtrack: Lionel Hampton

Canadian Film Institute Award, best Animation 2014.
Bottles of paint, wooden glass box, metal handle,
cotton glove, roll of %4 masking tape, book: London
Street map, wooden calligraphy nib box with nibs,
brushes, pens, markers, magnifying loop glass,

sample film strips, meal/glass projection gate.

display (top)
details (right)

1000 Plateaus
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[ncorporaLing Toueh in Animation:

Hinetie Apple M 2

Kinetic Apple No. 2 transforms my everyday
auditory experience into a captivating
visual abstraction. Using hundreds of pins
on haptic devices programmed to move

in accordance with the custom abstract
animations | created, the artwork responds
dynamically to the rhythm of my body. With
this work, | aim to share the essence of my
movements and routines, translating them
into an animation that can be touched.

The juxtaposition of sound, 2D animation,
and the pin's movement creates a dynamic
interplay of light, motion, and tactility.

This installation transcends the limitations
of two-dimensional space, offering

a multi-dimensional encounter that
engages multiple senses simultaneously.
It captures and converts intangible
sound waves from our three-dimensional
world into a concentrated, tangible form,
making the unseen, both heard and seen.
Kinetic Apple No. 2 invites viewers to
reevaluate their relationship with digital
interfaces, encouraging a richer, more
physically engaging interaction with
audio-visual content.

The material holds traces of
the artist’s hand and body,
serving as a link between
the creator and the viewer ®

Bharoto Yekti

Nationality: Indonesian
Universitas Multimedia Nusantara /
University of Glasgow

PhD candidate at the University of Glasgow, Bharoto

Yekti integrates tactile feedback into expanded
animation. His work combines handcrafted objects,
kinetic motion, and 2D animation, creating multi-sensory

experiences that challenge visual dominance.

Kinetic Apple No.2 | March 2024
Animated loop. 1 min

Expanded animation, hybrid 2D
animation, and kinetic motion.
Haptic display device made from
servo motors, balsa wood pins,

Arduino, and acrylic.

display (top)
details (right)

Incorporating Touch in Animation: Kinetic Apple No.2
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This piece is a collaboration and therefore,
the information about all the artists is
available here, written as a collective

Directed by Guido Devadder and Christine Veras

Animated by Vincent Chow, Grace Burns,
Hayden Staples, Katherine Norris, Martin
Cho, Brody O'Brien, Abigail Bargas, Sophie
Golly, Elena Gabriela Manea, Anna Mitscha,
Paul Elia ZeiBig, Ghazal Sabzi Yakhforoozani,

Louise Rogiers, Arwen Aznag,

Sam Schmetz, Aaliyah Nyanguile, Idriss
Ajouaou, Cyril Van Nuffel, Louis Monden,
Alise Issanbaieva, Humberto Gongalves da
Costa, and Amber Van Osselt.

The process was inspired by
our intention to collaborate
and invite our students to
experiment with proto-
animation devices in a
cultural exchange ®?

Guido Devadder: My work originates from
a substrate of exploration, combining
different techniques and approaches
without an intended goal in mind.

The process starts from a deep curiosity

about form, texture, light and motion, both
in its creation and perception. The human
body features prominently in my work,
conveying meaning and emotion outside of
a traditional narrative framework.

Christine Veras (details on page 83)
Nationality: Brazilian
The University of Texas at Dallas

Guido Devadder

Nationality: Belgian
LUCA School of Arts - KU Leuven

Guido Devadder is an artistic researcher in the field of experimental/
expanded animation and teaches at LUCA School of Arts in Brussels.
Finding the new in the old is an overarching theme in his work,
leading to short films, animated installations and VR, screened and

exhibited internationally.

Roundtrip Animation | 2022

Collective Video, edited digitally. 2:55 min
Analog and digital phenakistiscope
animation discs. 22 on display and

3 hand activated .

display (top)
details (right)

Roundtrip Animation
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PiRllation, Stop Iriehs
90 Lo Foundations oF ELop-Motio

With the Animation-Making Workshops

This workshop was tailored to serve
at-risk students from O.L. Slaton Middle
School, TX. It was directed by Drs.
Jorgelina Orfila and Francisco Ortega
(AnimationDuo) in the context of the
activities they coordinate in the research
lab Animation-Making Workshops (AMW)
and was organized in collaboration

with the STEM Center for Outreach,

Research & Education (STEM CORE),

Texas Tech University. After a tour through
the exhibition, the team explained to the
students the principles of the stop-trick
effects and pixilation and encouraged them
to explore the possibilities of the medium.

About the Presenters: AnimationDuo

is a collective of animation scholars
cofounded by Drs. Jorgelina Orfila

(Art History, School of Art, TTU) and
Francisco Ortega (Graphic Design,
School of Art, TTU) that explores the
intersections between animation and
modern and contemporary art and
animation as a tool to promote well-
being. It organizes the Animation
Research Gang, a network of animation
scholars, practitioners, and fans that
meets annually at the Southwest Popular
and American Culture Conference

in Albuquerque, and the Animation-
Making Workshops (AMW), a research
endeavor that explores the potential

of stop-motion animation as a didactic
and therapeutic tool. AMW serves

local health or socially disadvantaged
populations and is supported by a
federal grant through The JT & Margaret
Talkington College of Visual & Performing
Arts (TCVPA)' NEA Research lab.

Animation Making Workshops
Kline Room, Museum of Texas Tech.

Date: June 13th

Duration: 90 minutes




sample from Parous (top)
collaborations with Carol Flueckiger and

East Lubbock Art House Students in Art &

Activism Program, 2024 (right)

The animation art, Porous, by Cecilia Reeve visually ponders skin as boundary to show us

that an individual body is as complex and porous as an ecosystem. By pairing the tangible

parts of the body such as the skin with unseen internal organs and a watery bathtub

environment we are struck by the complex and unfamiliar territory within our own bodies.

In the artwork, a surreal dream-like
bathroom environment depicts a seashell
resting on a window sill above a full tub
of water illustrated in soft low intensity
gouache paint. A woman's legs, feet and
toes are submerged under water. A close
up on the sea shell takes a dive into the
shell’s crevasse (or is this the woman'’s
mouth? vagina?) into a high contrast
garish abstract environment. Boundaries
between water, skin, space, and time
dissolve into ameboid shapes that swim
through the skin of the figure.

This narrative of interconnection between
watery environment and human body
makes me think of my art workshop titled
Drawing Playa Wetlands. The workshop
focuses on the formal drawing strategies
of continuous line drawing and negative
space to understand interconnection
and/or boundaries between the seen

and unseen components of a wetland
ecosystem. Students study a diagram of
how playa recharge functions and ideally
visit a playa wetland.

They experience the marshy growth of
coreopsis, spikerush, pink smartweed,
and curly dock plants. They encounter
mosquitos, frogs, bugs, birds and ducks
above large clay cracks where they clay
bottom is dry; and they view the playa
gradually give way to grasslands as it
spreads out in a large shallow basin.

What they are unable to view is the
aquifer below. Wells and wetlands cloud
up portals to the underground water 100
to 200 feet below the earth’s surface. Like
Reeve’s shell, which opens into an unseen
world through a crevasse, students learn
that the play wetlands are portals to deep
unseen fossil water. They learn that rain
fills up shallow basins called playas and
the water slows makes its way into the
ground. Theses portals remind us off how
little we know about our environment.

The complex mechanics of a playa
wetland that recharges an aquifer and
Reeve’s animation illustrates ecosystems.
The bathtub becomes a science-fiction
pool, and/or a portal to outer space and/

- .‘qu = N |

x e oF o -1 =
- TR N
or a universe full of tiny creatures.
Ameboid like shapes flow through our
hands and feet. Each orifice, crevasses,
organ, moving with life, growth, death.
Where is the edge of this environment?

When the boundary of our skin is
broken in this underworld who are we?

The shell crevasse in Reeve’s animation
and the earth crack within dried up
playa wetlands that remind us that our
skin, a porous organ, breathes in the
environment we move through. Both
Reeve’s animation and my workshop
visually piece together systems of
seeing that tell us we are unknown and
under-discovered to ourselves. What is
the consequence of inhabiting a body
or a wetland environment that we are

perpetually rediscovering?

Carol Flueckiger (MFA) is a Full Professor and

Coordinator of the Foundations Area at the School

of Art, TTU

carolflueckiger.com

L 3
I

About Porous

93




alimaiin i

March 23, 2024

95

Opening Day



Catalog:
Editors: Jorgelina Orfila and Francisco Ortega

Designer: Francisco Ortega

Logo design: Francisco Ortega and Mystie Do
Photographer: Francisco Ortega
Photography Assistant: Mystie Do

Editorial Assistants: Emma Ecker and Macy Jackson
Production Assistant: Caitlin Alvarez

The publication of this catalog was supported by

a Faculty Research and Creative Activity Awards, J.T. &
Margaret Talkington College of Visual & Performing
Arts, and the Ryla T. & John F. Lott Endowment for
Excellence in the Visual Arts, administered through
the TTU School of Art

m J.T. & MARGARET TALKINGTON

E COLLEGE OF VISUAL
. & PERFORMING ARTS

TEXAS TECH

ISBN (printed catalog): 979-8-9909856-0-5
ISBN (online catalog): 979-8-9909856-1-2

© 2024 the author(s), editing © 2024 Jorgelina Orfila
and Francisco Ortega.

Published by the School of Art, TTU
Printed at Slate Group, Lubbock, Texas

for the online expanded catalog version, visit

http://animationduo.com/aaa_exhibit2024




