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Project Curator

A Good Waste of Time

The idea behind this exhibition has been inspired by the
past experience and reflections a friend and | had after
attending two exhibitions. On one occasion at a contem-
porary exhibition, we were not particularly interested in
many of the interactive works on display there. We took
part in some of them, but we couldn’t say we found them
very interesting. On another occasion when we were in a
children’s museum, we couldn’t stop playing with many of
the interactive games. These games were actually quite
childish, but not only did we have a lot of fun, we also drew
inspiration from the experience.

We understand that the interactive installations inside the
children’s museum were designed to engage and inspire a
particular group of target audience. When creating or
curating contemporary art, interactive elements are
commonly employed to invite participation from the
audience and to encourage an active viewing experience.
Despite the varying and wide range in age of the target
audience, both kinds of exhibits share the same considera-
tion in treatment of the audience and their relationship
with the exhibition visit. And so, there should be lessons
worth learning that we can draw from this aspect. Is it
possible, that by extending the experience beyond the
exhibition site into our daily lives and wholeheartedly
‘wasting’ time through completely immersing ourselves in
joyful activities, we gain something of benefit?

In fact, spending time in play can enable audiences of
different ages to discover joy and be pleasantly surprised,
and stimulate their curiosity, imagination and creativity. It
can even benefit one’s well-being and interpersonal
relationships. The process of fun has the potential to
disarm, yet its challenging aspect also calls for one’s focus
and attention. It can go even further by testing one's
willingness to take risks. At this exhibition all participating
artists are people who are fond of fun and games. They
may have different motives and approaches in their
creative work, but they all aim to use fun to let other’s enjoy
themselves to their heart’s content and thus arouse the
audience’s curiosity and interest. It is our ardent hope to
bring new discoveries during this journey of play.

Cheuk wing-nam has installed a special scene for the
audience to experience. By being random and calling on
one's intuition, it is meant to produce unpredictable and
interesting reactions. Subtly concealing herself within her
own work, Moss Ho wishes to invite the audience to become
more sensitive to the conditions of their bodies, space and
matters which are often easily overlooked, and building a
delicate relationship among them. Koko Ko has set up a play
corner using ordinary everyday materials, and thereby
inviting imagination and creation of new conversations about
play objects. Rogerger Ng has scouted people who share an
interest in conducting silly experiments. The goal is not about
the result, but rather about diligently exploring limits in our lives.
Thomas Yuen has developed a video game which does not
require sophisticated thinking, but makes use of direct
participation and experience to convey the humour behind its
logic. Last but not least, Lau Ming-hang has turned a piece of
paper into a space that houses these arts and fun together. His
piece helps guide the audience through this journey of play, and
so your visit and experiences will complete his design.

If you find this exhibition a bit of a joke but still are willing to
participate, enjoy the process and feel energized or inspired
from it, then we are very pleased that you have had a good
waste of time.
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Curator, Oi!

Play to Create New Sparkles!

People are born to play and have fun. Play teaches us
about life, it sparks our curiosity and inspiration and then,
as we grow older, it helps our bodies and minds relax. Oi!
provides artists and the public with a fascinating, open
platform for exchanging creativity that inspires our
boundless imagination to explore and discover new ideas
of play.

The theme of ‘A Good Waste of Time', the fifth exhibition in
the second edition of the ‘Sparkle! series’, is ‘fun, play and
art’. Project curator Solomon Yu teams up with six Hong
Kong artists from different professional backgrounds -
Cheuk Wing-nam, Moss Ho, Koko Ko, Lau Ming-hang,
Rogerger Ng and Thomas Yuen - to play with ideas of fun as
the focal point and extension of their creation. Converting
the exhibition gallery into an exciting box brimming with
unconventional ideas, they will demonstrate how a ‘white
box’ exhibition gallery that otherwise conforms with
traditional norms can be transformed into a kaleidoscopic
space packed with magical surprises and fun.

Each of the works created by the six artists bears various
methods of ‘play’ and ‘fun’ that express the individual’s
creative response to the theme. They are made up of
everyday playthings as well as specially designed and
crafted play spaces that invite the viewer’s participation,
providing opportunities for both fun and artistic apprecia-
tion. In this exhibition, the artists break away from a purely
creative role and act as collaborators engaging the
audience in the process that produces vibrant works
interpreted on various media. Visitors, on the other hand,
can jump out of the traditional mode where they keep an
optimal viewing distance and then challenge the role of
the creator. They can also reignite their own creative
neurons, find inspiration in their own curiosity and
unrestrained mind and have fun as an artist through
immersive interaction.

As an experimental platform, the ‘Sparkle! series’ adopts
the curatorial philosophy of integrating different
disciplines and media to enlighten the public and help them
break away from established concepts. As a starting point: ‘A
Good Waste of Time’ puts your usually hectic schedule of
niceties and non-essentials on hold, puts on the hat of an
adventurer and rediscover the purity of play by having funin
the exhibition. Kindle these small sparkles and see them
glow as they light up colourful creativity and joy.
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If we think that all dolls that move have spirits,

| then wonder if we carry our spirits with us

when we repetitively, day after day, go to work?

Or could every one of us, in fact, be someone else’s toy? ”
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Is this room a horror set-up, trying to mischievously play tricks on the audience? The
truth is, mischief and tricks can be a means for relationship building! | was hoping to
make you value the importance of dolls once again through this work. My works have
always had elements that make people both interested and hesitant to interact with
them. By being random and calling on one’s intuition, it triggers unpredictable reactions,
which | think is the most interesting aspect. By the way, if toys really have spirits, would
people without spirits are just toys, like they are being exploited every day? Which one is
scarier?
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CHEUK Wing-nam graduated from the MA in Visual Arts (Studio Art & Extended Media) programme of the Hong
Kong Baptist University. She specialises in new media art installations and sound sculptures. Her works often

possess a tone of humour to represent conflicting tension and to raise the question whether 'to interact or not to
interact’ through her works.

#experiential #mischief #tricks #humour #horror #B2ES #EAE #EEF #HAER #IBM%
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Everyday life can consist of a series of miracles and surprises.
When fit-balls become peas and ropes become gummi candy,
you know this world is full of sweet insanity.

Feel free to further your training by stepping onto the carpet. ”
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Your work is a bit absurd! How is our body related to peas and gummi candy? | am
always curious and love connecting seemingly unrelated stuff in everyday life. Believing
absurdity and surprises are everywhere, | like exploring the delicate relationship among
people, their bodies and little things. The idea of this work comes from the practice of
partner exercise, which | have transformed using my imagination about the relationship
between our bodies and food we eat, hoping to awaken those everyday experiences
which are so delicate and often overlooked as we become numb towards them. This
exploration of the relationship between human beings and the motion of our bodies
may help enlighten us that, perhaps our bodies, peas and gummi candy are not merely
in an eat-and-be-eaten relationship!
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Moss HO received her BA (Hons) in Fine Arts from the Chinese University of Hong Kong. Her works revolve
around the barely noticeable moments in life. In forms of animation, photography and installation, she shows her
imagination and curiosity for daily life through stories and games, and explores the relationship between human
beings and everyday objects.
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#absurd #curious #exploration #whims #interaction #
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This is an imaginary play corner created with plastic tubes. Providing a multi-sensory
experience, it is a journey to discover pleasure as it allows us to explore sounds, the
qualities of play objects representing a certain era and the potentials of up-cycling.

People across all ages can have fun as they participate in this game.
Keep a playful mind and we can remain young forever. ”
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Are these real plastic water pipes? Why not buy a toy instead of making one
yourself? Surely they're real water pipe! My family owns a hardware shop and there are
all sorts of pipes, big and small, thick and thin. Connecting water pipes is quite a fun
thing to do. When | was a child, | assembled most of my toys using different parts. Creat-
ing a unique toy makes you feel great! It also helps you reflect on the values of things and
the potentials of up-cycling. There is no fixed way to play with a toy, except to have fun.
And like when we were little, watching others play is fun too! Bring me an old object,
together we could make a new toy by adding new parts to it!

BEE PENEBEPXABBM BB TR M SEEER RN E K E S it H R 1F 5 B 2 AR R RUE - it
AANLEE T BRERERREENNAAR R E D =it H EMTA) (ERY o

Koko KO received her MA in Fine Arts from the Chinese University of Hong Kong. She loves inviting the audience
to interact with sculptural materials with different senses, expanding our perceptions. An optimistic person, she
enjoys sharing her creative interests with people of various abilities and communities.

#experiential #interaction #exploration #choices #discovery #BSES #E &) #HEZR HEIE #34E



PHYSICAL LIMIT

IR % PR

Rogerger NG

(Fil5 €S

FERGEMIRR

|55 2

S
~
I

2oyl

&
Press button continuously to test

the plastic glove’s elastic |

imi



“ BMR—EHMBRIA BERE—E&ER RE—RAE.
BIBEFEBEIEROYG
FFIEER S B B BN T LRIERE-

We are partners in this experiment, doing tests together with no conclusion.
Pushing matter to its elastic limit,

perhaps we could correlate it with

our own experience about daily life and work. ”
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Is this game about exploring the limits of materials? Would someone really do
experiments like these? | like to express my opinions with a bit of fun and cynicism.
These actually are more than experiments! As in life and with work, we often come
across situations that test the limits of stretching and inflation. In face of these ‘tests’,
when will you reach your limit and stop playing? Or will you keep repeating the tests? It's
not much fun just looking at others doing the experiment and their results. You should
try it out yourself and see where your own limit lies!
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Rogerger NG received his BA in Visual Arts from the Academy of Visual Arts, Hong Kong Baptist University. He is
an artist-designer whose design works and creative projects reveal a humorous, surreal and irrational approach
that draws particularly on the twisted phenomena of our contemporary society.

#subversive #absurd #humour #dangerous #cynical #HEE #5532 #HAER #f20% #iEtt
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Did your parents ever smack you in order to save you? Have you heard of this
proverb, “Whoever spares the rod hates their children”?

In tears, parents smack their children in order to teach them valuable lessons.
Imagine the pain they have to go through in order to do so!

Ouch! It is painful for all, but loving smacks build great character.

You play video games, and your parents will come and salvage you!

Smacks after smacks with all their strength, they are going to salvage you!
Let’s game! You will be part of a game of your parents saving you...

From video games! ”
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Playing video games is often regarded as entertainment and a waste of time. How
can we discuss its values and meanings? Many people seem to share this view. May be
that’'s why people want to assign meanings to game playing, and to affirm its benefits
and functions. With this work, I'm hoping you’ll indulge in and discover the fun within
playing. Perhaps we could come up with new modes of discussion and perspectives to
the value and meaning of playing video games? But games by nature are supposed to
be something good. The mere fact of being fun-filled makes games a necessary human
experience. Spending time for fun isn't a waste, is it?

RAE BEREBRINAZREMXBELFIE-MERFERFANAELE EUS TN BEFER -RE
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Thomas YUEN received his MA in Fine Arts from the Chinese University of Hong Kong. He explores different

creative experiences to shed light on issues related to personal, spiritual and behavioral responses to social
phenomena in diverse forms, including experiments, performances and interactive games.
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#choices #subversive #jokes #mischief #compete #iEHE H#HEEEE #3%X
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SPATIAL CONCEPT & DESIGN
FOR A GOOD WASTE OF TIME
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Wander around as you like, look up
and down, even jump up and down!
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There is no complete artwork without an audience,
just as an audience cannot be without an artwork. ”
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Where does the concept and design of this space come from? Everything starts from
‘here’, not ‘outside’ nor ‘the other side’. Neither does it start from Taipo Market,
Aberdeen, Yau Ma Tei nor Tin Shui Wai. But if you prefer, it can start from the ceiling,
under the bed, around the corner, or somewhere out there. There you go — here is a
journey.

2888 BENRBFBEEZR TEFABASD ABMARX D MEBUERENEMRIIEERZAEA LS
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LAU Ming-hang received his BA (Hons) in Fine Arts (Theatre Lighting Design) from the Hong Kong Academy of
Performing Arts. Also known as ‘SunFool, he is a theatre lighting and a pop-up art designer who has a talent of
telling stories through the interactivity of light and shadow, people and space. He responds to grotesque social
phenomena through the questions he raises in his artworks.

#experiential #exploration #risks #deadpan #daring #B8EG #1FZ& #EME #45@E #BR
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