
Georg Tremmel. Statement of Intent

"Absence. The most beautiful is not to be present."
(Rem Koolhaas and Bruce Mau: pXVIII; Small, Medium, Large, Extra-Large; 1995 The Monacelli Press)

"One does not see the source of light, the sun, but things in this light. One does not read alphabetic 
characters, but, with the help of the alphabet, words; and if you want to read the alphabet itself, you 
have to order it alphabetically."
( Niklas Luhman, p.200, Aufsätze und Reden, Recalm 2001 (English translation by the author)

Ambivalent Codecs

My theme can be described as Ambivalent, or even Polyvalent Codecs. This theme must be seen as 
a meta-theme; it frames the work i put forward for the exam, and at the same time serves as tactical 
action program for dealing with the complexities of everyday life.
By Codecs I mean the processes of (en)COding and DECoding. Theses processes are quite visible 
within the Personal Computer, but I would to extend its scope beyond the reference frame of the 
computer. I am interested in the notion of Coding/Decoding as the basic underlying structures of 
culture. One way of exposing these customs and habits is the introduction of unexpectedness, 
errors and mistakes.
The prefixes 'tele-' and more obvious 'trans-' denote this ongoing cycle of coding and decoding. 
Transmission, transportation, transformations, transplantation, translation, telepresence, television, 
etc, stand for the actions and interactions of communication.
I am interested in the possibilities opened up by the fact that no codec can be 100% perfect. Every 
translation requires a reinterpretation. These errors, this noise in the channel, these unwanted, 
neglected is the source for the new. Chaos (noise) is the only source for progress.
Meanings can be shifted. What was meaningful before, becomes suddenly meaningless and vice 
versa. I am interested in this field of tension between different meanings, where one thing has the 
ability to carry more meanings, the ability to be sematic ambivalent.

Theoretical Framework

My work is informed by a variety of changing interest. Funnily enough there are not many designers 
in my sphere of influence. The informants come more often than not from somewhere in the triangle 
Language-Critcsim, Formal Aesthetics and the Theory of Computation.
James Joyce, for the transition from book to screen. The pages in Ulysses, the ways words are 
ordered and disturbed, have more resemblance to a computer screen, than to an ordinary page in a 
book.
Kasimir Malevich, whose Black Square de facto ended painting and at the same time invented the 
pixel, the picture element, which became the atom for computer graphics and computer media 
surface. Peter Kubelka showed in 1959 his short film 'Arnulf Rainer'; a film composed entirely of 
light or not-light and sound or not-sound, the binary distillation of film. Ranulph Glanville notions 
about Black and White Boxes, Brian O'Doherty's observation on the gallery space as the White 
Cube; Marcel Duchamp as the first one, who fully and completely understood and used this system.
Kurt Gödel Theorem of Incompleteness; there are truth within a complex system that cannot be 



accessed in a limited number of steps; nothing can be complete. Alan Turing took this proof as a 
starting point for his Universal Turing Machine an his works on Artificial Intelligence. The Turing Test 
and Joseph Weizenbaum's Eliza talk about the anthropomorphic perils the medium computer 
possesses. Peter Weibel and Paul Virilo accelerate images and society to dromocraty and dromology. 
Niklas Luhman describes the theory of society and everything trough über-theories on social 
systems; that is the only way it is possible to describe them.

Theme - Works

The theme of 'Ambivalent Codecs' manifests itself in different projects in different ways. There is 
always a search for the core, for the source, for the unconcealed (aletheia). It is necessary to note 
that this is not a search for truth, but for semantic grains.
The DNA in 'Transplant' is treated in this way; social or other bifurcations enter the project only in a 
later stage. The same can be said for 'Unilateral Talks'; its basic idea was to unveil the process of 
coding/encoding. Humans are degraded to noise, but exactly this noise informs this coding/
decoding system. 'Utropy' explores different aspects of transcoding familiar digital storages and 
archives. 'Polygon Porn - Strange Attractor' - a pervert mixture of stealth and porn.



Transplant Biopresence
(Georg Tremmel and Shiho Fukuhara)

Description

Transplant is based on two facts. First. The total DNA size of plant can be bigger than the total DNA 
size of a human. Second. A closer look at the structure and arrangement of DNA reveals that only 
about 5% of an organisms DNA is actually occupied by the genes; the rest are the remainders of 
cellular evolution and quite useless. We decided to name these regions jDNA (j for junk).
The proposition is to replace the jDNA of a tree with the complete DNA of an human. Will you eat an 
apple from your grandma tree?

Aims and Objectives 

To raise social, ethnical and moral questions concerning the biotechnology goldrush can be seen as 
a short-term aim. The long-term objective is the realisation and the implementation of 'Transplant 
Biopresence, your ultra-personal memorial'.

Context of the Work

The 21st century will see biotechnological breakthroughs, but the theme-complex can be rather 
disturbing. Technology gets smaller, understanding gets harder. The role of the designer must be to 
built bridges of understanding.

Assessment Criteria

Transplant represents an approach to the theme-complex biotechnology from a designer point of 
view. The assessment criteria should be see in the convergence of critical biodesign out of the 
diametric fields of biotechnology and design. The transplantation of fundamental human issues (live, 
death, grief) into a contemporary science discussion. The project should be assessed on the basis of 
clarity of communication and elegance of presentation.



Unilateral Talks
(Georg Tremmel and Shiho Fukuhara)

Description

The installation 'Unilateral Talks' consists of a network of pipes, connecting a microphone and a 
loudspeaker to a computer. The microphone takes in speech, speech recognition software tries to 
translate (to make sense) (to form order from noise) this input into text, these recognised text is then 
spoken aloud by the computer (noise from order).
The speaking/listening human effectively interrupts the flow of words, without human participation 
the output of the computer becomes its input becomes its output etc.

Aims and Objectives

Speech Recognition exemplifies an approach to exemplify the restriction of language. The computer 
only understands about 1500 words, the words specified and standardised by the Voice of America 
in their Special English dictionary. In an attempt to make american news understandable throughout 
the world English was condensed and streamlined, leaving out f.e. 'kosmonaut' but of course 
including 'astronaut'.
Unilateral Talks shows that the borders of one's language can be the borders of one's world.

Context of the Work

The context must be seen as two-layered. On the outside Unilateral Talks works as a sound 
installation. As an outcome of the observation during the RCA Interim Show 2003 it functioned well 
because of its instant feedback and thus resulting dialogue. Chinese whisper or silent post with a 
computer. The core is nonetheless the visualisation (audiofication) of a restricted language as an icon 
for languages in general.
The other context is the vast field of critical computer science starting with Alan Turing's Test and 
continuing with Joseph Weizenbaum's Doctor and Eliza programs

Assessment Criteria

The installation tries to communicate the existence of a limited language with the real-life example of 
Voice of America's Special English.
Found footage language, waste water pipes as metaphors for the flow of words and the theme of 
talking to a computer questions are combined to explore and question our relationship with 
technology and our way of communicating with machines and other humans.



Digital Found Footages

One strange thing for me about the computer was/is its transformation from a com-puter (jacquard 
loom, number cruncher, electrobrain, tin idiot) to a medium. And as a medium its quality of unifying, 
digitising and uniforming other kind of storage or transport media into one über-medium. The 
following attempts try to illustrate what happens if our expectations or the computers abilities are 
slightly shifted or massively perverted. Digital Storage is treated as cultural memory. This series 
explores different methods of retrieving and transcoding everyday digital data. As projects collide with 
error, new particles are created.

v++, trypsin [from a to b, from b to c]
Unsatisfied with conventional strategies of bringing moving images into a web browser I stumbled 
across a software glitch that allowed me to place my movie not only inside the browser window; it 
denies the boundaries imposed by the operating system a writes itself (play) on the *complete* 
computer screen, leaving trail of visualised memory, even after you stop and close your browser.
Utropy.mov
A found footage movie made by a buggy self-made application. Every time the application is run, it 
creates one image of the computer RAM (Random Access Memory). The movie is the result of 
starting and quitting the application 1500 times.
L.P.R.O.M.
CDs succeeded the LP as a storage medium for music, but because of its digital qualities the CD 
became a general data storage in form of CDROM. L.P.R.O.M. is a hybrid; it stores the data of a 
CDROM, but is a LP. The project asks how my CDROM will sound played as a LP on a record 
player.
Utropy.app
Following Utropy.mov this application treats the computer RAM as a source for audio and visual 
found footage. The code of system software, other application, Utropy.app itself, etc, are 
misinterpreted as real-time data noise. Interfering with the interpretation of digitally encoded data.
But self-observation has its price, the only way out of it, is to crash the application by asking it to 
visualize RAM beyond its borders.

Aims and Objectives

The aim of these works is to show that the computer is not a mysterious machine, but it should be 
seen as (structure, toy, garden) to be explored and to be played with. The misuse and reuse should 
open the way for more critical and playful engagement with computers.

Context of the Work

The works are situated in the tradition of media art experiments. v++ (trypsin) is shown as part of an 
online project dealing with the possibilities of video on the web.

Assessment Criteria

It can help to see these pieces as a body of work. All works together illustrate my point more clearly 
than any single one on its own. To question the meaning, to collapse the facade, to defamiliarise the 
meaning of familiar tools and to find out what made them familiar in the first place.
These projects communicate the intrinsic structure of computers in an aesthetically way.



Polygon Porn - Strange Attractors
(Georg Tremmel and Roger Ibars)

Description

A 3D-printed prototype of character with distinguishable female features, but its resolution and 
polygon dramatically reduced.
This figure must be seen as a first prototype and read as a proof of concept.

Aims and Objectives

Pornography can be described as (something, that is) 'designed to arouse lust', design itself can be 
seen as purchaseable superiority.
This project will/tries to/did investigate the rather complex relationship between technology, and the 
sexual attraction towards images.
Research keywords: 3d representation, images, idols, reduction, raytracing, lighting models, radar, 
telepresence, masturbation, relationship, lust, resolution, complex, stealth bomber, stealth porn, 
polygonal, nullgonal, Murakami, Koons, Chapman, life like low-res, strange attractions, idoru.
Can the decrease of spatial resolution can increase the amount of lust?
An (illegal) unmoral activity designed to stimulate sexual please? 

Context of the Work

Polygon Porn - Strange Attractor is a research proposal that looks into the relationship between 
visibility, technology and pornography. The F-117A Stealth Bomber ("Ghost of Bagdhad") can be 
seen as a prime example, for the shift from aerodynamics to icodynamics. The qualities of visibility 
become more important than others.

Assessment Criteria

On the one hand the aesthetic and conceptual qualities of the drafts already produced, on the other 
hand the possible scenarios of future outlooks.


