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will culminate in a large room, which will serve as the
exhibition’s main site. The selection of works takes
us through a series of powerful moments linked to
our troubled contemporary world as it faces deep
The exhibition Télofossiles will present a group of
crises (economic, ecological, political, etc.) and then
recent works by Grégory Chatonsky. Chatonsky is an
leads us to an imagined destruction of this world and
internationally renown French artist who has been ex- continues with a proposal inviting us to experience
ploring digital art and online practices for over twenty a very distant future where we explore the traces of
years. In the course of his career his works have been our presence by way of “telefossiles” in a space which
shown in prestigious museums and major events
recalls an archeological excavation site.
throughout the world. The Museum of Contemporary
Art of Taipei is the first museum in Asia to put toA monumental installation, conceived jointly with
gether an important personal exhibition of his works. Dominique Sirois, a young Canadian artist who has
a sculpture and installation practice, will be entireThe artistic projects gathered for this exhibition are
ly produced in Taipei during an artist residency. This
structured around the theme of destruction, which is immersive environment will be the result of a joint
explored through a display of works created in recent research about end of the world myths prevalent in
years. The projects also touch on issues such as the
various civilizations, and a reflection on the techniproblematic state of a world undergoing big upheav- cal objects of our times. This very ambitious project,
als, the disembodied human presence in online netwhich will have its world premiere at the MOCA Taiworks, and the media’s fascination with destruction. pei, will be the peak of the exhibition itinerary.
The artist explores this theme through a variety of
means: digital video projections, robotic installations, The sound dimension of Télofossiles will be develobjects transformed through digital tools, etc.
oped by Christophe Charles, a Tokyo-based French
artist, who is specialized in digital sound creation.
All in all, more than fifteen works will be arranged in
the spaces so as to create a dramatic unfolding that

« On voyait, aux différents étages, des murs de
chambres où les tentures collaient encore ; et, ça et
là, l’attache du plancher ou du plafond. Auprès des
murs des chambres, tout au long de la paroi, subsistait encore un espace gris blanc par où s’insinuait, en
des spirales vermiculaires et qui semblaient servir à
quelque répugnante digestion, le conduit découvert et
rouillé de la descente des cabinets. Les tuyaux de gaz
avaient laissé sur les bords des plafonds des sillons
gris et poussiéreux qui se repliaient ça et là, brusquement, et s’enfonçaient dans des trous noirs. »
(Rilke, Rainer Maria. Les Carnets de Malte Laurids
Brigge. Gallimard, 2003)

J’aimerais montrer ce monde, qui est le nôtre, en y
introduisant un décalage temporel : dans quelques
centaines ou milliers d’années, on découvre notre
civilisation, on déterre des objets, on essaye de les
comprendre, on les commente. Tout ce que nous
avons été appartient à un autre temps : il reste des
signes, quelques traces archéologiques. Nos objets
ne servent plus à rien, ils deviennent des lieux de contemplation. Qu’avons-nous fait ? Dans quel monde
vivons-nous ? Quel sens avait cette production sans
fin ?

je souhaite explorer sur un plan esthétique, narratif
et technologique une eschatologie contemporaine
nous projetant dans les paradoxes de la disparition du
futur. Il s’agit de réfléchir à l’impact de la mondialisation et à la production toujours grandissante d’objets
en les transformant en des pièces déjà archéologiques
afin que nous puissions nous observer nous-mêmes
à distance : le sentiment de disparition de notre
présent.

Cette exposition est un jeu ambigu entre la disparition, la trace, l’archéologie et leur mise en scène.
L’histoire de l’art elle-même n’est pas sans rapport
On passe insensiblement de la crise actuelle de la
avec cette disparition puisque l’un de ses premiers
mondialisation économique qui est obsédée par la
Nous produisons et consommons sans cesse, les voi- historiens, Vasari, n’a eu de cesse de désigner l’art
puissance des chiffres, à un bureau d’architecte qui
tures filent le long des routes, l’électricité circule dans comme un objet perdu pendant l’Antiquité. Notre
semble planifier la destruction, puis à des traces de
les fils entrecroisés, les piétons marchent dans les
relation à la production artistique n’est-elle pas tou- nos corps et de nos mémoires, pour arriver à une salvilles, les avions traversent le ciel. Nos sociétés sont
jours empreinte de cette disparition nostalgique ? Le le dans laquelle on voit l’image toujours renouvellée
prises dans une accélération entropique où la vitesse sentiment esthétique n’est-il pas souvent la présence d’une terre inhabitée et des objets de consommation
d’innovation va avec une obsolescence croissante.
ambivalente d’un objet perdu ?
archivés et donc devenus inutiles. Le parcours se clôt
Nous sommes submergés par les objets, par les idées,
par une installation qui utilise les ondes cérébrales
par les techniques et les informations, par les autres, Cette exposition est une recherche sur le futur de la
des visiteurs pour détruire l’espace du musée luipar tout ce qui nous entoure.
disparition. Alors que pendant la modernité, la promême, replongeant ainsi dans le présent le plus imjection dans l’avenir était synonyme d’émancipation, médiat et retournant la boucle sur elle-même.

Intruders (2012)
http://chatonsky.net/projects/intrus--intruders/
The viewer enters a dark room. He places his
hand on a luminous surface which detects his
heartbeat. With each beat a ghostly face appears
in front of him and then slowly vanishes. These
faces are those of the viewers that came before
him and who were themselves lit by the image
of other persons. When the person removes his
hand, it is his face which appears and gradually fades from the projection. This work, which is
part of the interactive series in the itinerary, effectively engages the viewer, all the while implicating him in a narrative sequence with the other
participants. In this project, the viewer is invited
to reflect on his appearance/apparition as well as
his disappearance, his presence and absence, and
is thereby personally drawn into the exhibition’s
theme.

Transcription (2013)
On a table, visitors have access to a laser projected keyboard which allows them to tap away
directly on this table. When they type letters,
strange signs appear on a projection in front of
them. These messages, the translation of which
is based on Morse code, will then be sent into
space. Like bottles cast into the ocean or messages spread by space agencies, they are part
of an attempt to reach distant civilizations that
are outside our territories or temporal realities.
The project thus lead one to reflect on a time and
space that goes beyond the limits of a self or an
individual existence.

Landfill (2012)
A panoramic video projection shows computer
generated images of a barren earth. In a long and
endless tracking shot the camera travels over the
surface of this earth. Viewers will wonder about
the nature of this uneven terrain, which they
don’t quite know how to identify. Is it the moon,
another planet, or a distant land? The irregularities in the surface suggest excavations and the
removal of materials from the soil. Perhaps this
is, after all, our planet, but in a time that is difficult to envision.
The video proposes a speculative view of an uninhabited earth, imagined in a very distant future
after the extinction of the human race. In moving
through the room visitors will arrive at this realization after having made the link with the exhibited objects.

Télofossiles (2013)
Before the video projection, a monumental sculptural installation is displayed in the centre of the
room. Visitors can walk around it and observe
that it looks like the site of an archeological dig.
They notice excavations and recognize manufactured, man-made, crafted objects, without
being able to determine their precise function.
These shapes are covered with a grey material, as
though they had been mineralized for centuries,
as though they had been fossilized. They are the
traces of our present as they may be seen by observers in a very distant future, by telofossils.
They bear witness to our current world and to the
objects of our time, which have been profoundly
impacted in this future vision by their burying in
an immemorial period. The archeological stage
setting leads one to cast an outside gaze on
these objects and to imagine oneself in a time
not only after one’s existence but even that of
humanity as a whole.

Laocoon (2011)
Several thermoformed pieces are mounted on
the wall. The objects that they contain seem to
have been frozen in time, as though they were
cryogenized. Once again, these are technical objects trapped in an opaque and smooth material.
Stuck in this material, they no longer have a role
to play in the world and are nothing but remnants
of what they once were. They no longer serve any
function and are merely aesthetic, as though they
had been preserved for another destiny than the
one humans had set out for them.

Archives of a
disappearance (2013)
Not far from the monumental sculptural installation, monitors have been set within tables like
control panels. The monitors display volumetric
computer generated images. In the videos shown
on the screens, the viewer can recognize some
of the technical objects seen in the installation.
When the camera zooms in closer and closer on
the object, the viewer will notice that it is made
up of points. As the camera moves even closer
into the space, the object loses its definition and
the viewer finds him or herself in something like
a starry, deserted, uninhabited and solitary nebula.

Dislocation VII :
Suspension of attention (2013)
Dislocation VII is an interactive robotic installation. Before leaving
this room, the visitor must go through another, smaller room. In
its centre, he or she will notice a helmet placed on a cube. Rails, on
which a heavy metal door has been mounted, are installed in front
of the helmet. The viewer grabs the helmet and after following the
provided instructions, he or she concentrates. As his or her focus
grows, the door slides along the rails increasingly speeding up until
it hits the wall. He or she must then relax in order to cause the door
to come back and to then repeat the process. As the number of visitors increases over the course of the exhibition, the wall is more and
more fractured, damaged and smashed by this impact, and thus
bears the memory of this hesitation between attention and inattention.
Dislocation VII, which is the interactive installation of this work
series, finally implicates the viewer in a destructive activity. The
project counts on this individual capacity for destruction, even it
involves only brain activity, and by extension, thought.

