Corinna Ripps Schaming: In your narratives you eschew a legible story-
line in favor of something more primordial or instinctive, in which you
acknowledge all the terrors of life without denying its pleasure. | thought
it might be interesting to echo your non-linear approach in the next stage
of our interview.

When | think about your work, the following words, phrases, and
ideas come to mind. I've presented them in no particular order. Please
feel free to pick and choose and to respond in any manner that feels com-
fortable for you. Here goes:

— Escape

— Magic

— Ghostly apparitions

— Fantastic possibilities of animation
— Drawings that move through time
— Displacement

— Laughter and suffering

— Fantasy/Hell/ Afterlife

— Surreal dreams

— Innocence

— Fleeting realities

— Human folly
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Corinna Ripps Schaming: Could you tell me about the
title of your show, Three Thousand Revisits?

Eunjung Hwang: | like my titles to be somewhat ambiguous. In
this instance, I'm thinking about all my ghost- and spirit-like figures
that seem to come out again and again in my work, like an endless
form of reincarnation or déja vu. There’s a certain implied mysti-
cism in the title—I think a lot about the Buddhist eternal life circle.
It's poetic and comforting to think about how when you die, your
soul briefly revisits all the places you’ve been before you go to an-
other level of space.

Where do your ideas come from? You seem like such a
mild-mannered person, but the activities of your hybrid
characters are truly perverse.

| have a fascination with all kinds of supernatural things: ghosts,
superstitious beliefs. Sometimes | have vivid dreams that | think
reveal fleeting, hidden truths about the human condition. | like to
tap into these. | also love comic books and B movies and get ideas

from them. The perverse elements are part of the fun for me.

There’s an element of playful yet disturbing menace in
your films.What role does violence play in your films?

On a very basic level, | think of it as a kind of spice. It can add a
visually compelling element to something ordinary or familiar. For
instance, when | draw a generic smiley face it looks boring and
predictable, but when | add a drippy blood line, suddenly it be-
comes a funny character. And | like that.

Who are some of your favorite artists?

Francisco Goya, Hieronymus Bosch, Henry Darger.

Does all your work begin with a hand sketch?

Yes. I'm always doodling. It's something I've done since childhood,

starting at around four years old. My characters and images come
out of this process in an automatic kind of way.

When did you start exploring digital animation? Could

you talk about your animations and new media works in
relation to your earlier paintings and drawings?

| didn’t start out at art college. Getting into art school was differ-
ent in Korea. For example, you needed to be able to draw the fig-
ure super-realistically. It was a painful test that required costly
training. | didn’t want to go through with it, so | took art classes
outside my major. | made character-based images, and | began to

think about making the characters move and adding sound effects.

| met an instructor with a very old Mac and he showed me how
to make simple flipbook-style animations. Shortly after that |
transferred to art college, where | majored in painting, increased
my picture-making skills, and made my first animation.

At what point do you develop the sound in your
animations?

| always add the sound after | finish the visuals and the animation.

For me, putting in the sound is the fun part.

The only digital sound program that | know is Pro Tools. |
collect specific sounds—animal sounds, footsteps, et cetera—
from the sound-effects library and then lay them in the right
spot. | mix and match the sound footages and sound effects I've
collected along the timeline of the animation. | keep playing with
the sound until | hit on chaotic and weird sounds that | like. | also
try to create my own strange sounds using my voice or other
people’s voices, or by modifying music or existing sounds.

When did you come to New York City? How has your
work changed since your arrival?

| came in 2000 to study at the School of Visual of Arts [SVA] in
New York City. | hadn’t used the computer that much in Korea,
so | did mostly paintings. | majored in computer arts at SVA. Since
then, I've done more digital work.

ABOVE:
Future Creatures, 2010, animation stills

o LEFT:
_3& Fabulous Creatures, 2004, animation stills
RIGHT:

Three Thousand Revisits, 201 |
limited edition artist's book, 8 x 8 inches
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Born in Seoul, Korea in 1971, Eunjung Hwang lives and
works in New York City. Selected solo exhibitions include
1,3,8 Characters at NY Studio Gallery in New York (2009);
Eunjung Hwang at LA Center for Digital Arts in Los Angeles
(2008); and Creature Feature at Sungkok Art Museum in
Seoul, Korea (2007). Selected festivals & group exhibitions
include Transmediale |0 in Berlin, Germany (2010); Analog
Animation at The Drawing Center in New York (2006); and
International Media Award for Science and Art at ZKM in
Germany (2005). Hwang received a New York State
Council on the Arts grant (2006) and the Principal Prize of
the 50% International Short Film Festival in Oberhausen,
Germany (2004); and | 6th Stuttgart Filmwinter - Festival for
Expanded Media in Stuttgart, Germany (2003).

ABOVE:
Sharpie, 2007, fabric, motor, 5 x 8 feet

COVER:
Box Ghost, 2008, fabric, motor, 10 x 6 feet

BACK COVER:
Square Duck, 2010, fabric, motor, 14 x 7 feet






