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arukoto, being / something

We live in a world where you can play a government-rattling video

in parallel with that of a cute kitten on YouTube.

| live in the Kansai region in Japan. | interact with friends living in
far places in Japan as well as abroad by email and on the net,
communicating and messing around in the screen through the
game controller. It is often said that this is a society, or era of a
diluted physicality; in this, connections, expanse, touch, wonder

and sorrow; | see they all exist.

| create motion images by clipping the enormous quantities of
photo images that | shoot and save on my hard disc, and then
superimpose them. « arukoto being/something » is a new initiative.
| called for residents (the cast) to participate and supply the
material of the film’s world, and a total of 121 people participated.
Just like ‘being’ and ‘something’ are connected in reality in
people’s line of sight, | consider them also connected on the other
side of the screen. | have superimposed ‘something’ that is
‘being,” and created another world ‘arukoto, being/something’ that

just might connect with the real world.

Yuki Hayashi
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a man walks the (cyber) world
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Tadashi Kobayashi (associate curator, Hyogo Prefectural Museum of Art)

A man walks in a world simplified in symbolic form, continuously.
His repetitive movements are awkward; the laws of physics of the
real world are disregarded. It is from these aspects that Yuki
Hayashi’s works are often described as ‘Famicom-like (i.e.
Nintendo NES-like),” and on this point he tends to be quite
subjective. One must note that the world of Hayashi’s work
consists of cut-and-paste photos: all the images that appear are
objects and scenery that once existed in this world.

An artist and filmmaker for over 10 years, Hayashi’s exhibition
consists of a total of six works, comprising of five pieces created
after 2008, and one new work entitled {arukoto being/something).
It reveals the past 3 years as a period in conscious pursuit of
changes.

Hayashi’s ‘Famicom-like’ style was considered established with the
work {1st resort) (2003). Up until 2008, he created several
closed worlds that loop indefinitely, assigning the lead character to
an eternal walk. The identity of objects that appear on screen also
fades with each piece, bringing a rise to the level of abstraction.
Accordingly, viewers have the freedom to interpret the variations of
movement and slight differences that occur as metaphor; figures
pushing boxes around remind one of the toil for daily bread; the
appearance of jostling men could stand for human violence. The
manner in which the thousands of motifs gently rise and fall in
{landscape) (2009)reminds one of the life and death of
ephemerals.

Since 2008, Hayashi’s creations have moved away from his
favorite, refined style. In {garden) (2008) the world of the piece
was specifically planned to expand little by little with every
exhibition, stepping away from the eternal-loop rule. {overlap)
(2009) makes an apparent coexistence of the real world and the
world of the work by connecting it specifically with a real place.
Hayashi repeatedly mentions that the physical act of clipping
images is decisively important. {The outline of everything) (2009)
is a work dealing with his creation process itself.

{landscape) (2009) may have been the turning point in his career.
In this piece, Hayashi selected various anonymous images from an
Internet search with the words ‘beautiful scenery’; not those he
shot himself anymore. Despite his previous works being a
monologue panoramic view of himself and the world at large, one
can catch a glimpse of others in {landscape). Only the lead
character walks in this ‘beautiful scenery,’” but his latest work
{arukoto being/something) invites many incarnated ‘residents’
into it. However, do not expect a doze in a sweet dream. This is
the noise of lights relativising the world.

A man walks the (cyber) world. What Hayashi is trying to reach is
the reality of us living in the 21st century—a ‘future’ at a time in
the past.



