





Introduction

The Digital Stone Project and Garfagnana Inno-
vazione are collaborating for the sixth time to bring
artists, designers and architects, to the historic
Garfagnana region of Italy to work with new technol-
ogy and world-renowned Tuscan marble.

The exhibition “CNC - CarboNatodiCalcio" is the
result of an intensive one-month long residency
inwhich each artist produced a marble sculpture
carved with a 7-axis robot arm and finished by hand.
Thisisaunique collaboration between artists, engi-
neers and the advanced technologies at Garfagnana
Innovazione. Together they integrated ancient tech-
nigues with contemporary digital practice. These
new strategies of expression are supplemented with
rich formal approaches and theoretical constructs.
These artists have repurposed software and ma-
chinery designed for the aerospace and automotive
industries to the humanistic purpose of art. They
collaborated with robotics engineer Gabriel Ferri
(Garfagnana Innovazione) to create all of the compu-
tational data that drives the robotic cutting arm. In
addition to using Computer Aided Design (CAD)and
Computer Aided Machinery (CAM) the artists have
also employed direct modeling, scanning, VR and
animation software to develop these sculptures.
The works are experimental, exploratory, and visually
dynamic.
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6aRFAGNANA INNOVAZIONE Kl

piGITAL STONE PrRoJECT KA

Garfagnana Innovazione started as a project in 2011
on the initiative of the municipality of Minucciano,
with the aim of developing the processing chainin
the stone sector of Garfagnana and improving the
system of local processing of the extracted materi-
als. The main marble quarrying companies of the
area are members of Garfagnana Innovazione:
Cooperativa Apuana Vagli, Acquabianca Marmi,

Cave Focolaccia, Bianco Royal and Stone One. The
headquarters of Garfagnana Innovazione is inserted
inan area of high environmental value, we are in fact
in the natural park of the Apuan Alps, near the lake
Gramolazzo and adjacent to the historical center

of the town. Thinking about this initiative as a tool
that could lead to an increase of employment and
development for the entire area of Garfagnana, a
path has been taken towards high technology ap-
plied to the processing stone. In this context, highly
qualified personnel was employed and it has allowed
to achieve the conditions of development and cal-
laboration with other stakeholders to undertake,
with Garfagnana Innovazione, the creation of a short
chain able to combine and enhance advanced tech-
nologies with manual skills and traditional expertise
in the processing of marble. In the center there are
10 equipped areas, which cyclically for a period of
three years are transferred to new companies of

the stone and crafts sector in order to facilitate and
encourage the establishment of businesses. The
services offered by Garfagnana Innovazione are
highly innavative in research and consulting of stone
materials, in the most technologically advanced pro-
cessing and in accuracy and finish of the products.

The Digital Stone Project (DSP) is a Not-For-Profit
technology organization based in the USA that serves
artists, architects, designers and the public at large
by providing them with the means and knowledge
necessary to realize innovative three-dimensional
works of art using digital technologies. The DSP
bridges art and technology by offering state of the art
opportunities for digital application, research, and
experimentation. We encourage collaboration, em-
brace innovation and research, and we help artists
and educators achieve the highest level of creative
expression using 3D technology.

Garfagnana Innovazione nasce come progetto nel
2011 su iniziativa del Comune di Minucciano, con
lobiettivo di sviluppare la filiera della lavorazione nel
settore lapideo della Garfagnana e diincrementare il
sistema di trasformazione locale dei materiali estratti.
Garfagnana Innovazione conta come soci le maggiori

aziende di estrazione del marmo del territorio: Co-

operativa Apuana Vagli, Acquabianca Marmi, Cave
Focolaccia, Bianco Royal and Stone One. La sede di
Garfagnana Innovazione ¢ inserita in un contesto ter-
ritoriale ad alto pregio ambientale: ci troviamo infatti
nel Parco Naturale delle Alpi Apuane, in prossimita del
lago di Gramolazzo e nelle adiacenze del centro storico
del paese. Nel pensare a questa iniziativa come stru-
mento che potesse portare ad un incremento di occu-
pazione e sviluppo per lintera area della Garfagnana,
é stata percorsa una strada rivolta allalta tecnologia
applicata alle lavorazioni dei lapidei. In questo ambito
e stato impiegato personale altamente qualificato che
ha permesso di creare condizioni di sviluppo e collabo-
razioni con altri soggetti interessati ad intraprendere
con Garfagnana Innovazione |a realizzazione di una
filiera corta capace di conciliare e valorizzare tecnolo-
gie avanzate ad abilitd manuali e competenze tradizio-
nalinelle lavorazioni del marmo. Presso il centro sono
infatti presenti 10 spazi attrezzati che ciclicamente,
perla durata diun triennio, vengono assegnati a nuove
aziende del settore lapideo e artigianale al fine di faci-
litare e favorire lavvio delle attivita imprenditoriali. Ad
0qgqi i servizi offerti da Garfagnana Innovazione sono
altamente innovativi, sia nella ricerca e consulenza dei
1ateriali lapidel, sia nelle lavorazioni tecnologicamen-
te avanzate, sia nellaccuratezza e finiture dei prodotti
realizzati.

Il Digital Stone Project (DSP) e unorganizzazione
tecnologica no profit americana al servizio di artisti,
architetti e designer che ha come obiettivo quello di
fornire loro le conoscenze necessarie per realizzare
innovative opere darte tridimensionali utilizzando la
tecnologia digitale. Il DSP & un ponte tra tecnologia ed
arte che offre lopportunita di realizzare questultima
tramite applicazione digitale, ricerca e sperimenta-
zione, incoraggiando la collaborazione, linnovazione
elaricerca, ed aiutando gli artisti e gli educatori ad
raggiungere i piu alti livelli di espressione creativa
tramite lutilizzo di tecnologia 3D.



The 2018 Digital Stone Carving Workshop is dedicated
to the life and work of board member Lawrence Argent (1957-2017).
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C hrister
Aikens

My practice is heavily influenced by ancient mytholo-
gies and technigues. my sculptures tend to focus on
issues of personal identity and are realized as bronze
castings and metal manufactured pieces. | am also
influenced by the climate of neglect and disinter-
estin human effect on the waorld which is portrayed
in my photographic practice. | grew up in Michigan
and went to high school at Cranbrook Kingswood
Schools where | was heavily inspired by the classical
sculpture and architecture as well as the sciences. |
got my Bachelors degree in Fine art and Art History
at Hobart College in Geneva NY. | have been living and
practicing in Detroit Mi. since my graduation.

This marble sculpture is an abstract figure called
Daphne. The story of Apollo and Daphne is one of
desire, hardship, andloss. The curse of Apollo's love
for Daphne drove him to pursue her across the world
while she was cursed to feel aversion towards his ad-
vances and was forced to flee. Yet there was nowhere
to hide from the sun god. In the end Aphrodite took
pity on Daphne and transformed her into a tree to
escape this suffering. The piece is about the reach
for the unattainable and the cruel twists of fate our
paths may take us on. It is also about our inability to
escape our deeply rooted connections to the worlds
forces or our continual desire for perfection and
freedom.

Come spiega lo stesso artista: ‘Il mio lavoro e pesan-
temente influenzato do/s“e antiche tecniche e dalla mi-

0(\] . Lamia scultura tende a DOWE"”MEPZOOQHDJ
temi dellidentita personale, e viene realizzata come
fussone bronzea e pezzi in metallo. Sono stato anche
i fc‘umzmu dal clima di megugpnzo edis mer@ss@ che
‘'vomo dimostra nei confronti del mondo che lo circon-
1, Uspew‘ descritti anche nella mia produzione foto-

fwco Sono cresciuto nel Michigan ed ho frequentato
nbrook ngg’ ood School. Durante quel peﬂ'odo
csm vato la mia ispirazione per la scultura classica,

er [architettura e per le scienze. Ho consequito i
achelorsin Fine Art and Art History allHobart Uu/ege
{i Geneva, NY. Vivo e lavoro a Detroit, MI.
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Questa scultura e una f gwo astratta chiamata
Daphne. La storia diApollo e Dafne € una storia di de-
siderio, disagio e Perdita. L maledizione dellamore di
AOJHO per mee lo ha portato ad megum aingiro per
ilmondo, mentre quella stessa maledizione provocava
lavversione dilei verso le sue avance, e la costrin-
gevano a fuggire, nonostante non esistesse nessun
posto nel guale nascondersi dal dio Sole. Sul finale,
Afrodite, mossa da pieta verso Dafne, la trasforma
inun albero, in modo da evitarle ulteriori sofferenze.
Lopera riguardaif mamm@ imento dell 'mpossmie‘e, ela
difficolta di percorrere le
ildestino ci pon e dav nt l Vuole inoltre descrivere la
nostra impossibilita di fuggire dalle nostre profonde
connessionicon le f
desiderio di perfezione e liberta.

strade tortuose che a volte
o
forze terrene, o il nostro continuo
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I-aura
Amphlett

Drawing is integral to Laura Amphlett's work, it
serves as the basis to the majority of her pieces. She
often returns to various sketchbooks to pull ideas
from seemingly fleeting thoughts on the pages, and
these drawings are converted to digital files that
eventually transferlate through a machine (laser en-
graver, plotter, printer, etc.)to reinterpret or appro-
priate. Laura creates sculptural and/or dimensional
pieces from these sketchbook works, playing with

a connection between the 2D and 30 world, where
dimensionality can be real ar implied. She uses found
images and materials in conjunction with personal
drawings in smaller scale pieces, which translate to
herlarger works. The use of layering, transparency,
and symbolism suggest a mysterious yet personal
narrative open to the viewer to investigate. The
questions her work raise relate to identity, human
interaction, and existence.

At DSP | worked on my piece of marble that emulates
the shape of a mining quarry, and incorporates vari-
ous laser-etched drawings on acrylic as well as light-
ing."La Mia Stanza' relates to the female form and will
evoke a sense of memory.

Il disegno e parte integrante del lavoro di Laura Am-
phlett e costituisce la base sulla quale Laura costru-
sce p‘om p@zz{. Torna spesso a ricercare appunti
su fogli sparsi(solo in opparenza)e‘n qualche blocco di
appunti, e converte poi tali appuntiin file digitali, che
vengono poirealizzati ed eventualmente reinterpretati
attraverso l'uso di varie macchine e tecniche (incisio-

ne laser, stampa, plotter, ecc...)Laura crea pezzi di
natura scultorea e/o dimensionali a partire da questi
appunti, giocando sulla connessione tra il mondo 20D e
3D, dove la dimensionalita puo essere esplicita e reale
oppure soltanto sottintesa. Laura utilizza immagini e
materiali di recupero, fondendoli con disegni personali
su pezziin U»’cwea scala, che poi traduce in opere di
dimensioni maggiori. [ _'utilizzo della sovrapposizione,
delle trasparenze e del simbolismo suggeriscono

una misteriosa e contemporaneamente personale

narrativa, aperta allir »ve@*"ooz'ﬁm da parte dellosser-
vatore. || wﬁ lavoro vw far riflettere su aspetti quali
lidentita, le interazioni umane e lesistenza.

Dum il DSP 2018, Laura ha avorato su unopera che

uole ﬁn u@f"— la forma di una cava, e che comprende
diversi emayraw \ateriale acrilico ed
na oomco‘mes ruttura luminosa. Con lopera “La
Mia Stanza’, Laura vuole riferirsi allidea della forma
femminile, evocando nello stesso tempo una sensazio-
ne di memoria.

segniincis






James

arl

James Carl was born in Montreal in 1960. His work James Carl nasce a Montreal nel 1960. | suoi lavori
— hasbeen exhibited and collected in Canada, the US,  sono statiespostiin musei e collezioniin Canada, USA,
& China, France, Germany and Italy. Major works by Carl ~ Cina, Francia, Germania ed Italio. Importanti lavori di
&= canbe found in the collections of the National Gallery  James Carl sono custoditine ollezioni della Na-
<t of Canada and the Art Gallery of Ontario, Toronto. He  tional Gallery of Canada e della Art Gallery of Ontario
% currently resides in Toronto and is a professar at the  di Toronto, citta in cui vive. Attualmente lavora come
— University of Guelph. professore presso la University of Guelph.

n James Carl has a longstanding sculptural relation- James Carl ha stabilito una duratura relazione sculto-
« shipwith common forms and materials of daily life. rea con oggetti comuni e materiali presenti nella vita
% His work at the DSP in 2018 takes product bottlesand  di tutti | giorni. Il suo progetto per il DSP 2018 vede luti-
= toilet plungers as starting points. lizzo di bottiglie comunemente presentiin commercio
N perla vendita di prodotti e 5 /al
'IE prese come punti di partenza di unanalisi artistica
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Caralie and Tucker
Cedarleaf

Caralie Cedarleaf is a sculptor studying for her BFA
at the Herberger Institute of Design and the Arts at
Arizona State University. She is currently in resi-
dence at ASU's Biodesign Institute collaborating with
Dr.Hao Yan and the members of his lab who research
ONA origami and nanotechnology. Tucker is a visual
artist and reality capture specialist warking in AEC,
film and television, and preservation. Caralie and
Tucker utilize 3d capture technology in their work,
including laser scanning, structured-light scanning,
and photogrammetry. Combining digital data and
with more traditional sculpture methods, they make
work that investigates reality and perception.

Marble, famously durable and strong, and sandstone,
susceptible to erosion, are two stones from which
the world's most beautiful forms have been carved.
From marble, Michelangelo sculpted David. From
Navajo Sandstone, wind and water formed the stun-
ning slot canyons of the American Southwest.

Leica BLK data collected at Buckskin Gulch, UT, on
marble.

Caralie Cedarleaf ¢ una scultri
? A presso J‘H(_rv\erqp\‘ mgﬁr‘ Ite
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‘mmiw del suo staff per quanto riguarda le mce‘ch@
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visual artis r nonche mesuemdw ality capture che
f

anta collaborazioni con AEC, con il mondo televisivo

matogr ClHCC‘@CuH realta attive nella cor
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vazione dei beni artis Caralle e Tucker util
tecnologie di cattura 3D per i proprilavori, inclusa la
scansione laser, a luce st ufrurame la fotogramme-
tri “wbemmmnuﬁj gitali con le piu tradizionali

a. Lo

tecniche scultoree, |l L‘o lavoro e volto ad investigare i
confini della realta e della percezione.

Imarmo, resistente e duraturo, e lar mano *ﬂcu‘m n-
te soggetta ad erosione, son deir oni

quali sono state create alcune dell | uetu‘ e
del mondo. Dal marmo, Michelangelo ha scop to il Da-
vid, mentre, attraverso il lavoro di erosione del vento e
dellacqua, la natura ha prodotto le incredibili f@m‘efm

i
canyon del Southv

n m‘/)

) sistema Leica BLK a Buckskin Gulcl

NAti ~~AJFT
Uatiraccoltic

13






THE ARTIST [

THE work Y

C hristopher

Chenier

Christopher Chenier is a historian and artist
interested in the ways people make, share, and

think about images. Using a range of digital means,
Chenier works to remix distinctions between pic-
tures and things, truth and fiction, and humans and
nature. Working across disciplines and studio tradi-
tions, Chenier methodically collects, manipulates
and reprocesses visual data, attempting to trace the
boundaries - whether imagined or real - between the
world and how we see it.

Echoing the 19th century time-motion studies of Ed-
ward Muybridge and Etienne-Jules Marey, Red Tum-
bler(24 frames)freezes and reframes the passage of
time using a range of tools developed by the artist.
Capturing the rapid motion of a pigeon in flight,

this sculpture materializes and extrudes time into a
complex of interwoven patterns and stone vortices.
Immobile in marble, the pigeon’s trail is transformed
from a looping animated GIF into the more perma-
nent, if abstracted, puzzle before you.

Christopher Chenier ¢ uno storico e nteres-
sato al modo in cuile persone prcdu, ividono
e pensano alle immagini. Utilizzando un agam-
ma di mezzi aemfo“, Chenier lavora ;,e lare

le distinzioni tra cm'mcem e cose, veri e,
umanita e natura. Attraversando ed es‘k ‘@' ndo diver-
se disci p ne e metodi tradizionali da studio, Chenier

ola e riproc

raccoglie, manip ssa dativisualiin ﬂodc

£i ~of
metodico, cercando di individuare i confini, siano essi
immaginari o reali, tra il mondo e come lo vediamo.
Riprendendo gli studi sul movim

19mo secolo da Edm ard M \vmaae ea Etien
Marey, ‘Red Tumbler (24 frames) congela e s
passare del tempo utilizzando una serie di stru
sviluppati dallartista. Catturando il rapido movi muﬁfo
ne, questa scultura (mwmk7“'77[1 ed
omplessa stru u'” di pattern
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accia generata dal movimen ne e stata
trasformata nel pezzo fisico e p partendo
da una GIF animata.
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CIaudia
Dietz

Claudia Dietz is an apprenticed stone carver and has
studied Fine Arts with an emphasis on Sculpture at
the State Academy of Fine Artsin Stuttgart, Ger-
many. In her work you will find a purist and archaic
influence. She occupies herself with contrasts like
interior and exterior, hard and soft, fine and coarse.
Her metamaorphoses in stone appear lively and curi-
ous with nature always in the center. Through her
precision handwork calm, sensuous and mysterious
stone-sculptures emerge. Claudia’s works often
resemble organisms but yet cannot be distinctively
categorized. Some even seem like composite beings
of plant and animal. Sometimes the close observer
feelsinvited to enter into a dialogue. And if one en-
ters into that dialogue, one will discover quite quickly
another aspect of her work: the ironic, humorous
undertone. Claudia lives and works in Eberdingen,
Germany.

Unlike Claudia's usual practice, this sculpture origi-
nated from an ink on paper sketch - a two-dimen-
sional starting point. The sketch was then trans-
lated into an aluminum cast, which was then again
digitalized via 30-scan. From this digital in-between
2D and 3D sphere, the sculpture will be re-mate-
rialized through a dialogue between machine and
human. The outcome will be something in-between.
In between artificial and natural, made and grown,
really cuddly and somewhat suspicious: the idea of a
creature or of a being.

Claudia Dietz, scultrice, vive e lavora ad Fbem‘} en,

Germania, ed ha conseguito un diplomain | Fine Arts con
specializzazione in Scultt ae

di Belle Artidi Stoccarda. Nel lavoro di Claudia s

indi \uduo*w influenze puriste ed arcaiche, mode

con il sapiente uso di contrasti, come interno ed esterno,
sm‘f ce e duro, rarﬁm*oegfezzo Le proprie metamorfosi
scultoree appaiono piene di vita e curio :,mﬁmemmdo
sempre la natura al centro della propria indagine artisti-
ca. Attraverso un preciso lavoro manuale, Claudlamesbe
a faremergere dalla pietra forme calme, sensuali ed

un tempo misteriose. Il lavoro di Claudia rw*owjo spesm
forme di organismi, anche se non e possibile fare una
categorizzazione precisa, tante che, ad esempio, alcune
delle sue opere sembrano la composizione di forme
Omma»‘evege ali. A volte losservatore piu attento puo
sentirsiinvitato ad entrare in dialogo con le opere. £d €
in quel momento che un altro aspetto dellarte di Claudia
viene fuori: il lato ironico ed umcr‘stoco che caratterizza
in modo implicito la sua produzione.

ra presso | /\ccaapm ia Sta
on
ella

In modo insolito rispetto al suo modus operandi, questa
scultura ha origine da uno schizzo su cart rta, un punto

di partenza bidimensionale. Il disegno aqua‘
ripo *aro per ottenere un modello in fusione di allu-
minio, che e stato infine digitalizzato U‘rfavers@ uno
scanner 30. Partendo da questo essere sospeso a meta
trala sfera 20 e 3D digitale, la scultura e stata rimate-
rializzata attraverso un dialogo tra uomo e macchina. Il
risultato e qualcosa che esiste esattamente a meta. /
me"d tra artificiale e naturale, tra creato e costruito, tra
qualcosa di tenero e qualcosa che invece desta qualche
sospetto: lidea di una creatura oppure di un essere.

17
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Carolyn

Frischling

Carolyn studied at Grinnell College in lowa, empha-
sizing painting, drawing and printmaking. At Wash-
ington University in St. Louis, she intensified her
focus on printmaking. Over time, Carolyn expanded
her art practice to include 2D digital works and
videos. This ultimately led her to create 3D digital im-
ages and turning them into physical sculptures. Her
prints, videos and sculpture have been shown in gal-
leries in Pittsburgh, New York and Minneapolis, and
in exhibitions at Westmoreland Museum of American
Art, Butler Institute of American Art (Trumbull), and
Carnegie Museum of Art.

Her sculpture is inspired by the anonymous medieval
text on contemplation, The Cloud of Unknowing.

Carolyn ha studiato al Grinnel Colle
zando ‘UfU[Ju tudisulla pit
Si m,u specializzata su

‘ashington Unive

t il
la pittura, il

uuLSLU‘

hn esteso il campo 1 propria arte includendo opere
digitali2D e wa‘\. olfe mat rtatain ‘e’ mpi recenti
acreare immagir li 3 a trasformarle in sculture
fisiche. Le stampe, i video Le Se::um;re i Carolyn sono
state esposte nelle gallerie di Pittsburgh, New York e
Minneapolis, ed alli ﬂfwno di Hsastre presso stmo-
reland Muset rInstitute of

,\mswuwﬂr(erum )eou“ arnegie Museum of Art.
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Jose Luis
Garcia del Castillo

Jose Luis Garcia del Castillo y Lopez (13980 Linares,
Spain)is an artist whose work lies at the intersec-

tion of geometry, computation, technology and data.

In his work, he explores the expressive potential of
classic materials under the lens of state-of-the-art
digital manufacturing processes. By developing

his own form generation algorithms and computer
numerically controlled programs, Jose Luis pushes
the boundaries of conventional craft to find novel
affordances in traditional media, often pursuing the
material allure through clean and elegant formal
solutions. Jose Luis currently lives and works in
Boston, USA.

Untitled 50069744 is an exploration on tangible
modeling, material tectonics and robotic manufac-
turing. The design pushes the limits of slenderness
in marble by creating a self-supporting undulating
surface of 8 mm thickness, whose contours reveal
the footprints of the carving process through the
milky translucency of thin marble.

y Lopez

Jose Luis Garcia del Castlllo y Lépez (1980 Linares,

Swam) un artista il cui lavoro si pone allintersezic
N~ o) ~ |
tra geom calcolo matematico, tecnologia e raccol-
ta o‘e'dor splora il potenziale espres ‘
A i

HA (A} , r +

Into divista dei pit avanzati proce

i proprialgoritmidi
ammi CNC, Jose

arrmnmnr ol

la te nica per tro-

”w‘O”OJP S\ ’hu’)[,u 1do
P i
jonediformeei DTODW progra

1 di espa Ljvffd ( onfir

vare nuove opportunita di utilizzo di metodi tradizionali,
cercando soesso [aspe ascinante dei materiali
attraverso soluzioni tec e ed estetiche pulite ed

el sgau i. Jose Luis vive e lavora a Boston, USA.

: ‘mrvcspe‘o azione verso la modella-
tonica dei materiali e fabbricazio
Wﬁs‘ﬂemmm_m adisu

n ”‘Guoraa snellezza delle opere su

u
eando una superficie autoportante ondulata,
disoli8mm di ssore ’JQJM@“ZHJ a dalla translucen-
za tipica del marmo, che rivela in controluce il percorso
Jtensile sequito dalla macchina durante la lavorazione.
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Hongbo Gong was born in 1994 in Jiangxi, China. He
received his degree from the College of theGuangxi
Arts Institute, and currently he is a postgraduate
student of prof. Zhang Yangen. His specialty is the
public art design.

This work symbolizes the cycle and zigzag of life,
through the very interesting form and the ring
structure to show the beauty of life and the beauty
of nature. Death and new life have a circle in a circle,
it seems as if a palingenesis and constitute a dance
of life.

1 PAll

Hongbo Gongemoroauﬂ% Cina, nel 19

laureato presso il College of Guangxi Arts ﬂ@uruf; ed
attualmente sta sequendo un (J(j[mrmu post-la

il professor Zhang mgeﬂ II'suo lavoro e specializz
nella proge diar i

Jzione LZCU‘(PUPF“UUG“‘U 0L

+
L

~ I ~[N T | [ /it
Lopera simbolizza il ciclo tumultuoso della vita, mo-
strando la bellezza della vita stessa e della natura attra-
‘e“f* forma ad anello. La morte ed una nuova
o un cerchio allinterno diun cerchio,
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Jon

I sherwood

Isherwood's work has been widely exhibited in public
museums and private galleries around the world.
Over twenty solo exhibitions and seventy group
exhibitions including the Peggy Guggenheim Museum
in Venice, Italy; The McNay Museum, San Antonio, TX;
and Kunsthalle, Manheim, Germany. His work can be
found in more than 25 public collections completed
over 50 commissions in the private and public sec-
tor Publications include The New York Times, Art

in America, Sculpture Magazine, and The London
Times, UK. Media coverage includes WAMC Public
Radio, US; and The Culture Show, BBC Television,

UK.

The tension between shape, pattern and skin that
characterizes Isherwood's work is further reflected
in the tensions surrounding his technigue and mate-
rial. His sculptures are the result of a unique process
in which the ancient and the modern confront

one another: Stone, the oldest and most sensual
sculptural material, is carved with the help of high-
tech methods. This allows Isherwood to attain an
uncampromised precision in his treatment of the
incised surfaces, which play with and against the
swelling, fleshy, soft and yet substantial character of
his organic forms.

Le opere dilsherwood sono state esposte in musei
p ubblicie galleri UNV(J‘SU"U“% mmdo ‘/%o curri-
culum commﬂ nde piu di venti mostre personali, ed ha
prev parte a piudi s et anta mostre collettive, come
wmwwe% o0 il Peggy Guggenheim Musew‘J\/’eheﬂq
ltalia; The McNay Mu»fu\ 1, San Antonio, TX; me Ile,
Manheim [7efmom/ |'suoi lavori fanno parte di p
venticinque collezioni pubbliche, ed ha lavorato a p»u
di trenta commesse nel settore pubblico e priva
Tra le pubblicazioni e testate giornalistiche che s
cupate dilui citiamo The New York Times, Art in
America, Sculpture Magazine, e The London Times,, UK.
a ;:“neuﬁato a trasmissioni in diverse emittenti, tra
E‘Qu ‘/LM Public Radio, USA e “The Culture Show”,
televisive della BBC, UK.

i'sono

S

La tensione tra forma, trama e superficie che carat-
terizza il lavoro di Jon Isherwood ¢ oltremodo riflessa
nelle tensioni che caratterizzano la propria tecnica scul-
torea e la scelta dei materiali. Le sue sculture sono il
risultato diun processo unico allinterno del quale antico
e moderno si confrontano l'un laltro: la pietra, il mate-
riale da scultura piu antico e sensuale, e lavorata utiliz-
zando metodi allavanguardia della t @cm‘oqm. Questo
permette a Jon di raggiungere un live prem’s«'me
senza compro omessi %rquarm quumu lavorazione
di superficiincise, le quali giocano a favore e contro le
forme tondeggianti, carnose, morbide che conferiscono
carattere sostanziale ai propri modelli organici.
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Gary Kulak is best known for his iconic work utilizing
the chair form as gestalt and metaphor in steel and
bronze. He draws from psychological content with
layered meaning to provide diverse perspectives.
One of the early proponents working with high and
low culture, natural and cultural elements, public and
private space with intimate and large-scale projects.
He studied with Robert Marris, Rosalind Krauss and
Alice Aycock working in her studio during the 1980's.
The exploration of physical forces in nature, mate-
rial properties, global conditions and socio-political
events have all served to inform his work.

"Fractal Decimation” demonstrates the transforma-
tional power of digital technology. Beginning with
"Evolutionary Culture’, created last year during the
DOSP, linflated and decimated that form to reveal
asymmetrical fractal formations. The chair form as
messenger continues to be the focus of my practice
as amethod for creating presence.

Gary Kulak ¢ conosciuto ai piu per il suo lavoro di
riferimento, ovvero [utilizzo della sedia come metafora
e come oggetto di studio di una sorta di psicologia della
forma in acciaio ed in bronzo. Il processo creativo inizia
a partire da un contenuto psicologico, al quale vengono
poi sovrapposti differenti strati di forme, in modo da for-
nire diverse prospettive di lettura allosservatore. Kulak
e uno dei primi sostenitori dellintreccio tra cultura ele-
vata e cultura dimassa, tra elementi naturali e culturali,
tra spazi pubblici e privati, attraverso progetti rivolti ad
un pubblico di diverse dimensioni, da quelli pit intimi

a quelli sularga scala. Ha studiato con Robert Morris,
Rosalind Krauss e Alice Aycock, collaborando peraltro
con questultima durante gli anni80. Lesplorazione
delle forze fisiche naturali, delle proprieta mentali, delle
condizioni globali e degli eventi socio-politici hanno
costituito da sempre la base del proprio lavoro.

‘Fractal Decimation”vuole dimostrare il potere di
trasformazione della tecnologia digitale. Derivato dallo-
pera ‘Evolutionary Culture’, creata durante ledizione
2017 del Digital Stone Project, lautore ha ingrandito e
decimato tale forma in modo da rivelare delle forma-
zioni frattali asimmetriche. La forma della sedia, intesa
come messaggero, continua ad essere il centro intorno
alquale gravita il lavoro di Kulak, come metodo per
creare presenza.
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Royclen

Mills

Royden Mills is a working sculptor who has been a
contract Academic at the University of Albertan, in
Edmanton Canada over more than 25 years. As a
younger sculptor he both accepted and turned down
many great opportunities offered by Sir Anthony Caro
and considers that to have been the greatest men-
toring of his life. His first professional studio was in
Hokkaido Japan and he now works out a rural home
studio not far from Edmonton. He has won many Na-
tional Awards and completed many exhibitions, large
scale private and public commissions, and has work
in many cities in North America. He was inducted to
the Royal Canadian Academy of Arts in 2017.

A nature made Stone was carried from the pristine
Canadian Rocky Mountain Head Waters of the North
Saskatchewan River that flows past my home studio
to serve the human made city of Edmaonton. What
material physical value is linking the natural made to
the human made through Italian marble?

Royden Mills ¢ uno s
presso ‘ww\/em; w

lavora come docente
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April
Miller

April Miller is an undergraduate student at the
University of North Carolina Greensboro, pursuing a
BFAin Sculpture and Ceramics and a BA in Women's
and Gender Studies. Heer interdisciplinary practice
is an investigation of materials and processes that
is strongly influenced by sculpture, ceramics, and
performance. Her work involves the gqueering of ob-
jects, responding to a fluid curiosity that has derived
from her own experiences. April finds comfort in the
ambiquity of abstraction, utilizing surreal and organic
forms to express the sensual and visceral intimacy
of embodiment; while speaking to issues of agency,
desire, and consent.

Inspired by baby toys, “Binky" represents the emo-
tional exhaustion of validation that impacts the
physical queer body. Slouching in compaosition, the
handles are considered areas of accessibility and
vulnerability. With this sculpture, April wants to em-
phasize the importance of allowing children to have
agency over their own self-discovery.

April Miller& una studentessa del corso per il titolo

di BFA in Sculpture and Cefﬁmw e per quello di BA

in Women's mu Gender Studies presso I'University of
’\/ﬂm Caroling, situata a Greensboro. La sua pratica
interdi linare riguarda linvestigazione di materiali e
processi, attivita fortemente ’Jr'f uenzata dalla scultura,
C‘O“G;C\/CFOZC‘ 1e delle ceramiche e dalla creazione in
se. lllavoro di April fvgwrrm /Juemhg di oggetticome
risposta a una specie di ﬁu»oo curiosita sc a:u‘ ita dalle
proprie esperienze vissute. April pone il suo lavoro
allinterno dei confini ambigui (e/q@rf" ione, tramite
utilizzo di forme o gm cheesu f"e , peresprimere
lintimita sensuale e viscerale della oefsomf«caz»o e
p*mumumoq esso tempo di questioni relative alla
rappresentanza, al desmwo ed al consenso.

D

sp i giochi per bambini, “Bink
lesaurimento emotivo del 'che [
guente meGf“O f“S/m prodotto s
o molto liber sel
Hoemo di movimento, le maniglie sono considerate aree
diaccessibilita e vulnerabilita al tem po S
uesta scultura, April vuole enfat tzz equ
importante permettere ai bambini di av
do alla scoperta di se stessi.

1to risulti
revocer OJJT’

(D

31






Sanord

Mirling

Blending vocabularies of modernist abstraction and Unendo i vocabolari dellastrazione modernista e della
polare

.~ contemporary popular culture, Sanford Mirling's cultura po > moderna, le sculture di Sanford Mirling

0 sculptures exploit the suggestive nature of ab- es mmm‘ suggestiva natura della forma astratta, in

£~ stracted form seemingly for its own sake. These modo soltanto apparentemente fine a se stesso. Questi

<C  enigmatic works, with their evocative material usage wmr«emcmuw’, attraverso il loro utilizzo ev cm'v»:; dei

% and implied corporal forms, feel manipulative -they materiali, e di forme corporee implicite, rendono lidea

— aresimultaneously familiar yet equally bizarre. The della manipolazione, e risultano cont emporaneam ente
warped reality from which these sculptures seem familiari e bizzarri. La reamdm m lla quale sembra-
to originate is reminiscent of a hypnagogic state, no appartenere queste sc a reminiscenza di
that liminal space between sleep and wake where uno statoipn ago ge‘co so SﬁOZOHmm le compreso trail
false distinctions between memory and fantasy fade — sonnoela v ur e nella quale il confine
away; as past, present, and future converge for the tra mcmom ende a svanire, nel momento
briefest of moments. Mirling is the Co-founder of the incuiilpa te ed il futuro convergono nel
non-profit art space in Troy, NY, Collar Works, and momento | ssibile. erhngewo' dat Ne di
currently teaches in the Studio Art Program at Mid- Collar Works, uno spazio darte no-profit a New Y d
dlebury College in Vermont. insegna allinterno del programma Studio Art Program

presso il Middlebury College, nel Vermont.

n Similar to thoughts that might arise when consider- In modo del tutto simile ai pensieri che scaturscono dal-
- ing an indentation left in a couch cushion, "Have We lav ,;s"u*w‘equm (,J”f(]%m‘(,“% >ino dewuwr\,,
o Met Before? is a tangible representation of the way ‘Have we met before” e una rappresentazione tangibile
g memories/fantasies are constructed in our minds. del modo in cui le memorie e le fantasie vengono co-

0 struite nella nostra mente.
T
'_
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Mary
Neubauer

Working at the intersection of Art and Science, Mary
Bates Neubauer has shown her sculpture and digital
images internationally. She was a visiting artist at
the American Academy in Rome, a Fulbright Fellow
(Cambridge, UK), and a Ford Fellow. Recent projects
include Garfagnana Innovazione (2014-18) and the
Arctic Circle Expeditionary Residency(2016). She
isan International Sculpture Center Outstanding
Educator and a Presidents’ Professor at Arizona
State University's Herberger Institute for Design and
the Arts where she serves as area coordinator in
Sculpture. Her recent work in the 30 visualization of
long-term data sets has focused on factors address-
ing global climate change and geophysical phenom-
ena. She continues to create both large-scale and
interactive public artwork expressing statistical input
and human motion.

The sculpture Sea Ice was developed from data from
a floating sensor near Point Barrow, Alaska, at the
northern-most point of all U.S. Territories, and the
place where the Beaufort and Chuckchi Seas meet.
Normally frozen over for all but 2 or 3 months of the
year, the sensors at this site have detected steadily
decreasing seasonal amounts of sea ice

zione per due-tre mesi lanno, quel tr

Attraverso il proprio lavoro, che si pone allinters
traarte nza, Mary Bates Neubauer ha espost
le proprie opere e le proprie immagini digitali in tutto il
mondo. £'stata Visiting Artist allAccademia Americana
a F%om’:u Fulbright Fellow a Cambridge (UK), e una Ford
Fellow. Recen collaborato con Garf J} \m
mmvaz one(a oomre dal 2014)ed ha partecipato a
programma Arctic Circle Expeditionary Residency nel
076. E'una Outstanding Educator presso ememo“onm
Sculpture Center, nonche una Presidents’ Professo
presso [Arizona State University's Herberger Insti fufe
for 7‘@%5@ and the Arts, dove m’cocre il ruolo di coordi-
natrice del corso di Scultura. Il suo lavoro, nel camp
della visualizzazione 30 di dati sul lungo periodo, si
e focalizzato sui fattori che stanno contribuendo al
cc mbiamento climatico, ed ai fenomeni geopolitici.
Continua a creare opere pubbliche interattive e su larga
scala, esprimendo la fusione tra input sta
movimento umano.

temen

temente ha

tistici ed il

sticlieall

LLa scultura Sea Ice e stata sviluppat ‘

serie di dati raccolti da una boa goweggvome situat

presso Point barfuw Alaska, nel punto mu set{emrf(k

nale di tutti gli Stati Uniti dAmerica, do

Beaufort e weh’o di Chu wm siincontrano. r@na ecce-
atto di mare risulta

permanentemente coperto da uno strato di ghiaccio

che, secondo i rilevamenti dei sensori, risulta essere

sempre piu sottile con il trascorrere del tempo

a partendo da una
t e

todi
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Sheraine

Pea rt

Sheraine Peart is a Jamaican born artist and ama-
teur folklorist, which is a fancy way of saying she
loves fairytales. She believes that folklore reflects
the core of a culture and its values, something that
isintrinsically intimate and universal, and a huge
influence on her work. She is also Royal Academy of
Art certified Ballerina, a cellist and unfortunately,
unable to croak a note. Her current project is a virtual
reality experience called Zsymel. Zsymel is based
on the guestion: “What if magic was poisanous to
humans?’and is heavily influenced by the lore of the
Taino Indians. The viewer takes the place of Enya, a
young girl who is casted from her home when she is
poisoned by magic.

The question of our identity often lies in the past and
the mistakes of our ancestars. “Missing Roots” de-
picts a canoe one of the earliest boats used by man
and the Banyan tree, a symbol of protection longevity
intertwined and at odds with each other.

dire cheam
rifletta lanima di una cultura ed i valori che tale cultura
rappresenta, qualcosa che risulta intrinsecamente
intimo ed universale, e che tale aspetto abbia una gran-
de influenza sul proprio lavoro. E"anche una ballerina
diplomata alla Royal Academy of Art e suona il violino,
ma, a suo dire, non sa cantare. Sheraine sta lavorando
ad un progetto di realta virtuale chiamato “Zsymel’”. |l
progetto sibasa sulla domanda: “Cosa succederebbe
se la magia fosse velenosa per il genere umano?‘ed &
pesantemente influenzato dalla tradizione degli indiani
Taino. L'osservatore siimmedesima nel ruolo di Enya,
una giovane ragazza avvelenata dalla magia, e per
questo cacciata da casa.

a questione dellidentita spesso risiede n
I commessi dai nostril antena
Sheraine. "Missing Roots descrive una cano

D

I passa-

D —
-
Q.

S
@

S

1, una delle
luomo, ed

prime tipologie di imbarcazioni utilizzate dallu
un albero di Banyan, simbolo di protezione e longevita

elementiintrecciati ma allo stesso tempo in contrasto

frm lnrA "
traloro.
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An na

Rafalowski

Anna Rafalowski recently received her Bachelor

of Fine Arts in Studio Art with a concentration in
Sculpture and Ceramics from the University of North
Caralina Greensboro. During her undergraduate stud-
ies she was awarded the Honors Student Excellence
Award and scholarships to Penland School of Craft,
Salem Art Works Student Residency, The Forge
Makerspace in downtown Greensboro, and UNCG
Lloyd International Honors College Artist in Resi-
dence. She has curatorial experience through thehe
Sustainability Office at UNCG. As an undergraduate
she discovered her playfulness through material
learning of ceramics, wood, metal and found objects.
She explores intimacy of touch that invites play and
curiosity leading to a serious tinkering with a spice of
humor.

In her work texture and form combined through
stacking, packing, and mashing become build-

ing blocks in the playground of mixing and making.
This unexpected piece gesturally activates joined
geometric forms inspired by everyday objects. This
work investigates digitally how to merge elements
together by animating them through wit and humor.

Anna Rafaloski ha recentem ‘en‘eﬂcevuf il titolo dc’
Bachelor of Fine Arts in Studio Art, con una specializza-
zior 9 in \Lue’[umpCsromm( resso 'University of North
Carolina, situata a Greensboro. Durante gli studi univer-
ari m mewroupmm‘o fonors Student Excellence
o borse di studio presso gliistituti
Penland School of Craft, Salem Art Work SSf Jdent Re-
sidency, The Forge Makerspace ir ;umeﬁsb 0ro, e presso
UNCG Lloyd International Honors College. Il suo curri-
pu‘m include esperienze come curatrice darte presso
UNCG Sustainability Office. New nnidel ‘mevef@m
Annawa scopertola propr ia vena giocosa, imp du
a lavorare con materiali diversi, come la ceramica,
Veg'wo ilmetallo, ed oggetti di recupero. Anna ecmum
lintimita della sensazione tattile che invita al gioco ed
alla curiosita, la quale sfocia nella serieta della costru-

zione artistica, ma con un UJ77/’ o di umorismo.

e

Lva
e
It

Award, ed ha vint

>~I’J

tidi

In questo lavoro, ‘ex“we forme vengono combinate
impilate, impacchettate e mescolate, diventando c
gli elementi Daae che costruiscono il palcoscenico idea-
le permesce‘ofe e realizzare nuove forme darte. Questa
fp@m quasi inattesa, attiva attraverso la gestualita
Worm os forme geometriche ispirate da oqgem diuso
comune. E'una sorta di ricerca in ambito digitale sull

possibilita di unione di elementi diversi, animandoli con
spirito e senso dellumorism

J
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Julie

Romney

Julie Romney was born in Houston, Texas in 1990.
Her parents loved to travel and exposed herr to
various forms of art throughout her childhood. She
grew up admiring artwork of all kinds and begun

her college career with a degree in art in mind. At
first she dabbled in painting but after taking a small
metals class she found her passion. Julie loves
making unigue jewelry, and most enjoys clean and
simple details. Her work is influenced by both nature
and historical decorative art styles. In addition to
designing and creating jewelry she has also learned
welding and foundry technigues. Julie is an Autodesk
Scholarship Recipient for the 2018 Digital Stone
Project/Garfagnana Innovazione Summer Workshop.
Sheis currently getting her Bachelors of Fine Arts

in Sculpture, with a focus of Small Metals at Arizona
State University.

This work is an exploration of the fluidity of Stone. |
wanted to create a form that challenges the viewers
idea of marble's solidity. The form was originally cre-
ated with clay and then digitally scanned in ordered
to be carved from marble.

Julie Romney ¢ nata a Huston,
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arkar

Sumit Sarkar is a sculptor and painter working with Sumit Sarkar e un pittore e scultore che fa uso di tecno
— digitaland analogue techniques, taking inspiration logie sia digitali che analogich 0l pm% ne da
v from various sources religious iconography, science n‘e’v@f&@ mh, juali liconografia religiosa, la fantascien-
£ fiction and graffiti. New technology is at the forefront nuove tecn 10logie sono in prima linea
<t of Sumit's practice and recent projects include the e i suoi Uruqmi re re includo
% use of video mapping, motion capture, virtual reality I el video mapping, della cattura e an
— and multi material 30 print. del movimento, realta virtuale e stampa Zu mu“w‘“m

Sumit has exhibited in various solo and group shows,  rigle.

with exhibitions around the UK, and international Le oper re di Sumit sono stat

projects including a residency and exhibition at the personali sia in eventi di grupp

Colombo Art Biennale in Sri Lanka. Sumit has also ed ha mfw‘rre partecipato a progettii

directed public art projects in Shetland with UZ Arts, )

in Exeter with Mischief La Bas and in Finland with

Spearfish.

n Sumit's work in Italy sees the creation of his first Illavoro di Sumit vede per lui la creazione della prima

abstract sculpture after a lifetime of figurative work,  scultura astratta, dopo una vita di scultura figurativa,
é and his first foray into working with stone. He has e la sua prima incursione nel campo della pietra. Per
© alsoexplored the use of 30 scanning and print with questa opera, Sumit ha anche utilizzato tecniche di
E his sculpture in conjunction with the 7-axis robot scansione e stampa 30, in aggiunta ad i processi di
- armmarble milling processes. lavorazione a controllo numerico 7 assi.
'_
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Audrey

Shakespear

Audrey Shakespears current research focuses on
classical stone carving techniques, new digital fab-
rication processes, and image documentation. Her
work looks at the relationship between images and
objects within our ever-evolving digital infrastructure
- how omnipresent exposure to images (Instagram,
Google Earth, etc.)and lens narrative (You-Tube,
VImeo, etc.)change how we see and interact with

our physical and social environments. Known for ab-
stract geometric designs with sharp lines and subtle
plane shifts, her sculptures play with material weight,
strength, and surface.

“Cut: Digital File to Marble Form”looks at contempo-
rary consumption and fabrication of “information” by
exploring parallels and incongruities in the digital and
analogue carving processes. The composition for
“Cut”is an abstract digital collage of seven different
mechanical cutting heads used in the CNC stone
milling process.

La ricerca di Audrey Shakespeare ¢ rivolta in questo
momento vamm‘e tecniche classiche dilavorazione dei
materialilapidei. Il suo lavoro & mirato verso lanalisi
della relazione tra emr‘wagm ed oggetti, nella cornice
delle infrastrutture digitali in perenne cambiamento
che caratterizza il nostro tempo. In particolare, Audrey
vuole analizzare quanto les 5pO sizione onnipresente alle
immagini(Instagram, Goc >g le Earth, ecc.)e quantoil
linguaggio narrativo del video (Yt ouTube, Vimeo, ecc.)
ossano modificare il nostro modo di vedere la realta,
e come possano inter, f‘;«m on il nostro ambiente
fisico e sociale. Il suo stile scultoreo, caratterizzato da
realizzazioni geon efr e a\tro[te con linee taglienti e
delicati cambi di piano, interagisce con le caratteristi-
che fisiche propne Je» materiali, come @eso, resistenza
e trama superficiale.

Al
D)u ital Fi

Cut: ile to Marble Form”si rivolge ai processi di
consumo e fabbricazione di‘informazion 5”esps‘ormdo
i parallelismi e le incongruenze che scaturisce

nfronto de

JW) dal

i processi dilavorazione analogici e digitali.
composizione di “‘Cut”e stata ottenuta attraverso un
ollage digitale di sette differenti utensili da taglio utiliz-
zati per le lavorazioni lapidee con macchine a controllo

numerico.
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Robert Michael

Smith

Robert Michael Smith is an active pioneer of digital
sculpture, 30 CG visualization/animation, virtual
reality, synthetic biology, robotic CNC and 3D printed
sculptures. Smithis tenured Associate Professor

at New York Institute of Technology Department of
Digital Arts and Design as well asDistinguished Pro-
fessor at Tianjin Academy of Art.

Smith serves as a Founding Board Director for Digital
Stone Project and a Board organizer for DSP Summer
Workshops for Robotic Stone Carving at Tuscany.
Smith has exhibited globally over thirty years. He
has lectured at numerous universities, international
conferences, and featured in several international
articles and books.

"Peculiar Presidential Pawn Promenade” was
developed earlier this year as a seemingly collec-
tive unconscious response to overwhelming shock
and dismay due primarily to daily political news
promulgated by a demented demagogue with lame
pretense to be leader of the free world. The flippant
comb-over is blown to expose the back of an aged
balding pate of a deviant mannequin manipulated by
excessively Faustian corruption. On the other hand it
is simply a cyber abstraction free form bliss envelop-
ing an archetypal icon. A duality of opposites.

Robert Michael Smith e un pioniere della scultura
digitale, della visualizzazione ed animazione in com-
W‘ ,r grafica 30, realta virtuale, biologia artificiale,

C e robot e stampa di sculture 30. Ricopre la carica
'd@@@f@ Associato presso il New York m:‘»’* ite
echnology Department of Digital Arts and Design,
che quella di Distinguished Professor presso Acca-
demia dArte Tianjin.

Smith ¢ anche un membro fondatore del Digital Stone
Project, ed uno degli organizzatori del workshop estivo
in Toscana. Ha esposto le proprie opere in tutto il mon-
wegn ultimi trentanni ha tenuto lezioni in numerose
universita, conferenze internazionali, ed e stato citato in

numerosi articoli e libri editi in tutto il mondo.

Citando direttamente Robert: ‘Peculiar Presiden-
tial Pawn Promenade e stata Sw’up””m allinizio di
questanno, come una aarm diinconscia risposta
collettiva allo shock ed al oesuooum@ mvuu principal-
nente alle notizie che arrivano ogni giorno dal mondo
della politica, e dai proclami promul gm'uu un dema-
gogo demente che si arroga il diritto di considerarsi il
leader del mondo libero. Una pettinatura impertinente,
sgradevole, viene fatta muovere come colpita da un
flusso daria, per esporre la nuca di un manichino calvo e
vecchio, deviato e manipolato dalleccessi va corruz
faustiana. Wau altro punto di vista e semplic
una cyber-astrazione, bellezza libera, che avvolge un’i-
cona O"Ch@”D 1.

Una dualita diopposti.”
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Pa:

Pat Wasserboehr teaches sculpture and drawing at
the University of North Caralina at Greensboro and
served as Head of Department from 1998 to 2010.
Her sculptures have been represented in art muse-
ums, centers and galleries throughout the United
States and in China, Italy, Germany, and Spain. She

is a participant in the Salem2Salem international ex-
change program in Salem, New York 2017, and Salem,
Germany in 2018. This is her third summer with the
Digital Stone Project in Gramolazzo, Italy. Pat is the
recipient of a North Carolina Regional Artist Project
Grant, several UNCG Global Undergraduate Research
and Creativity awards, and Kohler International Travel
Fund awards.

Stack is a triangular compasition consisting of a
dense sum of compiled angled and rounded forms.
Itis avisually complex and dynamic arrangement
of quasi geometric clusters that reveals the artist's
interest in Cubist sculptures.
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Diana
Yan

Diana Yan is a multi-medium and multi-object
designer and fabricator from California. Working in
wood, steel, copper, cement, ceramics, and/or fabric,
Yan crafts objects and things, that have taken the
form of petridishes, lamps, chairs, tables, a bridge,
and homes. Her built articles perpetually try to cho-
reagraphy the cannection between digital intention
and physical actuality through ambiguity and dual-
purpose functions. These are sometimes explicit and
ather times hidden.

"Lost Horse Rocking Chair”is a marble rocker that
brings motion to stone. As a place to take a seat, a
sculpture to view or perhaps something else, this in-
terpretation of a rocking horse allows each individual
to decide and exists as an object that is defined by
the viewer, rather than the creator.

Diana Yan ¢ una ”@S“gﬁ@(@ produttrice californiana che
3(1\//”’(1 con di IVers
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Lost Horse Rocking Chair’e una sella da cavallo in mar-
mo, che vuole donare movimento alla pietra. Sia che
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Yangen Zhang, graduated from the Arts Department
of the Chinese people’s Liberation Army Institute of
art, isnow a member of the Guangxi Arts Institute,
Professor, Master graduate student tutor, Chinese
Artists Association. His sculptures are collected
and permanently displayed in important places in
many countries in five continents, such as France,
Belgium, Holland, Australia, the United States and
Mauritania, as well as many cities in China. He has
held exhibitions in China, the United States, Aus-
tralia, France and Belgium.

The curves express warmth, tenderness and plump-
nessin an attempt to reflect life's exuberance. The
rising of the breasts symbolizes motherly care for
the whole world. The artwork itself is a tribute to
maternal love.

s

delllstitut JU””%\ dell

Cinese, e at

Yangen Zhang, laureato presso il dipartimento di ¢
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Pce‘w di Liberazione Popc
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Institute, non ssore, Master graduate St
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r‘mmms@ow Chinese Artists Association. Le sue
mte esposte permanentemente nei piu
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ancia, Belgio, Olanda, Australia, ( ‘SA e
Mauritania, olti ew in J\v rse citta cinesi. Ha organiz-
zato mostre in Cina, USA, Australia, Francia e Belgio.
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SPONSOR / SPONSORSHIP OR GRANTS K4

UNIVERSITA AFFILIATE / UNIVERSITY AFFILIATIONS n

Autodesk Inc. Boston, MA - USA

Bennington College Faculty Research Grant.
Edward Guiliano Global Fellowship, NYIT De-
partment of Fine Arts.

The Digital Design Studio & The Center for Peda-
gogical Innovation and Lifelong Learning at We-
sleyan University.

Global URCA (Undergraduate Research and Creati-
vity Award)through UNCG.

The Herberger Institute of Design and the Arts at
ASU, and one from the Herberger School of Art.
Middlebury College Faculty research assistance
fund.

Digital Liberal Arts Fund and International Travel
Fund.

The Alberta Foundation for The Arts.

The University of Alberta, Faculty of Arts grant.

Bennington college, Bennington, VT - USA
Cranbrook schoaols, Michigan USA

Harvard University Graduate School of Design,
Cambridge, MA - USA

Herberger Institute of design for the arts ASU,
Tempe, Arizona - USA

Ohio University, Athens, Ohio - USA

New York Institute of Technology, New York City -
USA

Middlebury College, VT - USA

University of Guelph - Canada

Wesleyan University, Connecticut - USA
University of Alberta, Edmonton - Canada
University of North Carolina in Greensboro - USA
College of Guangxi Arts Institute - People’s Repu-
blic of China



RINGRAZIAMENTI SPECIALI - SPECIAL THANKS

Jon Isherwood, president of the DSP and Stefano
Coiai, director of Garfagnana Innovazione, would like
to extend their special thanks to the following people
and institutions, recognizing that without their gen-
erosity and support for the workshop, exhibition and
conference, all of this could never be possible.

> ringraziano |

Comune di Minucciano

Comune di Forte dei Marmi

Villa Bertelli Fondazione, nella persona del
Presidente, Avv. Ermindo Tucci

Laura Tartarelli

Garfagnana Innovazione's Staff

Lo Staff di Garfagnana Innovazione

lgor Baisi, Lorenzo Busti, Andrea Canini, Gabriel
Ferri, Mirko Spinetti

For Autodesk
Per Autodesk
Matt Jezyk and Jose Luis Garcia del Castilloy Lopez

Board Directors, Digital Stone Project

Comitato Scientifico

Jon Isherwood, Michael Rees, Robert Michael Smith,
Guy Snover, Karl Snover, Rick Rosado

Coordinator

Coordinamento

Danielle Bursk - Direttore della Formazione / Educa-
tion Director, Digital Stone Project
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Polo Tecnologico per i materiali lapidei
Technological Center in Stone Industry
Via Primo Tonini 82/A

Gramolazzo - Minucciano

55034 (LU)IT

Tel +39 0583 1801801
info@garfagnanainnovazione.it
www.garfagnanainnovazione.it
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Opportunita creative e tecnologiche
Creating Art and Technology Opportunities
www.digitalstoneproject.com
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VILLABERTELLI
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