Creative Connections

Art, Technology and Innovation
Sean Clark & YilJi

BISEAE
2R, BRS8IF
BB R & 2R



Cover Image : Interactive Digital Mask

Creaters: Zhuying Li. Zhihao Zheng. He Zheng. Xinyi Zhou. Meiting Sun
HERA: H@FER

& =R, AER. B, AL, HEE



Creative Connections
Art, Technology and Innovation

BISERIE: 2K, RARSEIH

SeanClark / BB -%hi T
Yili/ 285

Guangdong University of Technology
[THRINKE



Published in 2025 by Interact Digital Arts Ltd, Leicester, UK.

https:/www.interactdigitalarts.uk/publications

All rights are reserved by the various copyright owners. Images are the copyright of the individual artists

unless otherwise stated.

ISBN 978-1-0685722-2-7

Citation: Clark, S. & 1Ji, Y. (2025).Creative Connections: Art, Technology and Innovation: Interact Digital
Arts Ltd, Leicester, UK. ISBN 978-1-0685722-2-7



Contents

K

Introduction

48

School of Art and Design
Guangdong University of Technology

[TRIVKFEREIRITHFR

Artworks

ZAR{Fam

Smart Craft Innovation Workshops

ERRFIZIHIIES

Acknowledgements

i



Introduction

| was first invited to visit Guangdong
University of Technology in 2016. When
| arrived | found that the School of Art
and Design was, in part, notable for its
size - over 3,000 students on a single
site - but also for the quality of the
work | saw from students working at
both undergraduate and master’s level.
When | was invited to help to design a
series of workshops based around a
hands-on approach to combining art
and digital technology, | saw a clear
opportunity to engage with some
talented people and explore a different
culture in the process.

What became the “Smart Craft
Innovation Workshops” were created
with some specific ideas in mind. Firstly,
we wanted to give students a chance to
work with some digital technology they
would not have used before to explore
light, sound and interactivity.

We wanted to get students writing
computer programs, but using visual
and multilingual programming tools -
hence the Scratch programming
environment and Micro:bit
microcontroller were used, both of
which work in this way. We also wanted
students to work in groups and to
produce a series of “products” and,
importantly, we wanted all of their art
and design work to be rooted in Chinese
culture.

As my colleague Yi Ji explains later, the
use of Chinese culture - and in
particular Guangcai Porcelain - as
inspiration for the students became
central to our teaching and remains a
unique aspect of what we do. We start
every workshop with a session
introducing Guangcai before moving on
to teaching technical skills.



We then look at how Guangcai designs
are constructed and create new
variations of the designs by writing
computer programs in Scratch. For their
main project, the students are
introduced to the BBC Micro:bit and
learn how to read data from
sensors,make sound and control lights.
They are then asked to design a
prototype for an interactive object, be it
a lamp, sculpture or wearable, again,
using Guangcai as an aesthetic
influence.

In 2017 we began presenting artwork
from the workshops, master’s students
projects and other Chinese artists we
had started working with, at the EVA
London conference, held annually in July
at the BCS offices in Moorgate, London.
This has so far resulted in a series of
published papers, conference
presentations and exhibited artworks.
More recently, we have started to host
the popular “Chinese Day” at EVA
London on the Tuesday, with a social
event in the evening.

This book showcases what we have
been doing at Guangdong University of
Technology and includes artwork from
staff and students in the School of Art
and Design, together with alumni and
colleagues from other Chinese
universities. Much of the work has been
exhibited at EVA London as part of
China Day. We have also included a
detailed explanation of our approach to
teaching in the workshops, together
with information and photographs of
some of the work produced. | think you
will see what attracted me to become
involved in the School, and | am very
happy to have been given the
opportunity to participate in this
exciting programme of work.

Throughout the book you will see QR
codes that link to videos for many of the
artworks. We have also produced a
website to accompany this publication.
This can be found at the web address
www.interactdigitalarts.uk/
creativeconnections.



You can scan the QR code below to
open the home page on your mobile
device. The website contains a

downloadable PDF of this book,
together with links to the videos and

our EVA London publications.

Creative Connections

Sean Clark

International Professor
School of Art and Design
Guangdong University of Technology

seanc@interactdigitalarts.uk
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School of Art and Design at
Guangdong University of
Technology

The School of Art and Design at
Guangdong University of Technology is
one of China’s premier design colleges,
renowned for its seamless integration of
design practice and the creative
industries. In the “2023-2024 Best
Chinese Disciplines” rankings, compiled
by ShanghaiRanking (formerly “Global
Ranking of Academic Subjects”), its
Design discipline was placed fifth
nationwide, retaining its status as a
“China Top Discipline.” The School
confers doctoral and master’s degrees in
the first-level discipline of Design and
has six undergraduate programs
accredited as National First-Class
Undergraduate Specialty Construction
Sites. In the 2024 ShanghaiRanking’s
“Best Chinese University Majors” list,
three of its design majors received an
A+ rating, while the remaining four
earned an A.

The School employs over 170 teaching
staff, including multiple national-level
high-calibre talents and award-winning
“Curriculum Ideology and Politics”
instructors appointed by the Ministry of
Education. Its highly internationalised
teaching team features more than
twenty full-time and visiting foreign
faculty members from the UK, Australia,
Singapore, Finland, Spain, South Korea,
and elsewhere, offering over twenty
fully English-taught international
workshop courses each year.

The School enrols nearly 3,200 students
across its bachelor’s, master’s, and
doctoral programmes. Faculty and
student works have been repeatedly
selected for national art exhibitions,and
the School has amassed hundreds of
prominent domestic and international
design awards, including the iF Design
Award, Red Dot Design Award, and
GuanghuaYoung Talent Award.



Each year, numerous graduates secure
positions in leading enterprises with
market capitalisation exceeding RMB
100 billion—such as Huawei, Tencent,
Alibaba, GAC, and Midea—while many
others pursue advanced study at top
international design institutions.

The School’s core research and teaching
platforms include the Guangdong
International Advanced Design Centre,
the Large-Scale Vehicle Design and
Manufacturing Laboratory, and the
Artificial Intelligence Art and Design
Centre. These are complemented by an
Interdisciplinary Innovation Centre and
the Guangdong Industrial Design
Exhibition Hall, with combined
laboratory and exhibition space totalling
over 40,000 square metres.

For more information, please contact:

Xiuhong Li

International Education Coordinator/
Advanced Researcher
xiuhongli@gdut.edu.cn
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Boundless Communications: Participants also choose a colour
Experiencing Contact reflecting their mood/meaning and a

Improvisation Through a word describing a touch memaory. Their
Digital Medium digital imprint is then saved to interact

with the next visitor, forming a
Interactive Space continuous chain of embodied

encounters in virtual space.
Boundless Communications is an
interactive artwork based on contact
improvisation - a dance form founded

by Steve Paxton in the 1970s based on
touch, shared weight, and spontaneous

response.

Youlube

Visitors stand before a projection,

where their real-time motion-captured Yating PAN
figure interacts with another digital Wanlin ZHANG
figure (predefined for the first user, or Xing LUO

the recorded movements of the prior School of Design

participant). These figures move Southern University of
together/apart, creating a silent Science and Technology
dialogue.

An LIANG

Changsha University



Boundless Communications: Experiencing Contact Improvisation Through a Digital Medium
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Boundless Communications: Experiencing Contact Improvisation Through a Digital Medium
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Millennial Mist: Veiled
Through the Millennia

Al Video Creation

Millennial Mist is a digital projection
artwork merging technology with
traditional culture, creating an
immersive exploration of incense
heritage. Through dynamic visuals and
Al-generated content, it traces the
evolution from Shang-Zhou bronze
ritual vessels to Song literati censers,
contextualising incense rituals, symbolic
motifs, and scholarly aesthetics.

Guided by "ink-brush" symbolism, the
narrative unveils Ding-style censers'
solemnity, Lian-style's refinement, and
Li-style's rusticity through layered
projections. Ice-cracked surfaces reveal
oracle script illusions, while incense
smoke morphs into ink landscapes,
echoing the classical ideal of "cultivated
elegance amid fragrance."

The work transcends mere replication,
using interactive lightscapes to embody
incense culture's meditative essence.
Serving as both a digital archive and
cross-temporal dialogue, Millennial Mist
reveals how technology can revitalise
antiquity, capturing not just an
artefact's beauty, but the unbroken
pulse of Chinese cultural legacy.

Youlube

Yeshi LU
Yalan LIU

School of Art and Design
Guangdong University of Technology



Millennial Mist: Veiled Through the Millennia
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Millennial Mist: Veiled Through the Millennia
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Teaching Chaozhou
Embroidery Techniques
Through Digital Technology
Empowerment

Physical Device

This study addressed the current

challenges in the inheritance of
Chaoshan embroidery by integrating

interactive projection technology with
traditional embroidery techniques to

develop a digital instructional system.

Grounded in constructivist theory, a
multimodal interaction framework was
established that involved:
1) the dynamic decomposition of
embroidery steps with projected
guidance;
2) real-time error correction through
camera-captured three-dimensional
stitch height and needle path detection,
combined with voice feedback;
3) closed-loop teaching integrating
visual projection, tactile sensing, and
auditory cues.

10

Experimental results demonstrated the
system'’s effectiveness in enhancing
instructional outcomes, engaging
younger learners, and promoting
intangible cultural heritage
preservation, retaining the distinctive
raised embroidery craftsmanship while
reducing operational complexity
through digital stitch path verification.

Breaking free from traditional oral
instruction methods, this system
achieves visual transmission of heritage
techniques through "technical
deconstruction + sensory interaction,"
offering a practical model for digital
innovation in handicrafts.

Xinyun ZHOU
Yongle ZENG
Qing ZENG
Yingdong CHEN
JiaLlu

School of Art and Design
Guangdong University of Technology



Teaching Chaozhou Embroidery Technigues Through Digital Technology Empowerment
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Teaching Chaozhou Embroidery Techniques Through Digital Technology Empowerment
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Artbot
Application Interaction

Artbot is an Al collaborative system
designed to guide art students in their
learning using artificial intelligence. It
mainly consists of four functions:
intelligent scoring, artwork step
generation, personal centre, and
resource community. The project's goal
is to enable users to achieve
personalised art learning through
guidance from the intelligent system,
thus facilitating collaboration and
interaction at the strategic level
between humans and machines.
Mengyi XIA

Yan GAO

Ruolin TANG

Xiangwen TANG
Liting ZENG

School of Art and Design
Guangdong University of Technology
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Healing Zone
VR Interaction

Our team aimed to create a healing
environment for users using VR as a
platform. By using wearable devices, we
provide real-time feedback and
guidance to users based on their
physiological state within the healing
environment, employing symbolic
metaphors and objects. This facilitates a
harmonious collaboration between
humans and machines, utilising gaming
elements to assist players in achieving
better relaxation and meditation.
Ultimately, our goal is to help users
enhance their ability to self-regulate
emotions.

Yanpin SONG
Nan LUO
Peng TAN
Zhipeng Cai
Genglin Qiu
Wenjun SHEN
Qianyi DU
Jiani LUO
Zhuowei LIAO

School of Art and Design
Guangdong University of Technology
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Recreating the Artistic Journey
of Xiqiao's Xiangyunsha and the

Maritime Silk Road

VR Interaction
This project uses the Lingnan School of
Painting as its artistic medium and
innovatively applies Al technology to
recreate the magnificent landscape and
cultural heritage of Sangyuanwei - the
first World Heritage Irrigation Project in
Guangdong. As a treasure of ancient
Chinese water conservancy and a model
of ecological wisdom in the Pearl River
Delta, Sangyuanwei embodies rich
historical, cultural, ecological, and
economic values. The project also
explores its integration with the 21st
Century Maritime Silk Road Cultural
Route.
Yongle ZENG
Xinyun ZHOU
Min QIU

Louis
Zhenyu WANG

YouTube

School of Art and Design
Guangdong University of Technology
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Recreating the Artistic Journey of Xigiao's Xiangyunsha and the Maritime Silk Road
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Three Kingdoms
Gamification Quiz

Interactive Space

The Three Kingdoms Gamification Quiz is
an interactive project that reimagines
public education through the language
of play. Framed within the narrative
logic of historical battle, the game
integrates fraud prevention knowledge
into a quiz-driven, real-time strategy
system.

Players unlock characters, engage in
tactical defence, and receive immediate
feedback based on performance. Rather
than treating public awareness as one-
way communication, the project
transforms it into an embodied
experience—vivid, participatory, and
emotionally resonant. By gamifying
complex social content, the team opens
a new channel for translating abstract
security knowledge into meaningful
civic engagement.

Xuening ZHU

Yiwei LIANG

Jinjie FENG

Junwei HUANG

Yuzhang OU

Weicheng XIA YouTube

Jiahua XU
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