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Wagner James Au (SL: Hamlet Au)

The City
 I Saw Her Imagine

As I recall, Cao Fei first told me about RMB City in the heart of the

metropolis that inspired it.  In the Summer of 2007 she helped 

bring me to Beijing for the Get It Louder arts festival, so I could tell 

the attendees what the user-created virtual world called Second 

Life meant for their future, a digital age where reality was up for 

grabs.

Of course, my Chinese audience wound up showing me how they 

were, more or less, already in that future.  The festival's opening 

party was held on the deck of a nosebleed-high skyscraper 

hundreds of meters above Beijing, and it remains a highlight of 

my career.  Fireworks were unleashed, and their smoke trails 

were described by wandering spotlights; Thomas Shao, GIL's 

media mogul sponsor, offered a toast alongside the capital's top 

supermodel; booming live music included R&B sung in Mandarin; 

just beyond the party's warm and manic glow, you could just 

glimpse the silhouette of Rem Koolhaas' CCTV building, still under 

construction, two pillars of glass and steel converging at crazy 

angles.  In the night beyond, to be sure, were Beijing landmarks

that Westerners were more familiar with.  (Or maybe more accurate 

to say, fixated on.) Tiananmen Square, yes, the Forbidden City, to 

be sure, and of course the Great Wall itself, testament to epochs 

and ideologies that you couldn't see from where the party roared, 

but knew were still there.

But far closer to us-- and I' l l  never forget noticing this--

skyscrapers much higher than ours were still being built.  And 

though it was running toward midnight and even Beijing's streets 

were finally at a relative calm, construction didn't end at sundown, 

as you might expect.  So while the party trailed off, and we 

stumbled off to eat, Icould still see the sporadic white flashing of 

arc welders, as they briefly lit up the naked skeletons of towers 

being added to a city that never stopped changing.

So while our dinner plates were being cleared away, Cao Fei told

me about RMB City, a gravity-defying fantasia re-imagining Beijing

that could only exist in a virtual world like Second Life. I pretty 

much knew what she had in mind. Because somehow, her version 

of Beijing somehow seemed more real than the one outside.

Since then I've followed its slow but steady progress, as 

Fe developed it over several iterations: First as a temporary 
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construction site in Second Life, then a series of real world gallery

shows.  At Art Basel Miami, she presented RMB City from what looked

like a virtual real estate office.  At Lombard-Fried in New York City

and the Serpentine Gallery in London, the installation seemed like a

futuristic urban planning center, with RMB City depicted in beautiful,

framed screenshots on the wall, a foam sculpture in a display case,

and on a LCD screen that was set beneath a misty pool of water on the

floor.  When it came time to finally build the entire project in

Second Life, she hired a development studio to realize it.

This is the place you'll read about in this blog, and if you're brave

enough to explore it, what you'll see in SL: a dreamscape version of

China, with citizenship open to all.

Wagner James Au

author, The Making of Second Life (HarperCollins)

Most pictures courtesy of nwn.blogs.com; "rmb_city_model" photo

courtesy VintFalken.com.
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interviewing UliSigg Cisse,the first mayor of RMB City

PM: Why are you interested in RMB City? What attracts you 
about it? 

UC: Because I will learn: new concept, new technology, 
breaking new ground for old boring questions like what is 
the piece, where does it start, where does it end, what is an 
exhibition, what is a collectible item. Pushing the limits is my 
game. And I am the facilitator of RMB City.... And besides 
I really like to work with Cao Fei and Zhang Wei, they are 
mostly fearless people. 

PM: Why did you decide to collect this particular virtual 
building (“People’s Palace”)? What does it mean to you?

UC: If I collect I have to think big. It is the heart.

PM: What are the differences between this piece and other 
pieces in your contemporary art collection? Does it have a 
special meaning or function in your Chinese art collection 
system? 

UC: It is meant to extend the scope of my collection into 
new spaces - virtual and real at the same time, collecting a 
process, bits, and real pieces. If it will not [extend the scope], 
and if it will not make me sweat, I will be upset. Actually I 
perceive myself more a researcher who is just fortunate to 
have means to acquire some results of his research.

PM: RMB City is an open project that is full of possibilities 
and creativity. It welcomes the active involvement of art 
institutions and collectors. Are you planning to be involved in 
this project, and if so, how?

UC: I already am. I am the Facilitator. Nobody knows what 
that means, it is so virtual, that we really like it... I am giving 
some ideas and some support to make it possible, that's all.

Hear What 
the Mayor Says
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PM: How do you feel that the building you collected is going to serve as 
the RMB City Hall? As the City Hall of a virtual city, what function do you 
think it should have?

UC: I like this idea even though it limits my own possibilities with my 
building. Which functions? A parking lot, an avatar-bar to get drunk in 
and envision new worlds, a mailbox to drop these visions… No hierarchy, 
no rules.

PM: If you serve as the mayor of RMB City, how will you preside over the 
city's development direction?

UC: I would certainly look like an excellent mayor, but I am born lazy. And 
the first thing I would have to introduce is hierarchy and rules: eliminate 
enemies threatening RMB City,define cultural values, determine bad 
artists and bad art, avoid central government's intervention, deflect 
Linden-$ crisis. Of course, I also want to open up borders, go green and 
elect RMB super girl, attract the best avatarminds,do many competitions! 
These are many mayors' secrets.

PM: What do you think is the relationship between this virtual city and 
contemporary Chinese cities?

UC: Maybe none - but maybe we will be surprised and RMB City will 
be a role model for modern Chinese cities. It will very much depend on 
the artists, the people collecting the buildings, and visitors. Will they still 
maintain their limitations ingrained by lifelong reality? Will they be able 
to think without boundaries? Then something new and useful for real 
Chinese cities may arise. 

PM:  What is your concept of a Utopian city?

UC: sinoswisszurichbeijing - that is situated in the alps but with Chinese 
food, and no avatar with more than one vote - that would leave nothing to 
be desired. 

Uli Sigg

Born in 1946 in Switzerland, Uli Sigg is famous for his big collection 

of Chinese contemporary Art. The once Swiss ambassador to China  

showed his enthusiasm in Chinese art  through various activities 

including introducing Chinese art into Venice Biennale, setting up 

CCAA (one of the most important Chinese art award) and acting as 

a matchmaker between Herzog & de Meuron and Ai Weiwei for the 

building of Bird's Nest

04



a conversation with Jerome Sans, director of UCCA

Fly Me to
 The Virtual Laputa



PM: Why is UCCA interested in the virtual art project “RMB City”? 
What does RMB City mean to UCCA?

JS:UCCA exists not only within its walls but outside in Beijing as 
well. We wish to develop projects and collaborations in China and 
around the world. UCCA has no boundaries, whether they are real 
or virtual. That is why Cao Fei’s project RMB City means a lot to us. 
Second Life is a major step in virtual world future developments, 
and will have important consequences for the future of internet 
exchange and the sharing of information. RMB City is a new model 
of collecting and communicating with contemporary art and artists 
in the virtual world. UCCA is happy to be at the forefront of virtual 
museum experiences.

PM: Compared to previous art works collected by UCCA, do you 
think RMB City is an unreal / nonexistent art work?

JS: For me there are no “unreal” or “more real” artworks. If you go 
back, for example, to the conceptualists and their instruction-based 

artworks, there were no concrete objects to collect—only ideas. Art 
is about ideas and attitude.

PM: Which virtual building of RMB City is UCCA collecting? Why 
that one?

JS:  We have chosen the space ship (People’s Aerial Castle). A place 
with no restricted geography. It is a place without passports ..., it is 
a place to share experiment without restrictions, and it is a place in 
motion without a passport of a precise land. A place to share and 
experiment without restrictions. A place in motion. 
PM: What’s the interior design plan of UCCA’s virtual museum? 
Where are those design ideas originated from?

JS: The interesting part of RMB City is that the design of the place 
will not be fixed but highly flexible. So the interior design will be 
defined by the projects of the artists, not by the place itself.
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PM: How is UCCA approaching the “VIRTUAL” museum concept? 
What’s the role of UCCA in RMB City—is it just parallel to UCCA in 
real life?

JS: UCCA in RMB City will not duplicate the forms nor the programs 
of UCCA in Beijing. It is another structure, another space, another 
curatorial approach but with the same philosophy of showcasing 
Chinese artists within a global context.

PM: What is the direction of UCCA’s virtual museum planning in 
RMB City? What will be presented in virtual UCCA that can’t be 
realized in real life?

JS: The virtual system is specific and there is no point to organize a 
virtual space like a traditional venue in our reality. A virtual museum 
will not showcase shows or projects made for the UCCA, but will 
only feature site-specific projects and concepts that are virtually-
based.
 

PM: What’s the vision of virtual UCCA? What kinds of audience 
does UCCA expect to attract?

JS:  An audience which does not go to museums, and would be 
more interested in a virtual experience with contemporary art 
because they understand the technological vocabulary.

PM:  What’s your expectation of RMB City?
JS: RMB City is envisaged as a virtual window of the UCCA spirit, 
as a new kind of platform for an open dialogue between China and 
the rest of the world, and as an ongoing  creative form of institution 
of the XXIst century.

PM: Will Mr. Ullens participate or even host some future events in 
RMB City? Has he already owned an avatar?

JS:  RMB City is already somehow an avatar of Guy and Myriam 
Ullens. This is their home where projects are hosted by them. They 
don’t yet have avatars but nothing is impossible. On the contrary, 
we can imagine that they and some of us could be there through 
avatars soon. 
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Virtual "Christian 
Dior & Chinese 

Artists" Exhibition

On display now in UCCA 
in RMB City - People's Aerial Castle
Landmark: RMB City 2 (196, 56, 113)

SLURL: http://slurl.com/secondlife/RMB%20City%202/196/56/113/

More information: http://www.rmbcity.com/ucca.php



PM: The first while very basic question is: what does architecture 
mean in SL? What does architect mean in the context of SL?

DB: Architecture in SL is the process of designing virtual structures 
for a real purpose.  This includes residence, working space, social 
gathering and aesthetics to name a few.  In Second Life, architecture 
leans towards a more surreal persuasion.  The architect in SL is 
much like the architect in RL.  He/She is responsible for the planning 
and design of buildings.  The main difference is that SL architects 
have more room for experimentation and research.  As the platform is 
relatively new, the territory of an SL Architect's responsibility is not yet 
as restricted and fully defined.  

PM: What's the specific meaning of "to build/construct" and 
"building/construction" in SL? Could you describe the construction 
process of architecture in SL? What kind of materials is used for the 
construction?

DB: In Second Life, to build means to combine primitives (the basic 
building blocks of SL) with the goal of creating a more complex 
object.  The construction process occurs in several phases.  The 
primary ones are the selection of primitives to use, adjustment of their 
default shapes, combining of primitives, texturing of the surfaces, 
setting of object properties, and addition of interactive scripts.  In 
SL, an architectural piece can be made of traditional prims, sculpted 
prims and/or flexi prims.  

PM: In RL, natural disasters, environmental problems, political 
concerns, economic limits bring huge challenges to RL architects. 
What's the biggest challenge to an SL architect? How do essential 
parts of Second Life’s structure (such as Sims, prims, etc) affect 
things like visual style, scale, and usage?

DB: The biggest challenge to an SL architect is to design a structure 
that has longevity.  There is still a pervasive mindset that intangible 
things have no permanence.  This is starting to change due in part 
to the expansion of the metaverse industry.  But, I think planning 
and designing architecture that will have cultural and social value for 
more than a short time span is the most important challenge for an 
SL architect.  

Simulators affect architecture in SL more on a city planning 
level.  RMB City is an example wherein the city spans four sims.  
The management of parcels and estates become trickier when 
structures fall in or around the sim borders.  This is mainly because 
of the technical issue of sim borders not always being seamless.  
Meanwhile, prim limitations are more of a problem in the early days 
of SL.  At present, there are more tools to work around it and to make 
complicated structures without using up so much prims.  Even for 
large scale builds, prim limits can be addressed if there are funds that 
can be allocated to the project.  

It Was Not Built in a Day
a dialogue with Dennis Bacsafra (SL: Chenin Anabuki ), builder of RMB City  
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PM: What is unique about constructing a city compared to an object or 
a building? When you can easily drag your building into your pocket 
(inventory), delete or remove it; when you can fabricate your identity, 
education or lifestyle, how does this affect the rationality and order in 
city planning?

DB: City construction is far more complex since there are many facets 
of the development that needs to be considered.  The exterior and 
interior design are the most obvious ones.  But, scale also factors 
into the equation.  When constructing a city in SL, we have to keep in 
mind the aesthetics in two ways.  First is when the city is viewed as 
a whole from a distance.  Secondly, the detailing is important when 
avatars are observing a specific area up close.  Sometimes, these two 
considerations go hand in hand, but not always.  So, it is important to 
have a balance.  

PM: In SL, is the state of PLAY is the crucial drive / right for avatars, 
instead of survival in society, and gravity in earth’s law. How does this 
affect virtual architecture?

DB: I am not sure I subscribe exactly to that statement.  I think it is more 
accurate to say that in SL, the boundaries between work and play are 
much more blurred.  Avatrian, our development company, is a perfect 
example.  We are here because it is our work.  But our playful activities 
in SL augment the quality of our work significantly.  Furthermore, the 
output for many of the work we do become avenues for playing.  What 

this means to us in regards to virtual architecture is to always remember 
the importance of whimsy.  It is not enough to recreate a building that 
exists in the RL world.  It's also important to bring about the whimsical 
aspects of that architectural design in order to encourage and entice 
residents of SL to more creative and perhaps even playful activities in 
the space.  

PM: Where will the inspiration be returned from SL architects to RL 
architects?

DB: If I understood the question correctly, you are asking “how SL 
architects can inspire RL architects?”.  In many ways, I believe. For 
example, in a short amount of time and resources, an SL architects’ 
vision can be made visible, available, and usable.  Therefore, designs 
can be done in a more iterative process and input from involved 
parties can be solicited at a much earlier stage.  This immediate 
feedback is one of the many benefits for architects in SL.  I see 
these benefits as liberating.  And in this regard, RL architects can 
use SL architecture to free up their imaginations more, not be overly 
concerned about the final output, and make the planning  more 
process oriented.  In other words, SL architects can inspire RL 
architects to enjoy the experience more.  
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PM: The first while very basic question is: what does 
architecture mean in SL? What does architect mean in the 
context of SL?

RH: By definition, real world architecture pertains to the 
designing and building of physical structures and to provide 
shelter for people. In a virtual world such as Second Life, the 
concept of "shelter" can't be equated to that of a necessity, 
because the reason why people need shelter in the real 
world, because in the real world, there are lots of random 
environmental events that can affect people's (and their 
property's) well-being, such as rain, cold weather, typhoon 
etc. So shelter in Second Life has a more specific rather than 
broad function--it is simply to provide a space or backdrop 
to whatever functionality the user wishes.Now here lies the 
difference between a real world architect and a SL architect.

Say, the RL architect was designing a theater hall. Aside 
from all the aesthetics, the architect must also take into 
consideration how the sound will travel in the hall, and how 
the electrical connection and plumbing will be managed. 
Together with an engineer, the architect will also have to 
carefully choose materials for say the walls, or the ceiling, to 
make sure it doesn't fall down on the heads of the audience, 
or let the walls cave in.

In SL however, there are no such physical constraints--one 
can place a heavy-looking ceiling up in the air, and it will 
stay there, unless physics is invoked. There is no need to 
plan acoustics, because in SL acoustics work in a different 
way than in the real world. So as I see it, the SL architect is 
somewhat more free to explore design possibilities never 
before possible in RL, but also tempered by the fact that, 
even in a fantasy world like SL, there are still limitations 
brought about by computational factors.
   

a dialogue with Rodion Herrera (SL: Rodion Resistance),
builder of RMB City   

PM: What does RMB City mean to you? 
What has been your biggest discovery 
during the building process?

DB: RMB City for me is a realization.  It 
fulfilled a big part of our purpose for being 
here.  Even though Avatrian has been 
involved in many different projects prior, I 
have to say that this is the one that pushed 
the envelope in terms of imagination.  I 
think that RMB City will be inspirational to 
its visitors.  And, it opens up the potential 
for more creative and ambitious city 
planning aspirations in Second Life.  

I have to say that I discovered a latent 
artistic side of myself because of RMB 
City.  I came from a methodical, right-
brained, engineering background.  And, 
I only used to see myself as the type A, 
over-organized kind of person.  I never 
considered myself as creative.  But, the 
experience with RMB City is challenging 
this self perception.  

It Was Not Built in a Day 2#
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PM: What's the specific meaning of "to build/construct" 
and  "building/construction" in SL? Could you describe 
the construction process of architecture in SL? What 
kind of materials is used for the construction?

RH: Since the work is purely virtual, there is really no 
such thing as physical construction--sure, you move 
the mouse and keyboard and screen around, while 
you "build", but there are no physical objects being 
manipulated. Thus "building" in a virtual world like 
SL, is more like designing. But unlike designing on a 
piece of paper, designing something in a virual world 
has more bonuses, for here you can actually see a 
simulation of how a structure would behave if say, one 
would apply a certain force in a particular direction--
there is a great opportunity for experimentation and 
trying out things which would otherwise be difficult or 
time consuming when done on paper.

The construction process varies from building to 
building, from project to project. If say, the building is 
pretty straightforward, say, there's a real world plan/
schematic of it, it's basically just scanning those 
schematics, loading the images into SL, and "tracing" 
the dimensions of the building using primitives until 
one creates a splitting image of the RL structure in SL. 
However, if the building is purely conceptual, and there 
are lots of ifs involved, the process is usually more 
difficult and lots of trial and error and experimentation 
is usually expected.                                                                                   

PM: In RL, natural disasters, environmental 
problems, political concerns, economic limits bring 
huge challenge to RL architects. What's the biggest 
challenge to a SL architect? How do essential parts 
of Second Life’s structure (such as Sims, prims, etc) 
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affect things like visual style, scale, and usage?

RH: Since, like I've mentioned earlier for the first question, environmental 
effects are nil in SL, the designer is somehow given the freedom to design 
something in a more "pure" and idealistic sense, rather than a practical 
sense. As a good example, design-wise, say, I believe an elevator 
shouldn't employ cables to pull it up or down--I would prefer a system of 
magnets on a tube that would control the rate of ascent or descent. It's a 
simplistic, minimalistic, futuristic idea, but totally possible in SL. In the real 
world, it would be challenging to find magnets/electromagnets that are 
that powerful to support the weight of the elevator, and thus, we turn to the 
practicality of using cables.

PM: What is the unique thing about constructing a city compared to an 
object or a building? When you can easily drag your building into your 
pocket (inventory), then delete or remove it; when you can fabricate your 
identity, education or lifestyle, how does this affect the rationality and order 
in city planning?

RH: Again, I always have to go back to the concept of a designer being 
"liberated" from constraints of the real world, when designing buildings or 
objects in SL. With this process, the designers mind is given the liberty 
to roam, explore and try out new things that perhaps have never been 
thought possible. While there is always the option of sticking to more 
conventional appearances and designs within SL, a truly passionate 
designer will always have the urge to try something out, simply because 

they might look awesome or even better, as compared to just doing 
something as it looks in the real world, because it's the "normal" thing to 
see, or create.

PM: In SL, the state of PLAY is the crucial drive/ right for avatars, instead 
of survival in society, and gravity as the Earth’s law. How does this affect 
virtual architecture?

RH: Designers in virtual worlds have to indeed constantly think of the 
user--unlike in the real world, here in virtual worlds, the user is also 
exposed to this newfound freedom, of being freed from the clutches of 
gravity. Thus the designer must try and design things that would allow the 
users to enjoy their SL experience even further.

Consider doors for instance. In the real world, you have to approach a 
door, turn the knob, open the door, and get in, closing the door behind you-
-so many steps are involved. In SL, one can design a door that looks like 
an RL door, yet for it to open, one can just touch it with the mouse pointer, 
it opens, and closes automatically behind you. It's such experiences that 
makes the SL experience more fun and encourages the user to seek out 
and explore other places in the virtual world.

PM: Is there any reflection of the development of RL architecture in SL 
architecture, How do SL architects inspire RL architects? 
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RH: Yes of course. Sometimes real world design can get into a rut, or doldrum, 
and designers can become depressed or have a "mental block" while doing 
some real world design--SL can perhaps help solve these issues, because of 
it's liberating capabilities--it frees the mind, and allows the designer to explore, 
to dare things he would not have dared to think of in RL, and thus with this 
mind-expanding effect, I believe RL designers can benefit by designing things 
in SL and experimenting in an environment that is devoid of certain natural real 
world constraints.

 
PM: What does RMB City mean to you? What is your biggest discovery during 
the building process?

RH: RMB City has provided me with that same exact freedom I've been 
talking about earlier, that of trying to explore one's ability for designing and 
implementing a design. It has enabled me to rethink some ingrained methods 

(that turned out to be weak methods), and helped me become a more efficient 
designer. It also made me realize that there is so much stuff in the real world, 
in terms of structures or objects, that can in fact be improved, because 
through this process of mind-expansion, through constant and passionate 
experimentation with things in the virtual world, one is provided with windows 
to see things in a different light.

As a builder for RMB City, I feel immensely happy to have been provided 
with an opportunity to explore my own capabilities and knowhow in designing 
structures and objects in Second Life. It has, in effect, helped me grow in ways 
I never thought possible. Thank you for providing Avatrian, and myself with this 
great opportunity to work on such a grand project.
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CF :  Have you been to SecondLife (SL)?  What does RMB City mean 
to you?

MM:  It presents us with a parallel reality. Although it is a virtual space, 
I would not call it a virtual reality. As a space, it exists in real time, 
produced in the non-virtual world, through an interface that allows for 
a reality that transcends the physical boundaries that our everyday 
world consists of.

CF :   In SL, the state of PLAY is the crucial drive/ right for avatars, 
instead of survival in a society, or gravity in earth's law. What do you 
think about how this affects virtual architecture?

MM:  I am not sure whether ‘play’ is the right term here. I agree 
that the fact that it is a parallel reality turns the in-between, the 
communication between the two realities, into something playful. An 
avatar is a computer user's representation of himself/herself or alter 
ego, a construct of the real, an interface and embodiment of the user. 

In this sense it is not too different from using a phone or sending an 
E-Mail. Now, one could argue that the difference lies in the memory 
of the system, the factor of growth, the factor of a history. Whereas 
most telephone conversations, SMS or E-Mails tend to be two-way 
conversations (between two individuals), SL builds up a visual and 
physical memory in a non-physical reality. It is not to different from 
building up a collection or an archive – of art, books, objects or Dinge 
of sorts – but this one can be accessed, altered, and interacted with 
in a completely different way. The question, however, is: what is really 
at stake here? I think that SL, if used smartly, like in your case, can 
become a test-bed for politics on various scales. On the other hand, 
if used as a simple game-tool – an interfacing facilitating the ‘state of 
play’ as you call it – it can easily become as banal as facebook.

CF:  What do you think is the biggest challenge to an SL architect? 
For Real-life (RL) architects, how do essential parts of Real Life's 
structure (such as physics, natural disasters, environmental problems, 
political concerns, and economic limits) affect things like visual style, 
scale, and usage?

Cao Fei : CF  /  Markus Miessen: MM

CONSTRUCTING 
RELATIONSHIPS
a conversation with Markus Miessen
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MM: Architecture is the constructing of 
relationships: spatial, social, and political. A 
wall can separate, but a wall can also unite. 
A single sentence, spoken out or typed into 
ones keyboard can produce the same effects 
though. I wouldn’t necessarily distinguish 
between structures or architecture in reality 
and in SL, other than in terms of urgencies, 
scales of effect and economies. A disaster in 
SL is manageable, in the real world it is often 
not.

CF:  What are the meanings of "to build/ 
construct" and "building/ construction" in SL? 

MM:  There are many different kinds and 
notions in regards to the act of building and 
construction, the most obvious one being 
the construction of physical structures that 
are both haptic and visible. There is also the 
construction and successive act of building 
up knowledge, constructing discourse, 
facilitating interfaces and the implementation 
of social spaces for physical and non-physical 
interaction. The only species of building that 
SL does not comply with is the one of haptic 
structures.

CF:  What is unique about constructing a 
city, compared to an object or a building? If 
you could easily drag your building into your 
pocket (inventory), delete or remove it; or if 
you can fabricate your identity, education or 
lifestyle, how would this affect the rationality 
and order in city planning?

MM: I think a city cannot be consciously 
constructed. It is the long-term result of 
several professional, non-professional and 
everyday practices. The reading of a city, 
although the result of a multitude of historic 
and contemporary authors, is always personal. 
Therefore, there is never a singular New York, 
but countless New Yorks, there is never a 
picture-postcard of Beijing, but many diverse 
and conflicting narratives, sometimes hugely 
public, sometimes inherently private.

CF:  In your opinion, how do SL architects 
inspire RL architects?

MM: Architects, urban planners and any other 
professionals and non-professionals that are 
engaged in spatial practice can learn from 
the interactive everyday qualities of SL. The 
interaction between individuals is essentially 
the driving force for the production of space. 
Any wall, any piece of physical matter places, 
tends to be a negotiation within a field of social 
and political forces.

CF:  The last yet very basic question is: what 
does architecture mean in RL nowadays? What 
does architect mean in RL nowadays?

MM: I would not make that distinction and I 
hope that, one day, your distinction becomes 
meaningless.

Markus Miessen 

is an architect, researcher and writer migrating between 

London, Berlin and Zurich. In 2002, he set up Studio 

Miessen, a plat form for spat ia l  strategy and cr i t ical 

cultural analysis. As an architect, Miessen is partner 

of the Berlin-based architectural firm nOffice. He is the 

author and editor of several books including Space of 

Uncertainty (Müller + Busmann, 2002), Did Someone 

Say Participate? An Atlas of Spatial Practice (MIT Press, 

2006), With Without – Spatial Products, Practices and 

Politics in the Middle East (Bidoun, 2007), The Violence 

of Participation (Sternberg Press, 2007), and East Coast 

Europe (Sternberg Press, 2008). He has been teaching 

at the Architectural Association since 2004 and is the 

Director of its nomadic Winter School Middle East, which 

he initiated in Dubai. He has lectured widely, including at 

Columbia, MIT and the Berlage Institute, and is currently 

a Visiting Professor in Shiraz (Iran) and a PhD candidate 

at Goldsmiths, elaborating on his thesis regarding the 

Uninv i ted Outs ider.  www.stud iomiessen.com www.

noffice.eu
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The first institution which greets the visitors when they arrive at RMB City. This 
resemblance of the Forbidden City in Beijing possesses yellow tiles and red walls 
which remind one of the architectural style in Qing Dynasty. The first floor of 
People's Palace is an information center where RMB City's basic information, news 
and facts about ongoing projects can be obtained. The second and third floors of 
the palace are used  respectively as the law court and VIP meeting room for RMB 
City. People's Palace is also the venue for the city's special announcements, official 
events, and monthly meetings between its citizens and Mayor. 

This virtual futuristic architecture bears the appearance of a spaceship that is 
cloaked under the cold color of metal. People's Aerial Castle will be used by UCCA 
(Ullens Center for Contemporary Art ) for the coming two years. We are looking 
forward to many virtual, artistic surprises initiated by the established art space and 
its interaction with RMB City. 

The wheel, an emblem of revolving operations or even eternal return, is always 
related to motions. At the People's Observation Wheel, this symbol of movement is 
attached to a monument - an icon of eternity and also, static. What will the viewers 
see under/on the wheel? The digital fragments that unfurl every single moments 
into aeons, or the hyperreality that is compressed into a split-second of pixels?

This village which is encompassed by a city seems like a mirror of Chinese lower 
class' lives:  food stands on the streets, tiny, handwritten advertisements half-hung 
on the flaking-off walls... it seems like people may even feel the humid tension 
which are common in densely populated Southern Chinese cities. Yet, in this virtual 
analogue of Chinese small cities, the absence of continuous crowds in Second Life  
acts as the biggest difference between real and virtual life. In a virtual venue which 
presents the fragments of grass-root wisdoms and labors, what is coming up next?

01. People's Palace - City Hall 

02. People's Aerial Castle

03. People's Observation Wheel

04. People's Slum
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05. People's Bank 

06. People's Factory

07. People's Waterpark

08. People's Park

At first glance, People 's Bank appears to bear an extreme 
likeness to the Hong Kong headquarters of a Chinese state-owned 
bank. Yet after a closer look, you will see that this building which 
stands towering under the digital sky is composed of (virtual) gold 
bars. Gold, noticeable for its outstanding stability, contrasts the 
cold randomness, speculativeness and transience of the virtual 
world and modern financial systems. Seems like the gold's warm 
color is colder than the steel and window panes. 

Factories are everywhere in China - the world's factory. 
Globalization and exploitation are questioned in RMB City, as this 
factory is placed in the crevice between the real and virtual world. 

Literally People's bathhouse in Chinese. This recreational aqua-fun 
reminds people of China's public bathhouses that were ubiquitous 
when private bathrooms were luxuries for common people. Just 
like saloons and coffee houses in the West, Chinese bathhouses 
form true "public spheres" (as defined by Habermas) where 
discourses of freedom are produced and disseminated. We hope 
that People's Waterpark is not only an  extension of this space, 
but the extension of freedom itself.

Looking like a rustic twin of Beijing Olympic Stadium ("Bird's 
Nest"), People's Park is a sports venue open to every citizen 
in Second Life. For your information, no entrance fee for this 
Bird's Nest. People's Park will become a place for various types 
of "social competitions." In the post-Olympics China, when 
"competition" has taken off its glorious gown of countries, when 
nationalism is not the only legitimacy of a match, should we take 
the virtual world as our new starting point?
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With the appearance of  a golden bodhisattva in a 
supermarket cart, People's Temple is the spiritual center for 
RMB citizens to re-invent their religions. Young artist Huang 
He buried one of the most respected Buddhist (Mahayana) 
texts - the Vajra Prajna Paramita Sutra (the "Diamond Sutra") 
- into the bodhisattva's right eye, as both a blessing to the 
city, and an inquiry to religion itself. 

Find your way into the panda-shaped architecture through a 
secret entrance on RMB City's crane, and feel the love from 
the Looking like a rustic twin of Beijing Olympic Stadium 
("Bird's Nest"), People's Park is a sports venue open to 
every citizen in Second Life. For your information, no 
entrance fee for this Bird's Nest. People's Park will become 
a place for various types of "social competitions." In the 
post-Olympics China, when "competition" has taken off its 
glorious gown of countries, when nationalism is not the only 
legitimacy of a match, should we take the virtual world as 
our new starting point?

Inspired by heroes and dance troupes during the Cultural 
Revolution, the statue examines heroism and anti-heroism in 
modern China.

Mimicking one of the unfinished buildings that are ubiquitous 
in Chinese cities (due to investors' pulling out of capital 
halfway through construction), the rustic structure subtly 
reveals the complex exchange between urbanism and 
capitalism.

Set in a (virtual) typical Chinese construction site, the 
worksite, where many RMB events have taken place 
(including "Play with Your Triennale" as part of Yokohama 
Triennale), allows juxtaposition of a grass-roots daily reality 
and exciting art happenings. 

09. People's Temple

10. People's Love Center

11. People's Patron Saint

12. People's Big Elephant Center

13. People's Worksite
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Voice:
Folktalk

1. What would you like to experience in Second Life? 
2. What would you like to do if RMB City invited you to curate an exhibition?

3. What do you think are the possiblities of RMB City?

t MAMI KATAOKA  Senior Curator, Mori Art Museum, Tokyo / International 
Curator, The Hayward, London

1) I am not yet a frequent user of Second Life. Since Second Life is more 
of a networking tool than of personal experience, however, it would be 
nice to experience anything that would encourage one’s encounters 
with other ideas and thoughts, and thereby discussions among different 
groups of people would be evoked, while the avatar is expected to be 
free from its political and social position in the real life.

2) “UNREALIZED: exhibition with no compromises”
In real life, curating is a continuous process of creative compromise, as 
to see how to compromise in more creative and constructive ways. The 
same goes for the artists also. As some of the unrealized architectural 

projects are more stimulating, evocative and interesting than the ones 
actually realized, visual artists must have a number of superb ideas 
which haven’t realized due to the financial, physical and technical 
difficulties. Taking advantage of Second Life, I would like to invite artists 
with outstanding, yet unrealized ideas or without making much sense to 
realize in real life. Any unconventional materials such as fire, water or gas 
are allowed to use. There will be no worries about financial difficulties 
with regards to the production cost in any ways. It may possibly be the 
elimination of difficulties in real life that enables us to find something very 
essential. 

Two (or Three) questions for ten curators
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(SL: Gibon Loon)
Curator, AIT (Arts Initiative Tokyo), Tokyo, Japan

1) When I log into SL there is a sense of actually entering another space-time, 

another dimension which exists alongside the worlds we live in. One waits for 

the logging-in to complete and suddenly 'you' emerge as an avatar in the digital 

terrain. I always find that at this brief moment there is some re-tuning happening, 

a kind of gentle disorientation. The late ethnobotanist and writer Terence McKenna 

used to say that some day computers would become small enough to swallow like 

drugs, altering one's consciousness. I suppose current machines are mimicking 

many of the effects and experiences of psychedelic drugs, but at a distance 

wherein the user remains always conscious to operate within the web interface. 

What I would like to experience in SL is the dissolution of this distance- boundary, 

a frightening and awe-inspiring sense of de-territorialisation where one's sense of 

self is loosened. 

2) There are ten sculptures - that were modeled by Gibon Loon - placed randomly 

at People’s Worksite. As a resident of Second Life since early 2007, Gibon Loon 

remains without land or resources in Second Life, having never bought any in-

world money or purchased land there. 

In Second Life, Gibon Loon wondered how one could participate creatively inside 

Second Life as a "non-committed" resident, and began modeling art works from 

the canon of recent art, using the powerful and easy to learn modeling tools 

available to all residents.

The sculptures shown at RMB City can at as seats for SL visitors: there is

no worry of being scolded by gallery guards or of damaging the works.

3) I suppose theoretically they are infinite, endless - a vast sublime surface which 

could siphon experiences into itself or refract things endlessly into a mirror-ball-  

like effect of images. Of course one could also conceive of RMB City as some kind 

of experimental template for various kinds of political or economic system which 

might not be easily established in RL. Maybe it could become a digital Ascona 

artists commune, or a permanent Situationist City space where hierarchies can 

never settle and all forms of authority and power are somehow kept 'afloat'. It 

could also become something very practical perhaps - generating real business 

models which reflect back into the real world. This could take the form of some 

kind of therapeutic space where people come to experience an individuation, or it 

may be somewhere where learning happens remotely. I also like the idea that RMB 

City could become a vessel-city into which visitors leave multitudes of images, 

hallucinations, languages, sounds, visions, archives...becoming a kind of collective 

unconscious or dream bank. Unlike in real life, this could be manifested in SL as a 

space-time matrix of truly psychedelic dimensions, involving sound, color, imagery, 

symbolism, ritual, the body all working to generate hitherto unknown forms of 

language. The implications of this would be that the entire city was an ever-

evolving linguistic organism, actually creating languages as reality and making this 

explicit. A final, and rather more apocalyptic possibility for RMB City would be that 

it becomes a refuge, a digital shelter from the deterioration of real life, either from 

ecological catastrophes or other eschatological scenarios (such as the Mayan Long 

Count calendar derived 2012 phenomenon). RMB City would effectively become a 

refugee city, a symbolic hope for Earth to continue being our Ark. 

t ROGER MCDONALD

23



t Benjamin Godsil
Curatorial Associate, New Museum, New York City, USA

1) For me one of the best parts of the Second Life/RMB project 
is that I have no idea what I would like to experience, as it is a 
totally unfamiliar terrain for me. Knowing that I am very greedy 
and have voracious appetites for new experiences, I can only 
say (no matter how flippant it might sound): EVERYTHING. I 
want to taste and dream and die and think and strategize and 
organize in this strange, funky, hyper unreal space.  

2) I wonder, in a space like RMB City, such as I understand 
it, I would not be more interested in curating symposia and 
discourses than exhibitions.  It seems (admittedly from the 
outside looking in) that a space like RMB City is defined as 
much by the new types of relationships it engenders as it is 
by the physical manifestations it allows.  I am hopeful that this 
new way of making space, this RMB City, might lead to new 
ways of making exhibitions, ways I have not even dreamed of or 
contemplated.  That, I think, is pretty exciting.

t Hu Fang

1) Probably I'm expecting a state resembling one that the Chinese 
classical philosopher Zhuang Zi described as: “I don't know 
whether I dreamed of the butterfly or the butterfly dreamed of me.” 

3) I think there will be that alternative forms of interpersonal relations 
that grow out of the presence of RMB City. Since it's a city without 
a clear economic purpose, it's a city encouraging many kinds of
cultural performances; also, it's a city constructed by many 
individuals who are looking for something. These serve as the 
conditions for the experiments of relations among different human 
beings.

Fiction writer, art critic and curator, Vitamin Creative Space

t Bettina Tizzy
Founder of the group “Not Possible In Real Life” in Second Life
(http://npirl.blogspot.com)

1) I would like to invite and nurture a handful of Real Life artists 
whom I believe would enjoy and thrive in Second Life.
  
2) I have a number of ideas for things I want to curate in Second 
Life but wouldn't dream of talking about them now because that 
would take away from the element of surprise! People will learn 
about them when they get the first press release! At RMB City, 
I would work with some of the artists who participated in the 
Garden of NPIRL Delights: http://npirl.blogspot.com/2008/05/
virtual-art-show-that-would-not-be.html also, there are also some 
new, unknown and extraordinary artists I want to showcase.
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Co- director of Exhibitions and Programmes/Director
 of International Projects, Serpentine Gallery, London

1) It all has to do with parallel realities. For 
me the best way to answer this question 
is really by thinking about a wonderful 
book called The Fabric of Reality by David 
Deutsch, a quantum physicist at Oxford – 
it is a real toolbox and one of my favourite 
books of all time because Deutsch shows 
us the question of parallel universes. He 
does not offer a neat explanation about this 
issue, but instead suggests that there are 
many dimensions (in the world) and parallel 
realities, which are sometimes in a contact 
zone, and sometimes not. 

What I don’t want to experience in Second 

Life a (virtual) version that mirrors the 
reality of my Real Life. I also do not want to 
experience, in Third Life or Seventh Life, the 
same thing that I experience in Second Life. I 
think we live in a context where globalization 
is not only a more homogenizing process, 
but also a process which leads to wonderful 
possibilities that we have never had in 
mankind before: the real potential for a truly 
multidimensional dialogue.

There are two ways of coping with or of 
getting rid of this ever-growing increased 
globalization - one is to reject it completely 
and instead, to re-proclaim a totally new 
local-ness which refuses global dialogue, 
which I do not think is interesting. The 
second way is to embrace these global 
dialogues blindly, which is also problematic 
because it homogenizes lives and ignores 
difference; it homogenizes ways of dealing 
with space-time. What I think is a very 
interesting and urgent thing, is this idea of 
embracing a global dialogue or enhancing 
global dialogue, yet always at the same time 
producing difference. What is very important 
in Second Life is how to produce difference, 
and not to replicate what happens in “First 
Life” or “Third Life”. I expect more production 
of  d i f ference,  and less homogenized 
packaging. 

What is interesting is that it is a participatory 
project and is able to produce difference, but 
it’s innate commercial origin, could also lead 
to the replication of the same forces/process 
in our world where commercial globalization 

leads to homogenization. But now this 
process is being taken over by artists. For 
me, Cao Fei has completely reinvented what 
is Second Life…, 
maybe the next step is to travel with Cao Fei 
into Third Life. 

2) In ALL of my interviews and conversations, 
about 1400 hours of them - I ask at the end: 
“What is your unrealized work? What is the 
project that has been too big or too small to 
be realized? Which is the project that has 
been forgotten in your locker or under your 
bed, or in your mind? What is your project 
that has been censored by society or which 
you have self-censored?” For we should 
never only think about censorship, but also 
self-censorship. We dare not to do certain 
things, and that leads to self-censorship.

So I start to accumulate this big collection of 
unrealized projects, and it’s been a project 
at the Serpentine Gallery, and a book and 
also the agency of unrealized projects which 
we founded with e-put, and sometimes I 
have considered what is my own unrealized 
project and it is to do a big exhibition of 
unrealized projects in real life - but I have 
never found a sponsor to f inance this 
exhibition in real life.
So that’s my big unrealized project for 
Second Life - a large-scale exhibition of 
unrealized projects. 

t Hans Ulrich Obrist
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t Jiang Jun

1) Find all possible relationships between 
Second Life and  “First Life”/real life, and 
experience the texture and pressure that 
one brings to the other.

2) Organize a network of physical sites 
as diversified as possible, and curate a 
physical network/work-in-the-net that maps 
the happenings in RMB City, so that the 
convenience (?) and randomness could be 
remedied by reality.

t Jonathan Himoff

1) I have already experienced many things in the virtual world--what is missing then? Is 
Second Life a distraction from the real world or something that adds to it? Is there some 
purpose for Second Life or is it yet another place on the web to make a few things and then 
abandon them? We are trying to make a business in the virtual world that is about positive 
things and full of energy. Replicating the real world means bringing all those problems and 
constraints onto this new canvas, so why do that? Better to open your mind and heart and use 
this environment to connect with real people. But ultimately, what I would like to experience 
is the return from all the effort we put into the virtual world, and while we get a lot back, it still 
feels like we are putting in significantly more.
2) I would do something about Shanghai--I was amazed by this city. I am thinking about 
something mixing latest Chinese fashion desingers with all the cool skyscrappers. A big 
fashion event and surreal settings showing the shapes of these buildings.

t Hou Hanru

1) Things that have almost existed but will 
never exist in real life. 

2) A project that is situated outside of RMB 
City… (in its suburb?)

1) All the creativity the world has to offer.

2) I would like to curate a group exhibition of international artists that explores, examines and 
plays with the horizons between Second and real life; that real or fictional 'plane' that is the 
computer screen; notions of portals, mirrors and boundaries.  The exhibition could address the 
'colonial' myths of 'otherness'.

t Gillian Raymond

Founder and CEO Rezzable Productions, London

Writer, Curator; Director of Exhibitions and Public 
Programs and Chair of the Exhibit ions and 
Museum Studies program, San Francisco Art 
Institute

Editor, Urban China Magazine ( SL: Portrait Watanabe ), Online Manager, National Portrait Gallery, Canberra
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A Genealogy of the Virtual
a working plan of RMB City's research archive

RMB City is a pool of different possibilities which can be open to 
institutions to implement academic research. Yet, RMB City team has a 
vantage point on unconventional researches that are non-acdemic  and 
creative. Just as OMA established AMO to observe its own projects, 
our research (which is supported by our archive where we store a huge 
amount of information from SL and RL) are firsthand responses to the 
city itself.

Field-research, plots and unofficial history are the main ideologies 
behind the research methods of RMB City. RMB City is a sphere 
for field research - whose focus is empirical information. RMB City's 
field-research is different from the traditional ones for its absence of 
theoretical framework. Instead, we categorize our resources according 
to a number of clues that are parallel  to RMB City itself. Throughout 
the entire field-research process,  these clues are gradually adjusted. 

Plots sound a bit out of place in a research practice, but as we 
see RMB City as a gigantic theatre, utilizing a "plot"-form to collect 
fragments of happenings in RMB City is effective in highlighting the 

stories inside the city.  The fragments form a picture of RMB-experience 
that extends the imaginative space of the "audiences" and will help us 
to understand more on human behavior.

We regard the city's macro (city in a whole) and micro (people's minute 
destinies) development as equally important. Unofficial history sheds 
light on how we can accentuate the neglected daily experience of 
different people that comprise the vitality of the city. 

Eventually, all these different sorts (in the forms of snapshots, diaries, 
sounds, comments and narratives) of information will be processed into 
publications, and also contents for mass media, institutions and RMB 
City website. 

RMB City's archive is not only a system for virtual-experince 
documentation, but also a platform providing signification-exchange 
between RL and SL (like a currency).  
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From September 13- November 30, 2008, an art project linked 
together RMB City, the virtual fantasia, with Yokohama, one of 
Japan’s most multicultural cities. “Play with Your Triennale” is 
an art project  initiated by Chinese artist Cao Fei in Yokohama 
Triennale 2008 under the art festival’s theme of the year “Time 
Crevasse”. In this project the artist invited people to submit 
ideas that would have a chance to be virtually actualized in the 
worksite of RMB City. 

“Play,” a verb that comes first in the title of this project, 
articulates the trait of the art project. This attribute is materialized 
in the form of an installation with an outlook of an arcade game – 
implies the piece's demands for interaction via physical contact 
with the art piece, that people are not supposed to do in an art 
fair.  It may be too early to determine that the project aims at 
create a subversion against the established art system, yet it 
opened a crevasse for the public to participate in art instead of 
solely investing in a visual way.

Yokohama Mon Amour: 
       “Play With Your Triennale” 

 Cao Fei's art project writing a tale of two cities 
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SL avatars of four of the curators in Yokohama Triennale 
2008: Beatrix Ruf, Daniel Birnbaum, Hans Ulrich Obrist and 
Hu Fang performed their YMCA dance in RMB City. The 
quartet intruded into the virtual world with their real identities 
by using avatars possessing the real McCoy's real names 
(Hufang Scribe, Hansulrichobrist Magic, Beatrixruf Shinn 
and Danielbirnbaum Quan) and facial features. Curators - a 
word that is derived from the Latin word cura – are seen in 
the art world as “overseers.” In this little video the renowned 

curators are placed under the gaze of the others in the tune 
of Village People’s hit  - something that everybody know and 
are familiar enough, and something that is considered “out 
of place” in the context of an art fair like Nietzsche's “I have 
forgotten my umbrella,” something that explicitly extensively 
understood hence disintegrate a system inside the system 
itself.

Hufang Scribe   
                     Hansulrichobrist Magic
                                                       Beatrixruf Shinn
                                                                    Danielbirnbaum Quan   

 Events under this project :
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Love Letters To 
Avatars

 From 
Shanghai's 

Literary Bad Girl
Want a virtual love letter from the author of a bestselling underground 
erotic novel that was considered so scandalous, the Chinese 
government banned it?  (I know, who doesn't want that?)  It's one of 
the features to the RMB City project from my friend Cao Fei (China 
Tracy in SL.)  You send a screenshot of your avatar and a modest 
payment to an intermediary named RMBArtDealer Xue, who in turn 
sends it to an avatar named MianMian Sorbet-- who is, in fact, the 
Shanghai author Mian Mian, author of Candy, a story of sex, drugs, 
and rock and roll in the new China, among other works.  She writes 

a love letter from her avatar to yours-- sort 
of an Anaïs-Nin-style patronage deal for the 
metaverse age. 

I asked Mian Mian if she found it a challenge, 
writing amorous missives to unknown avatars. 

"The characters from my new book Panda Sex," she told me, "most of 
the time they can only have sex with strangers, so writing a love letter 
to a stranger for me is not a problem at all."  She hopes the project 
will convey the idea that "the love between lovers is a fiction. It’s all 
about the lover, him or her self. We should just enjoy it and not endure 
too much suffering about it."

Still, the project comes with its own challenges:  "The most difficult 
part is that in fact I want to write a long love letter," she said.  "I really 
want to... but no one made me excited enough to write a long one." 

Sounds like a challenge for you, dear reader. 

Love Letters To Avatars
 From Shanghai's 
Literary Bad Girl

by Wagner James Au

Mian Mian
 
A Shanghai-based writer and also "one of 

the key icons of Chinese cult culture", 

worked with RMB City in the project 

“A Love Letter to the Avatar”. In this 

project, the writer of Candy (that 

has been published in more than 

ten countries including France, 

Germany, the United States 

and Spain) – an underground 

best-seller in China - wrote love 

letters avatars at the prices that 

the avatars feel happy with. This 

project got eager responses for its 

controversy from the project itself 

( "buying"love letter ) and also the 

identity of the Mian Mian, whose 

novels are banned in China for its 

drug/sex-related contents. Second 

Life expert James Au James Au 

wrote about his conversation 

with the "bad girl". 

A conversation between the Second Life expert
 and the "cruel-youth" novelist

(Reprinted courtesy of Wagner James Au and New World Notes, nwn.blogs.com)
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In i t iated by pioneering Second Life art ists 

(SL:) Man Michinaga and Gazira Babeli and 

performing art group Second Front, this project 

allowed people to have their dreams rendered 

into a visual language in the virtual world. People 

sent texts describing their dream to the artists; 

the lucky ones will get an umbrella containing 

their dreams inside. The project changes the 

perspectives from the outside of the defensive 

common commodity to the inside of it (human), 

then externalizes the dreams of the inside of 

the human. The voluntary (participants were 

informed beforehand that their dreams would be 

posted )opening up of people’s privacy (dreams) 

produced an intrusion of a person’s internal side 

into a public space, the result is the absurdity 

resulted from a rose – a slackening without 

inside or outside. 
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NO LAB is a collaboration between Cao Fei  ( SL: China Tracy ) and MAP OFFICE, a Hong Kong-based 

“interdisciplinary design and research platform” formed by architects Laurent Gutierrez (1966, Casablanca) 

and Valérie Portefaix (1969, Saint-Etienne). As a project created for Prospect.1 New Orleans - the largest 

biennial of international contemporary art ever organized in the United States - NO LAB presented a cultural 

and artistic topography of the post-Katrina New Orleans in Second Life. Visitors of this project immersed 

themselves in encountering the virtual shotgun houses and oak trees, Barack Obama, Brad Pitt ( the Hollywood 

star commissioned a bunch of architecture firms to help the rebuilding of New Orleans ), Waiting for Godot’s 

Pozzo and Estragon ( in homage to Paul Chan's reenactment of Samuel Beckett's play in the Lower Ninth 

Ward) that are scattered in the spacious sites. Visitors can even drive a carnival cart through the empty streets. 

On the other hand, in real life, people saw an iconic “carnival cart” which displayed the sketches, drawings, 

photos and other research materials - made by MAP OFFICE at the affected site - that was juxtaposed with a 

projection screen of NO LAB in RMB City and computer terminals for public access.

The Tides Take Their Eternal Return
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All these icons and objects are presented in a neat black and white, 

paper-cut-out style, which are rendered from the MAP OFFICE’s 

research sketches done at the post-Hurricane New Orleans. In 

NO LAB, there shows a continuous recurrence of the disaster: 

virtual grey clouds accumulate above the site filled with spacing, 

tides wash the land until they retreat back to the blue ocean that 

is content in its silent breaths. The repetitious action of simulating 

the meteorological disaster offers another way to regard the others’ 

pain – being in a synthetic calamity in one’s digital existence.

33



The instability and mobility (like Chinese artist Li Rong’s house in 

which walls are built from doors) in a cyclical manner haunts the whole 

NO LAB zone, and it seems like hopes are anticipated to save the 

whole unwilling recurrence. Slogans like “Still Proud to Call it Home” 

and icons like before new American President Barack Obama act as 

excellent initiators of hopes, yet, hope itself is a linkage to thoughts 

about the future which always make the present hang in the air. What 

are they waiting for? Maybe just as Paul Chan signified with his Waiting 

for Godot project in New Orleans: "New Orleans  “New Orleans is the 

setting for the 20th century’s most emblematic story of waiting… the 

longing for the new is a reminder of what is worth renewing.”
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—ILLUSTRATED NARRATIVE

Name: Ume Freiman
Born:  5 / 7 / 2008

Gender: Female

I am surprised that I can’t remember the exact 

moment when I first logged into this world. But I do 

remember the very first scenes, cold coffee table, 

wild green grass, weird empty houses...i have no 

idea what to do with my hands and feet.

My drive to explore this world increased when 

I started meeting avatars, having a cool look 

definitely makes me feel better about myself, 

although I know I'll never get satisfied with my look. 

I linger on shops for different style of clothes, skins, 

shapes, ect. 

My avatar is supposed to be the self-portrait 

that i use to represent myself. In this world of 

wonderfulization, I search for wonders that can fulfill 

my imagination of Vitural Worlds, I jump from one 

wonder to another. The more I explore this world, 

the more I find the dissociative disorder in me, I 

mean, in my avatar. Part of me is already alienation 

of myself; I am now playing and enjoying the role of 

being an avatar…

STORY OF AN AVATAR
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General: 

info@rmbcity.com

Volunteer: 

volunteer@rmbcity.com

Press:

press@rmbcity.com

Collectors/Events: 

manager@rmbcity.com

Website:

webmaster@rmbcity.com

Do you have an idea for an art project or other event? Are you researching architecture, urbanism, 

sociology or any other RMB City themes? Do you have special experience and skills in SecondLife, 

3D design, community organizing or some other field? We welcome proposals and contact from all 

interested parties, from students and scholars to 3D engineers and event-planners. 

Contact: info@rmbcity.com 

Calling 
All RMB Citizens!

Become a citizen
“What does it mean to be a citizen of a virtual city?” 

“It can mean whatever you want it to mean…”

* Join our RMB City group in Second Life
* Visit, explore, create, discuss…

* Join our RL maililng list (www.rmbcity.com/mailinglist.php)

Get involved 
* Create artworks      * Curate events 
* Conduct research   * Collaborate

* Advertise 
(on billboards in RMB City or in People’s Monthly)

* Participate in public projects
* Contribute your photos and videos to our Flickr 
(www.flickr.com/groups/rmbcitygroup/pool/) and 

Youtube (www.youtube.com/RMBCityHall)
*Volunteer 

Shape the landscape of a city
* Collect a building 

* Rent a space for an exhibition or event
(contact manager@rmbcity.com)
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Kaiguang Ritual (by invitation only) 
with 
The Vajra Prajna Paramita Sutra
All-round Empowering Charm
Tuesday, January 6, 2009, 1 pm (Beijing Time)
Monday, January 5, 2009, 10pm (SLT)

Touring of Master Q's Feng Shui Map (open to the public)

RMB City Opening Day
Saturday, January 10, 2009, 10:15-12 pm
Friday, January 9, 2009, 6:15-8pm (SLT)

Start at Master Q's Feng Shui Map of RMB City  
Landmark: RMB City 1 (157, 18, 82)
http://slurl.com/secondlife/RMB%20City%201/157/18/82/

=In Second Life=

Featured in Feng Shui,  
new video from RMB City directed by Cao Fei
Premiering at Performatik Festival
February 13, 2009-February 21, 2009
Kaaitheater (Brussels, Belgium)

=In Real Life=

Master Q's Guide to Virtual Feng Shui
a special project by Huang He for RMB City  

<Phase 1>

01   Super Aura Gourds for 5 Orientations
02   Energy Candy of the Goddess Nü Wa 
03   Bathtub of the Nine Suns
04   Soaring Dawn Swan
05   Rainy Sheep
06   Double Vision Mini Bird 
07   All-round  Empowering Charm
08   The Vajra Prajna Paramita Sutra
09   ...... 

01 五方灵气宝葫芦

02 女娲加油站 

03 沐浴咸池

04 黄鹤

05 忧郁的雨工

06 重明鸟

07 五方开光符

08 金刚经

09 ……



Cao Fei: RMB City
Serpentine Gallery Website and Lobby 
From 10 March 2009 
10am – 6pm daily. Admission free 
Serpentine Gallery Kensington Gardens, London W2 3XA  
T +44 (0)20 7402 6075  F +44 (0)20 7402 4103  www.serpentinegallery.org
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