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FREE ART SCHOOL — A PLACE FOR FUN
A place to play artistically in lowa City for me has been Public Space One and, by
extension, Free Art School. Public Space One is a gallery in lowa City that has existed as
a zone outside of both the art school and of the more “serious” galleries in town. Much of
the work is student work, but it is community focused. Free Art School is a very loose
collective of artists, projects, and events, headquartered at Public Space One, that aim to

both be free and to be freeing.

Figure 11. Mr. Glitch and Mr. Fix*

*Note: Derek and Josh flying the Free Art School flag with pride, as well as freedom,
of course.
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While there are so many parts of Free Art School, one constant among all the
work being done is the desire collaboration and spontaneity, with these and other values
of Fluxus, Dada, and Intermedia, as [ remember, being omnipresent. The Free exists as
both an adjective and verb, and the goal of Free Art School being to free art and to free
art school. Issues of authorship and credit, which might be more important in professional
and academic circles, are cast aside, with many of the artists freely working on the
projects of other Missionaries to Free Art School, and often using nom de guerre.

For more information on Free Art School, read Free art, free love, free money: a

Free @rt school communiqué, a thesis by Kathleen Grace McGowan, MFA graduate of

Intermedia, friend, mentor, and frequent, yet not frequent enough, collaborator.
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A TIME TO CHILL

The last line of our first manifesto is a directive to “Chill Hard Everyday.”
Chilling, as Jon Winet has said, is a unique mode of hanging out. The desire to chill is the
desire to play and yet work, with the work being disguised as play. Distractions are not
something to be avoided, but rather are an integral part of chilling hard. A great deal of
work comes out of chilling, but a chill session is not considered a failure if it is not
productive. Chilling is time set aside to experiment and play, which in some ways is
always productive, as a chill session may provide ideas and techniques to be used and
explored later. Chilling is fundamental. A great deal of chilling occurs in Mission Control
when the Space Campers are on Earth, and on the Orbital Video Archive while they are

in space. Chilling is often supplemented by tea, a hot drink that can be shared, but allows

ILL HARD
SPAGE GCAMP

Figure 12. Bumper Sticker - "Chill Hard"

an individual choice of flavor.
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INTERNET ART — A DIGITAL PLACE FOR E-FUN
Whereas SpaceCamp is, in some ways, an attempt to extricate myself
psychologically from the academy and the gallery system, its presence online speaks to a

way that many artists are looking at the Internet as a place to show work, make work, and

live artistically.

Figure 13. Still from jstchillin.org

Internet art often engages with the creed of web 2.0, asking, even begging, for
participation from other artists, however far-flung they may be. The ubiquity of the

internet means that artists from nearly anywhere on the globe might communicate and
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collaborate as easy as artists sharing a physical space, and thus it should not be surprising
that artists meet and work together completely online. There are so many Internet artists
because so many people have access to the Internet. For this reason, Internet art is also
potentially some of the easiest art to see. There’s also no question of who has access to a
work’s “aura.” We all get it. Rachel Greene, in her book Internet Art, correlates the birth
of Internet art with the rise of graphical web browsing, a manner of using the web that
was easier to teach, quicker to learn, more accessible, and more pleasurable. Simply,
Internet art was born once the net became a fun place for most people.

A project by artists (and Facebook friends to both Derek and I) Parker Ito and
Caitlin Denny, JstChillin is a curatorial project in which the website is handed over to a
different artist for two week shows. The works curated often engaged in the idea of
chillin’, and the piece was a good example of the Internet as both an avenue for playful
work as well as a distribution point for serious work, outside of the academy or the brick
and mortar art gallery.

This dual, but not mutually exclusive nature of online art exhibition is something
that SpaceCamp tried to explore in an online exhibition we curated called “The Serious
Show.” The show attempted to push the boundaries of what type of work can be shown
online and the pieces were “serious” works, in the sense that the artist offered them with
no irony or cynicism. When the show was presented as a piece in a gallery, it was offered
with digital hummus, in an attempt to poke fun at a stereotypical art opening. While other
people making work on the Internet have been able to successfully exist in a gallery as
well, Derek and I found it much like a machete fight: win or lose, you’re coming out of it

1n a mess.
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Ryder Ripps, also a Facebook friend to SpaceCamp, is the creator of several
online social artist communities, including Dump.FM, a chat room that encourages live
communication via images and the editing of images. The use of image to communicate
that SpaceCamp acted as the goal of SpaceCamp’s earliest efforts, and that still is at the
heart of the intention of the project, is nearly perfected on Dump.FM. The site has
contributed several Internet memes to the collective online society. The use of memes
online, on Dump and on the World Wide Web at large, seems to indicate that an ever-
increasing number of people, many of whom might not consider themselves to be artists
or engaging in art, have the desire, will, and tools to communicate their own expression

using appropriated images.
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SLAPTAGS — MAKING YOUR CITY A MORE FUN PLACE

Stickers interested me as a way to make some parts of lowa City more interesting
and fun. Cable boxes and utility fixtures in lowa City exist as shiny blank slates, offering
nothing visually and any addition, most of which might be called graffiti, can only
enhance the object and add visual art content to an object that otherwise offers nothing.
Though the content of the sticker is a parody of a local legend about an lowa City fixture,
the message to question the business practices and motives of moguls in town remains
and is likely advanced by the humor of the sticker. These stickers are semi-permanent.
They will stick if left alone, but if they are peeled off, they come off easily, leave no
marks, and cause no damage. An upcoming project as I leave lowa City will be to affix

stickers to things in lowa City as a way to say goodbye to the city.

Figure 14. Sticker



27

LEAVING BEFORE THE FUN ENDS

With the prospect of leaving lowa City looming large on the horizon for me,
documentation of my experiences and memories of lowa City, and the lowa City art that
occurred outside of the academy become more important.

While the Mondo-Mania stickers act as a mark for me to leave, they are, no doubt,
temporary and local, in content and distribution.

The Space Program, a SpaceCamp television show, to air on Public Access TV
here in Iowa City, will involve several figures I hope to capture and document, such as
Thee Strawman (who will stop by the Orbital Video Archive on his way back to his home
planet of Xetal) and Commander Yek.

While Space Camp will surely continue after I leave lowa City, the Space
Program will, in some ways, be my way of saying goodbye to Iowa City and lowa.

As I prepare to leave lowa City mentally and physically, as well as to leave The
University of lowa, Intermedia, school in general, and this thesis, I will leave a few
thoughts here.

All differences between work and play aside, | have heard it said often that if you
do something you love, you will never work a day in your life. This is an especially nice
way to get around the protestant work ethic that might exist here in the Midwest,
especially as a non-practicing Jew.

The one aspect of Judaism, and organized religion as a whole, that I find myself
identifying with is the concept of Tikkun Olam. The idea that the universe is broken and
that good deeds should be done not to assure one’s place in any afterlife, but rather to do

one’s part in fixing it and making it a better place, feels nice and right to me. It gives me
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a metaphysical, yet logical reason to want to make the world a nicer and more fun place
and I hope that during my time in lowa, I have done something to make it a bit more
interesting. I hope that I am leaving it better than I found it.

Goodbye, lowa.

It’s been fun.
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TWENTY MINUTES INTO THE FUTURE

As I prepare to leave, it is looking ever increasingly like I shall not float away on
a summer breeze, my talking-umbrella collecting the winds of change to float me to new
climates and locales. Perhaps my time in Iowa City is not yet done. What’s past is
prologue. What happens next, dear reader, is as known to you as it is to I. My ability to
exist in a post-graduate state might depend on my ability to exist in a post-human state; to
digitize myself and enter the Internet completely, soaking up all the fun and art through
osmosis, letting memes become the nuclei of my every virtual cell. Perhaps that is my
only hope.

Maybe I’ll just start reading more. That sounds nice.
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