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Experiment
I believe that perfectionism throttles bravery. Perfectionism is a massive hurdle to creative 
work. I hope students can break through these barriers. “There are no rules or standards for 
art.” That mantra still gives me courage to create what I’m not ready yet to create.
 
Iterate
I found a way to reconcile my perfectionism: iteration. Turn the work into a process rather than 
a result.
Iteration and other strategies for asserting methodological rigor will be essential for student 
success.

Teaching Philosophy
Extend
Sculpture is an extensive practice that allows fluency across media and disciplines. As a visual 
arts educator who works across many disciplines and media as a sculptor, I activate construct-
ed objects, VR, AR, wearable devices, installations, performance, and time-based work. From 
this practice, I wish to support students in linking concept, material, and technology, while 
exploring the boundaries of set disciplines. 

Question
Artists fundamentally require two skills. One is the ability to question and perhaps even upend 
pre-ordained assumptions through research and making the other is to shape and reshape 
thoughts into a material language with spatial consequences. I encourage students to become 
independent thinkers and to realize that they have a vital role in shaping societal perceptions 
and trajectories. This begins with their own ability to reflect, inquire, overturn, and transform 
their thinking — all with a goal to generate sustainable innovation. And this requires the cour-
age to rebel. 

Overturn
To rebel is not simply to work in opposition to others. It is the ability to distinguish from others 
(or distinguish the true from the false or value of others’ opinions and statements) and have 
reason to believe in yourself. Starting from the artists themselves, we trace back to our own 
experience and formative environments and even to our family history to find out what makes 
us who you are. What are you influenced by?
 
Reposition
In a supportive learning environment, I provide a series of thinking and practice methods to 
motivate students to move beyond prescribed courses and tasks. My understanding of art 
is constantly evolving, and I am constantly repositioning myself as an artist. I summarize my 
understanding and thinking of art and my experience as an artist in theory in order to develop 
my own path as an artist. I want the same for my students. In the process of artistic creation, 
I recognize and support each stage of the process, providing a platform to promote thinking 
and making.

Research
To anchor an idea requires hard work. In my learning and artistic creative experience. I often 
hear people talk about the joy of getting inspiration and ideas or the distress of not getting 
them. Inspiration is so valuable to creators because it’s not easy to get. I’ve been asking myself 
what inspiration is and do I need to wait for it to come? Or does it come from opportunity and 
luck? Through witnessing my own process and from observing others, I find that inspiration 
is more like an unexpected “successful connection.” The connection between external infor-
mation and information occurs in the mind. The more information you have in your mind, the 
greater the potential for meaningful connection. That’s why I firmly believe that you need to 
work very hard to get inspiration. You should never wait for inspiration, but garner as much 
information as possible.

Teaching Philosophy Teaching Philosophy
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SCULP-3002
The Body Extended 

Times: TDB
Instructor: Yi, Yang
Credits: 3
Capacity: 12
Location Fletcher 203
Course Level Undergraduates and Graduates

“...the body now experiences itself as part physical, part phantom; grounded by gravity but dislocated from 
any one particular place. To others elsewhere, we increasingly flicker on and off, connecting and disconnect-
ing, appearing here and there, as phantom bodies - as glitches in biological time.” --Stelarc

Throughout history, human beings have sought to extend and supplement their own form to 
move faster and reach further. Our bodies are becoming more tightly bound to inorganic mat-
ter. The transformed and invaded body makes us rethink and recognize the concepts and 
boundaries of the body and establish new connections and possibilities. 
In this course, we will think about how to hack our body and think about the meaning, and so-
cial overview, and how it can contribute to social change. This course is designed for students 
with little to no experience in programming. We will learn the basics of physical computing, 
including Arduino, in conjunction with recycling unwanted household objects or ready-mades. 
We will explore the integration of the body with any medium through wearable devices, per-
formance, audio, digital video, installation, etc. Students will use their imagination to combine 
their body with nonorganic matter in a variety of ways, to varying degrees. We will discuss the 
works of relevant artists and scholars including Donna Haraway, Stelarc, Neil Harbisson, Julia 
Kristiva, Simon Giertz...

The course consists of slide presentations, readings, group critique, class discussions, and 
individual projects.  We encourage experimentation, innovation, and interdisciplinary collabo-
ration as well as provide opportunities for individual exploration.

Course Proposal

 

                                  Inclusivity Statement

                 
Diversity and inclusion are fundamental to a thriving collective learning environment. I en-
courage thoughtful and deliberate discussions, and offer resources (materials, readings, and 
activities) that support a fully functional and tolerant classroom. From the outset, we introduce 
ourselves using individual pronouns to eradicate the idea that the first appearance identifies 
an individual’s gender. Listening is central to our relational space to foster understanding and 
inclusive responses, especially regarding opinions that differ from our own. Expect the same 
dignity that you give to others. 

As a gay person from China, where there is little tolerance for difference, I understand the dif-
ficulties of being neither accepted nor understood, and the psychological and physical harm 
that often arises from these biases. 

Specifically, in order to establish the conditions wherein we develop a practice of freedom, we 
must confront and undo the work of oppressive indoctrination by challenging, unlearning, and 
relearning modes of thought and existence in a space of generosity, support, and mutuality. 
This practice pertains to freedom from discrimination based on citizenship, race, ancestry, 
ethnicity, cultural expression, class, disability, place of origin, skin color, religious belief, sexual 
orientation, gender, age, the record of offenses, marital status, and family status.

In my undergraduate study, the Department of Sculpture was dominantly male-oriented. My 
undergrad professor even limited the number of females in the selection of studio members. 
From sculpting matter (stone and wood carving) that demands physical exertion to moving 
heavy materials and equipment, this practice is traditionally associated with male advantages 
of “strength.” I was never trained to talk about this issue in a male-dominated environment 
while an undergraduate student. I think this is an important deficiency in teaching, although I 
wish to unpack and push these assumptions to the forefront of collective awareness with an 
emphasis on gender parity. 

Inclusivity Statement

Vampyroteuthis Infernalis-Vilem Flusser
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SCULP-3001
RESPONSIVE ENVIRONMENT

Times: TDB
Instructor: Yi, Yang
Credits: 3
Capacity: 12
Location Fletcher 203
Course Level Undergraduates and Graduates

This course focuses on building sensor networks In the context of interactive art and design. 
Using machines and data to enhance the human experience of reality and change our percep-
tion of the environment/space in the situation of global quarantine. Throughout the semester 
you will be presented with assignments that examine these different possibilities from multiple 
perspectives, including creating environments that can be activated by data, and data gener-
ated by environments. At the same time, the practical and conceptual exploration of electronic 
sensors, processors, and actuators is carried out. 

Contemporary art and design work from dynamic sculpture and sound art to installation, ar-
chitecture, and product design will be examined through reading and demonstrations. Artists 
such as Pierre Huyghe, Ann Hamilton, James Turrell, Lozano Hemmer... will serve as references.
Open-source hardware (Arduino) and software (processing) will be taught along with the funda-
mentals of electronic circuits. The focus is on the development of creative projects (individual 
or collaborative), followed by the iterative implementation process (planning, prototyping, test-
ing, analysis, and improvement). This course is based on a number of tutorials and exercises, 
resulting in a final project. 

Students can also present ongoing work and prototypes in the classroom review to obtain 
qualitative feedback from the class and teachers. Participants will participate in physical com-
puting conceptually and technically in their studio work and will be encouraged to use their 
personal background to perform well in their respective environments. Electronic and pro-
gramming experience is preferred, but not required. 

Course Proposal

SCULP-3000
FLUID MEDIA

Times: TDB
Instructor: Yi, Yang
Credits: 3
Capacity: 12
Location Fletcher 203
Course Level Undergraduates and Graduates

“I’ve always been interested in things which are on the verge of falling apart but which still maintain 
their original quality.” Tony Oursler

This intensive studio elective, exploring sculpture in the time dimension is our main direction. 
Encourage the exploration of solutions to the fundamental differences between two-dimen-
sional moving images and three-dimensional objects and spaces. Relationships between time-
based thinking, physical material, quantum theory, philosophy will be explored through sculp-
tures, materials, lights, screens, cameras, lenses, and projectors. Students will learn to collect, 
create, and alter digital media using Premiere, Max/MSP/Jitter, MadMapper, and Processing. 
Students in the course should have an understanding of sculptural materials and fabrication 
techniques and should be ready to experiment with the fundamental structure of the presen-
tation of media.

We immerse ourselves in the recent history of artists and designers who engage multimedia 
techniques and experiment with new formats and technologies. Throughout the semester we 
studying and constructing multimedia sculptural and video installations. Students will be pre-
sented with assignments that examine these different possibilities from multiple perspectives 
including assimilating video, sound, performance, objects, and space into a single experience. 
Artists such as Tony Oursler, Nam June Paik, Joan Jonas... will serve as references. 

Through guided studio practice, readings, research, lectures, screenings, demos, and discus-
sions, students will learn conceptual, technical, and performative principles that intersect in the 
disciplines of sculpture and film and complete weekly assignments and mid and final projects.

Course Proposal

Tony Oursler 2017

Pierre Huyghe 2017
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Course Goals: 

• To advance understanding of the fundamental ideas and techniques of programming languaes.
• To learn analytical skills in the survey of historical and contemporary works, artifacts a 
       schools of thought.
• To incorporate the basics skills involved with designing Coding and building.
• To manage work through complex technical problems.
• To develop an idea into a resolved body of work.

Learning outcomes in correlation to the grading structure: 

•	 Class	Participation.	(15%)

-An attempt to understanding peers’ works and perspectives of their position both in 
  their home department and in contemporary art and theory.
-Always shows devotion and immersion into class activity with complete attendance and 
  punctuality.

•	 Discussion	&	Reflection	(15%)

-A collaborative ability to creatively respond to complex art projects.
-A basic ability to discuss and reflect cyborg concepts in movie/fiction and academia.
-A basic ability to discuss and reflect artworks and artists who explore the body boundary.

•	 Conceptual	Development	(20%)

-An extension of the original concept of the cyborg 
-An ability combines the concept of  the cyborg with individual research/work 

•	 Skill	Building	(20%)

-An ability to use Arduino and its accessories successfully.    
-An ability of code writing for making their own works of art and design. 
-Expertise in 3d modeling, 3d scanning, and printing. 

•	 Final	Project	&	Assignments	(30%)

-An effective reflection on students’ extended and deep thinking on the concept of 
  the cyborg and the concept of body boundary. 
-A effective reflection on students’ efforts in creating, innovative, and experiments. 
-A effective reflection on students’ good combination of the contents learned in the 
  course with their own majors.

Syllabus ProposalSyllabus Proposal

The Body Extended
Rhode Island School of Design

SCULP-1526	(WINTERSESSION	2021)

Course #: SCULP-1526
Term: Winter session 2021
Credits: 3 Credits
Location:	Remote	(Robotics	Lab	Metcalf	(206))
Zoom link: TBD
Office	Hours:	By	appointment
Capacity: 10
Grading: Graded
Pre-requisites: No pre-requisites
Course Level: Undergraduates and Graduates
Offered:	WINTERSESSION
Time:	M/T	1:00	PM-6:00	PM(1/11/2021-2/12/2021)
											W	1:00	PM-6:00	PM(1/13,27,	2/10/2021)
Instructors:	Yi	Yang	(Grad	sculpture)	Contact:	yyang14@risd.edu
																					Hana	Al-Saadi	(Grad	sculpture)	Contact:	halsaadi@risd.edu

Course Description:

“...the body now experiences itself as part physical, part phantom; grounded by gravity but dislocated from 
any one particular place. To others elsewhere, we increasingly flicker on and off, connecting and disconnect-
ing, appearing here and there, as phantom bodies - as glitches in biological time.” --Stelarc

Throughout history, human beings have sought to extend and supplement their own form to move faster 
and reach further. Our bodies are becoming more tightly bound to inorganic matter. The transformed and 
invaded body makes us rethink and recognize the concepts and boundaries of the body and establish 
new connections and possibilities. 
In this course, we will think about how to hack our body and think about the meaning, and social over-
view, and how it can contribute to social change. This course is designed for students with little to no 
experience in programming. We will learn the basics of physical computing, including Arduino, in con-
junction with recycling unwanted household objects or ready-mades. We will explore the integration of 
the body with any medium through wearable devices, performance, audio, digital video, installation, etc. 
Students will use their imagination to combine their body with nonorganic matter in a variety of ways, 
to varying degrees. We will discuss the works of relevant artists and scholars including Donna Haraway, 
Stelarc, Neil Harbisson, Julia Kristiva, Simon Giertz...

The course consists of slide presentations, readings, group critique, class discussions, and individual 
projects.  We encourage experimentation, innovation, and interdisciplinary collaboration as well as pro-
vide opportunities for individual exploration. 

Elective Course
Estimated Materials Cost: $150.00

Vampyroteuthis Infernalis-Vilem Flusser
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Syllabus Proposal

                                            List of Assignments

Prompt: 
Imagine your avatar in the virtual world, you will have an ability of your choice that normal humans 
are not capable of. Imagine and describe your cyborg (avatar) in the real(virtual) world. Build some-
thing related to the body (it can be your own body or someone else, or specific body). It could be 
attached to the body physically or not. It could interact with your body in any way. Its social over-
view, can it contribute to social life?

Questions:   
          Is the human body obsolete?
          Why do we continually seek an interface with the world outside of the body?
          What happens when people’s bodies link to objects?
          What does “heterotopia of body, time, space” means?

Process:
		1)	Project step 1 description: 

Have a rough idea of what you imagine your final project would be, what the key components in this 
project are, pick one technical key component and make it using an Arduino. Think about the word 
“Input”.   Choose the sensor you want to use; how do you want the body to translate into digital 
signals? Think about what it means.

        *Due: Class #4 (1/14/21)
		2)	Project step 2 description:

Find materials around your home to recycle, water bottles, cardboards or household items. Find 
ways to build your extended body to help support your idea. You may add another technical compo-
nent in your project and make it using Arduino. Think about the word “Output” What do you want to 
make your “output”? How does it relate to the body?

        *Due: Class #5 (1/15/21)
		3) Essay

Write a 500 words Essay about what you learned from this course, the workshops, presentations, 
artist and readings. How does this course relate to your own practice? Your expectations, your out-
comes, Your concept behind your project. 

        *Due: Class #12 (2/4/21)
		4) Final Project:

Your final project should incorporate tools, techniques, and insights from the course. It can be some-
thing you have worked on already within the run of this course or from another course but should 
build significantly upon the work that you have already accomplished. Try to think about how to grow 
steps 1 & 2 into a more complete one.

       *Due: Class #11&12 (2/3,4/21)

*Critiques: Day 5, 11 & 12

Critique Statement 

Critique is a time to practice verbally articulating your ideas as well as to get feedback on your work and 
find out how it is understood from a variety of perspectives. It is a learning experience for both the student 
presenting and the students critiquing. As makers, parts of our own practices often seem obvious but are 
not clear to outsiders. Students presenting are asked to be generous with their peers’ questions and to 
be open to new ideas and suggestions. All students are encouraged to discuss the work of their peers. 
We each bring a new perspective, all of which are useful to the artist. Criticism should be respectful, 
constructive, and intended to move the project or the body of work forward. Engaged participation and 
critical dialogue from all students are imperative for a successful critique and will be required from each 
student. 
*Student’s performance in critique and discussion will be evaluated and will affect the student’s score 
in “Class Participation”, “Discussion & Reflection”, “Conceptual Development” in “Assessment Rubric” 
and “Learning outcomes”. Attendance is mandatory; unexcused absenteeism and persistent lateness will 
not be tolerated. Two absences will result in failure. Missing a midterm or final critique or both will have 
the same result. Graduate students must know that a failing grade is considered a C or lower. Criteria for 
evaluation will be focused on the quality of finished work and the ability to meet the critique deadlines. 
Participation in group discussions is expected and not optional. The dynamics of the critique experience 
relies on the participation of everyone in the forum. Silence can be readily interpreted as withholding or 
laziness. We reserve the option to call on those who habitually restrain their voice in an effort to draw you 
into the fold.

This class will have a variety of critique techniques, which will include:
• Group critiques, discussion preceded by class reading assignments used as a prompt for 
   discussion in critique.(Class#3,6,8)
• Group critiques of every student’s work.(Class#5,6,7)
• Individual meeting critiques. Individual informal reviews with teacher to get feedback and 
   commented on the concept of the work and work process. (Class#9,10)
• Final group critiques with invited guests to comment on everyone’s work.(Class#11,12)

Guidelines / Intentions
• Respect the artist and the given work. As you are sharing your knowledge, information, re-

flection, and educational experience with your peers, at first respectfully listening to others’ 
comments are mandatory, in spite of the fact that comment may not be personally agreed upon.

• Everyone is a learner and teacher. It is each of our responsibility to learn, however, we may de-
termine for ourselves when we teach.

• Consider your positionality and the positionality of others. Similarly, consider your and others’ 
privileges and historical traumas.

• Acknowledge, respect, and bring patience to communication-style differences.
• By nature of the work we are doing with one another, we will occasionally share personal infor-

mation. Allow for this type of sharing to occur with relative ease by practicing
• confidentiality around personal information. 
• Approach feedback with the assumption that the person giving it is genuinely trying to help you 

reach your goals for your work instead of de-facto perceiving it as an “attack.” 
• Content warnings for the following (in no particular order): depictions or descriptions of gore, 

bodily mutilation, death, dying, killing, and murder, homophobia, transphobia, racism, ableism, 
classism, sexism, interpersonal violence, sexual violence, and racialized violence— including in 
works of fantasy and fiction (and including the use of slurs), strobing lights, loud or otherwise 
challenging sounds, anything that affects breathing (including fog and artificial fragrance), de-
pictions or descriptions of depression, self-harm, and suicidality.

Critique Statement 
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Weekly Plan

01/07/21 
Class #1

Discussion:  
• Introduction to class: Syllabus/Schedule...
• Introduction of students      

Presentations: 
• Instructor presentations on works     

Assignment:  
• Prepare a presentation for next class. Each student will have 15-20 mins 

                           to  show their previous work and get feedback.

01/07/21 
Class #2

Presentations: 
• Student introductory presentations on previous work
• Case studies, open source, hardware

Discussion:  
• Student works

Assignment:  
• Reading: (Donna Haraway-Cyborg Manifesto p5-14) . 
• Work on reflection sheet and prepare to discuss for next class

01/13/21 
Class #3 

Presentations: 
• Instructor presentations “Cyborgs in Art”

Discussion:  
• Reading: Donna Haraway-<Cyborg Manifesto>
• Reflection sheet
• Introduction to class: Project step 1

Workshop:  
• Basics on using Arduino, Circuit design principle.

Assignment: 
• Project step 1, deadline: 01/14/21

Emerging	Learning	Outcomes	(Session	1-3)
• A basic understanding of the concepts of cyborg, post-human and 
          transhumanism.
• A basic understanding of the discussion caused by cyborg in 
         science fiction/movies and academia.
• An attempt to think about the expansion of the concept of cyborg.
• An ontological thinking of art and technology via in-class discussion.

01/14/21 
Class #4 

Discussion:  
• Introduction to class: Project step 2

Workshop:  
• Accessories 
• Using sensors, buzzers, led lights, servos, HATs, etc

Assignment:  
• Project step 2, deadline: 01/15/21
• Reading: “How We Became Posthuman”-N. KATHERINEHAYLES

01/15/21 
Class #5

Discussion: 
• Reading: “How We Became Posthuman”-N. KATHERINEHAYLES

Critique: 
• Project step 1 & 2 Critique

Assignment:  
• Ghost in the shell (1995 Masamune Shirow)
• Metropolis (2001 Katsuhiro Otomo) Watch and prepare for next class.
• Fill out mid-term feedback form

Weekly Plan

01/20/21 
Class #6

Presentations: 
• Instructor presentations “Art & Body”

Workshop: 
• Raspberry Pi Introduction
• Basic coding use Python

Discussion:  
• Selected movies. Ghost in the shell (1995 Masamune Shirow), Metropolis 

(2001 Katsuhiro Otomo) 
Assignment: 

• Reading:< Nomadic Theory: The Portable>-Braidotti Rosi 
• Work on reflection sheet and prepare to discuss for next class. 

01/21/21 
Class #7

Discussion:  
• Introduction to Final project proposal
• Reading:< Nomadic Theory: The Portable>-Braidotti Rosi 
• Reflection sheet

Assignment:
• Final project proposal+ Research Presentations
• Please email me if you have questions about the final projec or want to 

discuss

Developing	Learning	Outcomes		(Session4-7)
• An experimental connection between cyborg concept and 
          individual works
• An understanding of the fundamental ideas and techniques of 
          programming languages
• A basic understanding of using Arduino, Raspberry Pi

01/22/21 
Class #8  

Discussion: 
• Final project proposal+ Research Presentations
• Reading: <The Visual Culture Reader>-Nicholas Mirzoeff
• Reflection sheet

Workshop: 
• Individual troubleshooting and Final Project Work Time

01/28/21 
Class #9

Discussion: 
• Individual Checking in - troubleshooting Final Project Work Time

Assignment: 
• Write a 500 words Essay. Deadline: 02/04/21

01/29/21 
Class #10

Workshop: Individual meeting- troubleshooting Final Project Work Time

02/03/21 
Class #11

Critique:  Final review Group A 
• group final critique and final thoughts on reflections

02/04/21 
Class #12

Critique: Final review  Group B 
• group final critique and final thoughts on reflections
• Final project documentation due by Dec. 15 , 11:59pm

Advanced	Learning	Outcomes	(Session	8~12)	
• An ability to use relevant academic language to discuss ideas and works.
• A new vision, perception and understanding of the concepts discussed in class
• A capability to define humanity relating with art and technology, synthesizing 
       all ideas dealt with in class.
• An advanced capacity to appropriate the learning from this class to inform  
       future artistic endeavors.
• An engagement with instructor during open studio hours
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Course Organization & Requirements

• Introductory Presentations: Presentations should be 15-20 min per person

• Group Online Meetings: Students will present projects in various states of development for feed-

back from the class.

• 1-on-1 Online Meetings: Students will regularly meet via zoom with the instructor one-on-one to 

discuss project progress. 

• To join multisensory methods of working in artistic practices the course will include discussion of 

historical works and texts, hands-on demonstrations, in-class projects, and skill-building work-

shops, as well as engagement with new works by class members.

• Assignments will focus not only on the development of new technical skills but on the development 

of a body of new media works. 

• We will use Google Drive as an open source for multiple codes TeamViewer to help with trouble-

shooting.

• Each week, students will be required to show research or development in thinking regards to their 

practice and the discussed topics.

• Students are responsible for attending and participating in all class sessions. Please be attentive 

to the schedule and arrive on time for all course activities.

• Readings or other materials will be assigned and posted on the Canvas, google drive folder each 

week throughout the semester. Read/view/listen to these, submit responses, and be prepared for 

class discussions as requested.(2 reading materials, 2 moives)

• Final Project: The course will end in a final project that incorporates knowledge gained throughout 

the semester. New works or developments in ongoing works will be presented in class at the final 

class meeting. Your final project will be considered as a combination of your presentations to the 

group, the documentation you produce about your project or body of work, and the work itself.

Course Methods Materials & Resources

Materials & Resources

Required equipment: To conduct work in this course, students will likely need a computer running a 
recent version of Mac, Windows OS, or Linux. Arduino board, Arduino accessories, 3D printed parts if 
necessary, anything you can attach to Arduino

Estimated material costs: There is no course fee for this course. However, an estimate of the cost for 
materials is $150. Expect to apply this amount toward individual project needs. 

Reflection sheet and aditional materials will be distributed during class meetings, made available elec-
tronically, or placed on reserve in the RISD Library.

Robotics Lab. Robotics Lab (Metcalf 206) 

Arduino toolkit (pick up from 3D store on 1/7/2021)

RISD Media Resources:
The majority of the technology and equipment needed in order to record sound, still images, high-defi-
nition video, and display media (monitors, projectors) is available through RISD Media Resources. Every 
student has the privilege of renting equipment; see attached checkout policies for rules. * RISD Media 
Resources Policies are included at the back of the sysllabus
Equipment Check-In/Out Hours: 8:30 am – 6:30 pm Phone: 401 454-6129
Email: risdmrc@risd.edu
Location: Auditorium, 17 Canal Walk
Website: risdmrc@risd.edu (for a list of policies and equipment)

Website Resources:
Arduino: https://www.arduino.cc/
Raspberryp:https://www.raspberrypi.org/
Github: https://github.com/
Electronic Arts Intermix: www.eai.org
Adafruit:https://www.adafruit.com/

Artists List: 
Rebecca Horn
Stelarc
Neil Harbisson
Geumhyung Jeong
Olivier-de-sagazan
Wafaa bilal
Narcissister
Pandemonia
Simon Giertz
…

Selected Readings:
“A Cyborg Manifesto” Donna Haraway
“Nomadic Theory: The Portable” Braidotti Rosi 
“How We Became Posthuman”-N. KATHERINEHAYLES
“The Visual Culture Reader”-Nicholas Mirzoeff

Movies:
<Star Trek>2005 Gene Roddenberry
< Doctor Who> 2005 Sydney Newman
<Ghost in The Shell>1995 Mamoru Oshii
<The bionic Woman>2007 Kenneth Johnson
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Project Goals

• To reflect on the boundaries of the body.
• To find ways the body combines with the inorganic.
• To understand the significance of the combination of body and inorganic matter.
• To extend students’ ability to think about the relationship between body and their own research 
      and works. 

Project Learning Outcomes 

• A basic understanding of the concept of cyborg in movie/fiction and academic                  (25%)
• An extension of the original concept of cyborg                        (25%)
• A basic understanding of the art works and artists who explore the body boundary            (25%)
• An ability combines the concept of cyborg with individual research/work                     (25%)

Assessment

Basic Competency: 
•    Student showed an attempt to rethink the boundaries of the body
•    The students have a clear knowledge of the concept of Cyborg

Advanced Competency: 
•    Students engage in in-depth thinking about the relationship between the body and
      inorganic matter in their own research areas
•    Students can discuss in their own language the role of the expansion of The 
      Cybernetics concept in their own field of study

Artists List:
Rebecca Horn
Stelarc 
Henri Matisse 
Moon Ribas

Quotations: 
<A Cyborg Manifesto> Donna Haraway

Class Project Proposal

Rhode Island School of Design
SCULP-1526	(WINTERSESSION	2021)	
The Body Extended

Class #3                 Cyborgs in Art
01/13/21

Concept introduction
The course begins with the question” What is a cyborg?”. We introduced to the different images and con-
cepts of cyborg personalities in many classic science fictions and movies, for example, Stewart, Doctor 
Who. These examples led to the qualities of a cyborg which could include strength, senses, computer 
brains, weaponry. We summarize and classify these images. And think about their similarities and differ-
ences. As an extension, the class is asked what parts of themselves are already cyborgs.

Concept extension
Consider these questions: How artists expand the boundaries of their bodies in contemporary art? What 
changes when the body is extended? We will introduce artists like Rebecca Horn, Stelarc, Moon Ribas. 
Introduces the application of cyborg in academic -- Donna Haraway’s extension of cyborg concept.

Connect	concepts	to	your	work/research/experience.
Finally, students will be encouraged to reflect on the boundary of our bodies in space and how our imag-
ined cyborg body relates to our processes in the studio. Consider the following questions:

• How is your work directly or indirectly related to the body?
• How does your work define the human body as cyborg? 
• Does it change the body? Does It make the body extended?
• How can your body be extended (in any form)?
• Which part of your body that you want to extend/change /hack?
• How did you become cyborg?

Sharing & discussion
Students are encouraged to participate in the discussion. In different forms:

• Perform/dance about it if you are a tactile learner.
• Speak/sing about it if you are an auditory learner.
• Write/draw about it if you are a visual learner.

Class Project Proposal

“A cyborg is a cybernetic organism, a hybrid of machine and 
organism, a creature of social reality as well as a creature of fic- 
tion. Social reality is lived social relations, our most important 
political construction, a world-changing fiction.”-- Donna Har-
away “A Cyborg Manifesto”

Stelarc

Movies:
<Star Trek>2005 Gene Roddenberry
< Doctor Who> 2005 Sydney Newman
<Ghost in The Shell>1995 Mamoru Oshii
<The bionic Woman>2007 Kenneth Johnson
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Assignments are clearly communicated.
1     2     3     4     5

 Critique and feedback have been helpful. 
1     2     3     4     5

 Critique and feedback have been helpful. 
1     2     3     4     5

What I learned and made in this course is important or helpful to me.
1     2     3     4     5

                                                                 Open Questions

Please comment on our class discussions. Do you feel that they are engaging? Do you feel that you 
have a chance to speak? Are you comfortable speaking your mind? 

What have been the strengths of the instructor and the course? What could be improved? 

What have you learnt so far in the class, especially for your development of ideas and practice? 

What has been the most useful activity thus far, and what has been the least? What would you like the 
instructor to do for further resources? 

Do you have any other comments in mind? (Feel free to comment for your concerns of class)

Free comments:

Mid-term Feedback Form

*Reminder of Course Goals 

• To advance understanding of the fundamental ideas and techniques of programming languaes.
• To learn analytical skills in the survey of historical and contemporary works, artifacts a 
       schools of thought.
• To incorporate the basics skills involved with designing Coding and building.
• To manage work through complex technical problems.
• To develop an idea into a resolved body of work.

Rate / Scale In order to reflect and improve the course, please rate the course thus far, according to the 
prompts below: (1 = Lowest/disagree 5 = Highest/agree)

Discussions generated insightful and thoughtful conversations. 
1     2     3     4     5

Critiques served as discerning guidance and covered diverse perspectives. 
1     2     3     4     5

Feedbacks of the instructor were consequential and meaningful. 
1     2     3     4     5 

The class time & materials are well-organized. 
1     2     3     4     5

The class is logically and appropriately paced. 
1     2     3     4     5

I feel valued as a participant and am encouraged to engage with class materials. 
1     2     3     4     5

The content of this course is interesting. 
1     2     3     4     5

The workload is manageable. 
1     2     3     4     5

I am getting the support and feedback I need from my professor. 
1     2     3     4     5

I am getting the support and feedback I need from my peers.
1     2     3     4     5

 What I learned and made in this course is important or helpful to me.
1     2     3     4     5

Mid-term Feedback Form
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Exceeding 5 Approaching 4 Meeting 2 Beginning 1

Class 
Participa-

tion
(15%)

Always shows devotion and 
immersion into class activity 
with complete attendance and 
punctuality

Occasionally shows con-
centration on class activity 
with freewheeling atten-
dance and punctuality

Usually shows devotion 
and immersion into class 
activity with usual atten-
dance and punctuality

Often shows irregular 
attendance and poor 
punctuality without any 
devotion and immersion 
into class activity

Discussion 
& 

Reflection
(15%)

Largely dedicates to amalgam-
ate and synthesize the peer’s 
perspectives of communication

Rarely takes part into 
conversation and runs off 
the point of the theme in 
discussion

Carefully respects to 
others’ comments and 
sometimes provides 
one’s own ideas

Without any physical 
and mental concen-
tration on discussion, 
sabotages conversa-
tional atmosphere

Conceptual 
Develop-

ment
(20%)

Demonstrates excellent un-
derstanding and interpretation 
of terms, theories(Cyborg, 
Posthuman, Transhumanism), 
and concepts are constantly 
pushed with strategic questions 
developed through material 
experiments. Ideas illustrate 
personal investigation of the 
concept and have the potential 
to push forward.

The process / insights are 
integrated into concept 
development. Ideas are 
unique and illustrates per-
sonal investigation of the 
following development.

Proves fair awareness of 
theories and ideas
Some evidence of con-
cept development and 
reflections build into the 
process. Ideas illustrates 
some originality

Displays the lack of 
conceptual understand-
ing of the material given 
through discussion, 
lectures, and reading

Skill Build-
ing (20%)

Exceeds expectations with skill 
use Arduino, Circuit design. Ca-
pable of inventive and surprising 
uses, and adaptations.
Continually applies new meth-
ods with skill and innovation. A 
clear understanding of individual 
project goals and sequence for 
execution. Invested process and 
details

Show good understand-
ing of skills, applies in 
generalized way without 
adaptation. Shows good 
utilize with new methods 
and techniques. proper in 
execution or application 
in work

Show basic understand-
ing of skills, applies in 
generalized way without 
adaptation Shows strug-
gle with new methods 
and techniques. Difficulty 
in execution or applica-
tion in work

Student work does not 
show understanding 
or proficiency in use of 
skills. Work is sloppy, 
poorly executed, or 
incomplete

Final Proj-
ect

& Assign-
ments

    (30%)

Prepared with fully complete, 
excellent quality of work and 
capability of description

The student shows dedication 
and focuses on assignment ob-
jectives. The work demonstrates 
critical thinking and creativity

All criteria are fulfilled and the 
student has gone above and 
beyond

Prepared with fully com-
plete, good quality of work 
and capability of descrip-
tion

The student shows ded-
ication and focuses on 
assignment objectives.

All criteria of the assign-
ment are fulfilled 

Some of the student’s 
work is of adequate 
quality, other work fails 
to meet the assignment 
criteria.

Does not complete 
Final Project and
assignments  

Grading Scale:

A (25-24) work of exceptional quality
A- (23-21) work of high quality
B+ (20-19) work of high quality, which reflects higher than average abilities
B (18-15) Very good work that satisfies goals of the course
B- (16-15) Slightly above average work that satisfies the goals of the course
C+ (14-13) Average work, which reflects an understanding of course material
C (12-11) Adequate work; passable
C- (10-9) Below average work
D (8-7) Passing work but well below average
F (6 or lower) failing

 Assessment Rubric Health & Safety
Cleanliness & community

• Our classroom, shops, and labs are community studios. When working, be responsible and con-
siderate of others. Do not leave your work unattended. Leave work areas clean. Prepare your work 
area so as not to mark or damage tables and walls. Dispose of waste in proper containers. This is a 
matter of safety. We will be working with solder which contains metals that should NOT be in prox-
imity. Mind your belongings. Do a second check before you leave the studio to make sure you have 
all of your supplies and work at the end of the day. Clean up your area before you leave (dispose 
of coffee cups, etc.).

• Always be concerned with your health and safety, and that of others. Pay close attention to demon-
strations in class regarding the safe use of tools and materials. Heed posted warnings and instruc-
tions, and read the labels on materials. Take note of emergency exits, classroom phones, and first 
aid kits. Many art materials contain ingredients that

• are hazardous. Take suitable precautions so as to avoid skin contact, fume inhalation, or accidental 
ingestion when handling. Be sure to wash your hands thoroughly after working and before eating. 
Be aware that all tools and materials carry some level of danger, some less obvious than others. In 
this class, we will be working with soldering irons. There are specific hazards to take note of, which 
I will discuss in class demonstrations. 

• Appropriate work attire should be worn at all times when working in the foundry, woodshop, or stu-
dio environment. Long pants, leather shoes or boots, and long sleeves are required in the Foundry. 
When welding and grinding protect yourself from sparks and UV light burns by wearing leather or 
heat-appropriate jacket. No cuffed jeans. All clothing should be non-synthetic and not a combus-
tion hazard. Please be observant of loose-fitting items such as shirttails, scarves, hair, etc., when 
using ANY rotary tools or open flame. Eye protection, hearing protection, and appropriate respira-
tory protection should be worn at all times.

• You are a member of a community and should be respectful of community workspace, clean up, 
and don’t create hazardous conditions. Invest in your peer’s safety and well-being, if you see some-
one working in an unsafe manner stop them and help create a better working condition.

First aid & Emergencies:
In the case of minor accidents go to RISD Health Services:          
401-454-6625
Homer Hall
55 Angell Street
In the case of a major accident call 911 and RISD Public Safety:                  
For routine calls, 24-7: 401 454-6376
For emergencies, 24-7: 401 454-6666

Disability Support:
Disability Support Services (DSS) assists RISD students who have either cognitive (learning) or physical 
disabilities. If you believe that you have a physical or cognitive disability that may impact your academic 
standing and requires an accommodation, please see this link for more information: 
https://info.risd.edu/disability-support-services-dss/
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*Be prepared
• Test all technology (including camera/video, Wi-Fi, and screen sharing) before the class 

meeting.
• Read the expectations for class for the given day and come prepared.

*Be aware of your surroundings
• Find the quietest space you can for your Zoom meetings.
• Turn off all notifications and make sure your cell phone is on silent.
• Do not have an animated or otherwise distracting/offensive virtual background.
• Eliminate visual distractions in the frame of your camera if your background is live.

*Be aware of yourself
• Be sure you are visible on camera with adequate lighting. You should be seated during a 

Zoom meeting, not reclining or pacing the room.
• Mute your audio to start the meeting and when you are not speaking.
• Be presentable in your clothing—no pajamas. If you need to turn off your video, please 

reach out to the instructor before the class meeting.
• If you need to leave the meeting briefly, mute your audio and video.

*Be courteous
• Don’t stare at your phone, your tablet or anything else while other people are presenting.
• Don’t work on other tasks (like checking email, watching streaming services) during the 

virtual meeting.
• Try not to interrupt other people when they’re speaking. Use the hand raise function or 

raise your hand on camera.
• Limit informal private chat with others in the class during the meeting.
• Avoid eating during meetings unless the instructor has specifically encouraged this.

Etiquette for Remote Learning



Yi Yang 
TEL: 401-2150388       Email: yyang14@risd.edu 

 

EDUCATION                                                                                         

 

Central Academy of Fine Arts                                                                BJ, CN 

Bachelor of Arts in Sculpture                                                        09/2014-06/2019 

 

Rhode Island School of Design                                                               RI, US 

Master of Arts in Sculpture                                                         09/2019-06/2021 

 

 

EXPERIENCE 

Teaching - 2021 

Curriculum design and Teaching “SCULP-1526 THE BODY EXTENDED” (3 Credits) as Instructors, RISD 

Teaching Assistant - 2021  

Visiting Artist/Scholar Liaison - RISD Sculpture Department Assisted Professor Heather Rowe. Responsible for 

organizing/supervising Visiting Artist Lectures and Graduate Studio Visits 

Research Assistant: - 2020  

RISD Sculpture Department Assisted Professor Lisi Raskin. Responsible for transition courses to online develop new 

course-related content or provide online research support for a faculty member’s research/practice. 

Teaching Assistant - 2020  

Visiting Artist/Scholar Liaison - RISD Sculpture Department Assisted Professor Heather Rowe. Responsible for 

organizing/supervising Visiting Artist Lectures and Graduate Studio Visits 

Teaching Assistant - 2020  

Sophomore Studio II - RISD Sculpture Department Assisted Professor Dean Snyder, Responsible for group critique, 

walk-through critique with Professor, individual meeting with students. 

Teaching Assistant - 2019  

Sculptural Practices II - RISD Sculpture Department Visiting Critic Gail Dodge, Responsible for teaching a variety of 

sculpture techniques, group critique. 

Artist Assistant - 2017 

Personal assistant to artist Xue, Geng arranging her group exhibition in 57th Venice Biennale, Giardini Arsenale, Italy. 

 

GROUP EXHIBITION    

2021         SCULPTURE SOL KOFFLER BIENNIAL, Sol Koffler Gallery, RI, US (Reserved on Mar 27— Apr 11, 2021) 

2020         Afterimages, Places Instead, Virtual Show, http://72.92.233.82:8000/ 



                   RISD Senior Show 2020, collaboration project, online show, https://publications.risdmuseum.org 

2019         MAN-MACHINE ART PLAN, MOCA Museum, Beijing, CN  

                   2019 Graduation Show, CAFA Museum, Beijing, CN 

2018        “My 2018” Excellent Work Collection, CAFA, Beijing, CN  

                   UPPER AND LOWER FORM: Contemporary Method of Ceramics, CAFA, Beijing, CN 

                   Boundary of Object: The 4th Studio Exhibition, CAFA, Beijing, CN 

                   Contemporary China: Micro Global Art Exhibition, CAFA, Beijing, CN 

2017         2017 Digital Sculpture Exhibition, XAFA, Xi’an, CN 

                   Ceramics Works Fall Collection, CAFA, Beijing, CN 

                   “My 2017” Excellent Work Collection, CAFA, Beijing, CN 

 2016         “My 2016” Excellent Shortlisted Work Collection, CAFA, Beijing, CN. 

                                                                                         

                                                                                 

AWARD & HONORS  

        2020        Pedagogical Innovation Assistantships, RISD 

                  Teaching Assistantships, RISD 

                  RISD Fellowships, RISD 

2019         Teaching Assistantships, RISD 

                         RISD Fellowships, RISD 

2018         Outstanding Works Award of the Department of Sculpture, CAFA 

2017         Central Academy of Fine Arts 2017 The third Scholarship, CAFA  



                  Third Prize, “My Step” The 4th Sketch Road Microphotography Contest, CAFA 

2016         Central Academy of Fine Arts 2016 The Second Scholarship, CAFA 

                   Shortlist Award, “Footprint & Youth” Student Creation Exhibition, CAFA 

2015         Excellent Award, 2015 “Iron Summer” Taiyuan International Metal Sculpture Contest, CAFA 

                   Central Academy of Fine Arts 2015 The Second Scholarship, CAFA 

 

RESIDENCIES 

2015 “Summer of steel” Metal Sculpture summer camp                                                  Shanxi, CN 

 

 

SKILLS                                                                                     

Digital Media:  

 

▪ Arduino  

▪ Raspberry Pie  

▪ Final Cut Pro,  

▪ Adobe Premiere 

▪ Adobe After Effect 

▪ Adobe Photoshop 

▪ Adobe Illustrator. 

▪ HTML  

▪ Max/MSP/Jitter 

▪ Pure Data (PD) 

▪ Processing 

▪ Touch Designer 

▪ P5.js 

▪ OpenCV. 

▪ ZBrush 

 

Sculpture: 

▪ -Use basic metal welding and cutting tools. 

▪ -Using basic stone grinding, cutting tools. 

▪ -Use tools related to wood sculpture making. 

▪ -Glass casting, blowing. 

▪ -Ceramic glazing, casting, firing. 

▪ -Bronze casting, lost wax casting. 

▪ -Plaster mold-making and casting. 


