SMOOTH
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SMOOTH. Your skin, your feed, your life. Optimized, smooth, already resolved. At some point this happened. You did not
notice. You do not know what it cost.
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This whole exhibition lives inside that sentence. It is about the smooth world all of us are in now, and one question hidden inside it. You already

wanted this.
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Who is UBERMORGEN
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UBERMORGEN is a Vienna-based art team. Two generations, four people, thirty years of work. They do not make pictures of the world. They work
directly with the systems that run it: networks, companies, algorithms, markets, institutions, treating the infrastructure of contemporary life as raw
material.
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Their work has shown at MOMA PS1, Tate Modern, Centre Pompidou, Serpentine, ZKM, Ars Electronica. SMOOTH is their first solo exhibition in
mainland China. The work is hyper-contemporary, and has always been.
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What is SMOOTH
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SMOOTH is a word for the world that optimization built. No lag, no friction, no rough edges. You want the thing, the thing arrives. Your phone, your
feed, your face in the camera, the products you design, all sanded down to a perfect, frictionless surface. Everything is handled.
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But every smooth surface has a cost, and the cost is hidden underneath. That is what the show makes you look at. You do not know what it cost.
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Three rooms
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Suspended Servers
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Retired blade servers, the real machines that run the cloud, hung on white ropes, white paint poured over them, still wet, still dripping. This is the
infrastructure that makes everything smooth. Here it is painted white, but the paint is uneven, it drips, it refuses to be perfectly smooth.
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For you as designers: this is the back of every product. The e-waste, the supply chain, the labor, the heat. The infrastructure is painted over and
silenced so fast that by the time you notice, it is already white. By the time you look up it is all white, but it is quiet.
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Bed of Sound
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A bed you can lie on. Embedded speakers, light, low frequencies. The sound is already inside it, and it finds the parts of you that you cannot reach.
This is the smoothness of the body: recovery, sleep, wellness, the optimized self.
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And yet, this is the one room that is about emotion. That low frequency is a body trying to feel something. But the surface is so perfect that you pass
through and leave nothing, and nothing marks you either. The white does not take a mark.
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The Social Screening
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Hall 4 is a soft room. A white carpet covers the floor, and screens run low along the walls. Each one holds a single person. They are the residents of
SMOOTH: optimized, calm, endlessly pleasant, rehearsing being looked at long after anyone stopped looking. You lie down. They keep performing.
Nobody minds.
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Each resident performs a gesture of connection for no one. A kiss with no one to catch it. A cake with no name on it. A hello that waits for a reply that
never comes. Perfect, tender, endlessly repeated. No story behind them, no one beside them. Nothing behind them, nothing after them.
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Where do the emotions go?
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Friction is where feeling lives. Anger needs an obstacle. Excitement needs a wall to push against. Joy, disgust, grief, all of it needs something with a
texture. Sand the world down to a smooth delivery surface, and the emotions have nowhere to land. So where do they go?
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They do not disappear. They leak. They come out online, but even there they come out smooth and flat. They moved to the layer in between: the
orchestration layer, the part that schedules, routes, and aligns what runs. That is where content and emotion live now. Aligned, not felt.
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In a world this smooth, where do all the emotions go?
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UGLY FOUNDATIONISM  DISGUSTY
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UGLY is not the opposite of SMOOTH. UGLY is what SMOOTH is built on and pretends it deleted: the infrastructure bleeding through, the white paint
dripping down the server. FOUNDATIONISM: art does not produce the smooth surface, it consumes it. The value migrates downward, to the
authorless layer underneath: the wires, the cooling, the labor.
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After UGLY, a next step. Call it DISGUSTY. You can still make friction by hand, you can still make something on purpose that does not smooth out.
When a thing reaches its extreme, it turns.
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Why this matters for designers
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This show is not telling you smoothness is evil. It asks you to see it clearly, and to make three decisions on purpose:
1 What does my smooth surface hide? Design the back, not only the front.
2 Which friction is worth keeping? A little resistance can be care, not failure.

3 Where does the emotion go? Sometimes the most human move is to leave a mark the white can take.
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The retired servers in room one were once somebody\u2019s smooth product. You design the next ones. You decide what they become.
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The room called Bed of Sound is the emotion of the whole show. And the emotion there is hope, or hope for emotion. That is where you still get to
feel something.
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In a world this smooth, where do all the emotions go?
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