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PRESS RELEASE- FOR IMMEDIATE RELEASE 
 

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

Opening January 9, 6pm, SecondLife Time 
January 10, 10am, Beijing Time (the most auspicious hour) 

 

 
 
In this special project coinciding with the opening of RMB City, young Guangzhou-
based artist Huang He extends feng shui, a system based on three-dimensional spatial 
reality, into RMB City where space is compressed into folds on a flat screen, and its only 
genealogy is the cohesion among pixels. Therefore Huang He 's virtual feng shui project 
looks more like a rupture than a continuity.  
 
Traditional feng shui pays high respect to harmony, a pre-supposed optimum in which 
displeasure is avoided and pleasure is obtained, just as in Freud's pleasure theory. But the 



                                    

     

info@rmbcity.com   www.rmbcity.com   

harmonic ideal also indicates that too much pleasure will become tension that is turned 
into pain, and that people should not chase pleasures limitlessly. In the virtual world 
(where typical physical harm is not a concern), we say we don't mind taking risks to 
pursue jouissance (unlimited pleasure and freedom). How then do we maximize the 
comfort or safety of the "people" in a virtual space? Or should this even be the goal at 
all? Through Huang He's project, we may even back to the origin and ask: what is well-
being? What is comfortable? What is a space?  
 
Venue: Start at map in People’s Palace (RMB City Hall, aka Sigg Castle, RMB City 1 
(153, 32,126)) 
SLURL: http://slurl.com/secondlife/RMB City 1/153/32/126/ 
More information: http://www.rmbcity.com/slevents_item.php?pid=1572 
Contact: press@rmbcity.com 
 
Artist Bio: Huang He (aka Master Q, SL: queenShoe Voom) 
Huang He was born in 1985 in Guangzhou, and is a graduate from Guangzhou Academy 
of Fine Arts. The young artist is characterized by her intrusion of unique understandings 
of Chinese culture, especially religions and feng shui, into her artistic practices. Huang 
He is also graphic designer of several Vitamin Creative Space publications. 
 
About RMB City (www.rmbcity.com) 
  
RMB City is a virtual art community in the online world of Second Life, initiated by 
Beijing artist Cao Fei (SL: China Tracy) as a public platform for creativity. Opening in 
late 2008, it will continue to grow and change over its two-year run, with the 
participation and support of leading international art institutions and networks. The city is 
a laboratory for experiments in art, design, architecture, literature, cinema, economy, 
society, and beyond.  
 
For more information, please contact: press@rmbcity.com 
www.rmbcity.com 
www.rmbcity.com/blogs 
www.youtube.com/user/RMBCityHall 
Landmark in Second Life: RMB City 1, RMB City 1 (153, 32,126) 
http://slurl.com/secondlife/RMB City 1/153/32/126/ 
 
Developer of RMB City: Cao Fei (SL: China Tracy) and Vitamin Creative Space 
Facilitator: Uli Sigg  Public Presenter: Serpentine Gallery (London) 
Chief Engineer: Avatrian 
Planning / Promotion Phase: December 2007 - July 2008 
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Construction Phase: July - December 2008 
Open City: January 2009 – December 2010 
 
Artist Bio: Cao Fei (SL: China Tracy) (www.caofei.com) 
 
Born 1978, Guangzhou/Lives and works in Beijing, China 
Known for her multimedia installations and videos, Cao Fei is acknowledged as one of 
the key young artists emerging from Mainland China. She mixes social commentary, 
popular aesthetics, Surrealism, and documentary conventions in her films and 
installations. Her works comment on the rapid and chaotic changes that are occurring in 
all facets of Chinese society. 
 
About Second Life (http://secondlife.com) 

 
Second Life was conceived as an online platform for participants to create a parallel 
reality in which to live out their dreams, and 14 million people worldwide have registered 
since it launched in 2003. Each user is represented by an ‘avatar’, a digital figure that 
they can customize and control. As well as visiting existing environments and 
communicating with other inhabitants, participants can purchase land, design buildings, 
develop businesses and trade in a marketplace of their choice. 


