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“Every work of art is the child of its time, often the source of our way of feeling.
Every cultural era generates its own art, unrepeatable. The effort to bring back to life artistic principles from
the past cannot produce anything other than a work that resembles a stillborn child at best.”

Vassily Kandinsky



Adrian Grecu

ADRIAN GRECU — ARTIST STATEMENT

| am a visual and digital artist from Cluj-Napoca, Romania, whose practice develops
at the intersection of art, technology and visual research. With a background in visual
arts and physics, | have been exploring the aesthetic and conceptual possibilities of
digital media since the 1930s, from CGI and animation to augmented reality, virtual
reality and artificial intelligence.

At the heart of my work is the relationship between the real and the virtual, the natural
and the artificial, the human and the posthuman. By constructing dystopian and hybrid
universes, | investigate the profound transformations in contemporary society driven
by technological escalation and the expansion of digital space..

For me, technology is not just a tool, but @ medium for thought and a critical space. The
digital image becomes a laboratory in which | test the possibilities of the future and
question the boundaries between reality and simulation, nature and artificiality, human
creation and algorithmic production.

My practice can be understood as a form of expression extended into the digital
space, in which form, light, data and algorithms participate in the construction of
alternative realities. In recent works, artificial intelligence introduces a new paradox:
the relationship between author, algorithm and imagination, transforming the creative
process into a dialogue between human intention and the generative capacity of the
machine.

Thus, my art reflects and investigates one of the great challenges of the present: how
the human condition is transformed in a world in which technology no longer only
represents reality, but actively participates in its production.



Beginnings. the 90s

FIRST DIGITAL WORK, 1333

This is the first drawing made in 1993 with the
help of a computer, in which | became aware of
the potential of digital art. The work was part
of a larger project, received as a work topic at
the University of Art in Cluj-Napoca, Romania,
within the drawing course.

The drawing was made empirically, using

only the mouse, in the Paintbrush program in
Windows. This first digital work marked the
beginning of an artistic journey that continues
to this day.
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PROFILE, 1993, digital work made by using the mouse, printed on A4 paper.




Beginnings. the 90s

LINDER PRESSURE, 1998, print on paper and granite cube, alx70cm

Adrian Grecu

Exhibition history

october 1999
Real / Vlirtual

Old Gallery, Cluj-Napoca, Romania

n this exhibition | presented my first personal GG
works, in conceptual relationship with real found
objects.

In the image. the granite cube “presses” the
printed CGI work, suggesting a type of relationship
between reality and virtuality.



Beginnings, the 90s

REAL-VIRTUAL, 1333

In this installation, | created a
composition with juxtapositions
between the simulated 3D image
and the real sculptural object it
represents.

The work marked the transition

from glass sculpture to digital art,

specifically CGl art.

The immaterial character of glass
that is given by transparency

is moved to the digital, like

an alchemical gesture of
transmutation to an evolved
spiritual area, in which thought
and ideas can be transposed in a
numerical way.

Adrian Grecu

REAL/VIRTUAL, 1999, installation. polished glas

s, printon p

aper. 250 x 150cm



Beginnings, the 90s

THE ISLAND, 1938, CGI, print on Canon paper, 30x20cm

Adrian Grecu

THE ISLAND-FIRST CGl, 1338

One of the first CGl works, a kind of
self-portrait, an expression of a state of
isolation due to a new approach, different
from the traditional artistic context | was
surrounded by.

The computer became an opening, a
refuge in which the imaginary was free to
manifest itself.

| developed the island theme long after
this exhibition, becoming an important
theme of my art.

Later, | printed the work at a size of

[a0x100cm.



Beginnings. the 90s

SIGNES AND NODES, 1333

The work was inspired by the poem
with the same title by the poet Nichita
Stanescu, which has an abstract
character of searching for a new
language that does not set limits.

The search for meaning is the stake of
this creative endeavor and finding a
means of expression. For this, | chose
simple objects, representing virtual
space: stones, wires, thorns, putting
them in the scene of the 3D program.

The work was also exhibited at the
Graphics International Festival,
Kanagawa, Japan in 2001.

Adrian Grecu

SIGNES AND NODES. 1998, CGl, print on Canon paper, 42 x 30cm



2020 - 2026

PERSONAL CLOUD, 2022, Installation, prints on paper, metal frame, 300x150xZ250cm

Adrian Grecu

Exhibition history

July 21 - August 7, 2022
RETROPERSPECTIVE

A digital manifesto

Cluj-Napoca Art Museum, Romania

The work entitled "Personal Cloud” is an installation of 1a0 images taken
over a period of 20 years. They were created using CGl and form a
structure similar to the cloud in the virtual space. This time, the cloud
was created in the real, exhibition space.

Placing works from different periods side-by-side acts as a form
of historical curation and archiving a display in the idea of the
retrospective character of the exhibition.

The title of the exhibition is a play on words that refers to the idea that
the exhibition is a retrospective and a perspective at the same time.




2020 - 2026

DIGITAL MANIFESTD

The image is a screenshot from the Augmented Reality
application, applied to a compaosition consisting of 3 painted
wooden sculptures. Each sculpture is made up of combinations
of black and white cubes, like voxels in CGl graphics.

The Augmented Reality displays an animation with the text
“Digital Manifesto”, which is also the title of the work.

DIGITAL MANIFESTD, 2022, 3 painted wood sculptures, 200 x 50 x G0cm Screen capture from Augmented Reality App

Adrian Grecu (0



2020 - 2026

Exhibition history

16 June - 16 July 2023
CYBER ISLAND 1.0

OCS Contemporary Gallery,

Karlsruhe, Germany

In this exhibition | started the theme CYBER
ISLAND as a continuation of the first wark
from 1998.

| created a series of works in which the
island appeared as a |eitmatif, but in which
each work was a different element with

its own meaning: island, mountain, cloud,
objects. words, graphic signs.

| exhibited the warks grouped, thus
creating a larger compaosition displayed on
an entire wall.

CYBER ISLAND 1, 2023, C.G.I Computer Generated Images. print on Alucubond, 100 x75 cm

Adrian Grecu I



2020 - 2026

Exhibition history

(0 July - 8 September 2024
CYBER ISLAND 2.0

National Museum of Art of the
Republic of Moldova, Chisinau

The exhibition included both CGl and Al works. Thus, we marked
the transition from 30 modeling to Al images and animations.

| exhibited the Al works on a wooden structure inside the hall,
like an island.

In this work titled Fire and Water | was interested in creating

an iconic image, carrying a message, in creating a visual pun
based on contrasts, on energy and its extinction, in which the
masculine principle of fire is in relation to the feminine principle
of water.

Adrian Grecu

FIRE AND WATER, 2024, Al Generated. print on Comatex, each print measuring 80 x80 cm




2020 - 2026

Exhibition history

_______

a - |3 November 2024
CYBER ISLAND 3.0

|stituto romeno di cultura e ricerca umanistica di Venetia, Venice, ltaly

In this exhibition, | exhibited some of the works presented at the Chisinau Art
Museum and added a series of collages in which we used images generated
with artificial intelligence. Collage, in this case, is a technique in conceptual
agreement with the way of working with Al, by combining, recontextualizing,
jnining images, chosen and modified, starting from a huge database of images.
The generative imaginative game is a process that is constantly evolving.

The unpredictable combination of generated images simulates the flow of
consciousness in which one context generates other contexts and ideas.
Creativity is fully manifested in a close connection between word and image.

OYSTOPIAN LANDSCAP

E, 2024, collage of Al-generated images on handmade paper, 80 x70 cm
Adrian Grecu 13



2020 - 2026

BESTI(AIRE

In the same exuberant register of image clusters | aimed
to obtain an atmosphere similar to the bestiaries of

the medieval period that depicted real and mythological
animals, attributing their own meanings to them.

This is a moment in which the imagination manifests

itself fully, beyond any restriction, reduction or aesthetic
simplification. The generated image is assumedly charged in
the sense that it has not been subjected to any censorship
or conceptualization subsequent to its creation.

The phrase “image” with which the prompts in Midjourney
begin proves its primordial meaning. The image is not |eft
to chance, at the disposal of algorithms, but is obtained
through concrete indications related to composition,
light, chromaticity, style, similar to the imaginative act of
creating a painting or a drawing.

LIFE FORMS, 2024, Al Generated print on canvas, 80x80cm, used for the movie https://vimen.com/I1635283157f=pl&fe=vl

Adrian Grecu 14


https://vimeo.com/1163528915?fl=pl&fe=vl
https://vimeo.com/1163528915?fl=pl&fe=vl

2020 - 2026

THE GARDEN

| wanted to create a garden as a form of
manifestation of harmony, but this time without
resorting to ordinary plant forms.

|t is a digital garden of refuge in an imaginary space.
| tried to reproduce organic, plant forms with the
help of artificial intelligence, in order to "humanize”
the virtual space, just as traditional art "humanizes”
the real space with works of painting, sculpture or
design.

THE GARDEN, 2024, Al Generated. print on Comatex, 100xI00cm

Adrian Grecu




2020 - 2026

METAMORPHOSIS

The primordial organic forms, in an embryonic state,
are capable of generating other forms, or of developing
into complex structures.

| tried to render this potentiality in an abstract
atmosphere but rendered in clear details. which have
a dynamic evolution, of continuous transformation. The
animation produced transmits this message through

a morphism, through a transition between images and
forms.

-

.com/10a7118833f1=plafe=vl

METAMORPHOSIS, 2024, Al Generated, used for the movie https://vimeo

Adrian Grecu



https://vimeo.com/1057118839?fl=pl&fe=vl
https://vimeo.com/1057118839?fl=pl&fe=vl

2020 - 2026

RED RAIN, 2024, Al Generated, used for the movie https://vimeo.com/I0a7l167707fl=pl&fe=vl

Adrian Grecu

RED RAIN

This is a theme that | have developed in several works,
using several working methods. Here | applied artificial
intelligence to obtain frames in which the fluid element
is represented in several ways: rain, wet traces on
surfaces, or choreographies of splashes.

The work was inspired by Peter Gabriel's famous song
of the same title. The tone and expressive force focused
on expressing the subconscious is the dominant element
that followed me throughout the work.



https://vimeo.com/1057116770?fl=pl&fe=vl
https://vimeo.com/1057116770?fl=pl&fe=vl 

2020 - 2026

RED RAIN - VR (VIRTUAL REALITY)

Here we used the Unity program to generate Virtual Reality, visible with the help of
VR glasses. Thus, the viewer was transported to a dark field over which red rain was
falling. The immersive experience was accompanied by the sounds of the rain.
Turning the head provided the realism of the experience and a state of entry into the
work, of experiencing a moment of virtuality.

The purely sensory character of the work was doubled by the concept of the entire
work, of rendering an apocalyptic atmosphere of accepting the rain as a form of
purification. The viewer was thus put in a state of vulnerability in contact with an
external trauma that has a transformative, symbalic power.

RED RAIN. 2018 - VR (VIRTUAL REALITY), made in Unity

Adrian Grecu I8



2020 - 2026

Adrian Grecu

STRINGS

The Strings series of works refers to the string
theory of modern physics, which refers to the fact
that the type of vibration of microscopic strings
determines the properties of the particle: mass,
electric charge and spin, therefore determining
matter.

Thus, | created compositions using these dynamic
strings and imagined the formation of geometric
shapes.

The animation created presents a dynamic and
continuous transformation from one shape to
another.



https://vimeo.com/1057117927?fl=pl&fe=vl
https://vimeo.com/1057117927?fl=pl&fe=vl

2020 - 2026

Exhibition history

August | - 14, 2025
INSECT(ARILM

Bastion Multifunctional Center
Timisoara, Romania

|n this exhibition, | presented a series of works

printed on canvas and prints on paper, in the 3

rooms of the gallery. Along with these, we had 2
films generated by artificial intelligence.

One of the films can be viewed at:
https://vimeo.com/11635306937l=plafe=vl

This represents the formation of an insect.

Adrian Grecu

INSECT(AI)

Lg P

RIUM, 2025, Al EneratEd, pint - l:anvas, 80x80 cm

S -

20


https://vimeo.com/1163530693?fl=pl&fe=vl

2020 - 2026

&

GAME OF DRONES 1.0

The work was exhibited in Hall 2 of the Insect(Al)rium
exhibition. | imagined a flight over a medieval city,
where water and fire are present, capable of creating
visual tension. The video clip associated with the
image is like a dynamic video game.

Hall 2 also has a series of paper prints of the same
insect drones on the streets of the city.

A night flight of a drone system is simulated in the
animation Night flight:
http://vimeo.com/11635334937f=pl&fe=v| €3

GAME OF DRONES 1.0, 2024, Al Generated. print on canvas, B0xB0 cm, used for the movie https://vimeo.com/IB35372872f=pl&fe=vl (2

Adrian Grecu



https://vimeo.com/1163537287?fl=pl&fe=vl
http://vimeo.com/1163533493?fl=pl&fe=vl
https://vimeo.com/1163537287?fl=pl&fe=vl
http://vimeo.com/1163533493?fl=pl&fe=vl

2020 - 2026

INSECTARIUM

| created an insectarium consisting of images

of virtual, imaginary insects, placed in boxes
measuring 30x30cm. | organized these boxes,
forming a compact composition, which can be
recomposed in different shapes and configurations
depending on the exhibition space.

The imaginary insects are equipped with weapans,
devices and electronic circuits like bizarre
mechanisms found at the meeting of DADA-ist
absurdity, Steampunk and robotic art.

The level of detail creates a pronounced sensation
of three-dimensionality.

Adrian Grecu

INSECTARIUM, 2025 - 2026, Al Generated, print on paper, 30x30cm boxes

22



2020 - 2026

INCURSION

The image depicts a large drone insect in the square

of an imaginary city, in which | have inverted the
dimensions. The people are rendered at very small sizes
compared to the insect in the middle.

The unusual situation is amplified by the level of detail of
the drawing which gives the impression of verisimilitude
to a dystopian situation.

INCURSION, 2023, Al Generated, print on paper, a0xalcm

23
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2020 - 2026

POST HUMAN

| tried to look at the world from a perspective where
man is not present, in a situation where time exists
but without being measured, where life simply exists,
independent of our perception.

That is why | titled the work “Post Human" and |
rendered a world where living things are in a primitive
state.

| was influenced by the new Al-generated videos that
show eras in the distant history of the Earth. The
image could also be called Pre-Human.

Adrian Grecu

POST HUMAN, 2025, Al Generated, print on canvas, 70x70cm




2020 - 2026
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ALGORITHMIC DRGANISM, 2026, Al Generated, print on canvas, 100xl00cm,

Adrian Grecu

ALGORITHMIC ORGANISM

Given that generative Al algorithms can create multiple
forms like organisms, | responded to the challenge of
obtaining such simulations, obtaining visualizations of
primary life forms.

The forms are made up of minuscule spheres of
variable sizes, emphasizing the digital, modular,
artificial character of such forms.

The prints can be made in large sizes, each stated
theme being able to be developed at the exhibition level.




2020 - 2026

WINGS

This is an installation project that can be made from

multiple materials: black wire of various thicknesses,
cables, orange canvas. In the sculptural installation,

light plays an essential role.

The work can be viewed from all angles around it, it is
hung from the ceiling of the exhibition, thus creating a
state of floating, specific to flight.

WINGS. 2026, Al Generated, project

Adrian Grecu




2020 - 2026

CLOUD 2.0, 2026, Al Generated. project

Adrian Grecu

LLOUD 2.0

The project can be made of black painted wire that
forms a cloud, similar to the computer cloud that
contains data, media content.

Each screen displays its own animation, so that
the perception of the work becomes complex.

The installation project is a version of the first
version of Cloud exhibited at the RetroPerspective

exhibition in 2022.




2020 - 2026

SHADOW THEATER

| was impressed by the shadow theater in Chinese
culture, understood as a phenomenon that
anticipates media art. The reference to this form
of expression is an exploitation of a classical
resource in a contemporary direction.

The projection of shadows on the gallery walls
is [naded with meanings related to human
perception and the concept of Reality that is
also found in the Myth of the Cave from Plato's
philosophy. This visual meditation is the central
element of the installation.

The installation also includes the performative
element with the presence of a character.

SHADOW THEATER, 2028, Al Generated, project
Adrian Grecu 28



SEUI][I-lDENTlTIES, 2073, Al Generated, print on canvas, a0xalcm,

Adrian Grecu

used for the movie https://vimeo.com/I1635327(7l=plGfe=vl {2

PSELUDO-IDENTITIES

| was fascinated by the fact that artificial intelligence
has the ability to generate images of people who do
not exist. The portraits generated in this series of
works are similar images from an identity card, but
in uncomfortable poses, assaulted by expressive
glitches. Thus, the identity of each person is
questioned because the image is no longer proof that
a person or thing really exists.

The emergence of Al requires the establishment of
new criteria for affirming and imposing identity for
each of us, beyond the image and appearances.
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https://vimeo.com/1163532717?fl=pl&fe=vl
https://vimeo.com/1163532717?fl=pl&fe=vl

2020 - 2026

GAME OF DRONES 2.0

In this series of works created with the help of
artificial intelligence, | imagined an assault to occupy
a city by means of insect drones. This approach

is not accidental, because at this moment we are
witnessing the acceleration of hatred, an evolution and
a perfection of this type of weapon.

The works created represent an attempt to raise
awareness of this danger that manifests itself in close
geographical proximity. The dystopian atmosphere
mixes with the immediate surrounding reality.

This series of works represents an alarm signal,
similar to Goya's works from the series The Disasters
of War, but this time the people who generate the
horrors are not visible, they are behind the assault
devices.

GAME OF DRONES 2.0. 2026, Al Generated, digital
Adrian Grecu 30



2020 - 2026

OVERFLY, 2025, Performance, video in Real Time https://vimeo.com/I163531895%f=plGfe=vl

Adrian Grecu

OVERFLY

On the occasion of the Arad Media Art Festival 2025 (MAFA 12), we
created a performance together with drone pilot Catalin Hoza. The
homemade drone, made and piloted by him, transmitted in real time to
a computer that received and transmitted live on a large screen during
the opening of the art festival. Throughout the transmission, we applied
a color filter and visual effects, glitches and a target shape with a
human silhouette.

The drone flew and transmitted video from both outside and inside the
exhibition halls, witnessing everything that happened at the opening. lts
presence created a sense of uncertainty, especially when it hovered
and watched the visitors from above.



https://vimeo.com/1163531895?fl=pl&fe=vl
https://vimeo.com/1163531895?fl=pl&fe=vl

2020 - 2026

VISCERAL

In this installation project | imagined a life form
under observation, monitoring.

The organic forms connected to the outside with
the help of wires, form a bizarre compaosition on
the border between dream and reality.

Animations appear on the monitor in the
installation that suggest the dynamics and
physiology of the algorithmic organism, bath at
the microscopic and overall levels.

The general atmosphere is that of a creative
laboratory, in a zone of nightmare beauty.

Adrian Grecu

s
VISCERAL. 2026, Al Generated, project
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Born 1964

Lives and warks in Romania and Switzerland.
University of Art and Design, Cluj-Napoca (996
Website: www.agrecu.com

Email: agrecu@gmail.com

[nstagram: https://www.instagram.com/agrecureal/
Facebook: https://www.facebook.com/agrecureal

Phone: 0040 728 331 708 (Romania)
Selected personal exhibitions

2026 - Museum of Art, Cluj-Napoca, “Hybrid Pixels”, (duo) Vlad Bina & Adrian Grecu (digital art, video, Al)

2025 - Bastion Gallery, Timisoara, “INSECT(AIRIUM", curator Horatiu Cristea, (Al Image & Video Generated)

2024 - Istituto Romeno di Cultura e Ricerca Umanistica di Venezia, “Cyber Island 3", curator Horatiu Cristea, (Al Image Generated)
2024 - National Museum of Fine Arts of Moldova, Chisinau, Republic of Moldova, “Cyber Island 2", curator Horea Avram, (CGI & A.l. Platform)
2023 - DCS Contemporary Gallery, Karlsruhe, Germany, “Cyber Island 1", curator Horea Avram, (Sculpture, CGI & AR)

2022 - Museum of Art, Cluj-Napoca, “Retroperspective, A Digital Manifesto”, curator Horea Aveam, (Sculpture, CGl & AR)

2020 - CityArtSpace, DoubleTree by Hilton, Cluj-Napoca, “Vibes” (CGI & AR)

2018 - Northridge CC, Raleigh, NC, USA

2018 - Nano Gallery, Centrul de Interes, Cluj, “Red Rain”

2017 - Galeria 43, now (PARTER), Cluj-Napoca, “The Incomplete Survival Kit" (CGI, AR & VR)

2009 - Ancient Gallery, Cluj-Napoca (glass & 30 projects)

1999 - Ancient Gallery, “Real/Virtual”, Cluj-Napoca (glass & CGI)

1998 - Arts Home Gallery, Bucharest (glass & nean tubes)

1997 - Ancient Gallery, Cluj-Napoca (glass & neon tubes)

Selected group exhibitions

2025 - “lmagine”, Das Kunstmuseum Waldviertel, Schrems, Austria

2075 - MAFA 12, Media Art Festival Arad, Romania

2024 - “Dream Network”, DCS Contemporary, Karlsruhe, Germany

2024 - “The Meeting Between a Blade and an Orange”, Electroglobal, Cluj-Napoca

2024 - MAFA 11, Media Art Festival Arad, Romania

2024 - Neo Art Connect (NAC), Art and Science: “A Celebration of Change”, Laminor Hall, Bucharest, Curators Anca Boeriu and Andreea Sandu.
2024 - CS Week, Creative Sustainability Week, Bucharest (Galeria Galateca), lasi (Baia Turceasca), Timisoara (Corneliu Miklosi Museum), Oradea (Palatul creativ)
2023 - "MORE THAN (THE) REAL", curator Horea Avram, PARTER Gallery, Cluj-Napoca, Romania

2023 - Exhibition of the Prize Winners of the Union of Visual Artists from Romania, Park Gallery, Timisoara, Romania

2020 - "ASEPTIC - Meeting in a Safe Space”, Virtual exhibition, Curators: Horea Avram and Adrian Grecu

2018 - Northridge CC Art Gala, Raleigh, N, USA (Third Prize)

2018 - Parallax Art Fair, Kensington Town Hall, Londan

2018 - Elektro Arts Festival, Cluj

2017 - "Breaking Views. Memary in Construction| Future in Awaiting”, Urban Interventions by Media Art, Cluj 16-25 november

2016 - "UNTOLD Art" exhibition, UNTOLD Festival
33



2008 - Romanian Modern Artists Exhibition- Koga City Museum - Japan (catalogue)

2003 - Ex Libris International Exhibition, Stedelijke Musea, Sint Niklaas. Belgium

2001 - Graphics International Festival, “0ulim The Great Harmaony”, Seul, Korea (catalogue)
2001 - Ex Libris International Exhibition, Gliwicze, Poland

2001 - The International Mini-Print Biennial, Museum of Art, Cluj

2001 - Graphics International Festival, Kanagawa, Japan

2000 - The exhibition “|dentities”, Brancusi Hall, The House of Parlament, Bucharest

2000 - International Print Festival, Cheju, Korea

1999 - Exhibition of Romanian Decorative Arts, Romanian Cultural Centre.Venice, ltaly
1993 - The International Mini-Print Biennial. Museum of Art, Cluj

1998 - International Art Camp “Salina 38", Salina Turda. (catalogue)

1997 - The International Exhibition “Nesse Bition", Dsaka, Japan

1997 - The International Biennial of ceramics-glass-metall, “Arts of Fire", Galeria Etaj 3\\4, Bucharest

Prizes

- Ist Prize Romanian Artists lnion 2023, Multimedia Section

- 3rd Prize, Northridge CC Art Gala 2018, Raleigh, NC, USA

- Ist Prize "Untold Art" 2016

- Ist Prize: The New Energy Paradigm Shift 2012 Art Show (http://coldfusionnow.org/their-banner-is-excelsior/)
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