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Analysis of Z generations‘ Dreamcore resonance phenomenon based on collage art


Abstract

This article explains that Dreamcore is widely present in Generation Z and has a resonance phenomenon, which means a connection between young people born in the 90s and Dreamcore. This phenomenon not only began in 2018, but it has been mentioned more and more frequently. Because of the catalyst of the pandemic, the phenomenon of economic downturn began to be exposed, and the sharp decline in residents' comprehensive income and consumption level made more people tend to be conservative. The article describes and analyzes the phenomenon of Dreamcore resonance, using the methods of Autoethnography and case study to explain it. At the same time, the author also created relevant practical work to deepen the research depth of the subject, using collage artworks to further observe the recognition degree of this Dreamcore type of picture collection between viewers, and conduct the next step of analysis. The current research is in its preliminary stage, and more data needs to be collected as evidence in the future.


Introduction 

The topic of Dreamcore Images was born from an image posted by an anonymous user on April 21, 2018. He posted an image on an online community to collect images which lead people to feel "uncomfortable", but the following comments caught the attention of the entire community (Wu H. 2022). This term started to appear on the Internet in China in 2022. It is a new subculture that appeals to the audience's nostalgia by using images of scenes or objects. This new phenomenon is a popular one among Generation Z (Sladek, S. & Grabinger A. 2014).

The economic development has brought more Z-generation groups to the benefits of development. They have seen an increase in family income, a higher level of education, and a better social cognition. After the pandemic the social economy experienced a downturn. The sense of separation caused by this shock (Novkovska B., Serafimovic G. 2018,) made citizens feel uncertain about the future. More people turned to conservatism and questioned current development policies. Retro aesthetics were popular among young groups, and Dreamcore was a phenomenon that resonated on the Internet.

This type of popularity will become a subculture which reacts to the society and have an impact on aesthetics, innovation, clothing design, graphic designs, etc. It also has an effect on culture and social interaction. This common topic condenses and creates a circle, which can lead to new thought trends.

This article will describe the Autoethnography methodology. Autoethnography, a research and writing approach that focus on describing and analyzing personal experiences for better understanding cultural experience, is a form of autoethnography. (Ellis, C., Adams, T. E., & Bochner, A. P. 2011). It can begin with individuals and society. It can describe and explain resonance phenomenon and make viewers understand in a way that is close to its causes. This methodology allows readers to start observing from a basic perspective, based on first-person autobiography or interview programs, and is easier to enter than other methodologies.

This article uses case study as a research method. It focuses on a single work and has affinities with other methods (GERRING, J.2004). This time, the research object is Time In Corner - a poster created in 2024 with Dreamcore elements. The author will explain in detail the Dreamcore elements of this poster and its background. The article will talk about the creative source of the work, cultural influence, experience influence, element composition, layout analysis and other aspects, and use this case study analysis to explain the cultural formation and social issues behind it.

Reference to concept  
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This work creating concept base on Collage art, Dreamcore and Nostalgia. This is due to the creator's own experience and cultural influence. The author's growth environment has gone through a period of economic development, and now it is affected by the economic crisis in the post-epidemic era. The sense of tearing and fragmentation caused by this strong contrast requires the use of modern art to express emotions, and use this work to trigger topics and discussions. Among them, collage art is rooted in the creator's development background, while nostalgia and Dreamcore come from discussions on online topics.

About collage art, Collage art in the modernist sense began with Cubist painters Georges Braque and Pablo Picasso. Snippets and fragments of different and unrelated subject matter made up Cubism collages, or papier collé, which gave them a deconstructed form and appearance. (Richman-Abdou, K, 2017) The technique was advocated by Professor Walter Gropius of the Bauhaus in Germany in 1919, and later spread to countries such as the United States and Japan.

Collage artworks have a strong modern art style. Compared with traditional figurative painting art, they focus more on the immediate expression of emotions and the interaction with the audience. This change shows that modern art has become a communication bridge between artists and viewers, instead of the one-way expression of traditional painting. The use of magazine picture collage is advocated as a communication tool aimed to build bridges across the range of language sets used by different professionals. (Williams, B. 2002) Regarding the topic of dream core, it is a phrase that focuses on feelings. It requires an artistic expression that emphasizes the interaction between emotions and the audience, and collage art is a good medium to awaken the audience's resonance and generate communication.


Dreamcore origin in the year 2018, this is a digital subculture in web period, it is surrounding Z generations who grow up along digital products and web prosperity. This art form aims to make “uncomfortable” feelings, which means past time，weird scene or familiar place without humans. It mainly want to rebuild a limited place to make them found a nostalgia feeling. 

The essence of this phenomenon is a kind of resonance phenomenon, a psychological theory. Humans have an emotional function that other animals do not have, Resonance, which is widely present in human’s psyche. it can lead human trying to understand others’ emotions with they subjective perspective, this assumption offers a conclusion is that one's embeddedness in one's subjectivity actually facilitates the reciprocal and mutual processes of emotional resonance and unconscious communication by human "sameness" and relatedness.(Coburn, W. J. 2001) This psychological phenomenon causes people to resonate when they encounter images similar to their own experiences, which helps them better understand what they see. This is why Generation Z is affected to different degrees when they encounter Dreamcore images.

About nostalgia，it’s a thriving phrase and more people mentioned it frequently than before in recently years in China. The leading reason is economic condition, since the pandemic, various countries received influence of economic recession. When the economy is hit, people's ideas and concepts will change, especially their consumption concepts.

In this period, there will be less radical and optimistic consumerism, but conservatism will begin to recover. More consumers will choose cheap and practical goods rather than popular brands. There has been a bright shift in China's online consumer market, with Pinduoduo's revenue becoming the number one, surpassing Taobao which was the former ace of consumer platforms. Pinduoduo is an online shopping platform that mainly sells cheap goods. It is famous for its large number of coupons and brand image of a cheap consumption platform, so it has taken root in the low-end consumer market. The increase in its revenue in recent years represents that more and more consumers have joined in, which can prove the decline in consumption levels.

This phenomenon is directly related to the economic environment, which is caused by the adverse changes in the economic environment. Consumption is an important manifestation of the economic environment (Rousseau, G., & Venter, D. 1999). This nostalgia is essentially a conservative tendency.

Nostalgia is not a yearning for the old rules or the old world, but a mourning for the dividends of the once rapid economic development. When people realize that they are facing the adversity of unemployment and reduced income, this nostalgic conservative tendency will be triggered, which is essentially dissatisfaction and helplessness with the economy, because this trend is difficult for anyone to stop.

The nostalgic mode is characterized by a yearning for an idealized past that subconsciously influences people's identity. When society undergoes drastic changes, people begin to question their identities, and their positions, affiliations and values are impacted. Who am I, where is my place, what's wrong with society, and should I change? Nostalgia occurs because people are afraid and tired of the uncertainty of the future, and this uncertainty will produce conservative tendencies. Nostalgia seems to be a social tool used to suspend or divert the threat of identity discontinuity - that is, when a society has no confidence in itself, it will resort to nostalgia as a way of escape (Davis, 1979).


Practical works 

The author grew up in Generation Z, so he is representative in the creative process. According to the author's explanation, urban construction was expanding in that period, and rapid economic development allowed children in urban areas to obtain more diverse entertainment methods and convenient lifestyles. At the same time, various manufacturers have made efforts to innovate at a fast speed (Zhu, Xiaodong. Huang, Yasheng. 2012). You can recall that the video game industry, film industry, and industry are all developing rapidly. No matter which era you were born in, you can recognize the representative movies, stars, and game characters of that era because they are so outstanding. Of course, the author believes that these developments rely on the development of network electronic technology. The communication of science and technology and the integration of culture have promoted the development of all aspects. This is a point that cannot be ignored.

[bookmark: _GoBack]Now, the economic development is almost in a state of shock, and the speed of technological development has also begun to slow down. The diversity of entertainment has begun to converge. More children have grown up with only mobile phones and tablets, and even no longer need a PC. It is also more difficult to access more excellent works that are like a hundred flowers blooming (Zhu, B.; Cheng, H.; Wanta, W.; Zhu, L. 2022).

Nowadays, it is difficult for game manufacturers and film and television manufacturers to launch excellent works. For game manufacturers, changing the strategy of game production and release may be a wiser choice. Therefore, we can see that in recent years, game manufacturers have launched remastered editions based on their classic IP，compared with the uncertainty of developing new IP, classic IP that has been proven to be profitable is a safe option.(Neill Hoch, I.2020)（Brown, L. 2024）

At the same time, the speed of innovation in film and television dramas has begun to slow down. The framework structure of many works has been discovered and popularized. The so-called "originality" has been replaced by new "reference" and "quotation". This situation has occurred widely in modern society. This phenomenon was called "bricolage" by cultural anthropologist Claude Lévi-Strauss a long time ago, and it is "inter-textualreference" in postmodern times. The update and iteration of new products are almost stagnant, while the influence of the old era still exists. This is why Z generations have a stronger Dreamcore resonance phenomenon, and this is why the author chose this topic.(Shao, Y. 2012)

The purpose of this practical work is to create a work that can verify the existence of resonance. The idea is to arouse discussion among the audience about being able to identify some elements from the poster, and through this elements identification, arouse discussion and communication among the audience, and trigger more resonance. The author hopes that this work attends to inspire viewers, let them rethink about conditions around us.

In the practical work, the author chose collage art as a way of expression, collecting various Dreamcore-related pictures from the Internet, such as film and television characters, entertainment methods, daily necessities, etc., and using these elements to combine into practical work. These items were rebuilt a great living environment for the Z generations, as mentioned above, in Z generations’ living period, it is a high speed developing period of various areas. So these elements have more connection and resonance with young viewers. 

On layout design, the author separates the elements into 2 parts, the main object and background. The main object is composed of people and objects, and the background is composed of metal security doors that were common in the millennium.

As for the main part, the author stacked these popular elements of the past into the shape of a hill, this is a metaphor of piles of ruins and debris. In the 2000s when society was developing rapidly，Main cities are facing modernization, so a large number of old buildings have to face demolition and reconstruction under the policy arrangement. The people living in these residential buildings are the Z generations in the city. These buildings carry the memories of a golden age, and they are the carriers of the memory of that era.

The entertainment activities and traces of life they are exposed to are shown in the middle of the picture. For example, daily necessities, transportation, video games, pop stars, etc.

About background part, this is because at that time, the instability of social security led to the insecurity of citizens, so this type of anti-theft door was more common. At the same time, due to economic and technical limitations, there were not many choices in the style and quality of metal doors on sale. In Chinese society, apartment complexes are a common living model. Residents live in a gated community composed of several buildings. There are several households in the corridors of each floor. What comes into view is these metal doors, which constitute the childhood memories of many Z generations(Wu Z, Yang L, Xu K, Zhang J, Antwi-Afari MF.2021). 

The author collected and organized pictures of metal doors that were common in society at the time, arranged them as a background image, and showed viewers an abstract background picture of the Chinese community at the time, showing the doors with this vintage filter.
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The Dreamcore elements of this work are quite diverse, involving life, entertainment, film and television, and transportation. In the main part, the characters above are selected from works that were active on the screen from 1990 to 2010. They are all classic characters, such as Robocop, Street fighter, Jackie Chan, Skywalker... These screen characters revolve around the growth process of Z generations, and it is difficult to be surpassed due to the excellent plot until now. This is because in the cycle of rapid economic development, all walks of life can get objective returns through investment, and the film and television industry is also booming. Investors are more tolerant of themes, and excellent works continue to increase.

Compared to the parts just mentioned, the lower half of the main part is more focused on real life. You can see display screens, game consoles, kiosks here... They are more like the foundation of a building or mountain.

In the middle part, you can see some means of transportation here. They were the social service means of transportation that existed at that time, and the construction and operation of the city depended on them. Trucks and bulldozers are representative tools because they are purely made in China and are often seen in urban construction. It can be regarded as a microcosm of that era, with the demolition of old houses and the construction of high-rise buildings everywhere, as well as the rapid economic development.

[image: A2.doorss1]
 
The Citroën car on the left and the Volkswagen car on the lower right were two common cars among citizens at that time. The Citroën ZX and Volkswagen Santana were not only used as taxis and police cars, but also as a kind of transportation for the general public. They are closely related to the lives of citizens. At that time, they relied on joint venture production methods and were regarded as reliable and prestigious car models. At the same time, there were not many options available to citizens with ordinary incomes in that era.
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At the bottom and surrounding parts of the picture, the author used some daily objects, and the audience can find these details in the picture, such as paper clips, firecrackers, TV screens... In the era when computers began to emerge in China, these pictures were people’s memories at that time, when entertainment methods had not yet turned to the Internet.

In the past, when electronic technology was not yet developed, "offline entertainment" was the choice of more children, such as card games, board games, and television. This offline entertainment method has gradually been replaced by online entertainment - online games and short videos. Today's new generation of young people have a more favorable basic entertainment method compared to Z generations. In recent years, technological development is no longer rapid, and even entertainment methods are converging, making it difficult to experience the rapid changes and impacts during the previous development dividend period.
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In terms of the presentation of the work, the main object uses common cold and warm filters to express the nostalgic effect. The yellow filter effect shows the mottled and yellowed old stuffs’ condition after decades, and the blue light filter also presents the cool light effect of some old films, and also echoes the warm light effect on the left to make a balance. This is a reference to a method of modern retro poster designs’ expression, they usually use warm and cold light to express two different sides of item, to distinguish relationship between items conveniently.(Pridmore R.2017)

In the background processing technique, the author chose a warm gray filter to weaken the color performance, so as to highlight the main object. At the same time, the warm color filter will subconsciously give people a feeling of old time, which is a fading effect that comes with the sense of time passing, because most objects will begin to turn yellow after a long period of oxidation, such as paper, walls, plastic objects, etc.

Meanwhile, this work also has drawbacks. In an ideal situation, the materials of this work should be collage art and mixed materials, with a certain degree of research and interaction, using the resonance generated by the work to anonymously interview the audience about the elements they recognize and resonate with.

In the original draft, it had a welded part as the outer frame, which could enhance the nostalgic effect. The texture of steel plus the collage arts’ broken texture can further integrate the stylized expression. The existing works are only through poster print, which is mediocre and weak in the impact of expression. The visual expression is not enough to attract the audience to participate.


Discussion

The main point of Dreamcore art is to present the sense of separation between cruel reality and beautiful memories, so as to create conditions for resonance. The audience base of Generation Z is because they can feel the sense of separation brought by the passage of time. The "high economic development" they experienced in the past no longer exists (Bin, S. and Yum, H. 2021). In the face of today's economic slowdown, the unemployment rate has begun to increase. A massive number of young people have begun to use the Internet to tell the current situation and problems of society. This Internet situation is the main reason why Dreamcore has attracted widespread attention.

But the resonance of this art form will be flattened, because economic growth is starting to slow down, and the changes in the growth environment will be reduced in the new generation.(Vellore Arthi, John Parman,2021). Based on the current situation, the author believes that the growth environment of newborns will not change until they become adults, and they will accompany this economic growth rate. At the same time, the various industries and forms caused by this economic status quo will continue to remain unchanged. Such a situation is unlikely to resonate strongly again since the sense of separation between reality and memory.

During the exhibition, this work attracted the attention of the audience. The author communicated with many viewers, many of whom said that they could recognize some objects and feel a depressed emotion. This is because these classic elements are likely to have no successors. Such reactions have met the author's initial expectations.

According to the author's collection and summary of materials, the resonance of this classic element is not only present in the Z generation group in China, but also in the UK. This resonance is mainly concentrated in entertainment, such as the characters in games and movies, because these two art forms are more universal than life elements in the world. According to the author's communication with the audience, the local residents have never had gated communities, so they have no resonance with the metal door in the background and do not understand it. This phenomenon is a cultural gap - one phenomenon does not exist in another culture.

Although the work has preliminarily fulfilled the author's expectations during the exhibition, there are still many defects that need to be modified. From the composition of the work, although the author has a certain idea, it still looks messy and monotonous in performance. The primary and secondary relationships of the objects in the main part do not have a strong contrast, that is, it is difficult to identify the main focus, which is a defect for the audience's appreciation. The background part is complete and harmonious as a whole, which is worthy of recognition compared to the theme object part. The author hopes to add real photos of Doors in the subsequent works, expand the number horizontally, and enhance the visual effect. In terms of color, the processing of the background part is better than the theme part, because the whole tone is in a similar gray tone, while the color of the main part is much messier, although the author consciously uses filters to weaken this difference.

The author hopes to expand the collected elements in future updates of the work, try to include everything they can touch during their growth, and add interactive projects to allow more audiences to participate in it, which is convenient for further data collection. In future research, the author will increase data analysis to prove the strong correlation between the Dream core resonance phenomenon and Generation Z. At that time, the author will conduct field surveys and questionnaires, accurately lock in Generation Z as the research group, interview around the growth environment and unique perspective of this group, and obtain relatively objective data. Then use coding to archive and analyze these data for further research.

Conclusion 

Basically, collectively the reason Dreamcore hits so hard is because economic shifts are a harsh reality force participants to confront. The feeling of disconnect, either from the stability we could afford in the past and just as familiar social structures is a core part in what gives Dreamcore its emotional intensity and also builds on top society left with us. Reflection and criticism. The author deploys autoethnographical and case study method, using his self to interrogate this concept. The blending of this type provides a personalized touch, as well as context for the story at the societal scale which in turn allows for deeper insights into how Gen-Z engages with and understands different facets of Dreamcore. In showcasing these case studies the author provides a direct view of elements to build a Dreamcore aesthetic, from surrealist and nostalgia laden imagery — all while being drenched in alienation and lust.

The author, therefore highlights the profound influence of this work and urges audiences to question what conditions have led us into our lives — why a world is built such as it results. The author explores how these conditions affect the audience's perceptions and desires by exposing social changes, differences to show in texts is recognised for discussion and dissemination among abundant public urges them rethink.
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