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A BIENNALE
IN TIMES
OF UNCERTAINTY

The number of Biennalé organized all over the world has increased dramatically in recent years. Each one of them
sets its terms and objectives while trying to meet the stakes claimed. Yet, more and more of them turn to vital
social and political issues.

Our contemporary “days and times”, crises, wars, along with all the cultural, ideological and social considerations
have been touched upon and are reframed by the artists. The human universal, individual and local concerns are
represented in a critical, denunciative and at times sarcastic way; thus, suggesting -if not actual solutions- at least
a different viewpoint on all these hot, current issues.

The 2nd Thessaloniki Biennale of Contemporary Art, once more, attempts to agitate -both literally and metaphori-
cally- the waters of the city and the whole country as well. Anyway, it comes at rather hard times, characterized by
unprecedented contestation of values, economic recession, conscience crisis and uncertainty. Its title is well-timed
and clear: “Praxis: Art in Times of Uncertainty”.

This year’s event, just like the previous one, is inspired by philosophical questions, expressed by contemporary
intellectuals, is dynamically staffed by the participating artists, organizers and curators, while it is visitor-oriented,
being addressed to the very audience which is called to promptly fill in or even round off specific artistic works.

It is an event which, as evident by its title, is based on the actual cooperation among institutions, artists, curators
and the public. Dozens of institutions and foundations of the city, hundreds of artists, as well as a well coordinated
team of curators and assistants are to attempt, for a four-month period in areas of the Port and other places in
town, the fulfillment and the justification of this event’s intentions, through the main exhibition program, as well as
by means of the parallel exhibitions and events.

It is significant, in times when insecurity and uncertainty seem to overwhelm just everything, for artistic creation
to rise and withstand, making its presence felt as a powerful act, which is not automated and mechanical but rather
the outcome of thought and action, the two top diversifying human qualities.

The 2nd Thessaloniki Biennale, supported by theory and exploiting the field of research, aspires to reevaluate and
promote artistic practice as a preferential expression of freedom and an alternative way to intervene and view the
historical and social contemporary environment.

However, it should be kept in mind that a Biennale is also a celebration of arts, comprising meetings, actions and
entertainment along with anything conclusive to the creation of a climate for a fruitful dialogue.

On behalf of the Board of Trustees, | would like to thank the Ministry of Culture for supporting and adopting this in-
stitution, the management and all collaborators -both permanent and guest- of the State Museum of Contemporary
Art, as well as the curators Gabriela Salgado, Bisi Silva and Syrago Tsiara for organizing this event, the Thessaloniki
Port Authority along with all the associated institutions for their participation and disposal of exhibition sites. We
would also like to warmheartedly thank the Supporters and Sponsors for adopting our desire to render, first of
all, this Biennale part of the everyday life of this city and of course the participating artists as well as the visitors,
without whom it simply could not -or would not have mattered to- come to being.

Let’s celebrate jointly the 2nd Thessaloniki Biennale of Contemporary Art, which for four months is to be the fuse
for an alternative town of Thessaloniki and -hopefully- another guarantee for the State Museum of Contemporary
Art to continue organizing this event.

Katerina Koskina

Art Historian - Museologist

President of the Board of Trustees of the
State Museum of Contemporary Art

MIIENAAE
ZE KAIPOYZ
ABEBAIOTHTAZXZ

0 ap1BudGs twv NAsvd)\s rnou S1opyavavovtal avd Tov KOOHO €Xel OTIC UEPEG UAG auEnBei onuavtikd. Kade pia and
QUTEG BETEI TOUG OPOUG Kal TOUG GTOXOUG TNG Kal KUVNyd Ta oToIXNUAtd tg.'OAo dUwWG Kal NEPIOOOTEPEG OTPEPOVIAL
YUpWw ano {WTIKNG ONUAciag KOIVWVIKA Kal MOAITIKA {nthpata.

Ta «€pya Kal NPEPEG» TNG EMOXNG HAG, Ol KPIOEIG, 01 MOAEUOI, Ol MOAITIOUIKOI, ISEOAOYIKOI KAl KOIVWVIKOI MPoBANUa-
Tiopoi Biyovtal kal avadiatunwvovial and KaANTEXVES. O1 avBpWIVEG OIKOUUEVIKEG, MPOCWNIKEG AANG Kl TOMIKEG
avnouxieg NnpoBdAAouv pe S1GB£0N KPITIKA, KATAYYEATIKA KAl EVIOTE GAPKACTIKN, MPOTEivovTag av Oxi AUCEIG, TOUAG-
XIOTOV SIAPOPETIKG TPOMO NPOCEYYIoNG Kal BEA0NG TwV KAUTWV Kal ENiKAIPWY NTNUATWV.

H 2n Mnievdie ZUyxpovng Téxvng ©eocalovikng anonelpdral, yia Jia akoun gopd, va Tapdgel -KUPIOAEKTIKA Kal HE-
TAPOPIKA- Ta VEPA TNG NMOANG, AAAG Kal TNG xwpag. OUTwE N dAAWG NPayUatonoleital o€ pia Xpovikn oTtiyun SUoKoAN,
0€ pia enoxn nou yvwpilel npwtopavn aupioBntnon aiwv, olkovouikn Sucnpayia, kpion cuveidnong kai aBepaid-
tnta. O tithog NG eival enikaipog kal oaPng: «Mpd€ic: Téxvn oe aBéBaloug kaipougy.

H petivn Slopydvwon, 6nwg kai n nponyoUpevN, eUNvEETal and GIA0COPIKA epwTNUaAtd, Siatunwuéva and ouyxpo-
VOUG 81avoNnTEG, OTEAEXWVETAl SUVAUIKG anod TouG KAAMITEXVEG NMOU CUPKETEXOUV, TOUG OPYAVWTEG KAl EMNIMEANTES TNG
Kal OTPEPETAIl OTOUG EMNICKENTEC TNG, OTO 510 SNAAdN T0 KOIVO TNG Kal ToUG KaAel AUESA va CUUNANPWCOUV KAMOIEG
and g Snuloupyieg.

Eivar pia 8lopydvwaon n onoia, 6nw¢ Haptupd kai o Tithog tng, Baciletal otnv EUNPaKtn CUVEPYACia POPEWY, KaA-
AITEXVAV, ENIPEANTWV Kal KOIVoU. AgkASeg popeiG Kal 1I8pUpata tng NOANG, eKATOVIASEG KAAAITEXVEG KAl Wia ouvTovi-
opévn oudda emueAntwy kal Bondwv Ba emdiEouy, yia TEGOEPIG UAVEG OTOUG XWPOUG Tou Alpaviol Kai tng NoANg,
péoa ano 1o KevipiKO ekBecIakd NPoypauua, MG kal péoa and Tig NAPAAANAEG EKBEDEIG KI EKENAWOEIG, vVa KAVOUV
npdaén Kai va S1Kaiwoouy TIG NPoBEoeig TG Slopydvwong.

Eivar onoudaio, og nox£g, nou n avac@dAeia kai n aBeBaidtnta poidouv va katakAUlouv ta ndvta, va opBwvertal
Kal va avTIOTEKETAl N KAAAITEXVIKA SnpIoupyia, kAvovtag Tnv Napouasia g aiobntn, wg pia 1I0xupn Npdgn, n onoia oxi
uovo Sev gival autopatonoIinUévn Kai unxavikn, aAAd gival npoidv okéWng kal 5pdong Twv 5Uo SnAadn kopuPaiwv
51a(poponoIwV ISIOTTWYV ToU avBpwou.

H 2n MnievdAe tng ©gooahovikng @IA0SOEEN, e Tn cuvdpoun Tng Bewpiag kai tnv aglonoinon tou nediou €peuvag
NG, va enavegetdoel kal va npoBdAel TNV KAAAITEXVIKN NMPAKTIKNA WG NPOVOUIOUXo €kppacn eAeubepiag Kal evaAia-
KTIKO TPOMO Nap£uBaong kal B£aonG Tou I0TOPIKOU Kal KOIVWVIKOU oUyXxpovou NepIBAAAOVTOG.

AG pnv gexvdpe wot6oo, 6Tl pia MnievdAe anoteAEl Kal pia YI0pTA TWV TEXVWV, PE ouvavinoelg, §pdoeig, Slackédaon
Kal 6,1 oupBdAel otn SiaudpPwaon evdg KAIATOG yia yovipo SidAoyo.

Ex pépoug tou AloikntikoU ZupBouliou, emBupw va guxapiotnow 1o Ynoupyeio MoAitiopoU yia thv othpign kai
uI0B€Tnon autou tou Beapoy, T AleUBuUVON Kal TOUG CUVEPYATEG, UOVIUOUG Kal €KTAKTOUG, Tou KMET Kal Tig enipeAn-
TpIEG KK. Gabriela Salgado, Bisi Silva kai Zupayw Toidpa yia tnv uhonoinon autng tng dlopydvwong, tov Opyaviopo
Aipévog ©e0oalovikng kal GAoUG ToUG ouvepYalOUEVOUG (POPEIG YIa TN GUMUETOXN TOUG Kal TNV NApaxwpenon twy
£KOECIAKWV TOUG XWPWV. AKOUN, ol BEPUEG PAg uxaploTieg aneubuvovial oToug YNooTnPIKTEG Kal Xopnyoug Eni-
KOIVWVIag yia Tnv yevvaiddwpn anodoxn g embupiag uag va yivel n MnievdAe kopudt tng kabnpepivotntag kai
(PUCIKA, OTOUG OUMHETEXOVTEG KAAAITEXVEG AAAG KAl TOUG EMICKENTES TNG, YIATI XWPIG autoug, anAd &€ Ba punopouoe
1 8¢ Ba eixe vonua va yivel.

Ag yioptdooupe Aoindv padi otn 2n Mnievale ZUyxpovng Téxvng ©ecoaAovikng, Nou yia t€ooepIC Pnveg Ba anote-
Aéoel To évauopa yia hia evaAAaktikn nepinynon otn ©eocalovikn aAAd, eueANIOTOUUE, kal éva eNIMAEOV EXEYYUO yia
va ouvexioel to KMXT autn tn Siopydvwon.

Katepiva Kookiva
lot0pIKGG TEXVNG - MouaEgIoAdyog
Mpdedpog Aloikntiko0 SupBouAiov KMET
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PRAXIS:

2ND THESSALONIKI
BIENNALE OF
CONTEMPORARY ART

The 2nd Thessaloniki Biennale of Contemporary /(rt sets a fundamental aim: it invites the audience to a public
dialogue on contemporary art, to increase public awareness of something that up to now has not been clearly
delineated as an element of our active participation as citizens in this community and this city. | refer to the need
we all have to access contemporary culture but also to the need of this culture to maintain a high standard, without
preaching or allegory, and without even attempting to determine what is right and what is wrong.

On the contrary, it aspires to enhance, deepen and broaden what we call “contemporary culture”, always bearing in
mind that contemporary culture is not exactly something that can be taught or learned, but something in constant
movement, inspired by aspects and representations of our everyday life itself. So it is not just entertainment,
something to help us solve our problems, but something that leads us to question our assumptions and become
aware of and, indeed, express what we had not previously managed to formulate at the level of social and political
actuality and reality.

For this reason increased access to contemporary art, and the increased participation of all social groups, are basic
objectives of the Thessaloniki Biennale.

It is encouraging that the Thessaloniki Biennale of Contemporary Art, enshrined as a permanent institution by the
Ministry of Culture and organized by the Greek State Museum of Contemporary Art, is supported by the most im-
portant state and local cultural authorities of the city. We would like to thank the Ministry of Macedonia and Thrace,
the Municipalities of Thessaloniki, Stavroupoli and Thermi, the Ephorates of Byzantine, pre-historic and classical
antiquities, the Port Authority of Thessaloniki, Macedonia Airport, the School of Fine Arts of Aristotle University
of Thessaloniki, the Thessaloniki Film Festival, the Festival of Moni Lazariston, the Thessaloniki International Book
Festival, the French Institute of Thessaloniki, the Goethe Institute of Thessaloniki, the Cultural Foundation of the
National Bank of Greece , the Agioritiki Estia [the “Hearth of the Holy Mountain”], the Chamber of Fine Arts of
Greece and of course all the museums of the city, as well as the individuals who provide venues and services in
so many ways, rendering the Thessaloniki Biennale of Contemporary Art an event of and for the whole city. For
Thessaloniki has indeed the infrastructure and dynamism to develop into a distinctive centre of contemporary art.

The curators of the main program, Gabriela Salgado, Bisi Silva and Syrago Tsiaras propose artists whose works aim
at the participation of the “public” and acknowledge the viewer as co-creator, since contemporary art is anyway a

praxis leavened by participation and seeking solidarity in shared and beautiful actions.

Under the title “Praxis: Art in Times of Uncertainty” inspired and borrowed from Terry Eagleton’s book “After
Theory”, the 2nd Thessaloniki Biennale of Contemporary Art puts forward some difficult and often risky artistic
propositions. It calls on artists to talk about the failure of politics to provide the peacefulness, justice and prosper-
ity demanded by citizens, the rejection of ideology, whose voice cannot be heard among so many ambiguous and
contradictory views, and the financial and social crisis which mainly affects those who did not cause it. It would
be naive to claim that the role undertaken by the artist can provide solutions to these problems, yet art can be a
“salvation”, can realign our lives, re-determine our attitudes and declare specifically that:

- If art responds to the leveling surfeit of theories and by means of the well-tried method of abstraction is led to
a clear presentation of fundamental ideas, such as love, poverty, pain, justice, beauty... then it will turn theorists,
critics and the public at large towards essential human problems.

- If art restates, deconstructs and transforms the theories which from the ‘50s until today have classified the heroic
era of movements and manifestos into schools, groups, practices and methods, then art itself will take on its proper
role as the classifier of theory rather than being classified by it.

- If art contains and proposes ideas that are at odds with the socio-political environment, then it will inspire protest,
mass demonstrations and - why not - revolutions as well.

But in any case, in all these scenarios, Art calls on theorists to take a break and to enjoy what is happening in the
wonderful gap between two eras, in the spiral of doubt between theory and its retheorisation.

Because Art is Praxis
Maria Tsantsanoglou

Curator of the Greek State Museum of Contemporary Art
and the 2nd Thessaloniki Biennale of Contemporary Art



NMPAZXIZ:

2H MNIENAAE
YIrXPONHZ TEXNHZ
OEZZAAONIKHZ

H 2n Mnievaie ZUyxpovng Téxvnc\asooa)\ovnmc Bétel €vav Baoikd otdxo: NPOCKAAEl To KoIvO 0" évav Snpuoaio
81dAoyo yia tnv olyxpovn TEXVN Je OKoMd TNV EVIOXUGN TNG KOIVWVIKNG GUVEISNONG WG NPOG KATI Mou PEXPI ONUEPT
Sev gival anotuNwEVo PE OAPNVEID OTO KOPUATI TWV EVEPYNTIKWY NAPEURACEWY HAG WG MNOAITWV TNG KOIVwViag
auTAG Kai TG NOANG aUTNG: avagEpopail otny avaykn NpooBaciuotntag 1ou kKabevog oTov oUyxpovo MOAITIoNO aAAd
KUpiwg otnv avdykn 81apuUAagng evog uwnAou eninéSou aUyxpovou NOAITIoHoU XwpIG va eniSIKw S16akTiouoUg Kal
aMnyopieg n andneipeg opiopoU Tou 0woToU Kal Tou AdBoug.

Avtifeta, emdiwén pag eival va eunAoutiooupe, va euBabuvoupe kal va SieupUvoupe Ta nedia autou nou ovouddou-
JE «oUyxpovo NoAItiopo» avudapBavépevor Ot o oUyxpovog NMoAITIopog Sev 816dokeTal akpIBwG aAAd KIveital kal
gunvéetal and Tig iS1Eg I EKPAVOEIG TNG KABNUEPIVOTNTAG PAG KAl CUVENWG UNAPXel OXI HOVO YIa va Jag Yuxaywyel
Kal va pag anaAidooel and ta npoBAnuatd pag aAAd kai yia va pag npopAnuatilel kai yia va pag fonbder va ouvel-
dntonoINcoupE, akdua Kal va eEWTEPIKEUCOULE AUTO MOU £wE TWPa SEV €XOUUE KATOPOWOE! va SIATUNWOOULE OTO
€NiNeS0 TNG KOIVWVIKNAG Kal MOAITIKNG KaBnpepIvaTNTag Kai enikaipdtntag.

la tov Adyo autd n NnpooBaciudtnta GAwY TWV KOIVWVIKWY OPGSWY TNV oUyxpovn Téxvn Kal n algnon TG CUHUE-
TOXNG ota Spwpeva sival Bacikdg otoxog ING Mievdle Osooalovikng.

Eival evBappuvtiké ot tnv Mmievale ZUyxpovng Téxvng ©eooalovikng mou BecpoBétnoe to Ynoupyeio MoAitiopou
ye Slopyavwn to Kpatikd Mouaoeio Xuyxpovng Téxvng, unootnpi{ouv £UNpakta ol HeyaAUtepol KPATIkoi, Snuotikof
Kal NOAITIOTIKOI POPEIG TNG NOANG: EuxapiotoUpe Bepud 1o Ynoupyeio Makedoviag-©pdkng, Toug Anpoug ©ecoalo-
viKNng, ZtaupoUlnoAng kai ©€puUng, TIG epopeieg BULavIIVWV, MPOICTOPIKWY Kal KAAGGIKWY apxalotntwy, tov OAO, To
agpodpduio “Makedovia”, Tn xoAn KaAwv Texvwv tou A, to ®eotifdA Kivnuatoypdgou, To OeotiBdA tng Movig
Aalapiotwv, 1o AleBvég DeotBdA BiBAiou, to MTaAAiké Ivotitouto ©eooalovikng, to Mepuavikd Ivotitouto Oeooa-
Aovikng, 10 Mop@wTiko 18pupa tng EBvikng Tpdnelag, tnv Ayiopeitikn Eotia, to EETE kal Quoikd 6Aa ta pouoceia
NG NOANG aAAd Kal ToUG ISIWTEG NMOU MOIKIAOTPONWE NAPEXOUV XWPOUG Kal UNNPEeaieg kabiotwvtag tnv Mnievaie
YUyxpovng Téxvng @ecoalovikng pia lopydvwaon 6Ang TG NOANG. Mati n ©ecoalovikn €XEl KAl TIG UMOSOUEG Kal Tn
Suvapikn va eEEAIXTEN OE OUCIATTIKO KEVIPO GUYXPOVOU MOAITIoUOU.

O1 eNIPEARTPIEG TOU KevTpikoU npoypdupatog, Gabriela Salgado, Bisi Silva kai Zupayw Toidpa npoteivouv KaAAITé-
XVEG Mou Ta €pya Toug emnToUV TN CUMHETOXN TOU «KOIVOU» Kal avayvwpifouv atov Beatn tov poAo Tou ouvenui-
oupyou yiati n oUyxpovn Téxvn gival oUtwg N AAWG pia Mpdgn nou agpopudtal anod tnv CUPPETOXIKOTNTA Kal emidntd
NV aAAnAeyyUn o€ KOIVOUG Kal wpaioug aywVeg.

Me tov Ttitho «Mpd&ig: Téxvn o ABERaloug Kaipougy» eunveuopévo kal daveiouévo and to BIBAIo tou Terry Eagleton

«Metd  Bewpiar, n 2n MnigvdAe ZUyxpovng TExvng O€00aNOVIKNG KataypdPel KANoleG SUCKOAEG Kal ouxvd pi-
WOKIVOUVEG XEIPOVOUIEG TWV KAAITEXVWV: TOUG KAAEl va MIANGOUV yId TNV anotuxia tng NOAITIKAG va NPOCPEPE! TNV
S1ekSIKoUPEeVN yaAnvn, SikalooUvn Kai eUNUEPIa oToug MOAITES, yia tnv anafiwon tng 1I5eoAoyiag mou aduvartei péoa
otnV NANBWPA TwV SIPOPOULEVWV KAl aVTIPATIKWY andYEWY VA UPWOE! VA, YIA TNV OIKOVOUIKA KAl KOIVWVIKA
Kpion nou adikel Kupiwg autoUg nou dev tnv NpokdAeoav... Kaveig Sev eival apeAng yia va unootnpifel Nwg o poOAog
nou avaAauBdvel va siadpapatioel 0 KAAMITEXVNG pnopei va §wael I AUoEIG ota napandvw adié€oda. Mnopei duwg
Y10 KANoIoug va anodeixBel «owTNPIOG» OE OXEON E TOV ENAVANPOCSIOPIoUO PIag oTdong Jwhg Nou PMOPEr N TEXvN
va unaivixBei n akopa kai va SnAwaoel pntd:

- Edv n téxvn avudpdoel otnv 1I00neSwTik NANBWPA Twv BEWPIWV Kal 81a TN YVwoTthg HeBASou Tng apaipeong odn-
ynBei o€ pia kabapn napouaciaon BAcIKWVY €vVOIWY, ONWE N Aydnn, N PTWXEId, 0 NOVOG, N SikalooUvn, N OLOPPId...
TOTE Ba OTPEWEI TNV NPOCOXN TWV BEWPNTIKWY, TWV KPITIKWVY KAl TOU KOIVoU ota {WwTIkd NpoBANuata twv avepwnwy.

- Edv n téxvn enavatonoBetnoel, anoSounaoel kai PETaAAAEe! TG Bewpieg nou and tn Sekactia tou 1950 Kal €wg
TWPA, APOPUWHEVESG ANd TNV NPWIKA EMNOXN TWV KIVNPATWY Kal TWV PavIGESTWY TNV KATETAoOAV KAl TNV Katatdo-
00UV 0€ OXOAEG, OUASEG, TeXVIKEG Kal peBddoug, tdte Ba avaldBel Tov Npwtdtuno pdAo va Katatdooel n idia n téxvn
Tn Bewpia Kal va pnv katatdooetal and autnv.

- Edv n téxvn nepIAdBel kal Npoteivel 16£e¢ Nou Sev Unopouv va cUPPIAIwB0oUV UE TO KOIVWVIKO-MOAITIKO OKNVIKO,
T01E B0 epYPUXWOoel Slapaptupieg, GUAMaANTAPIa Kal - yiati OxI - Kal ENavaoTdoels.

‘Ouwc o KGBe Nepintwon, og OAEC TIG Napandvw unobeTikéG NPotdoelg, n TExvn anavid KAAWVTAg Toug BewpnTikoUg
va kdvouv €va SidAgiyua yia va anoAauoouv autd nou oupBaivel 0to BauPatoupyIko Kevo Petall SUo €Moxwy, otn
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THE e-MobiLArt PROJECT:
AN EXPERIMENT

IN COLLABORATION

AT THE INTERSECTION

OF ART, SCIENCE,

AND TECHNOLOGY

In the beginning of the 2 1st century, scientific and technological research has gradually acquired significant social
and cultural importance. At the same time, however,, research has become dangerously reliant on market forces
(Wilson, 2002). Promising directions of scientific and technological inquiry are not being supported because they
do not fit the criteria of the market, in an era in which “competitiveness” is paramount. Our culture must develop
ways of avoiding the premature extinction of these valuable lines of inquiry. More importantly, culture needs to
maintain a critical stance towards the definition of research agendas, the actual investigation processes and the
implication of what is being discovered. (Wilson, 2002, p.40). Ideally, scientific and technological research should
be understood not only as a specialized technical inquiry but more broadly as cultural creativity and commentary
(Wilson, 2002, p.3).

Art that deals with and incorporates technological and scientific innovation often questions its potential, as well
as its positive and negative implications. Technological art may make use of and critically study technological ar-
tefacts but usually deals with different directions of inquiry, conceptual frameworks and cultural associations than
those investigated by scientists and engineers (Wilson, 2002, p.3). The arts, therefore, may play a critical role in
this regard, as an independent area of research, where artists integrate critical commentary with high-level knowl-
edge and participation in the worlds of science and technology, thus leading to the development of a new kind of
“artist-researcher” (Wilson, 2002, p.35)

The e-Mobil Art project was conducted at a time where, in various parts of the world, many artists look into science
and technology for methods and media that feed into the creative process. Quite often these artists embark on
the risky exploration of sharing the creative process with other artists and quite often with scientists who view this
artistic creation from complementary, or sometimes contradictory, perspectives. The concept behind this project
was derived from personal experiences of the organisers in collaborating with other artists and engineers in the
process of creating interactive media art installations, while taking into account the challenges, creative potential
and enjoyment that this collaboration may entail.

Collaboration in art, science and technology

Although the process of collaboration amongst artists - or amongst artists and scientists - is by no means straight-
forward, it could also be regarded as necessary. Indeed, when deciding to incorporate scientific methods and new
technologies into the process of creating art, the collaboration of experts from vastly different disciplines is not
only desirable but probably unavoidable, since it is very difficult for individuals to possess the knowledge and expe-
rience needed to accommodate all different aspects of such a complex endeavour.

Therefore, collaboration amongst new media artists is nowadays common. In fact, it could even be suggested
that this approach may lead towards a new attitude, in which the egocentric perspective of the “artist as an au-
thority” starts to fade and a new one -that of the artist as a member of a group, where group dynamics get into
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play- emerges. Sometimes, the intention to belong to a group and even maintain anonymity (often witnessed in
electronic and digital music as well as audio art since the 90s) is appropriately symbolised by the fact that the work
is attributed to a named group and not to individual artists.

In the context of artistic collaboration, the social interaction aspect of the experience and the human relationships
that emerge and evolve during this collaboration become vitally important and may have a significant impact on the
actual creative process. This particular aspect, its positive and negative overtones, and the organisers’ personal
experience of this process have also been significant elements as well as sources of inspiration that led to the idea
for this project. Realising that many of the project’s participants did share a similar willingness to enter this risky
process has also been a very rewarding experience.

When viewing collaboration in e-MobiLArt from an organisational perspective, it can be suggested that: attempting
to handle the complexity of the process, creating a context where all different groups of individuals involved in this
process (groups of participating artists, organisational, curatorial, cultural organisations) would collaborate and
maintain an equilibrium among each other, and finally attempting to solve all issues (artistic, technical, financial,
management, group dynamics, etc.) that emerged in the best possible manner, has been a very demanding but
equally very informative and rewarding experience.

Interactive installations

New technologies and interactive media in particular, have aided the expansion of the artwork towards physical,
virtual and hybrid spaces. The tendency to expand the artwork so as to immerse the viewer within an installation
environment of course existed before the deployment of interactive media by such visionary artists/scientists as
Myron Krueger (1991). An installation is a term used for describing “a kind of art making which rejects concentra-
tion on one subject in favour of consideration of the relationships between a number of elements or of the interac-
tion between things and their contexts” (Archer et al.,1996, p.5). The emergence of video and interactive art has
“advanced the understanding of how the viewing of an art work progresses from the metaphysical, or psychological
act, toward a perceptual understanding complete with physical experience and comprehension.” (Huffman, 1996,
p.201) In the 50s, John Cage rejected the conventional conception of composition in music as an internal relation
of parts within a coherent musical whole. Instead, he practised music-making, writing and installation as a process
more akin to the chance encounters and stimuli that impinge upon us in everyday life (Archer et al., 1996, p.26).
His understanding of composition was more directed towards an idea of choosing randomly from among a set of
possible options. This could be seen as “a shift from art as object to art as process, from art as a “thing” to be ad-
dressed, to art as something which occurs in the encounter between the onlooker and a set of stimuli.”

These perspectives have also been very important aspects of the organisers’ conception of the e-MobiLArt proj-
ect, resulting in the selection of installation art as an art form that is more closely related to the project’s idea and
aspirations.

Aims and objectives of the e-MobiLArt project

European Mobile Lab for Interactive Media Artists (e-Mobil Art) is a project tailored around the process of collab-
oratively creating interactive installation artworks. Such mediated environments may involve the use of ubiquitous
computing, communication networks and mobile or locative media technologies. The artists who participated in
the project have experience in producing interactive art and are active in pursuing innovative interdisciplinary
research. The greatest benefit for these participants is the opportunity to collaborate with each other in order to
create interactive media artworks.

The e-MobiLArt project aims to provide participating artists with a multicultural, interdisciplinary context, ideal
for shared artistic practice, by mainly supporting their collaboration as well as the exhibition of the artworks they
produced. Selected participants formed groups and worked together in order to develop their projects. An essen-
tial condition was that each artist collaborated with at least one artist from another European (or collaborating)
country.

Furthermore, through the co-operation synergies that have emerged (and will continue to emerge) through the
activities planned, the project aims to create a European co-operation network, which will reflect the dynamics of
both European cultural diversity and contemporary artistic expression in the area of interactive installation art. An
ultimate objective of the project is therefore to build a community of artists, scientists, theorists, cultural opera-
tors, academic institutions and ICT-related companies which will continue to evolve and form new synergies after
the completion of the project.

The e-MobilArt project is supported by the European Commission under the framework of the CULTURE 2007-13
Programme and managed by the Education Audiovisual Culture Executive Agency (EACEA).
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Structure of the project’s activities

Participation in the e-MobiLArt project for selected artists involved attendance of 3 workshops in:
+ Athens, Greece, 2-6 June 2008

» Rovaniemi, Finland, 4-8 August 2008

« Vienna, Austria, 9-13 February 2009

In these workshops, artists were provided with necessary technical, theoretical and curatorial support, and were
aided in collaborating with each other for the purpose of creating an interactive media installation.

It also involved joint production of a group artwork during (and in-between) the workshops, to be presented in at
least one of the two final exhibitions at:

- the State Museum of Contemporary Art — during the 2nd Thessaloniki Biennale (Greece, May-June 2009)

+ the Roundabout Art Gallery of the Academy of Fine Arts - Katowice (Poland, October-November 2009)

Group collaboration

Participants formed groups of 2-8 persons. Each group consisted of participants from at least two European
countries. The formation of the groups aimed to promote interdisciplinary and intercultural dialogue amongst
participants. On line communication between the artists was strongly encouraged and supported not only during
the workshops but also during the period in-between and after the workshops. This communication was conducted
via existing on-line tools and social network systems, via the project’s website as well as through the on-line col-
laboration tool that was developed for this purpose by the Laboratory of New Technologies of the Dept. of Com-
munication and Media Studies of the University of Athens.

Content of the workshops

The three workshops supported the creative process through a series of presentations and lectures and by sup-
porting collaboration within the groups’ activities at a theoretical, practical, and technical level. The technical aspect
of the workshops focused on the use of appropriate hardware (sensors, devices, boards, i.e. I-CubeX hardware)
and software (courses in MAX/MSP, etc.) supporting the design and development of ubiquitous computing systems
and interactive environments. Apart from technical support, artists were offered theoretical advice throughout all
phases of the creative process (conception, design, and implementation of their interactive installation artworks)
by the members of the curatorial advisory group. Additionally, the workshops featured lectures on specific topics
related to the current discourse emerging at the intersection of art, technology, science and society by an interna-
tional team of experts (professionals, academics, researchers, artists, museum curators) active in this field.
Organization of the two exhibitions

At the end of the project, two exhibitions will be organized. The first one is held in Greece, during the Thessaloniki
2nd Biennale (May-June 2009) and is organized by the State Museum of Contemporary Art. The second one
will take place in Poland, organized by the Gallery of the Academy of Fine Arts, Katowice (November 2009). This
implied an obligation on behalf of the groups of participants to schedule the production process of their artworks
accordingly, and an obligation on behalf of the project co-ordinators that each of these works would be exhibited
at least in one of the aforementioned exhibitions spaces.

Participants

The artists who participated in the project have been carefully selected from a large number of high quality ap-
plicants. A call for participation in the project was announced in February 2008. 105 artists responded to this call
and submitted portfolios and CVs. All applications were thoroughly examined and evaluated by an international
selection committee consisting of 7 members (N. Czegledy, A. Bureaud, C. Galanopoulou, D. Charitos, R. Schnell,
M. Niinimaki, and R. Malina), on the basis of the quality of the work included.

Finally, 33 experienced artists coming from the areas of visual, electronic and interactive arts, some of them
having background in performance, video, architecture and sound art, were selected. Most of them already had a
significant presence in the international arena of new media arts, by participating in exhibitions and other related
cultural activities. Most of the participants had been previously involved in collaborative projects. Additionally,
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many also had significant teaching experience in related fields in academic institutions. Finally, although it was
hoped that some of the participants would come from a purely scientific background and would have an intention
to be involved in an art-science-technology collaboration, this did not occur.

Some initial thoughts on the e-MobiLArt process

Evaluating the results of e-MobiLArt

e-MobilArt is an experimental project. Its experimental character relates to several of this project’s levels: the ar-
tistic, the organisational, the theoretical, the applied, as well as the level of social interaction amongst all individuals
who participated in the project. It is a very complex experimental process, involving a multitude of activities that
needed to be supported and carefully orchestrated in the best possible manner by the organisers.

As such, it has to be evaluated as an experiment, thus not only by focusing on the artistic result which is presented
in the two exhibitions (Thessaloniki and Katowice), but mainly on the processes that it entailed in the two years
of its duration and on the impact of these processes on all parties and individuals involved. Any analysis of the
result of this project should attempt to identify what all participants experienced and finally learned through these
processes and what new ideas, methods, and strategies for collaboration in creating new media art emerged as a
result.

Systematic research on these issues is being conducted via questionnaires and interviews, by a team of the New
Technologies Laboratory. The results of this study will be documented in a future publication relating to the activi-
ties of the project. Ultimately, it is hoped that documenting and analysing the collaborative and interdisciplinary
process of artistic experimentation and the exhibition of completed artworks in the context of e-MobilLArt will
reflect contemporary intercultural, artistic and interdisciplinary discourse and may also contribute towards identi-
fying emerging processes and activities in contemporary artistic creation.

A brief review from the point of view of an organiser

The e-mobiLArt Culture project aimed at developing artworks through a collaborative process. Artists from dif-
ferent European and non-European countries, who were previously unacquainted, with diverse approaches and
methods, worked together in groups to develop artwork prototypes — from conception to realisation. Certain gen-
eral goals were defined in the call itself. Processes leading up to the realisation of these goals were essentially
determined by the modes of collaboration and forms of communication between the participating artists and the
organisers (both the organisational and the curatorial advisory groups), which had to be adapted in the course of
the process.

Issues that had to be dealt with during the process involved:

+ group dynamics, project based versus individual working methods, artists " authority and powerplay

« How can each participant contribute?

- Disciplinary expertise and the group: how can solutions that satisfy all be identified?

+ Some artists were not used to working in groups

+ Reconciling major differences emerging from the artistic-aesthetic vocabulary

- English was the working language; while to some it was their native language, for others it was a foreign lan-
guage. Various levels of fluency in English therefore guided the communication between participants and the or-
ganisers. In addition, during the development phase, all written communication concerning the artworks had to be
in English.

Most participants only met in person during the three weekly workshops (in Athens, Rovaniemi and Vienna). In
the meantime, they had to develop their projects and collaborate mainly by using written (or spoken in the case
of skype) language. This meant that artists had to bridge distances through written communication: they had to
review, negotiate and sum up their concerns very precisely in order to convey the artistic as well as organisational
aspects of the work to their own group members or to the organisers and at the same time also engage each
other’s artistic interest and keep everyone informed. The aim was to create an artwork with which each group
member could identify him or herself. A common aesthetic format had to be negotiated which could be produced
and exhibited within the limitations imposed by the restricted financial resources.
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Collaboration was a practical necessity and, at the same time, an opportunity to exploit the resulting synergies.
It was an opportunity for productive and constructive use of the differences and conflicts that arose from various
working methods and concepts, divergent approaches or personalities. This meant crossing and blurring one’s own
disciplinary boundaries in order to expand horizons, to push boundaries or to find new definitions of one’s own
artistic work.

Two examples identified out of a variety of problems are listed below. Strategic solutions were found for them in
the course of the collaboration. From the point of view of organisers these proved successful only in retrospect:
1. From individual concept to group concept — multiple participation

In keeping with the call, each artist had already entered a project proposal in the application. If selected, the ap-
plicant was to develop the work with other participants in fulfilment of his/her previously declared aim. As it turned
out, many participants joined not only one, but several groups and thus worked on several projects simultaneously.
At first, the organisers assessed this as very problematic, fearing that the artists’ energy, concentration and com-
mitment could prove to be very unproductive if fragmented and divided into several group projects. For a long time,
the organisers feared that towards the end of the process some groups consisting of artists working in several
groups may suddenly disintegrate and not be able to complete their prototypes, should individual members decide
to collaborate mainly with one group in order to focus their attention to one single project.

To our surprise, the opposite proved to be true. However, one group comprising several artists did dissolve. Group
members decided to remain in one of their other groups and focus all their energy on one single project. All other
groups remained stable and developed one collaborative project each for the exhibition.

In retrospect, one can conclude that multiple-participation could in fact be seen as a productive way of dealing with
differences and conflicts that address the diverse approaches within the groups, whereby the experiences and skills
of the multiple participants could contribute in securing a position within the respective group or even influence
the final product of the collaboration.

2. Strategies for modular structures and work as common ground for art production:

The results that will be presented at the exhibition will show how successful the modular design strategies and pro-
duction methods evolved by groups with larger numbers of participants have been in creating a common ground
for the artwork, allowing synergies and opening doors for action while at the same time creating a modular struc-
ture, with various coexisting aesthetic formats.

A brief description of the three workshops

The e-MobiLArt Athens workshop
The first e-Mobil Art workshop was held in Athens (Greece) from 2 to 6 of June 2008 in the Cultural Multicenter
“Apollo” of the Prefecture of Piraeus.

The Athens workshop initiated the collaboration process among the 33 selected artists. After a short introduction
of the preliminary ideas and concepts that led to the realization of the e-Mobil Art project, a first presentation
regarding project implementation (and more specifically the project’s timeline and the teamwork process for the
implementation of the final artworks) followed.

During these five days, the workshop activities focused on theoretical and technical presentations and lectures for
the participating artists. At the same time, participants were given a chance to introduce themselves to others and
to give a presentation regarding their artistic works and experience. Moreover they had the opportunity to meet
one another and ultimately find other artists with whom they could form groups in order to begin collaborating for
the purposes of the project. The formation of groups was indeed the main aim that had to be achieved during this
first workshop.

Participants were aided by a team of 15 members of the e-MobilL Art organizing group and the curatorial advisers
who supported them in their creative efforts with theoretical or technical presentations, advice and discussions.
The team of the organizers and curators also initiated the collaboration process by engaging artists to brainstorm-
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ing sessions that aimed to facilitate the group formation process by giving participants the opportunity to col-
laborate with colleagues who shared similar ideas and approaches. Participants were finally asked to decide which
teams they would like to join and they all finally identified potential collaborators. They then worked with their team
members towards an initial idea for an interactive installation, at a conceptual level, and presented the result of
this work at the end of the workshop.

Invited speakers who gave keynote presentations were: Peter d’Agostino: “PASSAGE/S, surveying new media-
1970s/2000s”, Marcos Novak: “Transmitting Architecture: Turbulent and Invisible Topologies” and Dimitris Alithi-
nos: “Regarding the artist’s involvement with the public”. Additional presentations were given by lannis Zannos:
“The Labyrinth as Metaphor for Virtual Environments in Media Arts - Old and New (Notes of a Flying Ant)”, Vasilis
Bourdakis: “Virtual form”, Maria Roussou: “Virtual Reality Art”, llias Marmaras, Daphne Dragona & Voltnoi: “Play
tactics in the web 2.0 era”, Iro Laskari: “BioArt and Generative Synthesis”, Veroniki Korakidou: “Art and Synaes-
thesia”, Konstantinos Chorianopoulos: “Modeling and development of interactive and networked artworks with
open-source software and hardware” and Dimitris Charitos & Haris Rizopoulos: “Locative Media: Presentation of
the LOCUNET system”. A discussion on “Theoretical Perspectives of New Media Art” was also conducted by Nina
Czegledy, Annick Bureaud, Christiana Galanopoulou and Korrina Pateli. Additionally, Jeremy Bernstein (Cycling
74) gave a series of introductory crash courses on using the Max/MSP/Jitter software for creating interactive
environments.

A number of these presentations were open to the public, but access to the workshop’s collaborative group work
sessions was strictly limited to workshop participants and e-Mobil Art organizers.

The e-MobiLArt workshop in Rovaniemi

The second workshop of e-MobiLArt took place at the University of Lapland, situated far up north, right at the Arc-
tic Circle in Rovaniemi, Finland. For this workshop, we tried to create a good balance between offering a tight and
focused program — in the form of relevant lectures and technical workshops — and leaving enough space and time
for the artists to concentrate on their own projects. The organisers of the workshop also decided that it would be
very useful for the collaborative and interdisciplinary process to provide artists with the possibility to familiarise
themselves with the unique location and the beautiful nature of Lapland.

The lectures included presentations relating to various topics in the field of media art and media art research. Se-
lected speakers from the University of Lapland — Dr. Mauri Yla-Kotola, Tomi Knuutila and Matti Niinimaki - lectured
about specific aspects of art and research within the context of their own field of expertise. Some guest speakers
from outside the faculty were also invited to present their own artistic research and creative processes. Jussi
Angesleva - professor at the Berlin University of the Arts, Art Director of ART+COM and University of Lapland
alumni - talked about his ideas of embodiment in interaction design through his own work and the work of his
students. Christopher Hales from Central St. Martins School of Art & Design talked about the notion of interactive
narratives in media art. The workshop program also included technical presentations from two of the e-MobiLArt
project partners: Infusion Systems and Cycling ‘74. Elliot Sinyor from Infusion Systems presented various I-CubeX
sensor systems and ways on how they could be applied in interactive art works. Jeremy Bernstein from Cycling ‘74
continued with the Max/MSP/Jitter sessions that started during the first workshop in Athens.

An additional important task, especially for this stage of the e-MobilLArt project, was to finalize the group formation
process and to define an outline for each group project. Therefore, enough time was left during the workshop for
group work to take place too. The artists were provided with access to equipment and facilities of the University of
Lapland for testing and research purposes. Feedback discussions between the artists, organizers, curatorial advi-
sors and lecturers were organized in order to help with the development of the conceptual, aesthetic and technical
aspects of the art works.

In order to respect the notion of the Mobile Lab and based on the feedback received from the first workshop, we
felt that it was important to provide the possibility for the participants to interact with the location and the envi-
ronment of the Rovaniemi workshop. To achieve this, we organized a short trip outside the city of Rovaniemi to
see the beautiful natural landscape, where the artists had the possibility to breathe some fresh air, get inspired
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and talk about their projects in a more relaxed environment. Considerable positive feedback was also received for
a trip we organized to the Sodankyla Geophysical Observatory, where the artists had the possibility to discuss
with scientists of the observatory about the science behind aurora borealis and other phenomena related to the
arctic areas. As organizers, it was very rewarding to see some of these aspects being implemented in the artistic
research process of some of the groups and even in some of the finalized installations.

Organizing an effective and satisfying workshop for over 30 artists from such different fields and backgrounds
proved a very challenging task. At the same time, it was also a very rewarding process. It was fantastic to see
the enthusiasm and the enormous energy of creativity which was created during this workshop. Bringing such a
diverse group of people together to the northernmost university in the European Union in such a creative context
was definitely a valuable experience for the entire organizational team of the project. We are confident that the
results presented in the exhibitions in Thessaloniki and Katowice will prove that our efforts have not been in vain.

The e-mobilLArt Workshop in Vienna

The third workshop of the e-mobilLArt project took place at the Department of Digital Art of the University of Ap-
plied Arts Vienna. Its goal was to offer a technical and communicative work environment to support the artists in
realising their concepts and producing prototypes of their artworks that could be presented in the planned exhibi-
tions (in Thessaloniki and/or Katowice).

Ruth Schnell and Martin Kusch were responsible for this workshop’s program and directed the parts they were
concerned with. (Ruth and Martin are both media artists and hold teaching positions at the Department of Digital
Art. They have experience in the production of art, as well as in the organisation of collaborative environments).
With the support of Gerald Bast, rector of University of Applied Arts and Virgil Widrich. director of the Department
of Digital Art, the workshop took place at the above mentioned department (1000 m2), and the artists could use
its equipment and hardware infrastructure.

Ruth Schnell directed the workshop programme and was assisted in administrative tasks by Veronika Schnell (a
teacher of media art theory at the department) and Franziska Echtinger (office manager of the department).

The programme included lectures on the subject of interdisciplinarity / transdisciplinarity in art and science (lectur-
ers: Anne Nigten/Rotterdam/NL, Bernd Kraftner/Vienna/AU, Thomas Fiirstner/Vienna/AU), presentations of art
works and their methodology (by Ruth Schnell and Martin Kusch, based on their own artistic work), talks on the
preparation of the planned exhibitions in Thessaloniki (Dimitris Charitos/Athens/GR) and Katowice (Marian Oslislo
/ rector of the University of Fine Arts Katowice/PL) and a lecture by Annick Bureaud/Paris FR about YASMIN digital
network and LEONARDO/ ISAST network.

Martin Kusch was in charge of the logistics and preparation of the technical infrastructure. He was assisted by 6
students and one technical staff member of the Department of Digital Art to ensure the hardware support for the
artists during the workshop.

Each art project group had their own working space. The workshop schedule was structured so that artists would
have fixed time-slots during which they could receive support from the experts in programming and sensor sys-
tems. (Jeremy Bernstein, Mattii Niinimaki, Eliott Sinyor). A short meeting of all participants and the lectures were
scheduled during mornings. Throughout the rest of the day, the artists could work at their own pace. The artists
had 24-hour access to the Department’s facilities.

On the first day of the workshop, the artists presented the concepts behind their group projects to the curators
and organisers; on the last day of the workshop there was a presentation of the prototypes of artworks. Artists
received feedback from curators, organisers, experts and the other artists. Finally, with the aid of a model and a
plan of the exhibition space in the Museum of Thessaloniki, there was a discussion about the arrangement of the
works that would be exhibited there.

The schedule also included daily meetings between organizers and curatorial advisers about issues arising dur-
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ing the work-process and also regarding the next steps in the preparations of the planned exhibitions and related
publications. Finally, during the workshop, curatorial advisers and organisers engaged in additional meetings and
discussions, because they felt it was necessary to find solutions for upcoming problems or discuss controversial
points in detail.

From the point of view of a workshop organiser:
The collaboration for the preparation of the workshop in Vienna was strictly based on a clear partition of working
fields. The team had already worked together in other projects at the University of Applied Arts Vienna.

The workshop process itself was very dynamic for everyone; for many hours we were fully immersed in the pro-
cesses, in the conversations and discussions with the others (artists, organisers, curators, experts). On the one
hand, we kept track of the activities as organisers, facilitators, coordinators, administrators while at the same time
observing from a kind of participative point of view the concepts coming up and their transformation into final
prototypes. On the other hand, we had very interesting, stimulating, intensive discussions in the meetings with the
curatorial advisers and other organizers. The collaboration with the organisers and curators was really process
based.

In retrospect, it seems that differing views about the nature of the collaborative process played a decisive role in
formulating disputes, but there was always a way to arrive at a place where everybody felt comfortable with the
solution. It was a very intensive week and at the end of the workshop we realized that some of the ways in which we
reached the goal together could not have been thought of before we had found strategies, as a result of interacting
with each other.

Authors:

Dimitris Charitos, Michael Meimaris, Ruth Schnell, Veronika Schnell, Mattii Niinimaki, Bettina Schuelke, Veroniki
Korakidou, Olga Paraskevopoulou.

Editing support:

Charalampos Rizopoulos

References:

Archer, M., DeOliveira, N. Oxley, N. & Petry, M. (1996) Installation Art, London: Thames & Hudson Ltd.

Huffman, K.R. (1996) Video, Networks and Architecture, in Druckrey, T. (ed.) Electronic Culture, Aperture Founda-
tion.

Krueger, M\W. (1991) Artificial Reality I, Addison Wesley Publishing Company, Reading, Massachusetts.

Wilson, S. (2002) Information Arts: Intersections of Art, Science and Technology, Leonardo Series, Cambridge,
Mass.: MIT Press.

Project partners and associate partners:
The e-MobilLArt Project is half funded by the European Commission under the framework of the CULTURE 2007~
13 Programme and managed by the Education Audiovisual Culture Executive Agency (EACEA).

For more information please visit the e-MobiLArt website:
http://www.media.uoa.gr/emobilart

Or contact the organizers:
emobilart@gmail.com



e-MobiLArt European Mobile Lab for interactive media Artists

ROUNDABOUT OF ART

7/he Roundabout Art Gallery is an important new place on the cultural map of Katowice, located in the very centre
of the city, at a busy intersection. This unusual location stirs up emotions from the start. The constant proximity of
traffic, the transparency of the venue makes the visitors feel as if they were at the focal point of energy.

Through managing this place, the Academy of Fine Arts in Katowice tries to offer a varied selection of exhibitions
to a wide audience. The two galleries located in the Roundabout Art Gallery have hosted renowned artists from
Poland and abroad: Asger Jorn, Roland Topor, Jean-Michel Alberola, the graphic art of Japan and the International
Print Triennial in Krakow among others. We also attempt to invite interesting young artists who are just entering
the art market. Our collaboration with art schools from all over the world resulted in the international exhibition
Figurama shown periodically in many European countries. It presents drawing as an important medium of artistic
expression and its place and role in the process of art education. The Roundabout Art Gallery exhibited many
projects connected with the new media, phenomena from the realm of contemporary visual culture. One of them
was a project named C.0.A.L., part of the European Culture Programme. It represented issues related to European
regions where coal is being mined, which has shaped and influenced the character of these places. Various aspects
of these issues were addressed by artists and scientists from Upper Silesia, Nord-Pas de Calais, and the Ruhr Area.
Their work resulted in art exhibitions in Poland, France and Germany, as well as an international scientific confer-
ence in Katowice. Apart from art, a significant part of the activity of the Roundabout Art Gallery is concerned with
design. We present the achievements of young designers and organise international conferences, workshops and
meetings with accomplished theorists and designers.

The Roundabout Art Gallery is a place dedicated to encounters with art, design, and modern visual culture. The
character of this place is complimented by concerts, literary meetings and performing arts. The eMobilArt exhibi-
tion agrees perfectly with the personality of the Roundabout Art Gallery and | am convinced that it is going to be
an important point in its history.

prof. Marian Oslislo
Academy of Fine Arts in Katowice
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RONDO SZTUKI

Galeria Ron(hztuki to nowe, wazne miejsce na mapie kulturalnej Katowic usytuowane w samym jego centrum
na najruchliwszym skrzyzowaniu. Ta niezwykta lokalizacja Ronda Sztuki budzi juz emocje na samym wstepie. Nie-
ustanna bliskos¢ miejskiego ruchu, ,,przezroczystos¢“ samego obiektu daje odwiedzajagcym to miejsce poczucie
bycia w samym centrum energii.

Zarzadzajac tym miejscem Akademia Sztuk Pieknych w Katowicach stara sie zaoferowac szerokiej publicznosci
roznorodng oferte wystawiennicza. W dwdch galeriach mieszczacych sie w Rondzie Sztuki prezentowalismy arty-
stoéw Swiatowej klasy z Polski i z zagranicy m. in.: Asgera Jorna, Rolanda Topora, Jeana-Michela Alberole, graficz-
ng sztuke Japonii i wystawy grafiki w ramach Miedzynarodowego Triennale Grafiki w Krakowie. Staramy sie zapra-
szac rowniez mtodych, interesujgcych tworcéw wchodzgcych dopiero na rynek sztuki. Wspotpracujemy z uczelnia-
mi artystycznymi ze swiata, owocem tych dziatan jest miedzynarodowa wystawa o nazwie ,Figurama*“ prezento-
wana cyklicznie w wielu krajach Europy. Pokazuje ona rysunek jako wazng wspotczesng forme artystycznej wypo-
wiedzi, jego miejsce i role jaka spetnia w kontekscie procesu edukacji artystycznej. W Rondzie Sztuki prezentowali-
$Smy réwniez wiele projektdw zwigzanych z obszarem nowych medidw, zjawisk zwigzanych ze srodowiskiem wspot-
czesnej kultury wizualnej. Jedna z takich wystaw byta prezentacja projektu o nazwie ,,C.0.A.L.“ w ramach europej-
skiego programu ,Kultura®“. Prezentowat zagadnienia dotyczace europejskich regiondw usadowionych na obsza-
rach, gdzie wystepuje wegiel, ktéry uksztattowat i w znaczacy sposob wptynat na charakter tych miejsc. Nad tymi
zagadnieniami w réznych aspektach pracowali arty$ci i naukowcy z Gérnego Slaska, Nord-Pas de Calais i Zagte-
bia Ruhry. Ich praca zaowocowata wystawg sztuki w Polsce, Francji i Niemczech oraz miedzynarodowa konferen-
¢cja naukowa w Katowicach.

Oprocz sztuki powazng czes¢ naszej aktywnosci w Rondzie Sztuki zajmuje dizajn. Prezentujemy osiggniecia mto-
dych projektantéw, organizujemy na ten temat miedzynarodowe sympozja, warsztaty i spotkania z teoretykami i
uznanymi projektantami.

Rondo Sztuki to miejsce dedykowane ,,spotkaniu® ze sztuka, dizajnem i wspdtczesng kulturg wizualna. Charakter
tego miejsca dopetniajg odbywajace sie tu koncerty muzyczne, spotkania z literaturg i sztukami performatywny-
mi. Wystawa ,,eMobilArt* wpisuje sie doskonale w charakter Ronda Sztuki i jestem przekonany, ze bedzie ona waz-
nym momentem w jego historii.

prof. Marian Oslislo
Akademia Sztuk Pieknych w Katowicach



e-MobiLArt European Mobile Lab for interactive media Artists

THE e-MobilLArt
PROCESS:

A CURATORIAL
PERSPECTIVE

The increasingly blurring boundaries between artists, curators and audiences created, cver the past decade, an
entirely new ecology where nearly every phase, every aspect, and every role embodied in art practice is radically
changing. The parameters of production, publication, dissemination and audience reception have shifted beyond
previously unimagined settings and conditions. This is especially true of media art. Furthermore, these days indi-
vidual art concepts often evolve into complex international, interdisciplinary projects, requiring extensive attention
including selection, production, management, administration and dissemination. Consequently all involved parties
- artists, curators and venues just to name some - have to respond to the rapidly changing theoretical, technical
and sponsoring interests. Many of the collaborations try to utilize new forms of teamwork bringing together profes-
sionals to interact in a cross-disciplinary international context. Within the process of this hybrid collaboration sev-
eral questions emerge: How do we approach differences? How do we benefit out of interdisciplinarity and cultural
diversity? Are there any rules? Can we be conscious of the underlying artistic, social and political motivations?
How can these be part of a vibrant work of art?

The eMobilArt project excellently illustrates a case of complex experimental collaboration. Several layers of team-
work took place within the course of the project involving the artists who constituted the groups, the three curato-
rial advisers and the organizers -a teamwork which developed both within each group category and in collaboration
with the others. The different layers and levels of collaboration were the first challenge to be faced. As a result,
working and communication systems were set up during the developmental and production process requiring flex-
ibility and continual adjustments from all involved parties.

From a curatorial point of view, the process was highly atypical. Curators usually select existing artworks or com-
mission new works based on a dialogue with the artist. In this case, as the project participants developed the
collaborative artworks within the timeline of eMobilArt, amendments had to be made regarding the homogeneity
of themes, the expectations of outcome and absence of selection. With these shifting paradigms, the role of the
curator was altered, moving toward the function of a “facilitator”, assisting the different groups to articulate their
own project and working process towards the concrete outcome of creating an interactive installation.

While all of this was decidedly unusual for a curator, the entire process remained fascinating, as we witnessed how
accomplished artists in their own right, with an existing body of works, came up with a solid single project and
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became part of a whole, where the contribution of each of them can be recognized but is transcendent into some-
thing new and unique to the group and the artwork. The process which generated the creation of the artworks often
reminded of the deleuzian rhizome, as collaborative projects were being generated from different combinations of
artists until the last minute, and will probably keep being generated after the official end of the project. This continu-
ous multiplication of the projects was unexpected and it keeps going on between the artists, sometimes without
any “facilitation” from the curatorial advisors or the organisers. Which proves that good ingredients will only make
a good cake: 35 creative and experienced artists, willing to find partners, with technological collaboration tools at
their disposal, theoretical support if they need it, inspiring though short meetings - what could be a more prolific
platform for collaborative projects?

Out of the many projects which have been conceived, most are being exhibited in Thessaloniki, a number of them
in Katowice and some in other venues besides the participating institutions of the eMobilArt project.

The installations are very diverse in their aesthetics, content and media, reflecting both the heterogeneity and rich-
ness of all the artists involved and the wide scope covered by interactive new media art.

Meeting each other and working together for the purposes of this project was a positive and fruitful experience for
the three of us, curators of different backgrounds, practices, experience and visions. A very interesting accordance
through diversity occurred, and we have to admit that this was something all of us particularly enjoyed. One point
we agreed on from the very first moment we met, is an idea we brought up in discussions with the participants: that
technology remains an important medium, worth to research and to experiment with, worth to achieve excellence
and to open up to new spheres, but we have to keep in mind that a strongly defined concept is equally important
behind any artwork to provide an art experience and a rich world to be explored.

We would like to keep believing that working with the artists on concepts and ideas and the ways to convey these
through various media was part of our contribution to this project.

Annick Bureaud / Nina Czegledy / Christiana Galanopoulou
Committee of Curatorial Advisors



TO e-MobiLArt
02 AIAAIKAZIA:
H ENIMEAHTIKH ANMOWH

Kabwe ta opla petagu twv 1810TNTwv Ko)\)\lmnlud\ntwv Kal Kolvou yivovtal 0Ao kai Mo acagn, katd v
teAeutaia Sekagtia 1o KAANITEXVIKO NePIBAAAOV €xel MAPEI TN HOPPN EVOG EVIEAWG VEOU «OIKOOUGTNUATOG», UE OU-
vénela m pIdikn aAAayn kdBe pdong, KABs NMTUXNG Kal KABE POAOU TNG KAAMITEXVIKAG MNPAKTIKNG. O1 NapduUETpol TNG
napaywyng, g dnoacionoinong, tng 51G500N¢ ToU €pYOU KAl TNG UNOSOXNG TOU and T KOIVO £XOUV YETATONIOE! Ta
Opla Tou Se50UEVOU OKNVIKOU Kal TwV CUVONKWY, o anyeio nou uéxpl XBeg kaveig Sev eixe pavraotel. Autd 1oxUel
1810ITEPA OTO XWPO TG TEXVNG VEWV PECWV (media art). EminAéov, onpepa, 166G HEUOVWUEVWY KAAAITEXVWYV OUXVA
e€eliooovtal oe olvBeta S1eBvn Sieniotnpovikd NPOGTZeKT, nMou anaitolv yia va uhonoinBoulv 181aitepn NPOCOXN o€
noAUnAokeg Siadikaaieg dnwg n emiAoyn, n napaywyn, n ielbuvon, n dloikNTIKA unootpIEn kai n 81Gdoon Toug.
Katd ouvéneia, 6ol o1 EUNAEKOUEVOI - KAANTEXVEG, EMUEANTEG Kal XWPOI PIAOEEVIAG TwV EKSNAWOEWY ival povo
pepikoi and autoUg - NPENEl va YnopoUv va avianokpivovial ota S1apkwe petaBaAldueva {ntnuata nou anaitouv
NV ouVEIoPOoPd TOUG, O ENMNESO BEWPNTIKO, TEXVIKO N xopnyIwV. MoAAd and autd ta Npdtekt ouvePyaciag nNpo-
onabouv va a€lonoincouy VEEG HOPPEG OUAdIKNG epyaciag PEpvoviag os enagn enayyeAuatieq and Sidpopoug
XWPOUG WOTE VA oUvePYaoToUv Péoa o€ €va SieBVEG Siabepatikd nAaiolo. Méoa and t Siadikacia twv UBPISIKWY
auTWV PopPwvV ouvepyaciag avaduovial Sidpopa epwrtnparta: Mwg npooeyyidoupe Tig S1apop£s; Mwg pynopouue
va enw@eAnBoupe and tn dieniotnpovikdtnta Kal Ty NOAIIGTIKA NOAUpPoP®ia; YNdpxouv Kavoveg; MnopoUpe va
€XOUME ouVaIoBNoN TwWV KAAAITEXVIKWV, KOIVWVIKWV Kal MOAITIKWV KIVATPWY MOU UNOKIVOUV TIG EVEPYEIEG Kal TIG
anoQdoelg Tou KABe ouvepydtn; MG unopouv autd va anoteA£0ouv PEPOG eVOG NAAAGUEVOU £PYOU TEXVNG;

To eMobilArt anoteAei e€aipetikd napadelypa piag t€toiag NOAUNAOKNG NEIPAUATIKAG ouvePYaciag. Katd tn Sidpkeia
G €€EAIENG TOU NPOTLEKT, XPEIGOTNKE va €PAPUOCTOUV KAl VA AEITOUPYNCOUV TaUTOXpova OUASIKEG EQYATIEC OF
NMoAAG enineda, PETAgU TwV KAANITEXVWOV MOU OUYKPATNOAV TIG OUASEG, TWV TPIWV ENIMEANTWV KAl TwV S10pYavwIwyv
- Kal N ouvepyaoia avantuxBnke 1000 OTO E0WTEPIKO KABE ouddag 600 kal avaueoa oTiG S1IaPOPETIKEG OpAdeG. Ta
S1apopeTikd enineda ouvepyaaoiag NTAv Kal n NPWIN NPOKANGCN Nou avtiuetwnioae. Q¢ anotéAeoua tng NoAUNAOKNG
S1adikaciag ouvepyaoiag NPogkuyav CUCTNUATA £PYACIAG KAl EMIKOIVWVIAG Mou dnuioupyndnkav katd t ¢don tng
avdntuéng kai Ing Napaywyng, Ta onoia kai anaitodoav eUeAISia kal cuvexn NPooappoyn and GAoUG TOUG EUNAEKS-
HEVOUG.

Y€ 60,1 apopd tnv enmiyéAeia, n Siadikacia ntav 161aitepa acuvnBiotn. O1 eMIPEANTEG EMNIAEyouV cuVRBWS €pya nou
nén undpxouv n avabétouv kaivoupia, péaa and SidAoyo e Tov KAAAITEXVN. TNV MPOKEIUEVN NEPIMTWON, KAl EVW Ol
OUMHETEXOVTEG OTO MPOTLEKT AVENTUOCAV TA «OUVEPYACIaKAd» £pYa TOUG EVIOG TOU XPOoVIkoU NAaiciou tou eMobilArt,
£€Npene SIAPKWE Va va YivovTal PIKPEG avanpooapuoyEG we NPOG TNV OpOoIOYEVEId TNG BEUATIKAG, TIC NPOCSOKIESG
OXETIKA JE TO AMOTEAECHA KAl TNV arnoucia g eMIAOYNG. Z€ éva otaBepd petafardpevo NAQiclo 6nwg autod, Xpel-
dotnke va aAGEel kal 0 POAOG ToU eMPEANTA, 0 onoiog AsitoUpynoe NAEOV NEPICOOTEPO WG «SIAUECOAABNTAGY,
S1eukoAUvoVTag Kal BonBwvIag TIG opddeg va S1apopPwoouV To NPOTIEKT TOUG AANG Kal TIG 51a81Kacieg cuvepyaaiag
J€oa OTo NAQioId TOUG e OTOXO0 N KABE oudda va oxedidoel Kal va oAoKANPWOEl Tn Snyioupyia piag §1a8pactikng
£YKATAOTAONG.

Ev 6Aa autd ntav onwodnnote acuvnBiota yia Toug eNIJEANTEG, N OUVOAIKN Siadikacia ntav yia Ydg ouvapna-

oTIKN, KaBw¢ napakohouBoUoape 10 NWEG NSN oAoKANPwUEVOI KAAMITEXVEG, Mou SiEBetav éva owpa €pywv atnv
nopeia Tou o kaBévag, katdpepvav va yivovial HEpog evdg ouvolou kal va GTtdoouv otn SIapopPwaon VoG Kal
PGVO Kolvou MPOTLEKT Yia kABe opdda, 0To onoio N CUVEICPOPA ToU KaBevog eival pev avayvwpioiun, aAAd v iSia
OTIYUN PETAUOPPUVETAIl O KATI VEO Kal ovadiké yia tnv oudda kal o €pyo tng. H Siadikacia yéoa and tnv onoia
Snuioupyndnkav ta £pya BUUIZE ouxvd th Bewpia Tou «PIZWHATogy Tou NTeAEd, kabwg npdtlekt ouvepyaaoiag Eenn-
douoav and S1apopetikols ouvduaopoUg KAANITEXVWV PEXPI TNV TEAEUTAIa oTIyun, kal mbavétata Ba ouvexiocouv
va dnpioupyouvtal kal Petd tnv enionun AnEN tou eMobilArt. Autdg o ouvexng NoAAanAaciaopog twv Epywy Atav
anpOOoUEVOG Kal OUVEXIZEl va MPOKUNTEl aVAPEDA OTOUG KAAAITEXVEG, TIG MIO MOAAEG POPEG MAAIOTA XwPIG TN Siape-
0OAGBNON TWV NIPEANTAOV N TwVv Slopyavwiwy. Mpdyua nou anodeikvUel 0TI Ta KaAd UAIKG &€ punopoUv napd va
S5waoouv £va KaAd anotéAeopa: 35 Snuioupyikoi Kal £uneipol KAANITEXVEG, MPOBUPOI va ouvepyacotouy, £Xoviag otn
51a0e0n Toug TexvoAoyikd epyaleia mou BonBouv th cuvepyaaia, Bewpntikn unootnPIEN epdoov T xpeiddovial Kal
oUVTONEG AAAG SNUIOUPYIKEG OUVAVINGEIG YEWATEG £Unveucn - Ba unopouae va undpé&er nio kapno@dépa NAatdpua
yla ouvepyaoiakd KaANITEXVIKG £pya;

And ta NoAAG npdTekT nou Npogkuyayv, ta NepIoodTepa exktiBevial otn ©eccalovikn, opiopéva oto KatoBitoe Kai
kdnola dA\a o€ dAAoUG XWPOUG, NEPAV TWV I6PUUATWY MNOU CUPUETEXOUV 0TO eMobilArt.

O1 eyKataotdoeig xapaktnpifovtal and peydAn noAupgopeia og 6,1 apopd Ty aloONTIKA, TO NEPIEXOUEVO KAl TA €K-
PPAcTIKG YEoa. H noAupop@ia auth avikatontpiel TO00 TNV ETEPOYEVEIA KAl TOV MAOUTO TWV CUMUETEXOVTWY KAAAI-
TEXVWV 000 Kal T0 UpU Nedio Nou KaAUMTEl N §1a8pacTIKn TEXVN VEWV PECWV.

To va ouvavinBoUpe kai va SouAéyoupe padi yia Toug okonoUg autoU Tou project Atav Kal yia TIG TPEIG Jag - EMIUEAR-
TPIEG PE SIAPOPETIKEG KATABOAEG, MPAKTIKEG, EUNEIPIEG KAl OPAUATA - Hid MOAU BETIKN Kal yoviun eunelpia. Mia e€al-
PETIKA ev8Iapépouaa oUunvola avadeixBnke HEoa anod TiG S1IaPpoPES Uag, Kal MPENEN va opoAoynooupe Ot autd ntav
kATl NMou 1o xapnkaye 181aitepa. Eva onpgio 0To onoio cupgwyvnoape and tnv Npwin KIGAag otiyun Atav kAt nou
€NAvEPXOTAV Kal oTIG oUJNTNOEIG JAG JE TOUG OUMHETEXOVTEG: OTI N TEXVOAOYIA NAPAPEVEl £va ONUAVTIKO PECO, MoU
oiyoupa a&ilel va o S1EPEUVACOULE Kal va NeIpapatiotoUde Jadi Tou, kal nou agiel va yiveral Kaveig Texvikd 0Ao kal
KaAUtepOgG, yia va SnuioupynBouUv véa eniteUypata Kal va avoixToUpe og véa nedia, £xoviag waotdoo ndvia unoyiv ot
niow ano 1o KaANITexvikd €pyo ivarl e€ioou onpavtikd va undpxel éva I0XUPO Kal CUYKEKPILEVO KOVOEMT av BEAoUUE
va napaydyer pia ouvoAiKn KAANITEXVIKN eunelpia kal évav nAoUoio KOOUO Nou Pag KaAel va Tov eEEpEUVACOULE.

©€Aoupe va NIoTEUOUUE OTI N CUVEPYADId PAG WE TOUG KAAAITEXVEG OTO €MIMESO TWV EVVOIWV Kal TWV 16wV, aAAG
Kal TV TPOMWVY JE TOUG 0MO0IoUG QUTEG UNOPOUV VA EKPPACTOUV MECA and Ta SIAPOPETIKA PEDa, NTaV PEPOG TNG
OUVEIOPOPAG Hag oto eMobilArt.

Annick Bureaud / Nina Czegledy / Xpioudva MluAavonoUlou
ZUpBouvAoi-EniyeAntég
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e-MobiLArt
W OPINII _
URATOROW

gtopniowe zacieranie sie granic na linii artysta - kurator - widz spowodowato w ciggu ostatniej dekady powstanie
nowego $rodowiska, w ktorym niemal kazdy etap, aspekt i funkcja artystycznej dziatalnosci podlega radykalnym
przemianom. Kryteria tworzenia, publikacji, rozpowszechniania i postrzegania przekroczyty, wydawatoby sie kie-
dys nieprzekraczalne, granice. Dotyczy to szczegdlnie sztuki medidw. Co wiecej, w dzisiejszych czasach indywidu-
alne koncepcje artystyczne czesto ewoluujg w kierunku ztozonych miedzynarodowych, interdyscyplinarnych pro-
jektéw wymagajgcych szeroko zakrojonych dziatan obejmujgcych procesy doboru, tworzenia, zarzadzania, admi-
nistrowania i upowszechniania. W konsekwencji, wszystkie zaangazowane podmioty - artysci, kuratorzy, galerie,
by wymieni¢ tylko niektdre - muszg reagowac na zmiany, ktére w niezwykle szybkim tempie zachodzg w obszarze
teorii, mecenatu czy technologii. Wiele projektow prébuje wykorzystaé¢ nowe formy pracy zespotowej zmuszajgcej
tworcow do dziatania w interdyscyplinarnym miedzynarodowym kontekscie, co z kolei nasuwa szereg istotnych py-
tan: jak radzic sobie z nieporozumieniami? jak wykorzystac interdyscyplinarnos¢ i wielokulturowos$¢? na jakich za-
sadach oprzec¢ wspdtprace? czy mozliwe jest uswiadomienie sobie ukrytych artystycznych, spotecznych i politycz-

nych motywacji? | wreszcie - w jaki sposéb zawrzec to wszystko w dziele sztuki?

Projekt eMobilArt jest doskonatym przyktadem takiej ztozonej eksperymentalnej wspotpracy, ktéra przebiegata na
kilku poziomach. Podzieleni na grupy artysci, trzech kuratoréw i organizatorzy wspoétdziatali zaréwno wewnatrz po-
szczegdlnych grup jak i pomiedzy nimi. Tak duze zréznicowanie okazato sie pierwszym powaznym wyzwaniem. By
mu sprostac, konieczne stato sie wypracowanie sposobdw komunikowania sie i wspotdziatania zaréwno na etapie
przygotowania projektu jak i w fazie jego realizacji, co z kolei wymagato od jego uczestnikéw elastycznosci i umie-
jetnosci ciggtego dostosowywania sie.

Z punktu widzenia kuratora byto to przedsiewziecie nad wyraz nietypowe. Zwykle bowiem kuratorzy badz dokonu-
ja wyboru sposrdd istniejgcych prac, badz tez zlecaja wykonanie nowych w porozumieniu z artystg. Tym razem jed-
nak to sam proces tworczy byt czesciag projektu, co w kontekscie podejmowanych tematéw i oczekiwan co do re-
zultatéw wymusito réwniez zmiane roli kuratora. Stat sie on pomocnikiem wspierajgcym artystow w procesie arty-
stycznej kreacji, ktorej celem byto stworzenie interaktywnych instalacji.

Mimo, iz tak niecodzienna, praca z artystami byta dla nas fascynujgca. Bytysmy swiadkami niezwyktego procesu
tworczego, ktdrego efektem byt wspdlny projekt.
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Powstato co$ nowego i wyjatkowego w skali grupy i samego dzieta. Artysci stali sie czescig catosci, w ktérej nadal
sg rozpoznawalni. Mozna zaryzykowac stwierdzenie, iz w eMobilArt ucielesnienie znalazta koncepcja deleuzjan-
skiego kkacza - wspdlne pomysty realizowane byty przez artystow w réznych kombinacjach niemal do ostatniej
chwili i bez watpienia te dziatania znajda swojg kontynuacje juz po oficjalnym zamknieciu projektu. Ta ciggta mul-
tiplikacja projektow byta ogromnym zaskoczeniem. Lecz nie mogto stac sie inaczej, skoro uczestnikami projektu
byto 35 utalentowanych i doswiadczonych artystéw, chetnych do wspotpracy, dysponujacych profesjonalnym za-
pleczem teoretyczno-technologicznym, dla ktorych nawet krétkie spotkania stawaty sie zrédtem inspiracji. Czyz
mozna wyobrazi¢ sobie bardziej sprzyjajgce warunki artystycznej wspotpracy?

Wiekszos¢ powstatych w trakcie projektu prac prezentowana jest na wystawie w Tesalonikach, czes¢ z nich pokaza-
na zostanie w Katowicach, niektére bedzie mozna ogladac¢ réwniez w innych przestrzeniach niezwigzanych z pro-
jektem eMobilArt.

Powstate instalacje sg niezwykle zréznicowane pod wzgledem estetyki, tresci i formy, tak jak rozni s artysci i for-
my dziatan w obszarze sztuki nowych medidw.

Dla nas, kuratorek, wywodzgcych sie z réznych srodowisk, majacych rézne doswiadczenia, podejscie i wizje, spo-
tkanie i wspolna praca w projekcie okazaty sie niezwykle pozytywnym i owocnym doswiadczeniem. Na bazie tego
zréznicowania doszto miedzy nami do bardzo interesujgcego porozumienia, co wszystkim nam sprawito niekta-
mang przyjemnos$¢. Co do jednej kwestii od samego poczatku bytysSmy zgodne: niewatpliwie technologia jest nie-
zwykle waznym medium w procesie artystycznej kreacji, wartym badan i eksperymentow, umozliwiajgcym otwar-
cie sie na nowe doswiadczenia. Nalezy jednak pamietaé, ze réwnie istotna jest w sztuce precyzyjnie zdefiniowa-
na koncepcja.

Mamy nadzieje, ze wspdlna z artystami praca nad projektami oraz nad sposobami ich przetozenia na jezyk sztuki
medidw jest wkasnie naszym wktadem w ten projekt.

Annick Bureaud / Nina Czegledy / Christiana Galanopoulou
Kuratorki projektu
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AN
OBSERVA-
TFON

Antti Tenetz, Dave Lawrence

Interactive video/sound installation

Dimensions:

8m (length), 4m (width), 2.5m (height)

Materials:

1 projector, computer, sound speaker system, IR-camera, web/surveillance camera, com-
puter screen for wbh/surveillance camera
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Description of project:

Encountering and living side by side with wild animals
in nature has inspired this project; situations where you
look into animals eyes and the animal looks at you and
senses you. Those experiences of encountering allow
nature to deeply penetrate our consciousness and cul-
ture - through the presence of animals. We are not sep-
arated from flow of evolution. We have carried nature
and animals, as they have us also, through millennia.

We are part of this big combination of dynamic interac-
tion amongst living entities that inhabit earth. Humans
painted pictures of animals, bestiary and sacral art in-
side deep caves. Nowadays we study our human quality
and mental development by investigating those ancient
spaces of emotional and rational interaction. Our pres-
ence, being and confrontations with nature are echoing
those deep caves and rock walls, resonating to present
day analogue and digital representations of animals.
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This work is an aspect, one can say, a way to explore
our presence and effect in this changing world.

An Observation is an interactive video/sound installa-
tion. Using both interactive movie technology and sur-
veillance camera techniques the work combines more
than one location and point of view. It is Real Time time-
based media. The work is based on the idea that we
(humans) are observing animals but these animals can
simultaneously observe or have a “point of view” look-
ing at us too. The presence and movement of visitors in
the An Observation space changes the content of mov-
ing image of arctic animals (i.e. video tracking triggers
arctic animal behaviour) and there are also changes to
the surveillance camera feed (that presents the point of
view of animals). The soundscape evolves in empathy.
The media trace the experiences of confronting nature.
In a wider sense, the installation opens up the chance to
make a personal observation about our place in nature
and about its impact.

Background

Antti Tenetz - earlier works include winter art, arctic an-
imals and interaction with nonhuman nature in collabo-
ration with scientists. He is inspired by rock paintings
from Astuvansalmi to artistic documentary and nature
history documentary, combined by means of interac-

tive art. Trying to gain experience from nature, within
our existence, through means of scientific research,
while following an artistic approach, is inspiration to
this work.

Sonically, the inspiration is to use sound and the ex-
perience of sound to help reach and awaken our inner
senses in the context of such ‘an observation’.

Scientific Advisors or other external collaborators:
Jaakko Erkinaro Research Professor, Oulu Game and
Fisheries Research Finland

Mari Heikkila General Curator Ranua Zoo Intendent
Mammals and birds

Sakari Kankaanpda Park Superintendent Urho Kek-
konen National Park, Finish Natural Heritage services
Panu Orell, Oulu Game and Fisheries Research Finland,
University of Oulu

Other credits:

Inspiration and advices: Annick Bureaud, Dimitrios
Charitos, Max Eastley and Olga Paraskevopoulou
Programming and technical issues: Jeremy Bernstein,
Matti Niinimaki and Dimitris Charitos,

Contributions to recorded sounds: Anssi Laiho
Contributions to underwater filming at Muorravaarakka
and Suomuriver: Panu Orell

Mia Napatnpnon
AIa5pacTIKn OMTIKOAKOUCTIKA eykatdotaon
Antti Tenetz, Dave Lawrence

‘Otav Koitdpe ta {wa ota pdta, n puon Sianepva t ou-
veidnon pag. O1 ouykpoUaelg otn gUon Pdg gival oIKei-
£C and TG ONNAAIOYPAPIEG Kal avIAVAKAWVIAI Kal OTIG
OUYXPOVEG aVAAOYIKEG KAl YNPIAKEG avanapaotdoelg.
H ev Adyw ontikoakouoTikn eykatdotaon aflonolei v
TeEXvoAoyia Tou 81adpactikol Kivnuatoypdgou, Kabwg
Kal TEXVIKEG NapakoAoudnong péow kAWePag, kal Ba-
oifetal otn duvartdINTa Mou £XOUHE €UEIC Kal Ta {wa
va napatnpoUpe tautdxpova o évag Tov dAAo, n Kdbe
nAeupd and t SIKN NG «onTIKA ywviay. H napouaia kal
n Kivnon oto xwpo aAAdlel 1600 TN CUMNEPIPOPA TwV
{wwv TG APKTIKAG, Ta onoia npoBdilovial 6To XWPo
Kal €éxouv BIvieookonnBei anod Toug KAAAITEXVEG, OT0 Kal
T0 onTIKO UAIKO MOU KAtaypdPeTal € NPAyMatiko Xpovo
PEoW KApEPAG (avanapioTwvTag TV OMntKA ywvia Twv
{WwV), UEow €VOG SIaPKWG EEENIGOOUEVOU NXNTIKOU TO-
niou, oKIQYPAPWVIAG EUNEIPIEG UYKPOUONG HE TN GUON
Kal KaB1oTwVTag Suvath Jia nio NPOCWIKNA Napatnpnon
¢ B€ong Kal Tng eNidpacng pag otn guon.

Obserwacja / An Observation
Interaktywna instalacja audio/video
Antti Tenetz, Dave Lawrence

Spogladajac w oczy zwierzat pozwalamy naturze gte-
boko przenikna¢ do naszej $wiadomosci. W prymityw-
nych obrazach w starozytnych jaskiniach pobrzmiewa
echo konfrontacji z naturg, rezonujgce do dnia dzisiej-
szego w analogowych i cyfrowych prezentacjach. Insta-
lacja audio/video wykorzystuje interaktywng techno-
logie filmowg oraz kamery do monitoringu i jest opar-
ta na zatozeniu, ze my i zwierzeta mozemy wzajemnie
sie obserwowac - nie zatracajgc swojego punktu widze-
nia. Obecnos¢ i ruch w przestrzeni zmieniajg zachowa-
nie arktycznych zwierzat, a przedstawienie ich punktu
widzenia, wraz z rozwijajacg sie przestrzenig dzwieku,
$ledzaca doswiadczenie konfrontacji z naturg pozwa-
la na osobistg obserwacje naszego miejsca na ziemi i
wptywu na nature.



Bettina Schiilke, Nina Czegledy, Veroniki Korakidou, Dave Lawrence

Responsive light - sound installation, performative environment, networked real-time kinetic
poetry

Dimensions:

5m (length), 5m (width), 4m (height)

Materials:

plexi/pvc cylinder, inner cylinder with LED strips attached, cardboard panels covered by self
adhesive foils, turntable, camera with fish-eye lens, control boxes for LED strips, mirror foil,
computer




Description of project:

“Aureole” aims to evoke a “mystic” interactive expe-
rience inspired by the Aurora Borealis, also known as
the Northern Lights. The Auroras (Borealis in the North
and Australis in the South) are enigmatic natural phe-
nomena produced by electrically charged sub-atomic
particles emitted by the sun and sent soaring into the
ionosphere by solar winds. The streaming particles are
captured by the earth’s magnetic field and as they cas-
cade down into the atmosphere they collide with gas
molecules to produce the emission of radiation that
glows in various colors. Virtually every circumpolar
myth contains references to the Auroras dating back
hundreds if not thousands of years. Sdmi people of
Lapland believed that the Northern Lights are spirits
of the dead and were afraid of them. There is a debate
whether the Aurora Borealis produce sounds, and al-
though there are about 300 documented reports of au-
rora sound there is still a need for scientific and practi-
cal proof. In general the sounds reported are subtle, and
often have been captured via VLF (very low frequency)
recordings, plus some examples by recording with spe-
cial microphone systems. Still many scientists consider
the sounds inaudible to the human ear.

Aureole is a real — time audio-visual installation, ani-
mated by its visitors in a “shamanistic” way. While the
Aurora is a natural phenomenon outside the scope of
human control, this installation is animated by its visi-
tors’ desire to move around it and “touch the light” and
thus inverts this main characteristic. The installation
consists of an enclosed space, where mirrored walls
surround a centrally located rotating cylinder-like col-
umn. On entering the space, nothing is visible in the
dimmed light; the spectacle of the moving lights on the
cylinder is initiated only through the physical move-
ment of the viewer/visitor. Above the central sculpture
a suspended infrared camera equipped with a fish eye
lens tracks the audience as they move. The installation
soundscape has been composed with three main con-
ceptual thoughts in mind - to reflect the beautiful poetic
and mystical nature of the aurora, to refer to real tan-
gible sounds captured during aurora borealis happen-
ings, and to explore sonic connections with the visual

and physical experience in the installation.

Outside the installation space, on the project’s website
two parallel screens: a live streaming “performance”
of the lights affected by the visitor’'s movements and
on the second screen real-time generated poetry cre-
ated by a synaesthetic code; an initial letter matching
each color of the lights is “drawing” randomly from a
database consisting of a selection of 300 words from
scientific texts on the Aurora. After the exhibition, each
time someone visits the website, he/she will see a dif-
ferent “experience” of Aureole as a reference to real
place and virtual experience, existence and absence,
remoteness of communication through time and geo-
graphical location, a hybrid environment where reality
and what is perceived through the senses is questioned
and becomes an object of doubt.
http://www.media.uoa.gr/emobilart/aureole

Contact Artist: Bettina Schiilke (Bettina.schiilke@aon.
at)

Scientific Advisors or other external collaborators:

Matti Niinimaki, Lapland University, Finland - technical
adviser on interactive design

Stephen P. McGreevy, California USA (http://www.auro-
ralchorus.com/vifstory.htm) - a special thanks for the
permission to use VLF recordings in the sound com-
position

Dr Unto K. Laine - Laboratory of Acoustics and Audio
Signal Processing, Helsinki University of Technology
(http://www.acoustics.hut.fi/~unski/) - inspirational in-
put with knowledge and understanding of aurora sounds

Other credits: Bence Samu and Marton Juhasz, Chris-
toph Sieghard, Antonis Chalkias, Velissarios Tsakoumis
(NT LAb, UoA)

Sponsors:

Bundesministerium flr Unterricht, Kunst und Kultur
Sektion VI- Kunstangelegenheiten (bm:uk) Wien, Aus-
tria.

Kitchen Medialab, Budapest

Middlesex University (London UK)

Aureole

AMNAENISPAcTIKN gykatdotaon Pe xpnon Qwtdg Kal
nxou, nepiBAAAov enitéAeoNg, SIKTUAKNA KIVNTIKA noinon
o€ Npayuatkd xpovo

Bettina Schiilke, Nina Czegledy, Veroniki Korakidou,
Dave Lawrence

To €pyo «Aureole» NpookaAel Tov eNICKENTN va BIwaoel
UI0 JUCTIKIOTIKA EUNEIpia EUNVEUopEVN and To GG Nou
eknéunetal and to Bépeio L€Aag. H napaywyn NXxwv wg
anoté\eopa Tou ZéAaog e§akoAouBei va anotelei nedio
avtinapdBeong yia TNV NICTNUOVIKA Kolvotnta. Eve 1o
YéAag eival éva puoikd Qaivopevo népa and tov avipw-
nivo €AgyX0, N OUYKEKPIPEVN EyKATAOTAON TPOPOSOTEI-
tar and v embupia tou eniokéntn va kivnBei péoa oe
autAv Kal va «ayyi€el 1o ewe». To nxntikd NepIBAlov
NG eykatdotaong anoteAel npwtdtunn ouvBeon Baoci-
OUEVN OE NXOYPAPNOEIG OTO PACHA TwV MoAU XaunAwv
Yuxvotntwv (Very Low Frequency — VLF). H kivnon tou
EMIOKENTN OTO XWPO NpoBdAAetal aneubeiag otnv IoTo-
oe)ida NG eykatdotaong PEow Ttexvoloyiag streaming.
Tautdxpova, o WIa Napakeiyevn oBovn napdyetal o
npayuatiko xpdvo noinon n onoia avtiavakAd v kivnon
ToU eniokéntn Bdoel evdg cuvalodntikoU KWSIKA.

Aureola / Aureole

Wrazliwe Swiatto - instalacja dzwiekowa, $rodowisko
performatywne, sieciowa poezja kinetyczna w czasie
rzeczywistym.

Bettina Schilke, Nina Czegledy, Veroniki Korakidou,
Dave Lawrence

Aureola prezentuje mistyczne interaktywne doswiad-
czenie zainspirowane przez $wiatto zorzy polarnej.
Dzwieki zorzy polarnej pozostajg kwestig nieudowod-
niong naukowo. W przeciwienstwie do zorzy, ktoéra, be-
dac zjawiskiem naturalnym, pozostaje poza zasiegiem
ludzkiej kontroli, ta instalacja animowana jest przez od-
wiedzajacych krazacych dookota niej i pragnacych ‘do-
tkng¢ Swiatta’. Otoczenie dzwiekowe jest oryginalng
kompozycja oparta na dzwiekach bardzo niskiej cze-
stotliwosci VLF (Very Low Frequency). Ruch odwiedza-
jaceqo jest przesytany na witryne internetowg. Réwno-
legle na ekranie generowana jest poezja na zywo, od-
powiadajgca ruchom odwiedzajgcych na zasadzie sy-

nestezji.



Nina Yankowitz (artist, creative concept, installation design)

Mauri Kaipainen (interactive multi-perspective media design/Ontoscape engine)
Pia Tikka (artist/scientist, creative contributor)

Peter Koger (Software designer)

Barry Holden (Coordinator and audio)

Scott Fitzgerald (freelance technology consultant)

Crossings is an interactive art installation, investigating hidden similarities of sacred texts

Dimensions:

Variable: minimum 3m (length) x 5m (width) x 3m (height)

Materials:

Two adjacent walls and the virtual environment uses projections and infrared tracking
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Description of project:

Crossings is an interactive art installation that allows
participants to investigate hidden similarities of Sacred
Texts. Visitors are invited to view religious scriptures
culled from some of the most widely practiced religions
around the world: The Old Testament, New Testament,
Buddhism, Hinduism, and The Quran. Participants are
instructed to select words from a list of sorted keyword
frequency data, tagged from the scriptures for explor-
ing multi-dimensional perspectives while in the process
of discovery. They learn about content that can reflect

personal beliefs or merely religious beliefs in general,
not knowing until afterwards, from which religions their
selected color-coded texts originated.

For example, visitor studies a scroll-down menu on a
smart wall listing most frequently found words. She
selects the word “loveth” and drags the word, with an
infrared wand, across an interactive whiteboard wall.
She leaves the word at a location, marked with percent-
ages from 0-1009%, giving weaker/stronger weight to
aword, to be used as a search term. The algorithm then



retrieves the texts with those search terms, sorting the
results using the weights given by the participant. When
the participant stops moving words, she can view the
results of her selections, and when finished, she will be
given the option to email a copy of the perspectives to
herself and create a personal religious text.

An audio sacred sound score component is created
from a variety of languages and respective sounds
of voices reading scriptures that were recorded from
many cultures around the globe. A participant will enter
a virtual cathedral and walk on a cathedral floor projec-
tion designed from a palette of mosaic patterns seen
inside cathedrals/temples around the world. The con-
cept originated because it was felt that so many of the
world’s conflicts are fueled by religious intolerance and
misunderstanding. Developed with a global team of
media scientists and artists: Nina Yankowitz, Mauri

Kaipainen, Pia Tikka, and consulting coordinator Barry
Holden, we hope this project will promote understand-
ing and tolerance, bringing us closer to peaceful inter-
actions between all people.

Artists’ contact details: Nina Yankowitz (nyankowitz@
gmail.com), Pia Tikka (pia.tikka@gmail.com)

Scientific Advisors or other external collaborators:
Peter Koger, Vienna (software designer)
Scott Fitzgerald, U.S.A. (technology advisor)

Credits: Special Thanks to The Finnish Cultural Founda-
tion, and the Arts Council of Finland

On behalf of the (Crossings)
©2008/09Nina Yankowitz with Mauri Kaipainen and
Pia Tikka
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MNepacpata

Aladpatikn eykatdotaon

Nina Yankowitz, Pia Tikka, Mauri Kaipainen, Barry
Holden

To «Mepdopata» eival yia 51a8pacTikn EIKACTIKN EYKATA-
0Taon nou Sivel OTOUG CUPKETEXOVIECG T Suvatdtnta va
SIEPEUVACOUV TIG PN EUPAVEIG OPOIOTNTEG PETAEY IEPWV
Kelpévawv. O1 eNIoKENTEG evBappUvovtal va avayvwoouy
anoondouata 1EpWV KEIPEVWY KAnolwv and Tig nAéov
S1adebopéveg Bpnokeieg otov koouo: Tng MaAaidg Al-
abnkng, tng Kaivig Aiabnkng, Twv 1EpWV KEINEVWY TOU
BoudiopoU kal tou IvéouiopoU, kai Tou Kopaviou. Oi
OUMMETEXOVIEG Napakivouvial va emAéEouv AECeic and
évav Katdhoyo A£E€ewv-KAeIiwv tagivounuévwy Bdoel
ouxvOTNTag, eMIAeyUévwy ano TG Mpagég yia v efe-
pelvnon NoAudIAoTATwWY NPOOMTIKWY OTO MAAICIO HIAg
SigpeuvnTikng S1adikaciag. AvakaAUntouv nepiexOue-
VO TO 0Moio UNopei va avtavakAd npoownikd Niotelw
N BPNOKEUTIKEG NEMOIBNOEIG €V YEVEL, UN yvwpiloviag
napd pévo €k Twv UOTEPWV and Molo KEIUEVO NPOEPXO-
VIal 10 Kwdikonoinuéva Bdoel xpwuatog anoondouata
1a onoia enéAegav. Eva nxntikd unéBabpo unod Hopenv
1£poU Upvou ouvtiBetal and pia nolkIAia YAwoowv Kal
avTIoToIXWV PWVWV Nou anayyéAouv anocndopata
and 1epd Keiyeva, ol oMoieg €xouv nxoypapnbei anod
nAnBo¢ noAItiopwy avd tnv ugnAio. O eNICKENTNG E10€p-
XETal O€ €vav €IKoVIKO KaBedpikd vad kal nepnatd ndvw
o€ £€va JotiBo 5anédou KaBeSPIKWY vawy To oroio npo-
BdaAAetal oto 8dnedo [tng eykatdotaong] kair €xel oxedi-
aotel he TN xpnon piag NaA€tag potiBwv and pwodikd
mou anavtwvtal o kabedpikoUg vaoug kal dAAoug Aa-
TPEUTIKOUG XWPOUG avd TNV UPNAIO.

Przekraczanie granic / Crossings

Instalacja interaktywna

Nina Yankowitz, Pia Tikka, Mauri Kaipainen, Barry Hol-
den

Przekraczanie granic jest interaktywna instalacja ar-
tystyczng pozwalajagcg odwiedzajgcym na znalezie-
nie ukrytych podobienstw w Swietych Pismach. Widzo-
wie studiujg teksty religijne zaczerpniete z najszerzej
praktykowanych religii Swiata. Stary i Nowy Testament,
Swiete ksiegi buddyzmu, hinduizmu oraz Koran. Odwie-
dzajacy poinstruowani zostaja, by wybrac stowa z listy
najczesciej powtarzajgcych sie w tekstach, co prowadzi
do wielowymiarowej perspektywy w procesie badaw-
czym. Zawartos¢ tekstdw moze odpowiadac ich oso-
bistym przekonaniom i wierze, lecz dopiero na koncu
dowiadujg sie, z ktorej religii pochodzi cytat, oznaczo-
ny danym kolorem. Dzwiek towarzyszacy instalacji jest
mieszankg niezliczonych jezykdw i cytatdw ze Swietych
pism z catego Swiata. Uczestnik wejdzie do wirtualnej
katedry i bedzie kroczyt po podtodze bedacej kompi-
lacjg mozaik i wzoréw znajdujacych sie w Swigtyniach i
katedrach catego $wiata.
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ENACTIVE
DIALEC-
TICS
- A COM-
POSITI
FOR TWO
CH

John Holder, Pia Tikka, Anna Dumitriu

Enactive video installation

Dimensions:

7m (length) x 4m (width)

Materials:

Two chairs with in-build biosensors, two projectors and two screens




e-MobiLArt European Mobile Lab for interactive media Artists

Description of project:

The emotions we present to the world and those we feel
inside may often be very different. In fact our facial ex-
pressions act as form of communication and manipula-
tion in social settings; a non-verbal ‘language’. The abil-
ity to present the correct expression is an important
and evolved tool for gaining sympathy, eliciting love,
or displaying anger. But would greater inter-subjective
understanding be achieved if we had access to hidden
emotions? This question is investigated by the interac-
tive media artwork ‘Enactive Dialectics’.

The project ‘Enactive Dialectics’ investigates human
enactment within an environment through an embod-
ied and situated approach. The work is inspired by the
current interest in enactive cognitive sciences, which
emerged from the autopoiesis theory of Francisco Va-
rela and Humberto Maturana. The philosophical back-
ground also reflects Theodor Adorno’s notion of ‘Nega-
tive Dialectics’. The installation embodies the enactive
approach, showing that human beings are inseparably
connected to their environment. It comprises two ‘treat-
ment’ chairs directly facing each other, which evoke in
the participants a sense of being a subject in an experi-
ment. Behind each chair a digitally modeled synthetic
face is projected. Hidden biosensors in the chairs track
the participant’s psychophysiological data, which are
encoded into a description of participant’s emotional
state, these drive artistically authored expressions dis-
played by a synthetic face above the sitter.

The participant’s experience in ‘Enactive Dialectics’ is
intended to set up an emotional feedback loop, which
becomes activated through neural mirroring systems.
A mirror neuron fires both when the participant acts in
a particular manner and when she observes the same
action performed by another participant, or perhaps, by
the synthetic humanlike face on the screen. The par-
ticipants’ psychological attempts to conceal their own
feelings provoke the physiological biosensitive system
in an accelerating manner, which in turn affects the ex-
tremity of changes on synthetic faces.

The work emphasizes the ethical implications of track-
ing and interpreting participant’s emotions as recent
science opens up many more possible ways to do this.

The exact psycho-physiological data reveal only part
of the story and the resulting ‘emotional responses’
are ‘artistically manipulated’ or ‘authored’, based on
the media-artist’s best understanding of the emotion
theories and human psychology. In ‘Enactive Dialec-
tics’ this interpretation of emotion is addressed as
‘distorted feedback’, which in turn becomes part of the
system. This raises the further question that even if we
think we have ‘inside information’ we still cannot really
‘know’ how another person is feeling. We cannot even
be sure if we ourselves are feeling the way we think
we feel, increasing the sense of inter-subjective non-
identification.

Through this work we attempt to show that familiar
intuitions about personal identity and subjective ex-
perience can be re-drawn and experienced with unex-
pected results through digital mediation. This places
the boundary between self and other into question in
both real and virtual space. Art is often about persuad-
ing audiences to experience the world in novel ways.
In contrast "Enactive Dialectics’ investigates if it is pos-
sible for members of an audience to enactively experi-
ence themselves in a novel way.

Contact Artist: Anna Dumitriu (annadumitriu@hotmail.
com)

Scientific Advisors or other external collaborators:

Dr. Blay Whitby (Philosopher/Ethicist), University of
Sussex

Dr. prof. Mauri Kaipainen, Sodertdrn University

Dr. Niklas Ravaja, CKIR, Helsinki School of Economics
Dr. prof. Tapio Takala, Helsinki School of Technology
Rasmus Vuori, researcher-lecturer, University of Art
and Design, Helsinki

Joonas Juutilainen, The Finnish Science Centre Heu-
reka

Other credits: Otto Kronstedt (programming) Helsinki
University of Technology

Sponsors:

Arts Council England

The Finnish Cultural Foundation
Biosensor technology by Emfit Ltd
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Epnpdypatn AlaAeKTIKN
Eunpdyuatn (enactive) Bivieo-eykatdotaon
John Holder, Pia Tikka, Anna Dumitriu

Ta ouvaioBnuata nou nNapouciafoupe NPoG Ta £€w Kal
autd ta onoia BIVOUUE ECWTEPIKA EVOEXETAl MOAAEG
POPEG va Siapépouv onuavtikd: YdAiota, ol eKPPAoElg
TOU NPOGCWNOU PAG AEITOUPYOUV WG HOPPN HN AEKTIKAG
«yAwooagy. H Suvatdtnta napouaciaong TG 0wWoTNG £k-
PpPAaong anoteAei €va onuavukd epyaieio, NPoToV pIag
€CENIKTIKNG 81a81kaciag. ©a ATav OPwWE EPIKTN HIa KAAU-
TEPN KAtavonon PETASU TwV atdpwy av eixaue npoopa-
on ota kpupd ouvaioBbnuata; Méoa and to £€pyo auto
enixelpoupe va ei€oupe Ot oikeieg S1aI0ONTIKEG avtl-
AAYEIG avagopIkd e TNV MPOCWIKN TautdTNTa Kai tnv
UMOKEIMEVIKN €UNEIPia Unopouv va enavakabopliotolv
Kal va BiwBoulv pe anpdBAenta anoteAéoparta péoa and
N S1aUECOAABNON TwWV YNPIAKWY PECWY, KaBIoTwVTag
10 6pI0 PETALY TOU £aUTOU Kal ToU GAAOU Mo SUCSIAKPI-
10 1000 OTOV NMPAYUATIKO OC0 Kal OTOV EIKOVIKO XWPO.

Wszechobecna dialektyka / Enactive Dialectics
instalacja video
John Holder, Pia Tikka, Anna Dumitriu

Emocje, ktdre pokazujemy $wiatu, oraz te, ktorych do-
$wiadczamy mogg znaczaco sie od siebie réznic, a na-
sza mimika stanowi cze$¢ komunikacji pozawerbalnej.
Zdolnos¢ wyrazania whasciwego uczucia jest wazng i
ztozong umiejetnoscia. Jednakze czy dostep do ukry-
tych emocji pozwolitby na wieksze miedzyludzkie zro-
zumienie? Poprzez te prace usitujemy pokazac, ze rola
intuicji w okresleniu tozsamosci oraz subiektywne od-
czucia moga by¢ przetworzone oraz przezyte w nie-
oczekiwany sposob poprzez cyfrowg mediacje, podwa-
7ajaca granice pomiedzy Ja i Innym, zaréwno w rzeczy-
wistej jak i wirtualnej przestrzeni.
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Barry L. Roshto, Eleni Panouklia, John Holder, Sally Pryor

A Responsive Environment in the Form of a Soft Sculpture

Dimensions:

4m (length) x 2.5m (width) x 4m (height)

Materials:

Fabric, sand, wire, suspended speaker array, computer, video projector



Description of project:

Ephemeron offers a responsive environment; it is a soft
biomorphic kinetic sculpture, made of an elastic textile
suspended from the ceiling, stretched downward and
anchored to the earth by the weight of a sandy floor.
This membrane forms the outer skin of a virtual organ-
ism of light and sound. Upon entering the structure,
the visitor becomes part of the organism, causing the
barely audible soundscape to become more emotional-
ly engaging, revealing increasingly coherent fragments
of traditional songs. As the visitor takes time to pause,
sense and reflect, the video also transforms, subtly in-
tegrating the viewer into the object and (perhaps) ren-
dering the invisible, visible, the intangible, tangible.

Ephemeron was created by four artists from different
countries who were brought together by the e-MobilArt
Project. The artists collaborated both face-to-face
and online, starting off in Greece. A source of inspira-
tion came from the work of Nikos Kazantzakis: “I am
an ephemeral being, frail and weak; full of mud and
dreams”. Kazantzakis talked of “...transform[ing] all the
pain and struggle into dreams and, as far as possible,
glorify[ing] the ephemeron, making it a song” [trans.
Eleni Panouklial

The word Ephemeron is derived from the Greek word
ephemeros, “daily; lasting or living only a day,” Ephem-
eron, the artwork, invites an emotional engagement
with the eternal, ephemeral human epic, the song of
pain and struggle, love and loss, the past (both tragic
and glorious) and the future (hopeful or possibly cata-
clysmic). Ephemeron’s biomorphic shape is itself a
mirror of the process of living: the uncertainties, the
emotional inconsistencies, the encumbrances of the
physical body, family and cultural ties. The audiovisu-
als also mirror that process. There are two simple el-

ements: a video abstraction of the surface of a body
of water and a soundscape generated in real time from
recordings of traditional songs. These elements portray
the tension between physical limitations and spiritual/
emotional aspirations. The water is genesis, both evolu-
tionary and biological; the songs, a record of shared ex-
periences, a collective attempt at transcending physical
reality, and most especially an absolute, direct method
of emotional communication. On the one hand, nature,
on the other, nurture.

The songs serving as material for the interactive sound-
scape are archetypal and sung in several languages.
Traditional folksongs are an affirmation of our collective
experience, one that transcends generations, spanning
time and space. Their emotional significance is derived
from specific moments in our ephemeral existence.
When a visitor interacts with Ephemeron, the increas-
ingly coherent song fragments have the potential to
connect at the more conscious, verbal level and at a pri-
mordial emotional level that transcends language barri-
ers completely. The shimmering ripples of the projec-
tions across the sand offer the visitor the opportunity
to feel she is sinking into a deeper level of collective
consciousness, to remember that we exist only as fleet-
ing fragments of memories in our own consciousnesses
and in those that we have touched, to be reminded that
in the end, we are only minute drops, making ripples in
the eternal pool of time and space.

Contact Artists: Sally Pryor (spryor@ozemail.com.au),
Barry Roshto (at exhibitions)
(barry@sonarium.de)

Credits: Thank you to the e-MobilLArt technical team,
especially Jeremy Bernstein, Elliot Sinyor, Martin
Kusch and his team.

Epnpepov

AMNAeniSpactikd nepiBdAlov und popenv eAactikol
yAuntoU

Barry L. Roshto, EAévn MavoukAid, John Holder, Sally
Pryor

To «Epnpuepovy eival éva aAMnAeni&pactiko nepiBAAlov:
éva UKapnTo, BIOHOPPIKS, KIVNTIKG YAUNTO KATAOKEUA-
OpEVO and EAACTIKO UAIKO, KPEUAOUEVO and v opogn,
TEVIWHEVO KAl OTEPEWMEVO OTO €6apog We T Bonbeia
€VOG OTPWMATOG duuou otn Bdon tou. H pepBpdvn autn
Aeitoupyel WG 10 €€WTEPIKO MePIBANUA €VOG EIKOVIKOU
opyaviopoU anoteAoUPeVoU and GwG Kal nxo. Me tnv &i-
0080 ToU 0NV eyKatdotaon, o eNICKENTNG Yivetal TUNUA
TOU 0opyaviopoU, avaykaloviag To akabopIoTo Kal Oxe-
86v avenaiobnto nxntikd Tonio va ndpel yia nio eudid-
KPITN HOP®PN, anokaAUNTovIag Ue 0Ao£va Kal JeyaAUtepn
oagnvela anoondopuata napadociakwy Tpayoudiwy, 1a
onoia AgltoupyoUv w¢ T0 UAIKO yid TNV Napaywyn tou
nxntikoU nepIBAAAOVTIOC Og NPayuatikd xpdvo. Kabwg
0 EMICKENTNG OTAUATd NPOG CTIYUNV Yid va akoUoel Kal
va oUANoyIOTEi, To Bivieo petaAdooetal avenaiodnta,
£VOWHATWVOVTAG TOV OTO QAVIIKEIUEVO, KABIoTWVTAG 10
adpato opatd Kai To AUAO XEIPOMIACTO.

Ephemeron

Zywo reaqujgce Srodowisko w Formie Miekkiej Rzezby
Barry L. Roshto, Eleni Panouklia, John Holder, Sally Pry-
or

Ephemmeron to reaqujgce Srodowisko, miekka, bio-
morficzna, kinetyczna, zwisajaca z sufitu zakotwiczo-
na w piasku rzezba wykonana z elastycznej tkaniny. Ta
membrana tworzy skdre wirtualnego organizmu zbu-
dowanego z dzwieku i Swiatta. Wchodzac w te struk-
ture odwiedzajacy staje sie czescig organizmu i spra-
wia, ze niejednoznaczna, ledwo styszalna kompozycja
dzwiekow przybiera coraz bardziej zdecydowang po-
stac, ujawnia narastajgco spojne fragmenty tradycyj-
nych utworoéw, ktére stuzg jako materiat do tworzenia
fonii w czasie rzeczywistym. Gdy odwiedzajacy zatrzy-
ma sie na chwile, by poczu¢ i zastanowic sie, obraz sub-
telnie ewoluuje, widz staje sie jego czescig, sprawiajac,
ze niewidoczne staje sie widoczne, a nierzeczywiste
zmienia sie w rzeczywiste.
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THE
GRAF
ING PAR-
OUR’S
GROWING

\
A

The Grafting Parlour group:
Kelly Jaclynn Andres, Nurit Bar-Shai, Lucy Hg, Saoirse Higgins, Antti Tenetz

The Grafting Parlour’s Growing Library is both an interactive installation and a living archive
of natural experiences

Dimensions:
Interactive ‘micro portal’ box on a plinth: 0.5m x 0.5m x 1.2m (height)
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‘Growing Library’ includes the plants, watering, sound and lighting systems: 2.5m (height) x
2m (width), 5m (length)

The third element is the website, which we will use to archive material, broadcast live streams and make the
‘Growing Library’ accessible for remote audiences: http://www.thegraftingparlour.org

Materials:

projector, 2 computers, 1 timber plinth, surround sound speaker system, wood and plastic
(greenhouse) fixtures, paint, watering system, plants, soil, lighting system, electrical wiring,
extension cables, physical computing devices, wireless internet
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Description of project:

The Grafting Parlour is growing a library. A collection of
time-based media drawn from the natural world offers
encounters with the unfamiliar. Visitors to The Grafting
Parlour’s Growing Library walk through a space filled
with living plants that are sensitive to changes in their
surroundings. Using both contemporary media technol-
ogy and classical gardening techniques, The Grafting
Parlour has developed a system of living indicators. The
Growing Library is accessed through these plants, with
a card catalog or search system replaced by organic
sensors. As a library is a catalogue of human experi-
ence, the growing library contains traces of eco-senso-
ry experiences in nature. When visitors move through
the space, plants trigger a fluid navigation through The
Grafting Parlour’s research collection of the micro and
macro world.

Background: The Grafting Parlour is a collective of art-
ists and researchers who exchange and combine their
methodologies through thoughtful experimentation.
Formed in 2008 through e-Mobil Art (European Mobile
Lab for Interactive Media Artists) as part of its initia-
tive for collaborative inquiry, the collective’s creative
research takes the form of live portals into the labora-
tory, video and audio collected from remote habitats,
scientific residues and live experimentation. Through
collaborative inquiry and shared research, GfP designs
communications models for interacting with different
living organisms. Research components include experi-
ments for interacting with distant microorganisms and
real-time interactions with varying views of the eco-
system, from the level of arctic bacteria to the broad
sky above the Sodankyld Geophysical Observatory in
Northern Finland.

The Grafting Parlour is an outgrowth of the research
by each of the collective’s members. GfP draws on
Kelly Jaclynn Andres’ work developing ecological in-
terfaces for communication with living organisms,
Nurit Bar-Shai’s interactive installations which rely on
remote participants’ input to drive a physical narrative,
and Saoirse Higgins’ mechanical communication de-
vices that reinterpret and sonify live data, presenting
the data in a new context with a meta-narrative. Lucy
Hg brings her experience working with The League of
Imaginary Scientists on interactive installations that
approach scientific subject matter from a sideways
perspective, while Antti Tenetz - a real-life naturalist -
studies and records the world around him, starting with
the Arctic and extending as far as Thailand. This core
group of artists works in tandem with scientists, devis-
ing creative applications for their shared interests and

joint research.

Practice: The Grafting Parlour’s Growing Library in-
cludes and builds on projects and research developed
in collaboration with artists, scientists and the public.
The Growing Library represents the collective’s cumula-
tive research, nodes of which become the creative and
scientific residues presented as part of their ongoing
process.

Exchange: The collective’s art practice includes interdis-
ciplinary research, workshops, and public discussions.
The Grafting Parlour’s discussions on art and science
with scientists in the field punctuate and redirect their
research and methods of inquiry.

Living Portals: The artists have developed portals into
different live habitats, spanning from the forest to the
microscope, thereby creating interfaces for interacting
with these remote habitats and nonhuman species.

Media Archive: The Grafting Parlour’s Growing Library
acts as a portal to GfP’s collection of video and audio
narratives, which document their different research ac-
tivities and make up the media archives in the Growing
Library.

Scientific Residues and Live Experimentation: The Graft-
ing Parlour is investigating cellular communication and
plant perception through experimentation with living
organisms and sensors.

Name of Contact Artist: Saoirse Higgins (graftingpar-
lour@gmail.com and cc real@eircom.net)
Website for group: http://www.thegraftingparlour.org

Scientific Advisors or other external collaborators:
Natalie Kuldell and her MIT bio engineering laboratory,
MIT students Forea Wang and Katie Loh, Finnish natu-
ralist Panu Oulasvirta

Additional contributing artists: Jon Stevenson; Fang-Yu
Lin; The League of Imaginary Scientists

Other credits: special thanks to: e-Mobil Art for launch-
ing and facilitating the collaboration; to Annick Bure-
aud, Dimitris Charitos, and Coti for their input; and to
the many scientists and naturalists who have shared
their research and processes with The Grafting Parlour

Sponsors:

+ AVerMedia - Canada Council for the Arts
+ Alberta Foundation for the Arts

« MIT Department of Biological Engineering
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Avantucoopsvn BifAioBnkn tou Epyactnpiou
MnoAidopatog

H «Avantuooduevn BiAioBnkn tou Epyaotnpiou Mno-
AIdopatog» anotelel ouyxpovwe S1adpactikn eykatd-
otacn Kai €va {wvtavo apXeio PUOIKWY EUNEIPIWV.
Kelly Andres, Nurit Bar-Shai, Lucy Hg, Saoirse Higgins,
Antti Tenetz

H oudda «Epyactnpio MnoAidopatog» éxel avantUgel
¢va ovotnua and {wvtavoug Seikteg, v «Avantuooo-
pevn BiBAIoBnKkn tou Epyactnpiou tou MnoAidopatogy,
NV oroia YNopei Kaveig va npooneAdoel Ue To XeIpIopd
QUIWV, PECW €VOG OUCTAUATOG avadatnong To Oroio
Baoiletal oe opyavikoUg avixVeuteG. KabBwg pia BiBAI-
00nkn anoteAei katdAoyo TG avBpwnivng eunelpiag, n
avantuoodpevn autn BIBAIOBNAKN NePIEXEl ixvn oIkoAo-
YIKWV Kal aiobntnpiakwy EPNEIpIV TG puUong. Kabwg
Ol EMICKENTEG KIVOUVTAl OTO XWPO, Ta PUTd NpokaAolv
uia 81adikacia eUPETABANTNG NEPINYNONG OTNV EPEUVNTI-
Kn ouAoyn tou «Epyaotnpiou MnoAidopatog» n onoia
NEPIEXEI OTOIXEIQ TOU UIKPOOKOMIKOU Kal TOU JAKPOOKO-
nikoU KOOUOU.

To Epyaotipio MnoAidopatog eival pia KoMektiBa
EPEUVNTWV Ol 0M0i0I CUVSUAZOULV TIG HEBOSOAOYIKEG Kal
EPEUVNTIKEG TOUG NPOOEYYIOEIG e EUPaAcn otn Snpioup-
yIKn 81adikacia. Méoa and 81a80XIKEG EPEUVNTIKEG MPO-
ondbeieg Kal Nalyviwdn nelpapatioyd, o EMn enivoel
JOVIEAD €nIKOIVWVIAG Pe Nedio epappoyng v aAAnAe-
nipaaon pe {wvtavoug opyaviououg.
www.thegraftingparlour.org

Salon Szczepien / The Grafting Parlour

Rosngca Biblioteka The Grafting Parlour jest zaréwno
interaktywna instalacja, jak i zywym archiwum natural-
nych doswiadczen.

Kelly Andres, Nurit Bar-Shai, Lucy Hg, Saoirse Higgins,
Antti Tenetz

The Grafting Parlour rozwingt system zywych wskazni-
kow. Dostep do The Grafting Parlour’s Growing Libra-
ry jest mozliwy poprzez rosliny, a system wyszukiwania
zostat zastgpiony przez organiczne czujniki. Tak jak bi-
blioteka jest katalogiem ludzkich doswiadczen, rosnaca
biblioteka zawiera $lady sensorycznych bodzcéw wy-
stepujgcych w naturze. Rosliny ptynnie prowadzg od-
wiedzajacych poprzez kolekcje mikro- i makro$wiata.
The Grafting Parlour to zespdt nastawionych na proces
kreatywnych badaczy, ktérzy potaczyli swoje metody
badawcze. Poprzez potaczenie metod badawczych i ra-
dosne eksperymentowanie GfP stwarza metody komu-
nikowania sie z zyjgcymi organizmami.
www.thegraftingparlour.org
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KRYO

LAB

Anna Dumitriu, Dave Lawrence, Antti Tenetz

Installation: Ice Sculpture, Arctic Bacteria, Sonic Art, Bioart

Dimensions:
Up to 7m x 4m
Materials:

Digital Projection/Video, Freezers, Ice, Bacteria, Sound, Photography, Text
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Description of project:

KryoLab is an installation that brings together bioart,
ice sculpture and sound, in an investigation of delicate
relationships in the arctic ecosystem.

This work is about our journey, the experience of partic-
ipating in the E-MobiLArt project, working with artists
from other backgrounds and travelling to new locations.

Initial discussions about the nature of arctic, the sound
of cracking ice, the disintegration of ice with sound, and
the bacterial flora of the Arctic, discussed under the hot
Athens sun at the first workshop gained momentum
during long nights of conversation illuminated by the
cool midnight sun at the edge of the Arctic Circle. The
group shared ideas and skills, from a knowledge of ice
carving and wildlife filmmaking to sound, composition,
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performance, installation and microbiology. The work is
strongly related to the science and physicality of the
arctic

Links were made with scientists working in Rovani-
emi and which drove the investigations. John Moore
(Professor of Climate Change, University of Lapland)
explained how the Kryosphere (world of ice) is chang-
ing and how complex climate data (collected from ice
cores which are thousands of years old) is studied. Dr
Minna Mannisto (Arctic Microbiology Research Group,
Finnish Forestry Institute METLA) showed us the new
strains of Arctic soil bacteria that she has discovered
and explained more about the behaviour of these slow
growing psychrophiles, and why they are being studied.

Dr Mannisto supplied the team with 17 samples of Arc-
tic soil bacteria and a recipe for culture medium that is
far more effective for growing new strains from. Back
in Brighton, UK, Anna Dumitriu worked with her long-
term collaborator Dr John Paul to further investigate
the behaviour of these, often brightly coloured, organ-
isms and photograph them. These investigations form
the inspiration for sculptures (containing the genuine
individual bacterial strains) carved in Arctic Ice by Antti
Tenetz. These beautiful and mysterious Psycrophiles
will not survive at body temperature and are therefore
completely harmless to humans. But they are important
requlators and indicators of climate.

Professor Moore explained his research into ice and
climate and spoke about the use of wavelet graphs to
visually analyse and study various ecological data col-
lected in the Arctic. Large-scale climate change is made
visible to us through the melting glaciers that transform

the polar ice plateaux because of the easy reactivity of
the ice. Change is more obvious on poles predicting
changes to come in more populated regions.

The magic and uniqueness of this disappearing arctic
landscape called sound artist Dave Lawrence back in
the winter months, to get first hand experience of real
Arctic Circle conditions and learn from Antti Tenetz’s
expertise. During this period Lawrence and Tenetz ran
a series of small experiments with the sound of snow
and ice (including transformations), even forming a
performance instrument from the frozen carcass of
a reindeer. The culmination of this research visit was
marked by the revelation of a mysterious phenomenon
little known outside the arctic region, that ice consumes
objects, swallowing anything casually standing there for
too long.

Name of Contact Artist: Anna Dumitriu (annadumitriu@
hotmail.com)

Scientific Advisors or other external collaborators:

Dr Minna Mannisto — Arctic Microbiologist, The Finnish
Forest Research Institute, Metla, Rovaniemi, Finland
John Moore, Professor of Climate Change, Arctic Cen-
tre, University of Lapland, , Finland

Dr John Paul, Microbiologist, Royal Sussex County Hos-
pital, Brighton, UK

Other credits: Inspiration and advice with the sonic cap-
turing and creativity: Max Eastley (as a sound artist Max
has extensively explored the arctic waters and land).

Sponsors: Arts Council England, Middlesex University,
London UK, Artekno
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Kryolab

Eykatdotaon, Muntoé and Mdyo, Apktikd Baktnpia, Hxn-
TIKN Téxvn, BioAoyikn Téxvn.

Anna Dumitriu, Dave Lawrence, Antti Tenetz

To Kryolab eival pia eykatdotacn n onoia Sigpeuva Tig
£uaioBnTeg OXEOEIG TOU APKTIKOU OIKOOUCTNUATOG OUV-
Suddovtag tn BioAoyikn Téxvn, TN YAUNTIKA and ndyo Kal
ToV NX0. To eV Adyw £pyo €xel wg B€ua to tagidi pag, tnv
€UNEIPIA TNG CUMPETOXNG OTO MPOYPauua e-MobilArt,
NG OUVEPYADIAG PaG PE KAAMITEXVEG HE SIAQOPETIKEG
BewpnTikEG KaTaBoAEG kal TNG NePINAGvnong og VEOUG
T6noug. O1 apxIkéG oudntnoelg Pe B€pa tn guon tou Nd-
YOu, Tov Axo Tou ndyou nou ondel, Kal T BaktnpiSiakn
xAwpida tng ApKTIKNG 08Aynoav otn dnuioupyia cuvep-
YaoIWV YE ENICTAUOVEG 01 onoiol kaBodnynaav to €pyo,
oTouG onoioug cupnepiAauBdvovtal or John Moore (Ka-
Bnyntng KAipatikng AAayng, Maveniotpio tg Aanwvi-
ag) kal Ap. Minna Mannisto (Epsuvntikn Oudda ApKTIKNG
MikpoBioAoyiag, ®ivAavsikd Ivotitouto Aaowv METLA).

Kryolab

Instalacja: Rzezba lodowa, Bakterie Arktyczne, Sztuka
Dzwieku, Bioart,

Anna Dumitriu, Dave Lawrence, Antti Tenetz

KryoLab jest instalacjg faczacg Bioart, rzezbe lodo-
wg oraz dzwiek, badajaca delikatne relacje w arktycz-
nym ekosystemie. Ta praca opowiada o naszej podrézy,
doswiadczeniu bycia czescig projektu eMobilLArt, pra-
cy z pochodzacymi z innych Srodowisk artystami oraz
podrézach do nowych miejsc. Poczatkowe dyskusje o
istocie lodu, dZzwieku pekajacego lodu i florze bakte-
ryjnej Arktyki przyczynity sie do nawigzania kontaktow
z naukowcami, co doprowadzito do powstania projek-
tu (byli to miedzy innymi John Moore, profesor specja-
lizujgcy sie w zmianach klimatu z Uniwersytetu w La-
pland oraz doktor Minna Mannisto, cztonek grupy ba-
dawczej arktycznej mikrobiologii w Finskim Instytucie
Lesdnictwa METLA).
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Nigel Johnson, Dave Lawrence, Duke Albada

Reactive installation

Dimensions:

Enclosed intimate area 3m x 3m (minimum), central object 90cm diameter (max), 1.2m
(height)

Materials:

Mini led projector, webcam, computer, powered speakers, G-Vision software, Max/Jitter
software, pre-fabricated base, glass/perspex bowl or container, resin and water, miscel-
laneous components
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Description of project:

Moments is an art installation that asks you to pause for
amoment ... to contemplate.

Through the medium of a real-time artwork, this instal-
lation works with contemporary technologies, imagery
and sound to evoke “meditative moments” or “contem-
plative states”, representative of and similar to those
attained through the process of ‘Scrying’.

‘Scrying’ or ‘Divination’ is a practice that manifests
itself across numerous cultures, ideologies and belief
systems where through conscious and subconscious
thought, visions, revelations or spiritual enlightenment
can be obtained. It is the energy the person puts into
this method that will be repaid. The Scrying technique
often requires a time of extreme concentration, in ac-
tuality inducing a state of meditation where the time
line warps and other dimensions become visible allow-
ing glimpses of the past, present or future. The practice
typically employs media that varies from crystal, glass,
water (hydromancy), fire and other reflective and trans-
lucent surfaces and objects. In this case water has been
chosen as a conducer, enabling sub-conscious happen-
ings, occasions or emotions.

Water is one of the five classical elements, an immense-
ly versatile and exquisite medium despite its decep-
tively simple structure, this essential and ubiquitous
substance exhibits strange characteristics, through its

state changing properties from solid to liquid to gas,
that can constantly hold our attention. When still it acts
like a mirror, reflecting our image and surroundings but
in motion the reflections become distorted and the mir-
ror effect is replaced by an ever changing light play de-
rived from the colours and shading of the environment.
Water is a contradictory medium, solid when frozen, va-
pour when heated, a cleansing and therapeutic medium
or a medium of torture. We can drown in water yet we
cannot exist without it.

By looking into the water in the ‘Scrying Pool’, the
viewer sees their own reflection revealed, captured
and manipulated, drifting in and out, merged with past
viewers interactions and imagery, and where the viewer
is receptive, heightening states of consciousness and
momentary spaces for contemplation.

The artists seek to evoke, to momentarily halt and bend
the viewer’s sense of the present and self. The work
aims to offer “a passage”, “a portal to inner reflection”
to contemplate the passage of time; past-present-fu-
ture.

Name of Contact Artist: Nigel Johnson (n.m.johnson@
dundee.ac.uk)

Sponsors: University of Dundee, Scotland, UK.
Middlesex University, London, UK.
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Zuypég
AMNAENISPACTIKA eyKatdotaon
Nigel Johnson, Dave Lawrence, Duke Albada

O1 «Zuyuégy €ival hia eykatdotaon n onoia ¢ntd and tov
£MIOKENTN VA OTAPATACEI YId HIa OTIYUN Kal va OTOXACTE.
AuTO 10 £pYO0 TEXVNG XPNGILONOIE OE NPAYUATIKO XpOvo
OMNTIKOGKOUGTIKO UAIKO MPOKEIPEVOU VA SWOEl TO €vau-
opa yia «oTyuEG SlaloyiopoU» N «KATAoTACEIG OTOXa-
opoU» QVTINPOOWNEUTIKEG EKEIVWVY Ol OMOIEG EMITUYXd-
VOVTal HEOW TEXVIKWV Pavieiag. H pavieia n n npognteia
TOU WEAOVTOG €ival Yia MPaKTIKA N onoia cuvavidral
otnv 156eo0hoyia Kal TIg NeNoIBNoeI NOAAWY Slapopeti-
KWV MOMITIOPWY, KAtd tnv onoia, péoa and pia ouvel-
SNt 1 unoouveidntn vontikn Sigpyacia, UNopei Kaveig
va QTdoel o€ opduata, anokaAUYeIg i S1apwtion Tou
nveyparog.

Koltwvtag tnv enipaveia Tou uypou evog Soxeiou nou
A€Itoupyei wg kPUGTAAAIVN opaipa, o eniokENnG BAEMel
va anokaAuntetal n Sikn tou avtavdkAaon, dixpaAwti-
OpEVN Kal ENECEPYATHEVN, VA €PXETAI KAl va PEVYEl and
TO NPOCKNAVIO, Kal va ouvdudletal Ye aviavakAdoeig na-
AQIOTEPWV EMICKENTWV. Z€ NEPINTWOEIG Onou o Beatng
gival avoIKtog atnv epnelpia auth, pnopel va BIKoel
UYNAGTEPQ €NIMESA CUVEIBNTOTNTAG, KABWG KAl OTIyHIai-
£G €UNEIPIEG NEPICUAAOYNAG.

Chwile / Moments
Instalacja interaktywna
Nigel Johnson, Dave Lawrence, Duke Albada

Chwile to instalacja, ktéra wymaga od odwiedzajacego
chwili skupienia. Ta osadzona w czasie rzeczywistym
praca wykorzystuje obraz i dzwiek, by wywotac ,,stany
kontemplacyjne” podobne do tych osiggnietych przez
praktyki wrozbiarskie. Wrozby i jasnowidzenie sg przy-
ktadami dziatan obecnych w wielu kulturach, ideolo-
giach i systemach wartosci, podczas ktorych poprzez
Swiadome lub nieswiadome mysli osigga sie wizje, na-
tchnienia czy duchowe objawienia. Patrzac w naczynie
do wrdzenia, odwiedzajacy widzg swoje odbicie ujaw-
nione, schwytane i zmanipulowane, jak przeptywa, zle-
wa sie z obrazem poprzednich widzéw, co umozliwia
osiggniecie wyzszych standéw swiadomosci oraz mo-
mentéw kontemplacji.
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ON

IN SERIAL group:
Linda Dement , Petra Gemeinboeck, PRINZGAU/podgorschek, Marion Trinkle

Performative installation, involving electronics, robots and fluids

Dimensions:

8m (length) x 3m (width) x 3m (height)

Materials:

5 robots, 5 platforms (each approx 40 x 55 x 75 cm), electric motor, mop, viscous substanc-
es, leaking container, carpet



Description of project:

ON TRACK is a performative installation involving a
pendulous mechanical system, trapped robotic brushes
and spilling viscous fluids. A disaster-prone scenario
unfolds as the protagonists, apparently set to clean,
spill, interfere with and hinder each other, creating an
ever more slippery mess in intricately choreographed
ways.

The work focuses a lens on a common tendency in hu-
man endeavour; our overly complicated mechanisms
and procedures to produce, control, accumulate and
maintain. Each process calls forth new processes and
in endless thwarted patterns they restore, redistrib-
ute and renew the issues that prior processes have so
sophisticatedly invested resources in - as if summon-
ing both Sisyphus and The Sorcerer’s Apprentice. This
elaborate narrative is fragile, vulnerable to a slipperi-
ness already built in. Like the quartet of ballerinas in
‘Swan Lake’ -arms linked, performing quick, repetitive,
synchronised steps- the delicate choreography fore-
tells the fate of its performers; if one falls they all fall.
This installation materialises notions of the recurrent,
futile and unstable, in a formation of interacting sys-
tems, at whose core lies repetitiveness, interference
and deterioration.

The unceasing process of redistribution finds its ex-
pression in the form of a mechanical mop. As much
as the tool of the mop instrumentalises our desire to
clean, to restore order, so it reveals the mission’s de-
feat; cleaning only temporarily, it in fact transports and
disperses the mess. The slowly swinging mop is joined
by a troupe of autonomous robotic brushes that bring
a nervous, teetering energy to the scenario. Opposing
and extending the mechanic and pendulous, the robotic
brushes bear something more human; laden with intent
and sensation, they perform complex choreographed

agitations. As these two systems interact, the dialogue
unfolding in-between only serves to interfere with the
brushes’ impossible assignment.

To propel the narrative of slippage and hindrance, two
further systems are in play. The dribbling viscous lig-
uid that leaks from above, creating a congealing trail
of puddles and crust, is provocation for both the fail-
ing mop and impeded robot brushes. The robots them-
selves are trapped on platforms suspended above the
creeping mess. Confined by their elevated cells, they
are abandoned to gesture restlessly and in frustration,
teeter at the precipice.

The installation becomes an apparatus propelling a fu-
tile continuum, a working conglomeration of machinery,
resources, processes, interactions, interruptions and
turmoil. Destined to clean and to restore, the systems
are hindered, interfere and eventually fail — a process
gone off track.

Name of Contact Artist: Petra Gemeinboeck (petra@
unsw.edu.au)

Other credits:
Programmer - Rob Saunders
Engineer — Thomas Sandri

Sponsors: The Project is made possible with the finan-
cial support of the Amsterdams Fonds voor de Kunst
(NL); the Media Arts Board, Austrian Federal Ministry
for Education, Arts and Culture (A); and was assisted by
a grant from the New South Wales Government — Minis-
try for the Arts, through a program administered by the
National Association for the Visual Arts (NAVA), and a
grant from the Australian Network for Art and Technol-
ogy (ANAT).

On Track

Avanapactatikn eyKataotaon eMITEAEGNG PE XPNON NAE-
KTPOVIKWV HEPWV, POUNAT KAl UYPWV.

Linda Dement, Petra Gemeinboeck, PRINZGAU /
podgorschek, Marion Trankle

To On Track €ival Yia avanapactatikn eykatdotacn €ni-
téAeong nou neplAapBdvel éva pnxavikd cuotnua oav
EKKPEWEG, POUMOTIKEG OKOUNEG Kal NaxUppeuata uypd.
To €pyo EMIKEVIPWVETAlI oTNV avBpwnivn npoondbeia,
TOoUG UNEPROAIKG MoAUNAOKOUG pnxaviopoug kai 5iadi-
Kaoieg NMou oXeTifovial Pe autny, kabwe Kal v EUeuin
€undBela nou TG xapaktnpidel.

Téooegpa ouOTNUATA, TO £va PNXavikd — eNavainmtiko, 1o
SeUtepo anoteAoUpeVo and Pounat Nou eKteAoUV VEUPI-
KEG KIVAOEIG, TO TPITO €va NaxUPPEUCTO UYPO Kal To Te-
Aeutaio €vag anotopog YKPEUAG, AANAEMISpoUV Petagy
TOUG Kal ennpedlel 1o éva to dAo. Eva oevdpio kata-
oTPOPNG EETUAIYETAI KABWG OI MPWTIAYWVIOTEG, Ol OMoiol
okoneUouv va kabapioouv, va Aepwoouy, va Siakoyouv
Kal va napeunodioouv o €vag tov dAAo, Snpioupyouv hia
aKOua Mo Xawdn KAtdotacn P MEPITEXVA Xopoypapn-
UEVEC KIVAOEIG.

Na tropie / On Track:

Instalacja performatywna obejmujgca elementy elek-
troniki, robotyki oraz ciecze

Linda Dement, Petra Gemeinboeck, PRINZGAU/pod-
gorschek, Marion Trankle

Na tropie to performatywna instalacja obejmujgca pod-
wieszany system mechaniczny, zautomatyzowane
szczotki oraz tryskajace Sliskie ciecze. Praca przyglada
sie ludzkiemu wysitkowi, jego skomplikowanym mecha-
nizmom i czynnosciom z natury narazonym na utrate
rownowagi. Cztery systemy, jeden mechaniczny opar-
ty na powtarzalnosci, drugi napedzany przez roboty,
Sliska ciecz oraz stroma przepas¢ wspotgraja ze soba.
Scenariusz nieuchronnie prowadzacy do katastrofy na-
biera tempa, gdy bohaterowie, chcac posprzatac, prze-
szkadzajg sobie nawzajem i w chaotyczny sposob two-
rzg jeszcze wiekszy nietad.



Theggroup:
Etienne de France, Julia Carboneras Girgas, Maria Lalou, Evi Malisianou, Fernando Velazquez

ORACLE is an audiovisual interactive installation that uses tracking systems, generative al-
gorithms, sound and video, forming a responsive environment

Dimensions:

approximately 4m (length) x 4m (width) x 4m (height)

Materials:

Computer, video tracking system, video projection, camera lenses, camera cable, fake walls

o =
5.
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Description of project:

Inspiration and procedure

ORACLE is the result of a development of ideas that
started in the Rovaniemi e-MobiLArt workshop. Start-
ing as an interactive installation which would use the
elements of water and ferrofluid, the project ORACLE
gradually transformed into an audiovisual interactive
installation that forms a responsive environment. The
use of ferrofluid contradicted first the ‘mobile’ aspect of
the e-MobiLArt project, second the limitations of col-
laborative working time, exhibition space and budget.
The physical and conceptual evolution in the ORACLE
project have occurred through a remote (on-line) col-
laboration lasting several months but also during meet-
ings outside the context of e-MobiLArt. However these
changes refer to the theme of ‘the passage’, a concept
which we find embodied in the creation and presenta-
tion of our contemporary version of an oracle.

Conceptual description

The interactive installation ORACLE creates a senso-
rial experience that generates anticipation, surprise
and engagement. The changes between an overwhelm-
ing audiovisual display, and the sudden stillness of an
image -the Oracle’s answer to the viewer- enhances
original semantics linked to images selected from free
public databases, as a metaphor of a collective uncon-
sciousness.

People’s motions are reflected and embodied on the
surface of the floor. The spectators’ movement and
choice of direction are affecting a poetic narrative, en-
abled by a range of audiovisual effects. The motion and

the spatial dynamics of the interface’s enrolment deter-
mine the activity of the oracle’s answers.

The spectators receive from the Oracle a hint as reac-
tion to their presence in the space (through the floor
interface). Through their movement and exploration
they reconstruct a poetic audiovisual narrative until
they receive the Oracle’s answer which they interpret
in their own way.

Physical description

When people enter the installation space, a projection
of a graphical interface appears on the floor’s surface.
A wide lens camera, placed on the ceiling, is tracking
the motion of people in the room.

People’s movement, rotation and speed trigger the
interface and thus generate the projections in front of
them. The number of spectators, their position and dis-
tance between them, affect the soundscape and visu-
als of the installation creating a responsive display of
video projections and sounds. When a person decides
to stand still, the projections unify into a single picture
(the oracle’s answer to that person) that stays frozen
until he moves again.

The audiovisual content is pre-selected from various
free online databases of images under Creative Com-
mons licenses. An algorithm enables the activity of
the installation, even when there are no viewers in the
space.

Name of Contact Artist: Evi Malisianou (evo@evothing.
com)

Mavreio

OnNTIKOaKOUGTIKA 81a5pactikn eykatdotacn

Julia Carboneras Girgas, Etienne de France, Mapia Ad-
Aou, EUn MaAioidvou, Fernando Veldzquez

To Mavteio ival pia €IKkaoTikn gykatdotaon nou xpn-
OIMOMOIEl OUOTAPATA AVIXVEUONG KIVNONG, YEVETIKOUG
alyopiBuoug yia T Snuioupyia NEPIEXOPEVOU, NXO, Kal
Bivieo, Ta onoia ouykpotoUv €va aAAnAemidpactikd
nepiBdAhov. Z1o €pyo Mavieio, ol €IKOVEG KAl O NXOG
ugiotavtal ene€epyacia o€ NPAYHATIKO XPOVO HECW
NG KIVNONG TwV EMICKEMTWV OTO0 XWPO Kabw¢ autoi
akohouBouv TIG 08nyieg NMou evepyornolouvtal and évav
YEVETIKO aAyopiBuo.

H evalayn petal evog 1epdoTiou OMTIKOAKOUGTIKOU
ouoTAPATOG NPOBOANG Kal TNG EAPVIKAG akivnaiag piag
€1KOVAC, N onoia KAl cuvioTd thy andvinon tou Mavieiou
npog Tov Beath, PETAoXNUATIEl TNV APXIKA ONPAGCIOAO-
yia nou npokuntel ano €IKOVeEG 01 OMoieg €Xouv mAeyel
and eAelBepa npooneldoiyeg Bdoeig dedopévwy, gv
€5l p1ag petapopag nou ekppdalel 1o GUAAOYIKO aou-
veidnto.

Wyrocznia / Oracle
Audiowizualna interaktywna instalacja

Wyrocznia jest interaktywng instalacja wykorzystuja-
cq systemy Sledzenia, generatywne algorytmy, dzwiek i
obraz, tworzac zywo reaqujgce srodowisko. W Wyrocz-
ni obraz i dzwiek sg edytowane w czasie rzeczywistym
poprzez ruch ludzi odpowiadajgcy instrukcjom wyty-
czonym przez generatywny algorytm. Zmiany pomie-
dzy imponujaca audiowizualng kreacjg a nagtym zasty-
ganiem obrazu stanowig odpowiedZ Wyroczni dla od-
wiedzajgcych, uwydatniajac oryginalng semantyke po-
wigzang z obrazami wybranymi z ogdlnie dostepnej
bazy danych jako metafora zbiorowej nieSwiadomosci.
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Alexandra Berlinger (tat ort), Wolfgang Fiel (tat ort), Tobias Rosenberger

Responsive Object

Dimensions:

2m (length) x 1.3m (depth) x 2.2m (height)

Materials:

Metal space-frame on wooden pedestal, 6 TFT screens, 3 computers



e-MobiLArt European Mobile Lab for interactive media Artists

Description of project:

“Glen Runciter is dead. Or is he? Someone died in the
explosion orchestrated by his business rivals, but even
as his funeral is scheduled, his mourning employees are
receiving bewildering messages from their boss. And
the world around them is warping and regressing in
ways which suggest that their own time is running out.
If it hasn "t already.”

Philip K. Dick, Ubik.

Embarking on the notion of a seamless passage be-
tween the realm of public urban space and the secre-
tive worlds of corporate business, we focused on the
development of a mediating appliance that would allow
for playful interaction along the lines of an arresting
narrative.

The interventionist manipulation of a fictitious reality
unfolds in a series of mysterious events, staged and
displayed within the framework of a simulated corpo-
rate environment. A sketch-like model of a prototypical
corporate building type is the materialized space-frame
for the organizational complex. Within the physical con-
straints of the architectural proposition, a number of
office units provide for the generic setting of various
scenarios, all of which are based on the same narra-
tive but looked upon subjectively from the individual
perspective of imaginary characters. All these people
contribute their personal version of events past, sim-
ply because they happened to be inside or around the
building at a particular time. Step by step the evidence
at hand may appear to make for a comprehensive
round-up, but remain the fragmented collage of an al-
leged incident inside the complex. The facades of the
model are equipped with 6 modified TFT displays in
order to requlate their degree of transparency depend-

ing on the amount of white light received in the course
of transmission. With their ability to transmit light, the
screens retain their quality to display any kind of digital
information, and take on the following functions:

1. Requlation of transparency

2. Framing device for highlighting specific details or
pieces of evidence inside the building

3. Display of additional information, e.g. text, video or
diagrams.

Once the visitor activates the cycle, her or his proximity
to the model is prone to create a fragile commitment
to follow the densely illustrated simulation of an ever
changing narrative as its constitutive elements are be-
ing re-arranged with every incoming signal triggered by
a new visitor.

The model is a self-sustained unit, and once the side-
boards are flipped open, its wooden transport packag-
ing turns into the surrounding landscape of the model.
The lower part of the crate forms the pedestal for a pre-
sentation at eye height in a room with its only source
of light being the media fagades of the scaled building.
A number of small speakers enhance the various sce-
narios acoustically from inside the various rooms of the
structure.

Name of Contact Artist: Wolfgang Fiel (fiel@tat-ort.net)

Sponsors: Austrian Federal Ministry for Education, Arts
and Culture

Vorarlberg State Department of Cultural Affairs, Austria
Kulturamt Stadt Giessen

Giessener Hochschulgesellschaft

Hessische Theaterakademie
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Akivntn MNepiouoia
AvadpaoTtikd aviikeipevo
Alexandra Berlinger, Wolfgang Fiel, Tobias Rosenberger

ENIKeEVIpWONKAUE OTNV KATAOKEUN UIAG OUOKEUNG N
onoia kabiotd Suvatn v naiyviwdn aAAnAenidpacn
Katd Ta NPdTUNa PIag eVIUNWGoIakng agnynong Pe otdxo
v e€epelivnon g €vvolag Tng aBiaotng kivnong peta-
€U tou 8nPGCIoU AOTIKOU XWPOU Kal TOU YEUATOU PUOTI-
KondBela KOOHOU TwV ENIXEIPNOEWV.

O napeuBatikdg XeIPIOUOG UIAg pavIaoTIKNG NPAYMATIKO-
ntag EedinAwvetal yéoa and pia oipd and Juotnpiwoédn
YEYOVOTq, Ta onoia oknvoBetoUvtal kal napouaciddovial
oT0 nAaiolo piag npocopoiwong Tou nepiBAAAoviog
yiag enixeipnong. ‘Eva npwtotuno HoviéAo evog Kin-
piou ypageiwv UNG POPPN HAKETAG AEITOUPYE WG TO
UANIKO XwpIKkO MAaioclo Onou eKtuAiooestal n agnynon.
AeS0UEVWV TV UNIKOV MEPIOPIOUWY Mou eMIBAMEN n
APXITEKTOVIKN NPATacn, €vag apiBuog XWpwv ypapeiou
Aeitoupyolv w¢ nepiBdaAllovia yéoa ota onoia eKTUAio-
oovtal sidpopa oevdpla Spdong, Baciouéva otny i8ia
agnynaon, To kaBéva ek Twv OMNoiwV AVIIOTOIXEl O€ Hid
SIAPOPETIKN UMOKEIPEVIKA OMTIKN YWVIa TwV Gpaviaoti-
KWV XapAKTNPWV.

Nieruchomos¢ / Real Estate:
Alexandra Berlinger, Wolfgang Fiel, Tobias Rosenberger
Wrazliwy obiekt

Inicjujgc wyobrazenie nieodréznialnego przejscia po-
miedzy sferg publicznej przestrzeni miejskiej a tajem-
niczym $rodowiskiem $wiata korporacji, skupiliSmy sie
na rozwoju posredniczacego urzadzenia, ktére pozwo-
litoby na zartobliwg interakcje mieszczaca sie w grani-
cach frapujacej narracji. Interwencyjna manipulacja fik-
cyjnej rzeczywistosci, zainscenizowana i przedstawio-
na w srodowisku korporacyjnym, rozwija sie w seriach
tajemniczych zdarzen. Schematyczny model prototy-
powego budynku korporacyjnego stanowi materialng
rame przestrzenng dla kompleksu organizacji. W wa-
runkach materialnych ograniczen architektonicznych,
kilka pomieszczen biurowych stanowi tto przeréznych
scenariuszy, z ktérych kazdy oparty jest na tej samej
narracji, lecz przedstawiony z subiektywnego punktu
widzenia fikcyjnych postaci.
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SOUND-LINES group: Dimensions:

Cliona Harmey, Christine Mackey, Lorraine Walsh, Lei Han, Nita Tandon 4.5m (length) x 4,5m (width) x 4m (height)
Materials:

Interactive sculpture with touch sensors that triggers sounds and text animation A series of touch sensors at the end of long sculptural cables, headphones, projector, scaf-
folding, computer and all accompanying software and hardware including 1 x icubex microdig

usb interface device
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Description of project:

SOUND-LINES is an interactive sculpture composed of
a series of touch sensors that trigger a soundscape and
associated phrases, which were previously recorded
and notated from various environments. The project
invites the viewer to engage in a playful exploration of
shifting perspectives and perceptual discovery.

Key to SOUND-LINES is the consideration of interac-
tive new media as a reflection and recombinant mode
of historic interfaces. This project investigates how
records, in this case recorded sound and identifying
words, are at the core of humanistic understanding.
The collaborating artists record sounds, creating a da-
tabase for the interactive sculpture. This can be seen as
an observation of how cultures throughout history have
devised tools and databases to collect and preserve
their heritage. As succinctly stated by Lisa Gitelman in
Always Already New: "Cultures save themselves.” 1
Cultures continue to save, record and archive, while
technology enables us to create more than just new
tools. By their very nature, our new media tools open
ways of thinking with multisensory interfaces. It is this
hands-on engagement with technology, and a human-
ization of technology that bring to consciousness new
perspectives and frames of reference.

A specific historical artifact that inspires SOUND-LINES
is the Quipu (an 13th century Incan device used for

recording data). Sometimes called “talking knots,” the
Quipu was essentially a database. The Quipu has yet
to be fully deciphered. One theory is that it was used
to store information such as the amount of crops, live-
stock, or stored provisions for the Inca society. The
cords also have numeric values encoded by knots. A
Quipu was essentially one main cord with more cords or
strands attached. This cord could contain a few strands
or as many as 2,000 strands/lines.

The SOUND-LINES installation is a sculpture with a se-
ries of cables that emanate from a sculptural structure
which contains a screen. At the end of each cable is a
tag with a touch sensor. The viewer is invited to touch
the sensor, which triggers a sound and a series of as-
sociated text/word(s). The words/sounds triggered by
the viewer will be displayed on an accompanying screen
and will, over time, evolve into lines. Therefore, if the
sensors are not engaged for an hour, the viewer will see
a series of lines on the screen.

1. Gitelman, Lisa. Always Already New: Media, History,
and the Data of Culture. Cambridge, MA: MIT Press,
2008. P xii.

Name of Contact Artist: Lorraine Walsh (Iw@lorrainew-
alsh.com)

Other credits: Jeremy Bernstein, Elliot Sinyor
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Hxntika Napata

A1adpactik6 yAUNTo e€0NAICUEVO PE AVIXVEUTEG APNG TO
oroio avanapdyel NXo Kal KEIUevo o€ Kivnon.

Cliona Harmey, Christine Mackey, Lorraine Walsh, Lei
Han, Nita Tandon

Ta Hxntikd Nnuata eivar éva s1adpactikd yAurté anote-
AoUpevo and 24 vnuata, KGBe éva ek Twv onoiwv eival
OUVEESEPEVO PE €VaV QVIXVEUTA APNG O OMoiog MPOKa-
Aei tnv avanapaywyn evég NxntikoU TOMiou KAl OXETIKWV
NPO-NXOYPAPNUEVWYV Kal €18IKA EMONUEIWUEVWY PPa-
ogwV ol onoieg nNpoépxovtal and Sidgopa nepiBaiio-
vta. To £pyo wBei Tov Beath Npog pia naryviwdn e€epeu-
vnon n onoia enipUAdooel S1apKeiG aAAayEG oTnv ONTIKN
TOU Kal avakaAUWeIG BacIOUEVEG OTNV MPOCWIIKA TOU
avtiAnyn.

O1 KaAAITEXVEG MOU CUVEPYAOTNKAV OTO MAQICIO TOU €V
Aoyw €pyou ouvéAe§av NxnTikd anoondopata ta onoia
ouvevwBnkav n cuvodeUtnkav and KIVOUUEVO KEilevo,
Snploupywvtag €10l hia Bdon dedopévwy n onoia ano-
TeAel TuApa tou Siadpactikol yAuntou. O1 Axol Kai ol
AE€eIC autég Npoadidouv éva €iog xwpIkol Npoadio-
pIopoU oTa anoondopata nou €xouv nxoypagnBei and
KdBe tonobeaia. To ev Adyw £pyo Bacikd eival yia avia-
vakAaon tou tpdnou Y tov onoio Sidpopol noAitiouof
otnv nopeia g lotopiag emvonoav epyaleia kai Bdoeig
Se60opéVV OTE VA OUYKEVIPWOOUV Kal va Slatnpn-
00UV TNV MOAITICTIKNA TOUG KANPOVOUIQ.

‘Eva OUYKEKPIUEVO 10TOPIKG SnUIoUpYNUA TO OMoio EVE-

MVEUOE TOUG KAANITEXVEG NTav To Quipu, P GUCKEUN N
onoia xpnalponoleito and touglvkag katd tov 130 aiw-
va yld TV Kataypapn Sedopévwy. To avIKeiPevo auto,
T0 0Moio NOAAEG POPEG AMOKAAEITO KAl KOMIAOUVTEG KO-
unoi», ntav otnv ouacia pia Bdon dedouévwy otnv onoia
KaTaypapovIav KOIVWVIKEG Kal OIKOVOUIKEG Spactnpid-
nteg. Ennpeacpévo and tnv apxaia auth napadoon, 1o
£pyo «Hxntikd Nnpatay geAeTd tponoug e TouG oMoioug
S1Gpopa evaAAKTIKG vEa péoa pnopoUv va evioniocouv
ixvn tng i81ag toug tng €€EAIENG , evw tnv iS1a oTiyun
EVOAPKWVOUV T VEWTEPIKA OTOIXEIQ MOU 0 OPOG AUTOG
eUNEPIEXEL. ME AUTOV TOV TPAMO, TO £pY0 SIEPELVA NG
0l KATayeyPaupEVOI NXOI Kal N YAWOOd €XOUV KEVIPIKO
pdAo otnv katavénon g avlpwnivng GUoNG.

Linie dzwieku / Sound-lines

Interaktywna rzezba z czujnikami dotyku, uruchamiajg-
cymi dzwiek i animacje tekstowg

Cliona Harmey, Christine Mackey, Lorraine Walsh, Lei
Han, Nita Tandon

Linie dzwieku to interaktywna rzezba ztozona z 24
strun potgczonych z czujnikiem dotyku, ktéry urucha-
mia pejzaz dzwiekow zbudowany z nagranych wcze-
$niej w réznych okolicznosciach fraz. Projekt zache-
ca odwiedzajacego do radosnego poszukiwania zmie-
niajacych sie perspektyw i percepcyjnego odkrycia. Ar-
tysci zebrali dzwieki scalone z tekstem, tworzac baze
danych dla interaktywnej rzezby. Dzwieki te pozwalaja
umiejscowic¢ nagrania z réznych $rodowisk. Praca sta-
nowi fundamentalng refleksje nad istotg kultury oraz
sposobami, w jaki znajduje ona narzedzia oraz materia-
ty, by zachowac swoje dziedzictwo. Pochodzace z pre-
kolumbijskiej Ameryki Potudniowej pismo wezetkowe
Kipu zainspirowato artystow do wykonania tego pro-
jektu (Inkowie w XIIl w. uzywali go do zapisu danych).
Nazywane “mdwigcymi weztami” Kipu stuzyto do zapa-
mietywania administracyjnych i finansowych informa-
cji. Nawigzujac do tej starozytnej tradycji, linie dzwie-
ku ukazujg sposob, ktdrym mogtyby sie postuzy¢ alter-
natywne media szukajac drogi swojej ewolucji, podkre-
$lajac jednoczesnie swojg nowatorskos¢. W ten spo-
sob projekt bada w jaki sposdb dzwiek i jezyk stanowig
kwintesencje ludzkiego myslenia.
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THE
THIRD
OMAN|

ma Underground group: Interactive film gallery installation and mobile film-game and performance in public space
Anna Dumitriu (Performance, Bio-art)

Cliona Harmey (Sound Art) Dimensions:

Margarete Jahrmann (Costume & Performance) variable (ideal gallery space: 20 metres x 4 metres)

Martin Rieser (Project Concept & Coordination, Mobile Sensing, Film script, direction & production) Materials:

Barry Roshto (Sound Artist) Vinyl strip supported on bent aluminum flanges

Nita Tandon (Language installation and production)
Pia Tikka (Narrative engine and Film script, direction & production)
Nina Yankowitz (Screen Teaser)



Description of project:

The Third Woman is an interactive mobile film—game,
which gradually reveals the layers of a contemporary
film drama on mobile phones and screens. The project
originated from Nita Tandon’s idea to create a cinemat-
ic project for the Viennese U-Bahn spaces. The artistic
team soon developed the project, in the conceptual
guidance of Martin Rieser, into a multi-faceted mobile
film—-game inspired by the Vienna-based film The Third
Man (dir. Reed 1949). The project was publically
launched in the Vienna Kunsthalle Project Space and at
the Karlsplatz U-Bahn site in February 2009.

The ubiquity of code embedded in the cultural environ-
ment is woven into both the narrative and the means of
viewing it, accompanied by an updating of the post-war
themes of The Third Man, particularly the global threat
of bio-engineered terrorism. A combination of mobile
game, multiscreen installation, and costumed perfor-
mance guides the participants into interaction with en-
vironmentally embedded graphics, semacodes, and text
messages. Vienna is transposed onto each city location
in the exhibition tour, as a totemic space between East
and West, reflecting the post cold war contradictions of
the globalised world.

A mobile-based sensor system tracks the audience and
adapts the film sequences according to their behaviour
in the space. The film has three differently nuanced ver-
sions for each scene, which can be recombined in many
ways, so that the experience of the narrative is always
slightly different for each member of the audience. The
Third Woman film—game can also be played at anytime
within the installation space. In addition, guided film—
game events are scheduled outdoors around the exhi-
bition site.

The Third Woman film material was created and pro-

duced by Martin Rieser and Pia Tikka. The scenes were
shot in Vienna with the main character Holly Matins
(Maria Jarvenhelmi), the film locations included the
Viennese Sewage System and Underground Station,
using black and white shots with harsh angles, echo-
ing the “noir” spirit of The Third Man film. However,
modern digital technology enabled the team to virtually
matte the other actors (Catherine Adams, Ranj Nagra,
Valmike Rampersad, Martin Rieser) to the scenes shot
in Vienna. This was done in the green screen studio at
De Montfort University, UK.

In the game, the user can gather “immunity” through
participating in scenarios created to reflect on the
history of plague contagion in Vienna and the mythic
contagion of “Miasma”, literally ‘bad air’, which was
blamed for causing the disease. Famously the Viennese
street musician “Lieber Augustin” fell in to a plague pit
when drunk and survived the ordeal, his experience in-
spired a famous nursery rhyme, the Austrian equiva-
lent of the British “Ring 0’ Roses”. Anna Dumitriu, an
artist working with biological media, cultured bacteria
from the air in Vienna and did a biochemical work-up
to ascertain the 7 digit Analytical Profile Index codes
of the organisms, in order to identify them. Dumitriu
sampled Arthrobacter sp, Kocuria rosea, and Micrococ-
cus luteus. Barry Roshto’s algorithm then generated a
musical theme by combining the “Lieber Austin” tune
and the API codes of the bacteria. He also composed
a number of thematic ring tones symphonics based
on the genetic sequences of bacteria sampled in the
city. Barry Roshto and Cliona Harmey have also created
sound landscapes based on “Hertzian” signals picked
up around Vienna using electronic “sniffers”. Their work
with surround sound technologies has been staged in
the TONSPUR_passage in the Vienna Museums Quar-
ter. The attribute of Hertzian refers to the idea of en-
gaging the invisible electromagnetic environment in

which we live, and as has been discussed in Anthony
Dunne’s Hertzian Tales (1999).

The costumes for The Third Woman were created by
Margarete Jahrmann, featuring a Game Fashion series
using the same interactive codes that trigger the film—
game. The costumes are a self-referential element in
the film. They introduce a “semacode-fashion-pattern”
as an urban dress code accessible to mobile phones
and surveillance cameras. All apparel was printed with
overall-patterns of data-codes on silk and linen. In cer-
tain scenes and for the performance QickRead-lingerie
was used. For these garment-series Margarete Jah-
rmann invited the Vienna dessous specialist Renate
Christian from Boudoir to collaborate.

Name of Contact Artist: Martin Rieser (mrieser@dmu.
ac.uk)

Scientific Advisors or other external collaborators:

John Collomose, Jim Grimmett, Eamonn O’Neill of the
Computing Department at Bath University: Mscape ex-
perimental software adaptation

Rasmus Vuori: Advisor on Installation configuration,
Jirgen Scheible: Mobile Programming

Mauri Kaipainen: Ontospace engine

Other credits:

Film production

Oblomovies Oy; Martin Rieser & Pia Tikka with Anna
Dahlgren. Thanks to Veronika Schnell, Bettina Schiilke,
Nita Tandon, Heike Kaltenbrunner, and Merlin Wyschka.

Actors

Holly Matins: Maria Jarvenhelmi; Lara Line: Catherine
Adams; Roscov: Ranj Nagra; Peter Shalo: Valmike
Rampersad; Kurt Sammelhauser: Martin Rieser

Post-Production

DMU Creative Technology Studios: Simon Richardson,
Paul Harmer, Tom Dodds (UK)

Film editing ® Color grading: Samu Kuukka

Sound post-production: Pertti Venetjoki,

Sound assistant: Meri Tikkala

Music infromation:

1) Kalevi Kiviniemi: “VALSE LENTE” (Merikanto) Trous-
dale recording and editing, digital editing & mastering:
Raimo Jokela / Sonorex Oy Digital recording: Robert
Ridgeway / Magnetic lab Kalevi Kiviniemi plays The
Wurlitzer Theater Pipe Organ at the Sanfilippo Victorian
Palace, Barrington Hills, lllinois, USA.

FUGA 9217

2) “Resonant Solitude” Music Provided By www.free-
playmusic.com.

SemaCode Costumes/ Fashion Design “Q-Fashion”:
Margarete Jahrmann and Renate Christian. Thanks
also to wienerriesenrad. Fashion Photos: imonym.com
Zurich and Ramin Vienna. Actress Alice Schneider. Col-
lection assistance Susanna and Elena. Thanks to Klaus
Muhlbauer.

Sponsors:

AVEK/The Promotion Center for Audiovisual Culture,
Finland; the Finnish Cultural Foundation; BRU/Helsinki
University of Technology, Finland; IOCT / FUSE MEDIA/
De Montfort University, UK; Bath University Computer
Science, UK; Vienna University of Applied Arts, Austria

All copyright of “The Third Woman” film images and
photos belongs to Martin Rieser & Pia Tikka.

All other copyright belongs to Vienna Underground
Group, unless stated differently.
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H Tpitn lNuvaika

A1adpactikdg  KIVNUatoypdgpog, €ykatdotaon, Kivnua-
TOYPAPIKG NaIXVISI Pe XPNon KIVNTWV TNAEPWVWY, Kal
napdotaon g SnPdGI0 XWPO.

Anna Dumitriu (Mapdotacn, BioAoyikn téxvn), Cliona
Harmey (Sound Art), Margarete Jahrmann (Evéupacia
kai Mapdotaon), Martin Rieser (evvoloAoyikn ene€epya-
oia kal CUVTOVIOUOG €pyou, oxe81aoUdG oUCTAPATOC avi-
XVEUONG HECW KIVNTWV GUCKEUWYV, OUYYPapn oevapiou,
oknvoBeaia kal napaywyn), Barry Roshto (Sound Art),
Nita Tandon (eykatdotaon pe keipevo, napaywyn), Pia
Tikka (Mnxavin a@hiynong Kal cuyypagn oevapiou, okn-
voBeaoia kal napaywyn), Nina Yankowitz (Slapnuiotikd
video)

H «Tpitn Tuvaika» €ivar éva KIvnuatoypagiko naixvidi
HE XPAON KIVNTWV TNAEPWVWY TO OM0i0 anoKaAUMTeEl
Babuiaia ta Sidpopa enineda g oUyxpovng Kivnua-
TOYPAPIKAG aPnynong o€ KIVNTa TNAEPpwVa Kal 0BOVEG
npoBoAng. H 81apkng napouacia unoAoyioTiKoU KwdIka
o€ KdBe ékpavon tou BroAoyikoU kal MoAITIopIkoU nepI-
BAaMovtog yiveral opyavikd tunpa tng agnynong, ava-
Babuifovtag étal v YetanoAeuikn Bepatikn n onoia
anotéAece TNV apxikn €UMNVEUCN yia T Snpioupyia tou
ev AMdyw €pyou, tov «Tpito AvBpwno» (oknv. Reed,
1949) pe v NpocBnkn g NaykOouIag aneiAng tng
BloAoyIkng tpopokpatiag. Evag ouvduaouog naixvisiol
JE KIVNTA TNAEQWVA, EIKACTIKAG £YKATAOTAONG HE MOA-
Aég 00dveg, kal performance pe katdAAnAa tpornonol-
nUEveg evdupaoieg, wOOUV TOUG CUMHETEXOVIEC OTNV
aMnAenidpaon pe evowpatwpéva oto nepiBdAlov ypa-

PIKA, semacodes, Kal UNvUUATa KEIPEVIKOU Xapaktnpa.
To Kivnuatoypa®iké naixvidi «H Tpitn Muvaika» pnopef
va Naixtel onoladnmnote otlypn evidg TOU XWPOU NG
eykatdotaong. EninAéov, npooxeSiacpéva Spwueva e
XPNon Tou gv AGyw KivnuatoypagikoU naixvidiol éxouv
npoypauuatiotel va eKTUAIXBoUV o€ e§WTEPIKO XWPO 0Ta
nEPIE Tou EKBE0IAKOU XWPOU.

DAF HM

H avdntuén tou HAektpopayvntikou (HM) paotiyiou Ba-
ofotnke o€ pia oglpd and Avixveutég HAektpopayvnti-
Kwv Mediwv 0l 0Moiol KATAOKEUAOTNKAY MPOKEIUEVOU
va xpnaigonoinBouv oto nMAaioio Tou €pyou « To UETPO
g Biévvngy / «H Tpitn Muvaika». O1 popnTEG QUTEG OU-
OKEUEG €VIOXUOUV Kal "anodiauop@wvouy” Ta NAEKTPO-
payvntikd nedia nou evronidoval oto nepiBAAov evio-
niCovtds Ta PEoW XAAKIVWY KaAWSIwV A KEPAIWV ANYNG.
ApXIKd, 0l CUCKEUEG AUTEG Npoopidovav yid ToV EVIoni-
opo «{wVWV aoPaAeiag» ol onoieg Ntav exBpIKEG NPOG
v avdntuén Baktnpiwv, aAAG n opdda DAF avakdAuye
NPOOMTIKEG YIa TNV eUPUTEPN XPNON TOUG.

H ouokeun avixveuong «HM paotiyio» kpUBel ta nAe-
KTPOVIKA PEPN TNG MECA O HIA EYPAVIOIUN Kal MPAKTIKN
«0aKOUAQ GUAAOYNG AXwV», atnv onoia pnopouv eni-
ong va tonoBetnBolv kal AAa kabnpePIVA aviiKeipeva.
H napéuBaon tou nxou, n onoia Katéotn duvatn PEow
autoU Tou XpNaluou agecoudp, eival yia aubdpuntn na-
pdotacn yia 6Aoug, Kal KaB1otd 0patd Ta EVEPYEIQKA Ne-
5ia, JETAMOPPWVOVIAG Ta O€ UIA HOVASIKNA, NPOCWIKA,
HOUGIKN UNOKPOUGON TOU ACTIKOU XWPOU.
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Trzecia kobieta / The Third Woman:

Interaktywny film, instalacja, film-gra na telefon komor-
kowy, performance w czesci dla publicznosci

Anna Dumitriu (Performance, Bio-art), Cliona Harmey
(Sound Art), Margarete Jahrmann (Costume & Perfor-
mance), Martin Rieser (Project Concept & Coordina-
tion, Mobile Sensing, Film script, direction & produc-
tion), Barry Roshto(Sound Art), Nita Tandon (Language
installation and production), Pia Tikka (Narrative engi-
ne and Film script, direction & production), Nina Yanko-
witz (Screen Teaser)

Trzecia kobieta jest interaktywna grg - filmem na tele-
fon komodrkowy, ktory stopniowo odstania wspotcze-
sny dramat filmowy na ekranach oraz na telefonach ko-
morkowych. Wszechobecny kod osadzony w bio-kultu-
ralnym Srodowisku jest tworzywem opowiesci inspiro-
wanej filmem Trzeci Mezczyzna (,The Third Man”, rez.
Reed, 1949) i aktualizujacej jego powojenng tematyk
0 nawigzania do globalnego zagrozenia bio-terrory-
zmem. Kombinacja gry na komorke, wieloekranowej in-
stalacji oraz aktorstwa prowadzi uczestnikéw do inte-
rakcji ze Srodowiskowo zakorzenionymi grafikami, se-
makodami oraz wiadomosciami tekstowymi.

DAF EM

W projekcie Wiedenskie Metro/ Trzecia Kobieta (the
Vienna Underground/Third Woman Project) wykorzy-
stano sensory pola elektromagnetycznego (Electroma-
gnetic Field Sniffers), ktére przyczynity sie do powstania
Elektromagnetycznego bicza. Te przenosne urzadzenia

wzmacniajg i demodulujg pola magnetyczne znajduja-
ce sie w naszym otoczeniu wyczuwajac je za pomoca
miedzianej cewki lub anteny. Poczatkowo byty wyko-
rzystywane do wykrywania ,,stref bezpieczenstwa” nie-
dopuszczajacych do rozwoju bakterii, lecz zespot DAF
odkryt duzo szersze mozliwosci ich zastosowania. Elek-
tromagnetyczny bicz DAF sensor eteru skrywa elek-
troniczne komponenty w stylowej i praktycznej ,torbie
dzwiekowej”, ktéra moze réwniez zostac¢ wypetniona in-
nymi przedmiotami codziennego uzytku. Dzwieki wyda-
wane przez ten poreczny dodatek to spontaniczny kon-
cert dla kazdeqgo, przeksztatcajacy niewidzialng energie
w osobistg miejska Sciezke dzwiekowa!
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WE

THE
FISH

Duke Albada, Alexandra Berlinger (tat ort), Jeremy Bernstein, Wolfgang Fiel, (tat ort)

Sound installation

Dimensions:

Central speaker location: 2 m. diameter, speakers suspended above height of head + various
objects and audio cable distributed throughout the gallery

Materials:

5 to 10 objects with one microphone and custom-made pre-amp each, 1 central microphone,
approximately 200m audio cable, computer, Audio Interface, 10-20 speakers




e-MobiLArt European Mobile Lab for interactive media Artists

Description of project:

Having started with the notion of traces, the temporal
inscription of unpredictable trajectories, a number of
objects serve as sonic agents for the continuous map-
ping of space. The audio is the mediated transposition
of ambient sound, the acoustic imprint of the visitor’s
behavior and the sonic properties of the exhibition
space. The first sounds to be captured, recorded at vari-
ous locations throughout the gallery but only heard at
the central speaker array, are played back unaffected
and on their own. The delayed feedback of the accu-
mulated sources causes the audio to gradually rise in
volume and to become distorted as the result of an
increasing number of sound layers. Spoken words and
other recognizable features of previous recordings
slowly devolve to background noise as visitors continue
to feed the system. This noise is the daily evidence of
an unfolding sonic narrative, tracking and tracing the
visitors inside the gallery.

Microphones are placed in a variety of locations
throughout the gallery, ‘hidden’ inside various objects
which seem just out of place, which may belong to
someone else or may have been forgotten by previous
visitors, e.g. a bicycle just outside the office door, a hel-
met in the wardrobe or a ceramic fish placed among the

usual memorabilia in the gallery shop. These objects
are chosen for two reasons:

1. They should almost, but not quite, fit in their sur-
roundings.

2. Their material and shape distorts the recorded sound
in a peculiar way (the objects act as analog filters).

Betraying their intended purpose, the microphone wir-
ing runs (partially visible) from these objects to the
central listening point, where a number of suspended
speakers emit the collected variety of sounds from all
over the gallery. The sounds, although slightly altered
by the vessels in which they are embedded, are still
audible and recognizable. Within the perimeter of this
central listening post, another microphone records the
accumulated audio, which is fed back into the system
with a time delay.

The re-recorded sounds deform, causing their contin-
ued disintegration over time, forming the acoustic por-
trait of a place meditated through the “ears” of others
and procedurally altered by a staggering number of
“memorised” recordings.

Contact Artist: Jeremy Bernstein (jeremy@bootsquad.
com)

85

AyanoUpe to Yapi

Hxntikn eykatdotaon

Duke Albada, Alexandra Berlinger, Jeremy Bernstein,
Wolfgang Fiel

‘Exovtag wg apetnpia tnv évvola tou ixvoug, TNV anoty-

nwon oto xpdvo anpdBAentwv Siadpouwy, évag apib-
UOG QVTIKEIMEVWY AEITOUPYOUV G NXNTIKOI KATAAUTEG
Yla TN OUVEXN XAPTOYPd®NoN TOU XWPOou. To XNtk
nepiBdAov anoteAeital and tn SiapuecohaBnuévn pe-
Tatponn Kal oUvBeon Katayeypauuévwy NXwv and tov
XWPO TOU HOUCEIOU, TOU AKOUGTIKOU anoTunwatog tng
KIVNoONg Tou €MIOKEMTN, aAAd KAl TwV NXNTIKWY 1810TN-
TWV ToU €kBeaIakoU xwpou. O1 X0l Mou nxoypagouvral
apxikd and 81dpopa oNUEIa TOU £0WTEPIKOU XWPOU
TOU POUCEIOU YIa va akouoToUv pévo and tnv Kevipl-
KN oucotoIXia nxeiwv avanapdyovial aueTtdpAntol Kai o
KaBévag Eexwplotd. H kaBuotepnuévn Xxpovikd avatpo-
P0odOTNON CUCCWPEUPEVWY and SIAQopeg NNYEC NXWV
€XEl WG anotéAeoua pia algnon tng €viaong Kal yia na-
PaudPPWON ToU GUVOAIKOU NXNTIKOU NEPIBAANOVTOG WG
andppola g oAogva kal heyaAltepng noAunAokdtntag
TOU AXoU.

NEEEIG Kal AMEG avayvwPICIUEG NXNTIKEG HOPPEG and
nponyoUUEVEG nxoypagnoelg unoBabuifovial otadiakd
o€ napacknviakd B6puPo evoow Ol EMICKENTEG OUVE-
Xiouv va nNpooPEPOUV akouaoTikd epebiopata oto ou-
otnya. H eyypagn nou tedikd NpokUntel anoteAei pia
KaTaypaen g NXNTKAG apnynong mou napdyouv ol
ENIOKENTEG TOU eKBECIAKOU XWPOU o€ KaBnpepivi Bdon.

Kochamy rybe / We love the fish:

Instalacja dzwiekowa

Duke Albada, Alexandra Berlinger, Jeremy Bernste-
in,Wolfgang Fiel

Praca ta to tymczasowy zapis nieprzewidzianych trajek-
torii dzwiekow, $ladow dzwiekowych pozostawionych
przez grupe podmiotéw — agentow dzwiekowych, stu-
Z3cy nieprzerwanemu tworzeniu mapy przestrzeni. Fo-
nia jest zmodyfikowang forma przenoszenia otaczaja-
cych dzwiekdw, akustycznym odbiciem zachowania od-
wiedzajacego i wasciwosci dzwiekowych w powierzch-
ni wystawowej. DZwieki sg uchwycone i nagrane w wie-
lu czesciach galerii, a odtwarzane zostaja bez zmian
przez gtosnik centralny. Opdznione sprzezenie zwrot-
ne skumulowanych dzwiekow powoduje, ze sita dzwie-
ku stopniowo rosnie i zostaje znieksztatcona w wyniku
nakfadania sie na siebie poszczegdlnych warstw. Kazde
kolejne nasycenie systemu przez zwiedzajgcych spra-
wia, ze rozpoznawalne fragmenty poprzednich nagran,
np. stowa, styszalne sa juz tylko w tle. Pod koniec dnia
nagranie jest zrédtem odstaniajgcym dzwiekowa narra-
cje, tropigcag odwiedzajgcych wewnatrz galerii.
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Duke Albada / Australia
E-mail:  dukedesign@yahoo.com
Website: www.duke-albada.com.au

Short Bio: Duke Albada creates art installations that
evoke an experience via generating sensory sensa-
tions. Inquisitive atmospheres are accomplished
through distorting space, time and perception and in-
volve active and passive participation of the audience
thus reshaping spectatorship. Predominantly exhibiting
in the public realm her interdisciplinary installations are
site inspired. The media is a combination of evanescent
& tangible matters such as elements from sculpture,
multi media, electronics, sound, smell, light and touch.
Duke is especially interested in the human senses (psy-
chophysics), time, parallel worlds, (natural) phenomena
as well as memory & perception.

Kelly Andres / Canada
E-mail:  kelly.andres@gmail.com
Website: http://www.kellyandres.com

Short Bio: Kelly Jaclynn Andres is an interdisciplinary
artist and researcher who uses the immediate environ-
ment as an active stage for investigation. Andres em-
ploys the technological apparatus of technology, por-
tability, and location, from bicycles to communications
devices, to convey highly subjective theories through
humour, absurdity and sound. Andres’ art has been
widely exhibited and in 2008 was a feature of M:ST
Performance Art Festival in Canada, Free Radio Banff at
the Walter Phillips Gallery, Babel in Norway, ISEA 2008
in Singapore, Signal and Noise in Vancouver, and CON-
FLUX 2007 in New York. Besides eMobilArt, Andres
has had residences at ISEA 2008, Studio XX, The Banff
Centre and the Banff New Media Institute, and Lade-
moen Kunstnerverksteder in Norway. Her expertise
lies in mechanized telecommunication devices, sound,
wearables, working with living organisms

Nurit Bar-Shai / U.S.A,, Israel
E-mail:  n@nuritbarshai.com
Website: http://www.nuritbarshai.com

Short Bio: Nurit Bar-Shai is @ New York based inter-
media artist who composes interactive, telematic me-
chanically live installations, thinks long-distance and
streams locally. Her work has exhibited widely, includ-
ing at the Brooklyn Museum, the OK-Center in Linz,
The National Art Center in Tokyo, SESI Gallery in Sao
Paulo, and The Center for Digital Art in Israel. Bar-Shai
received a Prix Ars Electronica 2007 Honorary Men-
tion, the 11th Japan Media Arts Festival Jury Award,
and was commissioned an art grant with Turbulence.
org, funded in part by the Greenwall Foundation. In ad-

dition to eMobilArt, Bar-Shai has held residencies at
the Experimental Television Center, the Makor Stein-
hardt Center, and Harvestworks. Her expertise lies in
remotely operated mechanics and participatory object-
based narratives

Alexandra Berlinger / Austria
E-mail:  berlinger@tat-ort.net
Website: www.tat-ort.net

Short Bio: Alexandra Berlinger, born 1970 in Bregenz,
Austria, studied Fine Arts at the University of Applied
Arts Vienna under the direction of Berhard Leitner,
where she was teaching at the Institute of Fine and Me-
dia Arts till 2004. Since 2002 she is a member of tat
ort, a Vienna based practice for collaborative cross-dis-
ciplinary projects that incorporate visual arts, architec-
ture and urbanism. Her individual and collective work
has been exhibited internationally and published widely.

Jeremy Bernstein / Germany
E-mail:  jeremy@bootsquad.com
Website: www.bootsquad.com

Short Bio: Jeremy Bernstein works with time-based
media, comprising mostly sound, video and code. In
various forms -- performances, presentations and
screenings -- his work has been exhibited throughout
Europe and North America. For several years, his work
has been concerned, on a technical level, with “re-
animation” -- assembling temporal structures out of
static or frozen fragments of “personally associative”
materials -- home movies, snapshots, field recordings,
old records, etc. Increasingly, he has been exploring
sound and image as “influenceable media” -- semi-fluid
forms capable of withstanding structural modulation --
through the use of custom computer software.

Nina Czegledy / Canada

Senior Fellow, KMDI, University of Toronto, Adjunct Asso-
ciate Professor, Concordia University, Montreal, Honorary
Fellow, Moholy Nagy University, Budapest

E-mail:  czegledy@interlog.com

Short Bio: Nina Czegledy, artist, curator, writer works in-
ternationally on collaborative art&science&technology
projects. She has exhibited widely, won awards for her
artwork and has lead and participated in workshops,
forums and festivals worldwide. Czegledy curated and
presented numerous international touring projects
and published extensively. What will you do to cool
the earth? The latest collaborative public art project
was commissioned by the City in Toronto. AuroraFeast
premiered at the Heureka Science Center. Czegledy is



»

a Senior Fellow, KMDI, University of Toronto, Associ-
ate Adjunct Professor Concordia University, Montreal,
Honorary Fellow, Moholy Nagy University of Design,
Budapest,o-Co-chair of the Leonardo Education Forum
(LEF).

Linda Dement / Australia
E-mail:  linda@lindadement.com
Website: www.lindadement.com

Short Bio: Linda Dement is a Sydney based artist who
has been working with arts computing since 1989. She
has authored screen based interactive, multi-computer
installations and collaborated in translocal and perfor-
mative new media events. Her work has been widely
exhibited internationally and locally, including at the In-
stitute of Contemporary Art in London, Ars Electronica
in Austria, the International Symposia of Electronic
Art and the Impakt Media Arts Festival in Europe. She
is twice winner of the Australian National Digital Art
Award (the Harries) and has been awarded a New Me-
dia Arts Fellowship by the Australia Council for the Arts.

disciplinary projects that incorporate visual arts, archi-
tecture and urbanism. His individual and collective work
has been exhibited and published widely. He is tutor at
the Institute of Art and Design at Vienna University of
Technology, and currently works on his PhD-thesis on
“Dissipative Urbanism” at the Planetary Collegium, Uni-
versity of Plymouth/UK.

Etienne de France / France
E-mail:  etiennedefrance@yahoo.fr
Website: www.etiennedefrance.com

Short Bio: Born in 1984, Etienne de France received a
B.A in Art History in Paris, and then completed a B.A
in visuals arts in the Iceland Art Academy of Reykja-
vik. He works with various media, focusing mostly on
photography, video and audiovisual performances. Ex-
perimenting with diverse presentations that combine
those medias (books, installations A/V performances,
interactive works), by challenging narration, he is trying
to mix these medias in different ways, to create what he
calls “poetic-myths”.

Anna Dumitriu / UK.

University of Sussex, Visiting Research Fellow and Univer-
sity of Brighton PhD Candidate

E-mail:  annadumitriu@hotmail.com

Website: www.unnecessaryresearch.org

Short Bio: Anna Dumitriu is a visual artist whose highly
experimental work is involved with the nature of trans-
disciplinary practice-based research. She collaborates
reqularly with scientists and philosophers and tends to
go very deeply into her chosen area of research, taking
on the role of scientist in an almost performative sense,
raising paradigmatic questions in her work. Her instal-
lations, interventions and performances use a range of
digital, biological and traditional media. She is currently
Artist in Residence at The Centre for Computational
Neuroscience and Robotics and a Visiting Research Fel-
low in the Dept of Informatics at Sussex University and
researching her practice-based Fine Art PhD part-time
at The University of Brighton.

Wolfgang Fiel / Austria
E-mail:  fiel@tat-ort.net
Website: www.tat-ort.net

Short Bio: Wolfgang Fiel, born 1973 in Alberschwende,
Austria, studied Architecture at the Vienna University
of Technology and obtained his Master in Architectural
Design at the Bartlett, University College London under
the direction of Sir Peter Cook. He is co-founder of tat
ort, a Vienna based practice for collaborative cross-

Petra Gemeinboeck / Australia

College of Fine Arts, University of New South Wales
E-mail:  petra@unsw.edu.au

Website: www.impossiblegeographies.net

Short Bio: Petra Gemeinboeck is an artist working with
sensor-based installations, and is Senior Lecturer
in Interactive Media Arts at the College of Fine Arts,
UNSW, in Sydney. Petra’s artistic practice crosses the
fields of architecture, computer science, electronic
media art and visual culture. In her works, she creates
scenarios of encounter in which participants renegoti-
ate social territories, whether these are bodies or city
landscapes. Petra’s interactive installations have been
exhibited internationally at venues including Ars Elec-
tronica, Archilab, MCA Chicago, ICC Tokyo, and the
Centre des Arts Enghien at Paris. Her works have been
featured in magazines such as RealTime Arts, ARCHIS,
and Computer Graphics World.

Julia Carboneras Girgas / Spain
E-mail:  julia@metamatic.info
Website: http://www.metamatic.info

Short Bio: Born in Figueres in 1980 and currently
based in Barcelona, Julia Carboneras is a musician and
an interactive media artist who experiments in the field
of interactive devices focused in show human emo-
tions. He is an image and sound engineer (Ramon Llull
University - Barcelona) and has studied classical and
contemporary music. He works mainly in live interactive
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events as a musician, video and light designer compos-
ing score soundtracks for dance and visual theatre per-
formances as well as several solo performances. Cur-
rently is member of FLEXO.tv collective with the basis
in development of immersive light and sound environ-
ments. He also works in the field of interactive devices
development, specialized in computer vision and multi-
touch technologies.

Cliona Harmey / Ireland

National College of Art, Dublin, Lecturer
E-mail:  harmeyc@gmail.com
Website: http://www.clionaharmey.info

Short Bio: Cliona Harmey is an artist who works across
a variety of media. Much of her work is about the pro-
cess of recording, particularly small mutable everyday
phenomena. She is interested in the development of
physical interfaces for engaging viewers with sound.
She graduated with a BA in Sculpture in 1992, and in
1999-2000 she completed a one-year residency at
the now defunct Arthouse Multimedia Centre, Dublin.
Further studies include an MA in Visual Practices at
DLIADT and an HDip in Computer Science at UCD. She
currently lectures at the National College of Art & De-
sign, Dublin, Ireland. She has exhibited in curated shows
in Ireland and abroad. She is one of the founding mem-
bers of Blackletter.ie an online open publishing system
for artists.

Lucy Hg / USA.

The League of Imaginary Scientists

E-mail:  theLeague@imaginaryscience.org
Website: http://www.imaginaryscience.org

Short Bio: The League of Imaginary Scientists conducts
everyday experiments through creative collaborative
inquiry. Tin foil and bicycles are common components
of the League’s participatory mega-media installa-
tions. League contributors range from mechanical en-
gineers to synthetic biologists and include an imaginary
boy from Norway. Experiments in Imaginary Science
have exhibited widely, including at Colombia’s World
Year of Physics, MAS in Barcelona, and Electrofringe
in Australia, with collaborative networked interactions
at El Festival de la Imagen, Mapping Festival at BAC
in Geneva, MAAC in Brussels, and (re)Actor in Lon-
don. Besides eMobilArt, the League has held residen-
cies at CESTA in the Czech Republic, Lademoen Kunst-
nerverksteder in Norway, CalArts, and Gunnery Studios
and Casula Powerhouse in Australia. Her expertise lies
in creative integration of science and technology and
conveying research through playful interactivity.

Saoirse Higgins / Ireland
E-mail:  real@eircom.net
Website: http://alumni.media.mit.edu/~saoirse/

Short Bio: Saoirse Higgins is obsessed with natu-
ral disasters, conducts lengthy conversations over a
megaphone, and candidly predicts doom: “the end is
nigh.” Her mechanized interactive installations exam-
ine and measure the dismal. Yet her work is remarkably
upbeat and mobile, with an emphasis on action and the
auditory. Higgins is a coordinator of ISEA 2009, an
official artist representative for Ireland, and a lecturer
on digital media at the Institute for Art, Design and
Technology in Dublin. She was featured in the 2008
404 festival, the 2007 DEAF festival, and the 2006
Space Shuttle Project. Besides eMobilArt, Higgins
has held residences at Disonancias in Spain, Loca-
tion1 gallery in New York, the Centre for Digital Art in
Dublin, and the Banff Centre for the Arts. Her exper-
tise lies in audio capture, mechanical communication
devices and interpreting live data as meta-narrative

John Holder / UK.
E-mail:  holder@uel.ac.uk
Website: www.johnholder.co.uk

Short Bio: John Holder is a digital installation artist who
focuses on experiential, reactive, immersive art. He is
also a university lecturer of digital art and 3d animation,
with a background in engineering, art and design. He
gained a Master of Arts in 1996, and Master of Science
in 1999, and is completing his professional doctorate
in Fine Art. His most recent installation inter-kors’ ex-
plores various aspects of relationships through poetic
discourse using giant virtual human actors and synthet-
ic voices. It recently gained extensive press coverage in
Athens, January 2009 and was previously chosen to
launch the ‘Electronic Visualisation & the Arts’ confer-
ence in London. Holder’s work often explores complex
language to describe our current situations and post-
humanist future in a playful manner.

Margarete Jahrmann / Switzerland

University of Arts Zurich

Game Design/Interaction Design

University of Angewandte Kunst Vienna. Visual Media

E-mail:  margarete.jahrmann@zhdk.ch

Website: http://www.gamefashion.org/
http://www.konsum.net/

Short Bio: Margarete Jahrmann (AT/CH) embraces
code, language, fashion for her work in fine arts instal-
lations and performances. As founder of Ludic Society
(2006), editor of LUDIC SOCIETY magazine she intro-
duced Game Fashion (2007), urban games (2006).



»

Ludic ‘Pata circuitboard-artefacts (Arco MadridO6).
Her work has been shown in Japan (Tokyo DIGRA),
Brasil (File Rio), Russia (Mediaforum Moskow), Spain
(Laboral) and Netherlands (V2_DEAF). She received
Prix Ars ElectronicaO3, interactive arts distinction and
software art award transmediale BerlinO4. Jahrmann is
visiting artist at the MIT-GambitLab 2009, Game De-
sign professor University of Arts Zurich, PhD aspirant
of CAIIA, University of Plymouth and lectures at Ange-
wandte Vienna.

Nigel Johnson / UK.

University of Dundee, Professor

E-mail:  n.m.,johnson@dundee.ac.uk

Website: http://imaging.dundee.ac.uk/people/njohn-
son/

Short Bio: Nigel Johnson is an artist and researcher
whose work has centered on the production of com-
puter-controlled, two and three dimensional, real-time
interactive installations and digital artworks for more
than twenty-five years, exhibiting work nationally and
internationally. Based at the University of Dundee,
Scotland, he has extensive experience of the creation
and production of large and small-scale interactive
installations. The core of this work engages research
questions and concerns that are grounded in the mi-
cro - macro nature of the world and the role of human
interaction and intervention, whilst attempting to bring
clarity, insight and new understanding where the art -
science boundaries meet and overlap.

Veroniki Korakidou / Greece

Research Associate, New Technologies Laboratory, De-
partment of Communication and Media Studies, Univer-
sity of Athens

/ Research Associate

E-mail:  vkorakidou@yahoo.gr

Website: http://uoa.academia.edu/VeronikiKorakidou

Short Bio: Veroniki Korakidou, Ph.D Researcher (Univer-
sity of Athens, Communication and Media Department,
NT Lab), MPhil Cultural Studies and Human Communi-
cation (University of Athens, 2003), MBA Audiovisual
and Multimedia Production (Groupe HE-ICHEC, Brus-
sels 2001), BA Communication, Media and Culture
(Panteion University 2000). She has authored and
co-authored a number of publications in International
Journals, books and Conference proceedings. As an
artist she has participated in international film festivals,
workshops and cine/theater productions. She is a na-
tional representative to the Leonardo Education Forum
(LEF) since 2007, where she moderates a Discussion
Group on the topic of “Synaesthesia, Art, Science and
Technology”(http://forum.lefnet.org/node/26).

Maria Lalou / Greece
E-mail:  marialalou@yahoo.com
Website: http://reaction-lalou.com

Short Bio: Born in Athens in 1977, Maria Lalou is a con-
ceptual artist and individual researcher who lives and
works between various countries, based nowadays in
the Netherlands. Her creations diverse from sculptural
pieces and objects, to space installations and perfor-
mances, playing with optical illusions and philosophical
meanings. She uses metaphor, allegoric-mythical visu-
als; taking viewer, as a basic element of completing her
pieces. She has been exhibiting her works in solo and
within group shows in Europe. She has studied Prod-
uct & Industrial design with specialization in Glass at
Denmark’s Designskole in Copenhagen, Interior Archi-
tecture & Constructive Technology, Plastic Arts and
Design of Space & Object holding a BSc from ATEI of
Athens and in Gerrit Rietveld Academy in Amsterdam
from where she received a BFA in Fine Arts - Glass. Her
passion in Linguistics and Science, lead her to her re-
search about ‘intermediary spaces’.” Her interest lies in
details, which affect the whole and the effect of space
on individuals. Lalou reflects a different approach on
how things stand” Ryoko Sato.

Dave Lawrence / UK.

Digital Creativity, EIS Middlesex University
E-mail:  dave@sponde.co.uk
Website: www.sponde.co.uk

Short Bio: Dave Lawrence (aka Sponde) is a sonic artist,
composer, performer, and collaborative explorer. Spe-
cial interests - time & place, analogue/digital worlds,
sounds and science of life, forming instruments, explor-
ing interaction, inside and outside. Composition adopts
meticulous serendipity and often uses multiple layers
of sounds - sampled (in ‘soundabout’ walks), generated,
performed, synthesised, and/or digitally processed. In
addition to e-mobilart, projects include: “Secret Life”
(Transmediale, Berlin 2009; collaboration with Joan-
na Hoffmann), “Somniloquy” (a sonic drama, Brighton
2008, Fiorenzo Palermo), ‘Stardust Ruins’ (Liliane Lijn,
Riflemaker London Summer 08), ‘Laranjas’ (Portugal,
June 08, Inés Amado), ‘Soundings from the Estuary’
(London, June 08, Frank Watson), ‘Sphere & Cross’
(NCCA, Moscow Dec 06, Sasha Frolova).

Christine Mackey / Ireland

E-mail: ~ mackeychristine@hotmail.com

Websites: http://www.after.ie/
http://www.leitrimsculpturecentre.ie
http://www.newsitesnewfields.com/

Short Bio: Christine Mackey is currently pursuing a
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practice-based PhD at the University of Ulster, Belfast.
She has participated in International and National resi-
dencies in Costa Rica, Irish Museum of Modern Art and
the Firestation Artists Studios (Dublin), India, Wales,
and was recently selected for RIAA in Argentina and
Drawing Space in Portugal (2009). She has received
numerous awards from The Arts Council of Ireland, Lo-
cal Authorites, EV + A Limerick, Cultural Ireland and
A.l.B Emerging Award. Her practice combines site-spe-
cific and public works, exhibitions, performance and art-
books. Recent projects include AFTER, commissioned
by Leitrim Arts Office, RIVERwork(s) commissioned by
Sligo Arts Office and New Sites New Fields commis-
sioned by Leitrim Sculpture Centre.

Evi Malisianou / Greece

MSc

E-mail:  evo@evothing.com
Website: http://www.evothing.com

Short Bio: Born in 1978, Evi Malisianou holds a BSc in
Interior Architecture & Product Design from ATEI of
Athens and an MSc in Design for Interaction from Delft
University of Technology in the Netherlands. Aiming
for a perspective that considers all aspects of the user
experience she brings together knowledge from differ-
ent design disciplines. She has eight years work expe-
rience in Interior Architecture and Interactive Installa-
tions collaborating with agencies in Greece, Italy and
the Netherlands. In 2007 she co-founded the creative
studio SomeOF9 in Athens and since 2008 she is in
collaboration with the architectural studio RCL working
on museology projects. Her biggest passion is to com-
municate user experience into design process, creating
new concepts for everyday life through research and
design.

Eleni Panouklia / Greece
E-mail:  panouklia@yahoo.gr
Website: www.artnews.org/elenipanouklia

Short Bio: Eleni Panouklia (b.1972) completed her
postgraduate studies in Sculpture with a scholarship
from the Greek State Scholarship Foundation (2007).
She studied painting at the Athens School of Fine Art
(2004), sculpture at the Accademia di Belle Arti di
Roma (2003-04) and Chemistry at the University of
Patras (1995). She primarily creates site-specific in-
stallations. Her work focuses on a search for ways in
which the energy fields present in a specific natural en-
vironment act upon the environment itself, as well as
for the different ways in which the perceptive faculty of
the human mind may respond to the four-dimensional.
Panouklia has held two solo exhibitions and taken part
in numerous group and international shows. She lives

and works in Athens, Greece.

Brigitte Prinzgrau / Austria

E-mail:  pod@silverserver.at

Website: www.prinz-pod.at

Short Bio: PRINZGAU/podgorschek work in the field of
experimental architecture/design, Film, Photo, art in
public space. Their works are shown widely in interna-
tional exhibitions, including “Discovery of corridors”, A,
1995; “credit+debit” Fujino, J, 1999; “tapis rouge”,
F, 2008; and solo- show FADENBRAND, OK Center
for Contemporary Art, Linz, A, 2004. They have also
produced a series of experimental and short movies:
“Sneaking in, Donald Richie’s Life in Film”, documen-
tary, 2002; and “PAARLAUFER”, 2004. Books include
“Weg mit dem Ziel”, F/A; “Bite into Water” NL, A, and
“Autobahn and Medien”, A, 2009. P/punti speziali are
soundART points in Venice with the musiclabel KAIROS
and Guido+Mariolina Fuga.

Sally Pryor / Australia
E-mail:  spryor@ozemail.com.au
Website: www.sallypryor.com

Short Bio: Dr Sally Pryor is an internationally award-
winning digital artist/animator and university lecturer,
with a background of practice as a biochemist and as a
computer analyst/programmer. Sally has been working
with computers since 1979 and was amongst interna-
tional pioneers in 3D computer animation, digital arts
and later, creative interactive multimedia. Her interac-
tive screen-based works include “Postcard From Tunis”
(1997), a personal portrait of Tunis that teaches users
to read Arabic and “Postcards From Writing” (2004),
an interactive road movie about an encounter with a
radical theory of human communication called Integra-
tionism. Most recently Sally lectured in Digital Media at
the School of Creative Arts at Melbourne University.

Martin Rieser / UK.

IOCT Professor in Digital Creativity, Institute of Creative
Technlogies, De Montfort University, Leicester

E-mail:  mrieser@dmu.ac.uk

Website: www.martinrieser.com

Short Bio: Professor of Digital Creativity at the Institute
of Creative Technologies at De Montfort University,
Leicester. His art practice in internet art and interactive
narrative installations has been seen around the world
including Milia in Cannes; Paris; The ICA London and in
Germany, Montreal, Nagoya in Japan and Melbourne,
Australia. His interactive installations include Under-
standing Echo shown in Japan 2002, Hosts Bath Ab-
bey 2006 and Secret Door Invideo Milan 2006, The
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Street RMIT Gallery Melbourne 2008 and ISEA 2009.
He is currently developing mobile artworks for Man-
chester and Vienna, and public installations for the new
Digital Media Centre in Leicester.

Tobias Rosenberger / Germany
E-mail:  tobias@tobiasrosenberger.de
Website: www.tobiasrosenberger.de

Short Bio: Tobias Rosenberger, born 1980 in Alzenau,
Germany, studied Applied Theatre Studies in Giessen.
His individual and collective work at the crossroads of
theatre, installation and media art has been shown both
nationally and internationally, most recently the site-
specific installation ,.Sana’a-City of Lights* (2007), the
audiovisual installation ,,Cold Lights“ (2008), and the
theatre performance ,Herakles 2“ (2008). In 2009 he
is artist in residence in Schoeppingen (Foundation Kue-
nstlerdorf Schoeppingen), Mexico-City (Mexico Schol-
arship for German Media Artists, awarded by Werkleitz
Centre for Media Arts, Goethe Institute Mexico City and
Centro Multimedia) and Esslingen (Bahnwaerter Resi-
dency Grant Fine Arts).

Barry L. Roshto / Germany
E-mail:  barry@sonarium.de
Website: www.roshto.eu

Short Bio: Born in Alexandria, Louisiana USA, 1958.
After earning a BA in Church Music and a BMus in Com-
position, moved to Germany in 1982. There he studied
composition with Bulgarian composer Bojidar Dimov
in Cologne, musicology and phonetics at the Friedrich
Wilhelm University in Bonn, and earned a MMus (with
Distinction) in Composing for New Media at London
College of Music and Media (2002). Lives and works
in Bonn as composer, media/sound artist, sound de-
signer, animator and teacher of piano/composition at
the municipal conservatory. Extensive experience as
instrumentalist and vocalist in a wide range of genres
including traditional classic, contemporary pop, experi-
mental chamber music and electro acoustic.

Bettina Schiilke / Austria

University of Lapland, Faculty of Art and Design, Medi-
astudies. Magister

E-mail:  bettina.schuelke@aon.at

Website: www.bettinaschuelke.at

Short Bio: Bettina Schiilke is an Austrian artist and, Ph.D
Researcher at the University of Lapland. Her research
theme is “Transaction” (Phenomenology of Space and
Time Dimensions). She has exhibited widely at interna-
tionally prominent venues like the Shunt Lounge, Lon-

don, GB; De Winkelhaak Design Museum, Antwerp, BE;
Kemi Art Museum; Lume Mediakeskus, Helsinki, FI; the
MAK-nite (Museum of Applied Arts), Vienna, AUT, tex-
tile works at the Austrian Pavilion at the 8.th Interna-
tional Architecture Biennale in Venice, IT. Schiilke has
lectured at the University of Fine Arts in Vienna, AUT,
the University of Lapland and the Kemi/Tornio Univer-
sity of Applied Science, FIN.

Nita Tandon / Austria

Assistant professor at the University of Applied Arts Vi-
enna

E-mail:  nita.tandon@aon.at

Short Bio: Nita Tandon, Born 1959 in Ajmer, India.
1975-78, B.A. in English literature, Delhi University.
1980-1986 studied painting at the University of Ap-
plied Arts under Prof. Maria Lassnig. Since 1997 as-
sistant professor at the University of Applied Arts in
the class of Bernhard Leitner (from 1997-2003) and
currently in the class of Erwin Wurm. Her work ranges
from the two-dimensional object to spatial installations
involving various media, including language. She lives
and works in Vienna, Austria.

Antti Tenetz / Finland

Visual artist and exhibit developer

E-mail:  atenetz@gmail.com
Website: www.myspace.com/anttitenetz

Short Bio: Antti Tenetz is equally part artist and natural-
ist. He works with various digital and traditional media
including combination of new media and winter art.
Working often in close collaboration with scientists of
different fields of expertise. He has filmed throughout
the North, from the Ice Sea to Siberia, and as far south
as South Thailand. His field recordings are the primary
media source for science institutions in Finland, includ-
ing the Arctic Centre, Science Center University of
Lapland. Tenetz has contributed multimedia to science
exhibitions ranging in subject from arctic reindeer herd-
ers to glacial movements. His art works and interactive
installations have exhibited in the Kuusankoskitalo Gal-
lery Finland, the Rovaniemen Art Museum (Ars Arc-
tica), and PAN-BARENTZ in 0047 Oslo. Winner Finish
national snow sculpting championship (1997), Tenetz
personifies a melding of the artistic and arctic.

Pia Tikka / Finland
E-mail:  pia.tikka@iki.fi
Website: www.enactivecinema.net

Short Bio: Pia Tikka (Dr.) has directed the feature films
"Daughters of Yemanja“ (Brazil-Finland 1996) and
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“Sand Bride“ (Finland 1998), and worked in a range
of international film productions. Her book "Enactive
Cinema: Simulatorium Eisensteinense” (2008) has in-
troduced the concept of enactive cinema, which implies
that the narrative flow is driven by unconscious psycho-
physiological involvement of the participant. Her enac-
tive cinema project "Obsession* (2005) premiered in
the Museum of Contemporary Art Kiasma (Helsinki),
and has been awarded with Mobius Prix Nordic prize
of interactive storytelling. At present, Tikka is focusing
on the emotional basis of cinema. She is affiliated as
associate researcher with the Brain Research Unit, Low
Temperature Laboratory at the Helsinki University of
Technology.

Marion Trankle / The Netherlands
Amsterdam School of the Arts
E-mail:  marion@interact-in-space.net

Short Bio: Marion Trankle is a media artist and designer
based in the Netherlands. Her interest lies in the inter-
section of physical space and processual environments.
She develops interferences with that which is culturally
mediated at the interface between the human and the
machine. Her ideas find their realization in performanc-
es, videography’s and interactive installations that had
been presented both in theatre-festival as well as in
conference contexts. She holds degrees in media tech-
nology, architecture and choreography. Currently she is
PhD candidate at Brunel University West London and
associated with the School of the Arts in Amsterdam
as a researcher.

Fernando Velazquez / Brazil
E-mail:  fernando@velazquez.com.br
Website: www.blogart.com

Short Bio: Fernando Veldzquez (1970) is a Uruguayan
artist living in Sao Paolo, Brazil, since 1997. His work
integrated different Media like painting, drawing, pho-
tography and video in multimedia pieces and installa-
tions. Veldzquez research is about privacy, monitoring
and control like mediators on the creation of a self
sense. He has a Master in Fashion, Art, and Culture from
Senac University (Sao Paolo - Brazil), a post-graduation
course in Video and Digital Technologies from Mecad
(Barcelona-Spain) and a degree in Multimedia Design
at Senac University. He participate in different solo
and group exhibitions like the Pocket Films Festival at
the Pompidou Centre in Paris in 2006 and he won the
2008 Culturas Prize in Madrid-Spain.

Lorraine Walsh / US.A.
Director and Associate Professor, Multimedia Arts and

Sciences, UNC Asheville, NC
E-mail:  Iw®@lorrainewalsh.com
Website: http://www.lorrainewalsh.com

Short Bio: Lorraine Walsh is an artist working in new
media, digital animation, installation, and print. Walsh’s
art, inspired by the sciences and nature, is exhibited
internationally. She is also the recipient of numerous
awards and grants. As an artist and a teacher, she be-
lieves in combining digital technologies with traditional
methodologies. Presently Walsh is Director and Associ-
ate Professor of Multimedia Arts and Sciences at the
University of North Carolina Asheville. Former Visiting
Assistant Professor in Digital Design and Interactive
Media at Pratt Institute in NY, Walsh received her BFA
from Parsons The New School for Design, NY, and her
MFA from the University of Pennsylvania, PA.

Nina Yankowitz / US.A.
E-mail:  nyankowitz@gmail.com
Website: www.nyartprojects.com

Short Bio: Nina Yankowitz creates installations and is
Public Art partner of Yankowitz and Holden. reating art-
works sited in the public realm. She views her artworks
as excavations for levity buried inside the serious while
stretching commonly accepted definitions. She some-
times challenges inherent convictions that the ground
beneath our feet is stable. Through applications of
technology or electronics, For example, CloudHouse
presenting a floating cloud created with ultrasound,
projects using video projections to resist the laws of
science, toying with assumptions about reality, gravity,
solidity, and the mutability of static elements. Currently,
Y&H public art team is fabricating an Interactive Poetry
Walk where “Talking Spheres” speak poetry as people,
walking or sitting, activate electronic sensors. Exhibited
art includes The Whitney Museum Biennial, NYC. Mu-
seum of Modern Art & archives, NYC, Katonah Art Mu-
seum, Indianapolis Mus.Of Contemp.Art, PS1, Queens,
Germans Van Eck Gallery, Ronald Feldman Fine Arts,
Guild Hall Art Museum, Frederieke Taylor TZ Art, Saa-
tchi & Saatchi, NYC. Permanent installations include
Washington State, Albright College Campus Center, Pa.,
Arts for Transit / 5 1stst. Lex. subway, NYC. Y&H Team
projects include Queens N.Y. IS 145 School 2 rooftop
Plazas Garden of Games / Garden of Scientific Ideas,
Freehold, N.J. Newark N.J. Santa Monica Ca. Publica-
tions include New York Times, Village Voice, Vogue
Magazine, Art Forum, Art News. Wall Street journal,
Grants include Ford Found. NEA, CAPS, Pollock-Kras-
ner, and a visiting Artist at the American Academy in
Rome.
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Scott Fitzgerald / US.A.
Freelance Technology Consultant

Short Bio: He has created custom video and audio
software programming for many art installations and
computer vision applications. He has worked with Ar-
chitectural lighting and LED systems and has built and
supported hardware interfaces for multimedia installa-
tions, streaming media development, production and
HD video production. Clients include: Anthony McCall,
Software and hardware consulting for large scale light-
ing installations. Nicole Cohen, Custom software for
installation in the Getty Museum Los Angeles, Leo Vil-
lareal, hardware and software design for multiple per-
meant interactive light installations Skidmore Owings
and Merrill, Programming for large scale light installa-
tion, hardware design Controlled Entropy, custom show
control software and hardware for television and mu-
seums Toni Dove, interactive video programming Local
Projects, programming for interactive video kiosk, sen-
sor and hardware design, Moey, Inc., Custom software
computer vision for permanent installation Tirtza Even,
Custom software for video installation for the Jewish
Museum in New York City. Awards include Culture Lab
2006/7 Digital Performance Resident, Gertrude Stein
Repertory Theater 2006/7 and Artists Residency with
Misnomer Dance Company, Kimmel Center New York
University, and 2009 Professor’s Fellowship, Univer-
sity of Newcastle.

Lei Han / China

Assistant Professor, Multimedia Arts and Sciences, UNC
Asheville, NC

E-mail:  han@unca.edu

Website: http://mmas.unca.edu/~lhan/mysite/

Short Bio: Lei Han is a new media artist, educator and
designer. Her current work focuses on experimental
video and digital animation, video art and video instal-
lation. Han’s work has been exhibited nationally and
internationally. She received her BA in fashion design
from Shenzhen University in China and MFA in comput-
er arts from Memphis College of Art in Memphis, Ten-
nessee. Han has taught at Memphis College of Art and
at Mount Hood Community College in Portland, Oregon.
Han is currently Assistant Professor of Multimedia Arts
and Sciences at the University of North Carolina at
Asheville.

Barry Holden / US.A.
Technical Coordinator, audio developer

Short Bio: Barry Holden is a Licensed Architect and
partner in Yankowitz and Holden, a New York based Art
and Architecture collaborative. With Nina Yankowitz,
he has created numerous public artworks across the
United States. After obtaining a Master’s of Fine Arts at
the School of the Art Institute of Chicago, he moved to
New York and received a Masters of Architecture from
Columbia University. He was a visiting Artist/Architect
in Residence at the American in Rome and has lectured
at such institutions as Milan Polytechnic, Milan, Italy,
School of Visual Arts, NY, Fordham University, NY, Par-
sons School of Design, New York City.

Mauri Kaipainen / Finland

E-mail:  mauri.kaipainen@gmail.com

Website: http://www.iki.fi/mauri.kaipainen
http://www.oblomovies.com/mkaipain

Short Bio: Mauri Kaipainen is professor of Media Tech-
nology at Sodertorn University (Sweden) and quest
professor of new media at Tallinn University (Estonia).
He studied education, musicology and cognitive sci-
ence at the University of Helsinki and earned his PhD
in 1994. His doctoral thesis constructed an abstract
computational model of recycling musical ideas within
a complex dynamical system representing the musical
environment. As professor of Applied cognitive science
at the Media Lab of University of Art and Design Hel-
sinki (2000-04) he worked with a number of media
projects, including narrative spaces and logics, e-par-
ticipation, cultural heritage and language technology. In
these projects he developed an approach of modeling
interactive media concepts in terms knowledge ecolo-
gies, based on the continuous exchange of conceptual
artifacts that are defined in terms of dynamically flex-
ible, spatially defined ontologies (ontospaces). In his
present affiliation, in addition to curricular develop-
ment, his research activity has focused on elaborating
this conceptualization so as to allow the construction of
interactively explorable multi- perspective media, par-
ticularly suited for analysis and design of community
applications for the Web 2.0, and enactive media that
involves the participant by means of embodied (non-
verbal, implicit, behavior-based) exploration of the on-
tospace.

Peter Koger / Austria
Software designer
E-Mail:  koger@tinrabbit.net

Short Bio: Koger has worked on developing many artis-
tic projects in the fields of interactive installations and
video projects, and numerous performances, and on-
going production and expansion of material (concept,
direction, foto, and animation). Since 2000, a lecturer
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for visual media/digital art (university of applied arts
Vienna) Some development projects include (abstract)
digitale harfe (a.remm) (1999), ringloop (c.droste)
(2001), eine oesterreichische fussballoper (komad/
droste/koger) (2002), territorism(r.schnell) (2002),
palast des lichtes (artscreen) (2003), Julia (r.reiter/
koger) (2003), artscreen/afrikadorf (2003) eYeM.
Cheibani Wague (wuk) (2004). Works have received

the Big Brother Awards, quintessenz / Rabenhof-Wien
(direction, live-transmission) (2007, 2008) and visu-
alization of the Design Glass Competition for Bombay-
Sapphire(direction, cut, compositing) (2007,2008),
Nika Itemba documentation for Aids Life Hilfsprojekte
in South Africa(direction, cut, sound) (2003)and a Me-
dia show for NOKIA on the LifeBall (connecting people).
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