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Disclaimer

This report was written as part of the MediaFutures project under EC grant agreement 951962.
The information, documentation, and figures available in this deliverable were written by the
MediaFutures project consortium and do not necessarily reflect the views of the European
Commission. The European Commission is not liable for any use that may be made of the
information contained herein.

Statement of originality

This deliverable contains original unpublished work except where clearly indicated otherwise.
Acknowledgment of previously published material and of the work of others has been made
through appropriate citation, quotation, or both.

How to quote this document
Enjalbert, L. Vinet, H. Beller, G. (2021), Report on artistic residencies year 1

This deliverable is licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 4.0
International (CC BY-NC-SA 4.0).
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Executive Summary
The MediaFutures support programme is divided into 3 tracks: Startups for Citizens (SfC),
acceleration for startups and SMEs; Startup meets Artist (SmA), a combination of acceleration and
residency for teams consisting of a startup and an artist; and Artists for Media (AfM), residency for
standalone artists. There are three rounds of residency and acceleration running from 2021 to
2023.

This public document is intended for the members of the MediaFutures consortium and the
European Commission as well as the general public including especially potential organisers of
residencies of artists collaborating with SMEs and startups, or working with data. Its object is to
present the results of this first year of the residency programme for the tracks including artists, i.e.
Startups meet Artists and Artists for Media. It complements the deliverable D2.3 Round 1 - final
review, dedicated to the review of the acceleration programme for SmA and SfC.

The first round of the residency programme started in March 2021 and ended in October 2021. It
followed a 3-stage approach: START, one month to refine the project; BUILD, 5 months to develop
and achieve the project; and EXHIBIT, a short phase dedicated to the showcase of the results. We
supported 7 SmA teams in the START phase, out of which 4 were selected for the BUILD phase,
and 5 AfM artists. Within the 6 months of the residency programme, MediaFutures consortium
members and partners supported the teams with training, mentoring, advising and networking. The
individual work was punctuated by mandatory sessions. Thanks to key performance indicators and
customised objectives, the advisors kept track of the progress and achievements of each team.
Being run fully online for public health conditions, we managed to organise some social online
gatherings and peer learning moments to create a sense of belonging and mutual aid necessary
for the success of this first cohort.

Data sculptures on misinformation around global warming, a political synthetic media vignettes, a
collective tool for cultural libraries, an online platform for collective thinking, are a few examples of
the works developed during the MediaFutures programme. This document presents the outcomes
of each supported project as well as the collaboration between artists and startups, the proposed
solutions to tackle misinformation and the avenues of dissemination. Artists worked on various
techniques including AI, machine learning, data visualisation and sonification and linked data. Only
2 months after the end of the first round some impacts are already visible. Through their work on
data, and collaboration with startups, the artists help improve the understanding of data, draw
attention to hidden data and behaviours, create social links and increase citizens’ technological
awareness and media literacy.

This period between the two rounds is a good time to reflect on the avenues for progress and
enhancement of the support programme. We conducted interviews with the teams to collect
feedback. While generally highly praised, some adjustments are planned for the next round and
some of them are already implemented in the 2nd open call: warning about the time required for
the programme, a complete schedule for the 6 months and key dates. Even if this fully remote
round was successful, we envision making the second one hybrid with two physical gatherings one
after the first month and the second one with the Demo Day to conclude the programme.
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1 Introduction

Misinformation is the issue at the heart of MediaFutures. With the first open call, we focused on
coronavirus as the most current topic, with widespread misinformation leading to increased danger
for vulnerable populations and mistrust in institutions. Many countries have already experienced
misinformation before the virus: connected to ongoing election campaigns, new populist
movements, and other threats to democracy, or undermining the effectiveness of vaccinations.
These issues are linked to several causes, such as lack of trust in institutions and science,
insufficient science education and lack of transparency in traditional media, especially with regards
to the sources and reliability of data. Through the support programme, MediaFutures is looking for
novel solutions to support and strengthen quality journalism, science and science education,
transparency and democracy, to help counteract the negative effects of misinformation across
society and help build trust in scientific and democratic institutions.

In order to select the right candidates, we ran the first open call from November the 23rd, 2020 to
January the 28th, 2021. The candidates had to submit a proposal answering one of the following
challenges: 1 - viral complexity, accounting for the complexity of coronavirus through data literacy,
2 - building bridges, reintegrating society by bridging communities, 3 - the new media-tors,
reimagining and rebuilding the role of mediators to tackle misinformation around coronavirus, 4 -
open challenge. This open challenge offered a platform for innovative, creative, and impactful
ideas which did not fit elsewhere in our open call. 133 applications were received from 32 countries
leading to the selection of 19 projects. The pre-residency phase started in March 2021.
MediaFutures coordinator Leibniz Universität Hannover (LUH) contractualized with each selected
candidate. A version of the subgrantee agreement can be found online.

The support programme is coordinated by IRCAM (in charge of the residency) and NMA (in charge
of the acceleration). The two institutions work hand in hand to provide an impactful programme and
a smooth implementation. This document looks back on the first year of the support programme,
and especially the first round of residency. It goes along with D2.3 Round 1 - final review,
dedicated to the acceleration programme. The next section (chapter 2) is dedicated to the
presentation of the residency framework and methodology. In chapter 3, we present the outcomes
of each supported project. In chapter 4, we classify the impact of teams’ outcomes on the
MediaFutures challenges as well as the drawing of the next rounds following artists’ and startups’
feedback.
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2 Residencies framework and methodology

2.1 General framework

MediaFutures support programme follows a three-stage approach, each phase pursuing its own
objectives. The START phase is the first month of the residency programme where artists refine
their project, work plan, and use of data. At the end of this phase, half of the SmA teams are
selected to continue with the BUILD Phase. There is no selection for the AfM artists. In the BUILD
phase, the artists implement their ideas and work on the development of their projects. Whereas
the EXHIBIT phase is dedicated to showcasing the results to a wider audience during the Demo
Day.

Figure 1: MediaFutures’ three-stage approach

During each phase, advisors from IRCAM, trainers and mentors from the consortium and its
networks accompany the artists towards the achievement of their goals. In order to do so, we set
up regular individual meetings to check on the progress as well as collective meetings for
networking and peer learning. We also define a training calendar with mandatory and optional
sessions. This ensures to raise artists’ awareness about subjects essential to MediaFutures such
as data privacy, protection and ethics, intellectual property rights and bring some insights about
further themes interesting for artists such as freedom of expression, media regulation, or public
funding opportunities. See the full list of sessions in Annex 1.

There are three milestones in the programme: first progress meeting, mid-term meeting, final
meeting. Each artist meets the advisors at those specific times to present the progress of the
project, the potential modifications, and issues encountered during the work phase. Those
meetings are essential to assess the quality of the work and identify areas of improvement. After
each milestone meeting, if there is no major issue, payment is released.

The following tables recap the activities made available by the consortium to the artists throughout
the programme.
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Table 1: Support programme activities
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Table 2: Payment releases for artists throughout the 3 phases

2.2 Progress assessment

IRCAM and NMA designed a set of tools and documents allowing the advisors to assess the
progress of the residencies throughout the meetings.

In the onboarding meeting, the first individual meeting of the programme, we communicate the jury
feedback on the applications to the artists. It helps them understand how they will have to refine
their project during the START phase, and what are their gaps and weaknesses. The advisors are
there to help the artists find solutions, pointing them to mentors or specific training sessions.

After the first month of residency, the artists from SmA are invited to present their progress during
the pitch selection. This competition allows discovering the improvement and adjustments made
during the first month. Half of the SmA teams are then selected to jump into the BUILD phase.

9



[D3.2] - [Report on Artistic Residencies - Year 1]

There is no selection at this step for AfM artists. However, they are asked to report on their project
modifications during the first progress meeting at the beginning of the BUILD phase.

We defined a set of generic Key Performance Indicators (Annex 2) common for all artists. Those
KPIs help to make sure artists are going through the milestones, answering MediaFutures
challenges, meeting external experts and collaborating with the startups (SmA).
If the artists reach 80% of their KPIs (70% for SmA) they are invited to take part in the Demo Day.
In the first cohort, all the artists reached the minimum percentage required.

Apart from the generic KPIs, each artist is invited to define 5 individual objectives to be achieved
during the residency period. Objectives are fine-tuned with the advisors during the first progress
meeting in the BUILD phase. A measuring system is defined as well as targets for the mid-term
meeting and the final meeting at the end of the residency.

Here is an example from the AfM track. The Fast Familiar team defined the following 5 objectives:
- Fast Familiar engage participants in a thought-provoking and memorable experience
- The project provides Fast Familiar team members with opportunities to learn and develop

as artists
- Fast Familiar create documentation for the project which gives insights into the process as

well as the end product
- Fast Familiar build identity as a creator of data-led projects, as well as the narrative-led

projects they are known for
- Fast Familiar build networks in Europe to enable international presentations and future

commissions

During the mid-term progress meeting, advisors ask the teams to prepare an evaluation of the
status of their objectives. Some objectives can be modified if justified by major changes in the
project. Otherwise, artists need to explain if they reached their objectives and if not, why not. In a
few teams, some objectives were neglected at mid-term. In order to counteract this, we organised
additional meetings with them a few weeks later to make sure they were going in a good direction.

Let’s come back to our example from Fast Familiar. At midterm, the lights were green for
Fast Familiar. They were only a bit below their expectations regarding objective 3 on
creating documentation for the project.

Finally, during the final progress meeting, we assess the achievements of each project. To do so,
advisors look at the outcomes as well as goal attainment. As the grant is transferred in 3 payments
in the BUILD phase, it is possible to delay or even cancel a part of the grant if teams are not using
the money properly. Thankfully, this did not happen in round 1.

In our example Fast Familiar reached all their objectives. Only a few targets were not
reached regarding the expected number of participants and repeated engagement, as well
as the opportunity to appear on a podcast. However, this did not condition the success of
the project.
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The Demo Day, the final event organised by MediaFutures to showcase the results of the
programme, is also a way to assess the progress of each team. The most successful artists and
startups are rewarded with an additional prize. In 2021, Ania Catherine and Dejha Ti received the
prize for best AfM artists, and Mariana Lanari and Remco Van Bladel for best SmA collaboration.

2.3 Dissemination

The dissemination of MediaFutures results goes through the presentation of artworks and the
outcomes of the support programme. This is why a lot of effort is put into the dissemination
strategy. The opportunities can come from two sources: the work achieved by the MediaFutures’
team and the solicitation of the artists’ networks.

During the support programme, several actions are implemented to maximise the dissemination
opportunities. First of all, we integrate external art jury members into selection panels. Apart from
adding diversity to the jury skills, it also allows to present the supported project to cultural partners
and involve them from the beginning of the programme.

Second, at the mid-term of the residency programme, we organise a dissemination meeting where
artists are asked to present their projects in 10 minutes in front of a panel of representatives from
cultural institutions. For this first round of residency, it took place on June 25th, 2021. The panel
was composed of Veronika Liebl (Ars Electronica, Austria), Irini Papadimitriou (FutureEverything,
United Kingdom), Ulrich Schrauth (VRHam, Germany), Marie Albert (Dark Euphoria, France),
Hannah Redler Hawes (ODI, UK), Miha Tursic (Waag, Netherlands), Alejandro Martin
(Espronceda, Spain). Apart from discovering the projects, the art partners also commented on
each of them and gave feedback to the teams. After this collective meeting, one to one
appointments were booked. It led to the organisation of two artists' talks during Ars Electronica
Festival. Some discussions about exhibitions are still ongoing between the artists Ania Catherine &
Dejha Ti and Irini Papadimitriou, as well as Obvious Collective with Alejandro Martin.

As a final document, we ask the teams to produce an artwork presentation and technical
document/rider. In this document, artists describe what the artworks are, their research subjects
illustrated by pictures. They also explain how to present them in venues and their technical needs.
This allows us to have a document ready to present to cultural partners (see one example in Annex
3). In addition to this written document, artists produce a final short video (around 2 minutes) about
their project. It helps to communicate and easily illustrate the project. Those videos are online, in
the project description. Potential exhibitors, as well as the general public, can watch them. For
example, we are currently in discussion with EXPERIMENTA in Grenoble, France to present
MediaFutures and some results at the art-science biennale in October 2022. In order for organisers
to see which projects would fit best, we gave them access to the artwork descriptions, technical
documents and videos.

In 2021, even though the artworks were not finalised, we invited artists to take part in events and
talks. The first one was a panel about MediaFutures entitled “New data requirements: AI-Arts
collaborations” organised online on May the 25th during the Data Week. The artists Ania Catherine
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and Dejha Ti were invited to present how they use AI and their research on deepfakes. The panel
was moderated by Gefion Thuermer of King’s College London (KCL) and also included Pr Elena
Simperl from KCL and Hugues Vinet from IRCAM as MediaFutures consortium representatives.
Zabala, a partner of the consortium, represented MediaFutures at the Mobile World Conference in
Barcelona. The SmA project Biblio-graph led by Mariana Lanari and Remco Van Bladel was invited
to run a booth during the 4YFN event dedicated to startups. There, they met a potential investor
and technical partners.

At the beginning of September 2021, the Ars Electronica Festival took place. We organised a
panel discussion on creating with data: from arts to entrepreneurship, chaired by Elena Simperl
from KCL. We invited one representative from the Obvious Collective as well as the artist Mariana
Lanari. They shortly presented their projects as well as discussed their use of data in artwork
creation. Two workshops also took place in the framework of the event. One by Ania Catherine and
Dejha Ti about their two last artworks On View and Soft Evidence. The second was led by
Domestic Data Streamers who discussed the use of violence in the 21st century, the theme of their
MediaFutures project.

Finally, we organised the online Demo Day on September 23rd, 2021 to showcase the results of
the support programme. Artists were invited to orally present their projects in 15 minutes. Around
100 persons attended the event. We invited cultural partners including those who participated in
the mid-term dissemination meeting for them to discover the final results.

A month after the end of the programme, the ODI Summit took place. As a sponsor of the event,
MediaFutures held a virtual booth where all the supported projects were presented with links to
their websites and members from the consortium were there to answer questions from the
audience. A video was produced by the ODI team including interviews with Elena Simperl (KCL),
Hugues Vinet (IRCAM) and the winners of the final Demo Day prizes.

In addition to these actions led by the MediaFutures consortium, the artists also solicit their
dissemination networks. In the next section, the reader can discover the dissemination plans of
each project.
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3 Presentation of residencies

This part is dedicated to the presentation of results from the first round of residencies. Here we
present the outcomes from the Artists for Media track as well as the collaborative projects from the
Startup meets Artist track.
The following part is structured as follows :

The team. We shortly present the members of the project and their areas of expertise.

The project. This part is dedicated to the presentation of the results, the research subject and the
artwork.

The answer to the call challenges. In this first open call, the artists had to address one of the 4
open call challenges:
Challenge 1: viral complexity, accounting for the complexity of coronavirus through data literacy.
Challenge 2: building bridges, reintegrating society by bridging communities.
Challenge 3: the new media-tors, reimagining and rebuilding the role of mediators to tackle
misinformation around coronavirus.
Challenge 4: open challenge. This open challenge offered a platform for innovative, creative, and
impactful ideas which did not fit elsewhere in the 1st open call.
In this section, we explain how, thanks to their MediaFutures projects, the artists brought answers
to the challenges they applied to.

The collaboration. Only for Startup meets Artist projects.
We describe how artists and SMEs collaborated through MediaFutures support programme, and
what is the added value of the art-tech collaboration.

Dissemination plans. For each team, we present how and when the project was presented so far
(articles, interviews, conferences, talks, exhibitions…) and what are the future plans.
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AfM - Soft Evidence by Ania Catherine and Dejha Ti
Description on MediaFutures website

Figure 2: Still from Soft Evidence, Ania Catherine & Dejha Ti

Dejha Ti and Ania Catherine are an artist duo whose practice merges environments,
performance, and creative technology. Both conceptual artists, their expertise collide - Ti with an
extensive background in immersive art and human-computer interaction, and Catherine a
recognized choreographer, performance artist and London School of Economics gender scholar.
Their work culminates in immersive experiences, drawing audiences into idiosyncratic worlds.

Soft Evidence is a slow synthetic cinema series depicting events that never happened,
including 9 scenes and 1 testimony. Using AI, computer vision, machine learning and deep
learning, the artists created synthetic media vignettes, deep fakes with no trace of audiovisual
manipulations.
The word deep fake typically makes people think about images of face-swapped politicians,
celebrities saying ridiculous things or even, which is the most popular technic and the darkest use,
personal attacks via non-consensual sexual imagery and pornography. Soft Evidence considers
two major issues brought by audiovisual manipulations:
1 - the ability to depict someone doing something they have never done, being somewhere they
have never been or saying things they have never said.
2 - the introduction of plausible deniability, the liar’s dividend which enables people to escape
accountability for actions caught on photo or video.
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This is why the artists strategically depict things that are apolitical in content in very classic cinema
esthetics. They intentionally use face-swapping. The artists leverage a deep fake algorithm that
uses neural networks to achieve its results by using an autoencoder to take input x and reconstruct
it as best as possible.
Audiences engage with the work on telegram, via a thread of video, images, links and voice notes
in a closed group operated by a mix of actors and real people. This digital surface is a conceptual
choice, as it draws attention to the rampant distribution of deepfakes and other synthetic media on
messaging apps. The work can also manifest physically in an immersive experience.
The work has been informed by the artists’ conversation with the world-leading experts in deep
fake creation, detection, ethics and policy throughout their process, such as Dr. Kate Crawford
(Atlas of AI), Sam Gregory (Harvard University, founder of witness.org), Dr. Edward Delp (Purdue
University, Advisor to the U.S. Department of Defense), Giorgio Patrini (founder, Sensity AI
deepfake detection tool), Nina Jankowicz (Wilson Center), Kevin Ume (Methaphysic.ai).

Open Challenge

The artists clearly want to warn about the potential damages of audiovisual manipulation
techniques. Through Soft Evidence, they establish productive confusion and provide a neutral
ground for conversation about audiovisual manipulation, a place to learn to navigate a synthetic
future.
Moreover, they raise awareness about the use of data in our daily lives. Relying on existing data
sets sometimes means using data that were not consensually procured. Open data sets are not
inherently free of problematic issues: who classified data? How? Where does the data come from?
To highlight these problems, the artists created their own data sets. Thanks to a 5-day-shooting in
Mexico City they filmed art directed images with a body double (destination footage) and captured
data (source footage). To go all the way, they also invented a synthetic and manipulated media
contract for the subject to approve the explicit consent of face-swapping and other synthetic media
techniques. On this contract, you can read: “I specifically acknowledge and agree that such
Synthetic and Manipulated Media may appear to show or present performing actions I never
performed, speaking words or phrases that I never spoke, appearing in places or environments I
have never visited”. Through this process, the artists want to show the significant labour, time,
resources and consent required when the data is not free. This process is documented in the
exhibition.

● Artist talk - the Data week: new data requirements AI-Art collaborations - May 25,
2021

● Artist talk - Ars Electronica Festival - Art and (invisible) technology: A closer look at Soft
Evidence and On View - September 10, 2021

● MIT Open Doc Lab conversation: Just Joking!Deepfakes, satire, gaslighting and the politics
of synthetic media. A talk with Joshua Glick and Sam Gregory - November 2nd, 2021

● DetektorFM Podcast interview about Soft Evidence.
● They are currently in discussion with events such as Synthetic Futures (by Metaphysic),

Deep art fair London, FutureEverything to present the work in 2022.
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AfM - Critical Climate Machine by Gaëtan Robillard
Description on MediaFutures website

Figure 3: Critical Climate Machine, Gaëtan Robillard

Gaëtan Robillard is a visual artist and researcher. Since 2007, he has been developing a
body of films and digital installations in which algorithms, cognitive science and climatology are
involved. He is also a visiting professor at Gustave Eiffel University and a PhD student at the
University of Paris 8 and ESAD TALM Tours.

Critical Climate Machine is a research-based project that quantifies and reveals the
mechanisms of misinformation on global warming monitoring Twitter activity. The project consists
of a data sculpture based on machine learning algorithms, visualization and a sound installation.
The artist developed specific software to monitor Twitter accounts, which led to the creation of a
database to store the information collected. The software collects tweets from forty-four sceptical
accounts linked to American conservative lobbies. Keywords such as “Antarctica”, “IPCC”
(Intergovernmental Panel on Climate Change) or “fossil fuel”, are used to filter out claims published
over time. The data sculpture consists of a network of thirty-two processing units. Each unit
embarks a trained machine learning model. The network detects, classifies, outputs and displays
labels of misleading claims.
Made with wood, copper, a network of Raspberry Pis and LED digits, the sculpture acts as an
analytical machine. The sculpture transforms sentences of tweets into a quantity of numbers.
Every minute tweets are transformed and displayed as numerical values. During the process,
words become digits; but they also turn into heat. Based on a grid of colours, a visualization (titled
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Patterns of Heat) witnesses the thermal evolution of the sculpture parts. It relies on the amount of
detected misinformation at a given time.
Constructed dialogues surround the sculpture. The voices constituting the dialogues were recorded
during a workshop with high school and university students about climate change. Based on recent
research in generative music at Ircam, the sound installation weaves the original dialogues with
new ones. The voices are then spatialized.

Open Challenge

Since the Climategate scandal in 2009, orchestrated by conspiracy theorists, the scientific
consensus on the anthropogenic origin of climate change has been marred by misleading claims in
the media. Disentangling scientific truths from sceptical arguments is becoming an important issue
in the 21st century. How in the era of data and artificial intelligence do we deal with misleading
claims and false truths? To what extent does false information about the climate circulate on the
internet? The installation aims to explore these questions by combining several media. Between
digital and physical formats, the ensemble offers an experience of how machine learning and
climate change enter public debate. In the exhibition room, the audience is invited to identify the
misleading arguments to which each of the detected misleading tweets corresponds. Thus training
them to identify fake news on climate change.
Moreover, Gaëtan Robillard conducted workshops to address misinformation issues with students.
They are based on a card game that includes both a set of sceptical arguments from the dataset
and refutations found on the Skeptical Science website. The game is divided into two sessions:
playtime with the cards (in groups of four to six people) and construction time in pairs. During the
construction time, students are asked to use the cards so as to create short dialogues. By voicing
the sceptical discourse and by searching for the correct refutation, participants can learn about
misinformation, about climate change, and how to think critically. The objective is to organise
similar workshops alongside exhibitions.

- Article by Jérémie Szpirglas published on IRCAM’s website
- Video - Interview with Gaëtan Robillard and presentation of the work in progress,

ZKM, August 2021
- Exhibition at the Deutsches Museum, Nuremberg - October 1 to November 7, 2021
- Exhibition at the ZKM, Karlsruhe “Digiloglounge: Who can we trust?”- December 18 to

February 2022
- Gaëtan is in discussion with Sylvie Cardon at the Cité des Sciences, Paris to exhibit the

work in February 2022, and with Ecole d’Art de Tours to orally present the research
- Research Paper on the sound work with Jérôme Nika (IRCAM), to be submitted on January

21st, 2022 at the Siggraph Art Papers.
- Discussion in progress with King’s College London about research on the digital adaptation

of the refutation game, the impact of the artwork on the audience, and the in-depth analysis
of data collected on Twitter.
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AfM - 730 hours of violence by Domestic Data Streamers
Description on MediaFutures website

Figure 4: What does violence look like to you? Domestic Data Streamers

Domestic Data Streamers is a multidisciplinary team that combines design, art,
technology and data to create participatory projects that build community and generate empathy.
Domestic Data Streamers was founded in 2013 with the idea that “the world could not be
understood without numbers but that it will not be understood with numbers alone”. They believe
that any meaningful interchange of information between people needs to carry emotions,
experiences to create knowledge or change.

During MediaFutures, Domestic Data Streamers created 730 hours of violence. This
research project resulted in the creation of 9 artworks around violence. It aims at bringing
discussion around important topics for our society. Violence has always been a part of human
history, but today it presents itself in ways we never could have imagined. It evolves with us, taking
up new spaces wherever we go. According to Domestic Data Streamers, if we want to tackle the
challenges these new acts of violence present, we first need to understand how they have come to
be normalised.
During a month (730hours), the audience can discover the different pieces depicting new forms of
violence. Each piece is based on open data sets, mostly from Barcelona. All along with the
exhibition, the visitor is invited to answer questions, give definitions of violence, upload pictures
and interact with the pieces. Each piece is accompanied by a text giving research contexts. Each
artwork asks one of the following questions: Who gets to decide what violence is? Is violence

18



[D3.2] - [Report on Artistic Residencies - Year 1]

against the planet actual violence? What is the damage of online-based hate speech and
cyberbullying? Are cities designed to be equal? Can an algorithm harm a person? Why do we love
filters more than we love ourselves? Is architecture neutral? Could happiness be a silent form of
slavery? Do we do something when we don’t do anything at all?

Open Challenge

According to Domestic Data Streamers, it’s only through questions and healthy debates that we
can address an issue as complex as violence. This is why they invite the audience (online and
onsite) to question themselves, their practices, and their limits. They developed a website
dedicated to the exhibition. When navigating, the user can answer questions related to violence.
The answers are then publicly shared in the exhibition but 100% anonymously. Those questions
are designed to build a shared narrative on the subject, and help start reflections and debates.
During the month of the exhibition, the artists organise tours to present the artworks, explain the
research and also invite the audience to question themselves.
Through their artworks, they shed light on silent harms such as slow violence against the planet. In
this piece, they represented the autopsy of a fatberg, the “wet-wipe” monster that is generated in
the sewers of large cities from the saponification of household waste such as grease, oil, wipes or
condoms. The consequences are impressive: the famous fatberg in Whitechapel London weighed
130 tons and measured 250 meters. In the exhibition room, 100 jars anchored to the wall and a
video tour of the sewers of the city of London invite the visitor to recognize the elements that make
up this phenomenon and to stop thinking of slow violence as an abject concept that has little to do
with individual actions.

● Exhibition at Mutuo, Barcelona - September 1 to 30, 2021
● Online Workshop on violence - Ars Electronica Festival, September 10, 2021

● Article: Les violències quotidianes protagonitzen la nova mostra del Mutuo Centro de Arte
de Barcelona, 324 (Catalonia news)

● Article: La violencia cuantificada en 730 horas de arte digital y analógico. DIARIO DESIGN
(Design blog)

● Article: Les violències quotidianes protagonitzen la nova mostra del Mutuo Centro de Arte
de Barcelona LA REPÚBLICA (Newspaper)

● Interview: Rac1 news RAC 1 (National Radio)
● Interview: Matins Catalunya Ràdio Catalnya Ràdio (National Radio)
● Exhibition announcement on TV Barcelona News TV TVNews Beteve (Local TV)
● Collaboration with CNN London for International Day of Non-Violence
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AfM - Social Sandwich by Fast Familiar
Description on MediaFutures website

Figure 5: Screenshot from Social Sandwich, Fast Familiar

Fast familiar is a collaboration among three experts in theatre, facilitation, and creative
computing. Together they make artworks that are participatory, playful, and political. They think that
art is a space to explore questions that are too complex for daily life - and a space where we can
rehearse better outcomes for a world where no decision of significance is taken by an isolated
individual. They explore digital technology in live performance and how it can enable new forms of
human connection in a rapidly changing world.

Social Sandwich is a relational participatory artwork about online encounters with
strangers. Social Sandwich invites citizens to talk to people in other countries, see the world from
their perspective, and make sense of the world together. It happens through a 15-minute
message-based conversation where you can find what you agree on - and how to keep talking
when you don’t. During the week when the project runs, the user can choose to have one unique
conversation, one interaction a day, or multiple connections in each lunchtime slot.

Before starting, the players complete a 3-minute psychographic quiz to determine their views:
left/right authoritarian/libertarian. Then, the app pairs them with the person currently available who
has answers “furthest” from theirs. Players don’t know each other's names, appearances, ages,
cultural backgrounds, gender, etc. The first section is dedicated to establishing connections with
the partner in an indirect way. They are asked to share a specific photo (for example “an object that
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is a colour you like”). The questions are in the player’s language of choice, pre-translated by Fast
Familiar whereas the chat is live-translated. The second prompt is a “getting to know you”
question, inviting players to share something about their life (e.g. “what did you most enjoy doing
yesterday?”). In Section 2, the players discover media content, themed by day and curated by Fast
Familiar. They are asked to discuss how trustworthy they find each piece and rate it accordingly. It
happens three times from Twitter, Reddit, and a “news source”. To end the interaction, players are
invited to send a song as a gift to their partner. The specific song prompt changes each day (for
example “send a song you’ll never get tired of”). People participating on multiple days build up a
playlist that they receive at the end of the week. In the end, players say goodbye and can share
social media details.

The preview run for Social Sandwich was 6 - 12 September 2021, with a chat window of 14.00 to
15.00 CEST every day. 353 people joined, using 12 languages. It was themed about disinformation
but the artwork can be themed to any contentious issue, with media content curated by the Fast
Familiar team. The artists intend to present it during festivals or conferences, to facilitate attendees
to engage in different ways, or to introduce an aspect of social contact within an online or hybrid
event.

Building Bridges

Social Sandwich is a statement of the artists’ intent to remain connected, because the big
questions of our time such as climate change, the refugee crisis, and of course COVID-19, do not
recognise national borders. We have to learn how to keep talking. Social Sandwich asks what
would happen if instead of focusing on our differences, we worked together to discover the news
we should trust. It is also designed to help people have more empathic interactions than the
internet normally invites.

For the September 2021 presentation, the average “chat rate” was 43 messages per person, per
interaction. All these were translated in real-time. They were also screened for abusive content.
The structure of the experience created real connections between players, the technology allowed
people to communicate unrestricted by language and conversations helped people educate
themselves and each other about misinformation. It showed the potential of the artwork to connect
people and engage citizens with misinformation and divisive topics. Through their research and
thanks to the anonymised data gathered during the project they want to understand:

- The impact of establishing a human connection before engaging with potentially polarising
content.

- What forms of content are most impactful on people’s understanding of events
- How different psychographic profiles manifest in different trust behaviours

● Social Sandwich preview: online, September 6 to 12, 2021
● Production of 7 videos shared on websites and social media: play-through

demo, trailer, team, background, process, next steps, best sandwich
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AfM - The Evil Magic Mirror by Obvious Collective
Description on MediaFutures website

Figure 6: Screenshot from The Evil Magic Mirror online experiment, Obvious Collective

Obvious is a collective of researchers and artists working with deep learning to explore the
creative potential of artificial intelligence. They are behind the sale of the first AI artwork "Edmond
de Belamy" to go through a major auction house. They use their work to share their vision of
artificial intelligence and its implementation in our society. Through their work and collaborations,
Obvious aims to bring the tools developed in research to creatives, in order to initiate the next
visual and artistic revolution.

The Evil Magic Mirror is an online experimental artwork created by Obvious that aims at
raising awareness on the potential harms of deep fakes.

The artists started from the concept of a magic mirror, a mirror in which one would find
introspective answers. Today, due to online behaviour analysis and recommendation algorithms,
most people find themselves in front of this type of mirror when using a computer. Comforting and
entertaining content, which comforts us into believing in our convictions, or leads us to forget our
flaws. But what happens when this information is false? Obvious collective decided to twist this
Magic Mirror into an Evil Magic Mirror, in order to shed light on the new possibilities of
misinformation, brought by AI deepfake technologies. The idea is to set the viewers in front of this
magic mirror, and lead them into an experiment where they will learn from the artwork.
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Deepfakes are a recurring theme in the dystopian view of AI as well as in the journalistic world.
However, current examples are often celebrities or politicians, too obvious to make people feel any
danger. In the experience provided online and offline, the artists would like to show that deepfake
attacks can happen to anyone, very quickly and with devastating impacts.

During MediaFutures, Obvious developed an online version of the work where the users can
discover the experiment. They are asked to briefly talk in front of their cameras and, in a few
seconds, a deep fake of them appears on the screen. At first, the character starts saying funny
things, but the more time passes, the more dangerous the speech is. At some point in the
experiment, the images are spread on a fake Instagram thread, before a message appears on a
screen explaining the purpose of the Evil Magic Mirror. It also reassures the users about the
protection of data. “This experiment aims at warning against the misuses of deepfake technology.
All data gathered in the experiment has been deleted.”

Besides the online experiment, in the near future they would like to create a physical version of the
work for exhibitions.

Open Challenge

In this experiment, the artists want to raise awareness on misinformation spread by deepfakes.
They hope to shock the users who will see themselves stating conspiracy theories, fakely spread
on social media. They want to make them realize that misinformation can come even from
someone who is well-intentioned. In their final message, they state “Deepfakes can be used to
transform the words of someone, and are a tool for mass misinformation. Always check your
sources. The technology behind deepfakes can also be used in medical imagery to improve
disease detection. Don’t blame the technology.” The objective here is also to inform about the
potential benefits of such technologies.

● Participation in the panel discussion “Creating with data: from arts to entrepreneurship” at
Ars Electronica Festival - September 9, 2021

● In discussion with Espronceda, Barcelona to present the work in 2022
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SmA - JECT-SENSE by Antoni Rayzhekov, Neil Maiden and Claudia Schnugg
Description on MediaFutures website

Figure 7: Fragile Perspectives, 2021, detail view, Antoni Rayzhekov

JECT-SENSE is based on a tool developed by the startup JECT.AI to visualise the news
landscape to inform journalists, editors, and the wider public about new angles, voices, and
content. The startup collaborates with new media artist Antoni Rayzhekov, and art-science curator
Claudia Schnugg.

The JECT-SENSE art-tech collaboration develops and applies different AI algorithms to
visualise news content in novel ways using the JECT.AI tool. During MediaFutures,
two-dimensional visualisations of news content were integrated into the JECT.AI product, to
support journalists and editors discover new angles and voices for stories. More complex
three-dimensional visualisations of this content were then generated and used to create an artwork
called Fragile Perspectives. This installation, composed of five glass pieces mounted on metal
stands, employs mixed media and multimedia presentation to create a multi-sensory experience of
news landscapes, information distortion and the fragility of perspectives formed by unbalanced
news consumption. By analysing a news index of over 20 million stories in six European languages
for the keywords “pandemic”, “populism”, “censorship”, “climate crisis” and “future” the artist
generated 3-dimensional news landscapes that depict the development of these themes over the
past 3 years. The landscapes were then 3D printed and blown in glass. The installation is
surrounded by sound coming from the sonification of the news landscapes.
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Open Challenge

The JECT-AI tool helps fight against misinformation by helping editors and journalists find new
content, while the artwork Fragile Perspectives allows the general public to experience it.
According to the artist, experiencing the tension of the glass pieces on vibrating metal makes the
audience aware of the fragility of the perspectives that are generated by the news consumed. The
team wants to help the audience understand that only a limited amount of news articles can be
processed by a single person. As the variety provided is tremendous, there is a necessity to learn
to navigate the news landscape. Some documentations complete the artwork, helping the
audience understand how the data were processed, and what the landscapes represent for each
topic. The audience can go further with the tool JECT-AI which was used to analyse news.

The startup gave the artist access to its data sets and servers. Thanks to the knowledge
of its developers, the artist was able to dig into and work with the data. As a result, the artist and
the startup were in constant collaboration regarding data processing, sets and tools’ functionalities.
They alternated between periods of joint work and individual work. There was a feedback loop
incorporated in the product as a result of working with the artist. First, together they re-thought the
news categorisation, as it was needed for the artwork. The team defined a different categorisation
from what was initially planned. They implemented it in JECT-AI earlier than initially thought. It led
to new analytic capabilities in the product. Another feedback loop happened when thinking about
the 3D visualisations of news content over a time period. They had no explicit representation of
time periods before starting MediaFutures. Thus, they could not divide news into weeks or months.
In order to develop Fragile Perspectives and the 3D visualisations, they worked on this functionality
which is now implemented in the tool. Finally, the artwork is an innovative way to reach the public,
and create data visualisations without using existing tools. With sound, vibrations and fragility
bringing sensitivity to the pieces, it allowed them to explore much more than just representations of
the data.

● Article published on MediaFutures website
● Claudia Schnugg presented the project at the STARTS Talks Genova on October

29, 2021. The video can be found here.
● The team is currently working on two publications:

○ A presentation within the art track of the ACM Conference on Creativity &
Cognition (submission deadline: January)

○ A paper about their art-tech collaboration in the journal for Digital Creativity
● Once the two first papers will be finalised, they will write one focusing on the sound

work.
● They are working on the exhibition of Fragiles Perspectives. They are still waiting for

the first confirmation. They will then plan the schedule for the artwork exhibition
around this main event.
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SmA - Biblio-graph by Mariana Lanari and Remco Van Bladel
Description on MediaFutures website

Figure 8: A Book, Mariana Lanari

Biblio-graph is a project led by the performance artist and researcher Mariana Lanari and
Remco Van Bladel studio, a multidisciplinary design studio in Amsterdam focussing on publishing
tools, identities, interactive applications and websites.

Biblio-graph is an environment for collective data aggregation for the GLAM sector
(galleries, libraries, archives, museums). It combines two micro tools for collective linked data
aggregation, text annotation and voice recording. As a result, it offers a menu of functions for
mapping, browsing and visualization of annotated and recorded data in different levels of
granularity, within the context of a specific collection of data. The text annotation offers 6 different
labels that may vary according to the library, such as Place, Period, Entity (person, organization),
Objects (works, books), Events, Terms and Phrases. The voice recording is intended for recording
fragments of texts. From a sentence to a paragraph at a time.
Different artworks were created with the tool. First of all, a poetic video on the subject of books. It
combines most of the images and schemas created during the programme. Moreover, this project
is intended to be presented as a performance in cultural libraries (to be first premiered on April 1,
2022, at De Appel, Amsterdam). The installation will show the entire collection of a library. It will
render visualizations of queries and graph algorithms, and continuously create data in real-time,
based on readers’ and visitors’ input. People will be able to read and record fragments, as well as
scan and annotate objects. The entire cycle of data and the effects of users’ interaction will be
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visible on screens in real-time. To reflect on archiving technologies, Mariana and Remco will create
a carpet as a comparison between one of the most ancient forms of archiving, weaving and the
latest technology offered by knowledge graphs. They will reprint the library in a carpet using the
schema and the database of the collection. Contrasting a durable, low-carbon, multi-use object
with the amount of energy and the long-term effect of digital technologies.

Open Challenge

With Biblio-graph the team wants to improve the access to cultural libraries and ease research and
wanderings thanks to linked data. With the tool, they enhance the circulation of knowledge and
processes of knowing, generating a more accessible digital archive of the libraries. The installation
increases interaction with the collection as well as an understanding of how the digital tools work,
how data is made, how it is aggregated and what is the effect of users/visitors input in the form of
linked data. The exhibition shows how the concept of linked data works, and how it can be used in
an environment of learning and research that respects privacy and doesn't collect users' data.

Mariana Lanari and Remco Van Bladel work together on a daily basis. They say their
boundaries are very blurry because Mariana is the artist, but she is also the data expert. During
this residency, Mariana worked at the library, scanned books, and studied collections to collect data
for Biblio-graph. Remco, with his studio, focused on the development and design of the tools, the
app and the business. According to Mariana, as an artist, she needs to be involved in the
development of the tools that she will then use to create her artworks. Apart from the artworks, her
artistic role was to bring a different vision to the development of the tools and the project as a
whole. She explored the technology and questioned it. For example, when working with
developers, she paid huge attention to which corpus they were using to train the model. She
annotated the corpus by herself, only using a part of the technological tools existing, thus
questioning the sources and their creators.

● 1-hour interview broadcast live as part of the Symposium Open Archive, Institute
of Social History - June 22

● Booth at 4YFN during the World Mobile Conference - Barcelona - June 29 to July 1st
● Talk at Ars Electronica Festival - creating with data: from arts to entrepreneurship -

September 9, 2021
● Talk at the Brazilian online seminar The Library as Artistic Practice - November 23, 2021
● Process-presentation at the Rietveld Academy - Amsterdam - November 26, 2021
● Implementation of the microtools at Casa do Povo in Sao Paulo Brazil - December 2021
● Exhibition at De Appel, Amsterdam - to be premiered April 1, 2022
● Podcast series
● Presentation of the model in an online contribution to Schemas of Uncertainty
● Article in Cosmic Bulletin (not published yet)
● Article for Stedelijk Studies (to be published in December 2021)
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SmA - PONTE by Annika Varjonen, EZC.Partners and the Cynefin Centre
Description on MediaFutures website

Figure 9: PONTE, Annika Varjonen

For PONTE (Participative Open Narrative Transformation and Exchange), a
transdisciplinary team of experts from tech, participation, conflict resolution, art and transformation
gathered to bridge different parts of society. Representing nine languages between them, they like
to say that they are a living example of innovation in action. The team includes Dave Snowden, the
management consultant and researcher in the field of knowledge management and the application
of complexity science as well as the artist Annika Varjonen specialised in graphic facilitation and
strategy visualisation.

The project combines technology, platforms, narrative data and visual art to tackle
division and radicalisation in communities. The team aims at developing an add-on to mainstream
social media, that points users to content that differs from what they usually see instead of the
usual echo chambers and filter bubbles social media is characterized by these days. The project is
powered by, repurposes, and further develops existing software, SenseMaker®. Through the
software, they capture and sort micro-narratives where the respondents apply meaning to their
own narrative and make sense of their own experiences and stories. The first story collector was
launched during the MediaFutures programme yielding lots of highly interesting stories, metaphors
and results around social media use and art as license for the participants to be creative, as well
as confirming the phenomenon known as “attribution error”. The artist draws scenes that initiate
the discussions and in a second step represents the answers in the form of drawings. Building on
the self-interpreted data, the artist curates the data to inspire cohesive interpretations and
collective understanding of mass data sets, illuminating pathways of connection.
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Building bridges

Social media was meant to be about sharing and building bridges, however, nowadays it
often leads to radicalisation. Existing technology, such as recommendation and personalisation
algorithms, further intensify the problem, when online interactions are limited to people in filter
bubbles that share the same mindset, and effectively prevent citizens from being confronted with
opposing views. PONTE brings a solution to this issue using the creativity of the crowds for
bridging barriers of perceptions and sensemaking and moving into an exchange of ideas, opinions
and viewpoints. They use art and narrative to create new meaning and increase the discussions.
The tool is to be used particularly in exhibition spaces, conferences, sports centres where the
visitor or user will be able to engage with the exhibition or activity, sharing anonymously
micro-narratives about it and making sense of it, while the collective patterns emerging from all the
self-interpreted stories on the public dashboard can display the influence the visitors have on the
exhibition through their engagement with the artwork.

The team really wanted to include art and artist thinking inside this project. The artist was
totally included in the team and worked on the whole project. She participated in development and
strategy meetings. Here are the team’s reflections on why this art, science and business
collaboration is beneficial.

· Art works through metaphors and abstractions.
· Metaphors and abstractions allow people to contrast perspectives without devaluing an

opinion or attributing blame for being “wrong”.
· Art makes the story collector easy to access, zero to low threshold of entry.
· Art solicits more emotional responses and higher-level abstraction in the metaphors.
· Art evokes stories. Participants can directly riff off of the image, so it takes less effort to

start on a narrative.
· Art speaks to and about the implied, whereas prose text stays on the surface and

speaks to the explicit.
· Art enables presenting the outcome of the story collector back to the participants in an

exciting way, without expert curation categorizing people.

● Article on MediaFutures’ website
● Museum für Werte: partnership with PONTE to work with the city of Lübeck

● PONTE has taken a more political participation/climate turn, post MediaFutures and is now
in discussion with Mehr Demokratie (the largest civil society organisation in Germany),
German Zero (advocating for climate neutrality to be enshrined by law) and PlanWe
(association of psychologists) to make narrative landscapes visible through the art
approach.

● Development of a rural revitalisation project in Italy to understand the resident sentiment.
They ran a small test in Toscana to develop the use of SenseMaker and Sensemaking
including art/tech combination in the rural revitalisation of small villages.
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SmA - HYPERViz by Frederik de Wilde and ScanWorld
Description on MediaFutures website

Figure 10: HyperViz, Frederik De Wilde

ScanWorld is a company working on making actionable data for agriculture affordable and
available on a global scale. For HYPERViz, they paired with Studio De Wilde, the audiovisual
studio created by the artist Frederik De Wilde.

Optimized resource management and accurate yield forecasts are key priorities to
manage crisis. Data plays an essential role in the decision-making process from day-to-day
management to macro-scale policy development. This is why this project makes complex
hyperspectral satellite data accessible to the general public on a global scale. In order to do so,
ScanWorld is building an infrastructure of hyperspectral satellites. So far a database of
hyperspectral aerial imagery is available. In 2023 they plan to have a proof of concept in orbit, in
2025 the first batch of 4 satellites, and in 2026 the second batch of 4 satellites with a bi-weekly
revisit rate. The team works on a variety of sectors such as agriculture & forestry, environmental
monitoring, energy & infrastructure, resources & mining. Digging into the database of hyperspectral
aerial imagery, the artist created a 3D visualisation of selected data in open frameworks. He used
the Unreal application and developed various scenes represented by cubes:

- Hypervoxel: it represents two parallel surfaces consisting of 265 lines by 265 columns, the
height of each column slowly fluctuates. The color is defined by the spectral value. The
team obtained two waves showing spectrums of spatial data in a curvy way.

- Hyper-particles: the artist represented a 3D space of spectral data as a 3D cube and placed
inside it a number of smaller cubes they call particles. The density of the cube distribution
depends on spectral data values, the more spectral data, the more cubes in that area. Each
cube is colored corresponding to its spectral value.
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- Thermal image: in these cubes, low values are drawn in blue and high values in red.
This artwork can be discovered in the form of various video clips, as well as an immersive artwork
with a VR headset (so far tested on Oculus Quest 2). In future developments, Frederik De Wilde
would like to make it interactive, encouraging the viewers to choose the cubes they would like to
see and their localisation on the globe, thus discovering which hyperspectral data is available and
where.

Open Challenge

The artist developed a data-driven and digital audio-visual artwork in a 3D environment that allows
visualising different hyperspectral imagery in an interactive, immersive and engaging way. This way
it allows the general audience to understand how energy or agriculture for example can be
monitored, and which kind of data is collected by satellites. This artwork sheds light on
hyperspectral imagery which is a, so far unknown, major technological breakthrough especially in
potential applications linked to environmental management. There is currently only one
hyperspectral satellite in orbit, the PRISMA (Hyperspectral Precursor of the Application Mission)
mission from the Italian Space Agency (ASI), but CHIME (Copernicus Hyperspectral Imaging
Mission) spacecraft will be launched before the end of the decade. This is why the team would like
to improve the visibility of this technology, inspiring the public, including those who will be the future
scientists and innovators.

Both the ScanWorld team and Frederik de Wilde had well-defined missions. ScanWorld
focused on designing a constellation of small satellites, creating new ways to process, store and
access large arrays of complex data and developing applications based on deep learning
algorithms. On his hand, Frederik focused on the creation of the hyperspectral data cube and the
video outcomes.
During MediaFutures they experimented with new (immersive) concepts and prototypes. Together
they delivered a map server for hyperspectral data and a map viewer. The map viewer integrates a
set of functionalities based on user/scientist requirements. This was useful for ScanWorld’s tool as
well as the artwork creation. To achieve art goals they also delivered novel approaches and
prototype tools for immersive hyperspectral data visualisations as data points, geometries and
voxelisations in Unreal Engine (VR). They developed custom standalone apps for hyperspectral
GeoTIFF layer segmentation into different layers and voxelization techniques from GeoTIFF
(images with embedded data), necessary for the artwork creation.

Article on MediaFutures website
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4 Feedback and learnings
4.1 Artists’ contributions

After the first year of the MediaFutures project and the first round of the support programme, we
would like to reflect back on the impact of artists working with data and startups in the media field,
somehow pointing out the added value of the MediaFutures support programme. We classified the
approaches into 4 categories.

● Improve the understanding of data

Through their artworks and artistic approach, the artists help the general audience have a clearer
understanding of how data is collected and used and what the numbers really mean. In order to do
so, they use data visualisation and sonification. The artworks are based on data sets,
processed by the teams.

This is what Antoni Rayzhekov did in collaboration with the SME JECT-AI, when creating the
artwork Fragile Perspectives. This is a multi-sensory experience of news landscapes, information
distortion and the fragility of perspectives formed by unbalanced news consumption. By analyzing
a news index of over 20 million stories in six European languages targeting the keywords
“pandemic”, “populism”, “censorship”, “climate crisis” and “future” the artist generated
3-dimensional news landscapes that depict the development of these themes over the past 3
years. In order to produce these landscapes, a machine learning algorithm was employed to
reduce the multi-dimensional information into 3D landscapes. The specific news landscapes
representing these keywords were then modulated into tangible pieces: five glass objects were
produced, each representing one of these themes. A soundscape surrounds the installation. It is
produced by a software sonifying the news landscapes maps, the sound changing depending on
the landscape scanned. Experiencing the tension of the glass pieces on vibrating metal makes the
audience aware of the fragility of the perspectives that are generated by the news consumed.
Through this project, the team helps the audience understand that only limited news articles can be
processed by a single person. As the variety provided is tremendous, we need to learn to navigate
the news landscape.
Some documentations complete the artwork, helping the audience understand how the data was
processed, and what the landscapes represent for each topic. The audience can go further with the
tool JECT-AI which was used to analyse news and was partly developed by the SME during the
project.

By creating data visualisation artists bring new, multimodal and interactive representations of data.
Another example is HyperViz, where Frederik de Wilde in collaboration with the SME Scanworld
created 3D visualisation of hyperspectral satellite data from a wide variety of sectors:
environmental management, agriculture, pandemics… Only one hyperspectral satellite is currently
in orbit, the PRISMA mission from the Italian Space Agency. Yet, the game-changer CHIME will be
launched before the end of the decade. As a result, more and more hyperspectral data will be
available. With HyperViz, the teams provide a data visualisation solution for the scientists but also
for the general public. This immersive prototype turns hyperspectral data into a digital experience
that can be experienced by the general public in a way that empirical data cannot. In the future
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version of the work, Frederik de Wilde would like to create an interactive experience, where the
audience can navigate inside the hyperspectral data, and choose where to go and what to
showcase inside augmented reality devices.

Thanks to data visualisation, citizens can discover what is hidden behind numbers. Such artworks
help them decrypt the information in a more accessible and poetic way.

● Draw attention to hidden data and behaviours

Art can be a space for peaceful debates and eye-opener discoveries. Focusing on the media
sector, the MediaFutures’ artists shed light on hidden information, particularly on social media. This
second category of outcomes gathers data-based artworks. Those works are based on research
relying on data sets. The artworks present the results of the study.

In 730 hours of violence, the artists collective Domestic Data Streamers studies the new paradigms
of violence. This exhibition is composed of 9 artworks, each about one area of violence in the 21st
century. Each piece is based on specific data sets. One of them is about online hate speech and
cyberbullying. Through their work, they explain that online hate speech, as well as cyberbullying,
are forms of discursive violence that take place on online platforms that offer the benefit of
anonymity and a wide reach. Studies show that on social media, hate speech travels the fastest,
being shared and spread more rapidly than any other form of digital content. The artists studied the
number of offensive tweets worldwide containing the three most used words on cyberbullying and
online hate speech today: an extreme racist term, a pejorative word for homosexual people and a
pejorative word for sex workers. On the exhibition wall, the visitor can discover three hammers,
each of them knocking on the wall at the frequency at which those 3 words are used on Twitter. It
goes from 120 beats per hour for the first word to 1 800 beats per hour for the last. Adding to the
speed rhythms, hammers hitting the wall create an eerie sound, thus helping the audience
acknowledge this phenomenon.

On its side, Critical Climate Machine, an artwork by Gaëtan Robillard quantifies and reveals the
mechanisms of misinformation on global warming found on Twitter. It is composed of two data sets:
one from the paper “computer-assisted detection and classification of misinformation about climate
change” (CARDs) by Cook, Boussalis and Coan and the living collection of tweets from 44 Twitter
accounts linked to conservative think tanks and contrarian blogs. The architecture of the project
consists of a database, a claim monitor and a machine learning model. The claim monitor collects
tweets from climate sceptic accounts and writes them in the database. Over time, the database’s
entries are classified by the machine learning model, which is itself multiplied in a network of 32
nanocomputers. Results are both displayed on the sculpture and added to the database. Each fake
news item is categorised (following CARDs study) and the number of the category is displayed on
the artwork. In the exhibition, a paper establishes a correspondence between values and
categories of detected false arguments. Confronted with a landscape of numbers, the visitors are
invited to evaluate the quantities of each type of false arguments that they can see on the artwork,
reflecting the activity on Twitter.

MediaFutures’ data-based artworks bring the discussion around important topics for our society
through artwork-based displays. It shows how datasets are used in research projects and what are
the technologies processing them. This knowledge can be transposed to everyday life, when
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navigating on the internet, for example, recognizing the datasets and technologies used to produce
content.

● Reinforce social links

The third category of approaches within MediaFutures is the one gathering network-based
artworks. Those artworks aim at reinforcing social links. The teams try to counteract the
polarization, fragmentation and lack of fruitful debate on the media sphere and create solutions to
increase participation, co-creation and dialogue with citizens.

Social Sandwich, by Fast Familiar, offers encounters with anonymous strangers. The users are
invited to collaborate with one another to determine the trustworthiness of the news that appears
online. During a 15 minute message-based conversation, they see the world from another
perspective and discover how to keep exchanging when they don’t agree with someone. Apart
from an experiment, it is also a playful glimpse into another person’s life, where they exchange
pictures, jokes and songs. If they want, they can share their social media accounts at the end of
the chat. Apart from fighting misinformation by forcing the audience to analyse news content, this
experiment also creates links between strangers that would not have met otherwise.

PONTE is also based on an online tool (Sensemaker) which allows discussions starting with an
illustration. The artwork-based discussion launches the participants into a creative narrative mode.
The metaphors and abstractions at the centre of arts allow people to contrast perspectives without
devaluing an opinion or attributing blame for being wrong. The inputs from those discussions with
people around the world are then presented back in illustrations to the participants in an exciting
way. Apart from being used online, it aims to become a tool in museums and exhibition spaces to
foster speeches and enhance user experience in cultural places. It can also be used in schools,
universities and sports clubs.

With Biblio-graph, Mariana Lanari and Remco Van Bladel created a participatory tool to link data
from cultural libraries. It offers a menu of functions for the mapping, browsing and visualization of
annotated and recorded data in different levels of granularity within the context of a specific
collection of data. Apart from the tool creating links and improving collective knowledge, the
artwork can be presented as an installation performance where the visitors of the library are invited
to collectively use the tool. Strangers can share their views on books, authors and concepts.
Moreover, during the artwork and tool creation, the artist worked on Yiddish culture and calls on
Yiddish speakers to record fractions of books. This group, composed mostly of elderly people, met
frequently to read and help Mariana.

Through their artworks, artists develop techniques to bring people together (physically or virtually),
meet and discuss. Being in an art context helps to break down barriers, and let people connect
with strangers they would not have talked to otherwise. These connections can also happen during
the artwork creation process.

● Increase citizens’ technological awareness and media literacy

Finally, some of the MediaFutures’ artworks are experimental support for technological
awareness. They help raise questions about the limits and potential harms of new technologies.
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In Soft Evidence, Ania Catherine and Dejha Ti created a series of synthetic scenes. They don’t call
it deep fake, as they are not created with the intention to harm or lie. The artists’ intention is to
make the most believable synthetic media possible. This way they warn the audience about how
sophisticated synthetic media can be, and the difficulty to recognise what is true or fake. In the
exhibition, they mix synthetic scenes with real scenes to invite the audience to guess which scenes
are modified. This interactive guessing encourages the audience to question the images they see,
who created them and for what purpose.
In order to create those scenes, they developed their own data sets, concerned about unethical
extraction methods of some artificial intelligence APIs. This way they can be fully transparent on
how they created those sets.

Obvious Collective also worked on synthetic media with the artwork The Evil Magic Mirror. In this
experiment, the artists create a deep fake in real-time with the face of the user. Whereas in Soft
Evidence the artists wanted to warn about the sophistication of synthetic media, here they
demonstrate how quickly they can be created. They show how in a few seconds a software can
capture your face and body gestures, and turn your image into a deep fake saying words that you
would never have said. At the end of the experiment, the data are deleted, and the artists express
the potential harms of deep fakes and artificial intelligence.

Those artworks use new technologies and data sets in order to warn the audience about how they
could be misused and become harmful.

From visualising data to creating synthetic media, MediaFutures artists played their parts in
improving media literacy. And we surely will discover new methods in the next two rounds!

4.2 Feedback and enhancements

Thanks to written questionnaires and oral discussions, we collected feedback on the programme
from the supported teams and consortium members. This helps us modify the next round
accordingly. In general, the feedback was very positive. The artists and startups were surprised by
the quality and quantity of offers thanks to which they learned and progressed a lot. They
appreciated the follow-up and mentoring. Several artists reported that having periodic mandatory
meetings helped them focus, get the group aligned and produce the work on time. Apart from the
grant delivering enough money to produce the artwork, instore stability and sometimes employ
experts, receiving support from the European Commission improved artists’ recognition and
opened doors to institutions.
Following the complimentary feedback, we decided to keep the structure similar to the previous
round, yet slightly changing the rhythm, content and offer. In this part, you can find the major
comments and how we will address them.

● Overall schedule

The support programme rhythm is dense and was reported to be challenging especially for the
artists working on several projects in parallel.
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The residencies are designed to last 6 months, with the 3 phases. We will not modify this for the
next rounds. Nevertheless, we will communicate the training and mentoring schedule well in
advance. This way the teams will have time to plan their 6 months and dedicate enough time to the
programme. Moreover, in the 2nd open call we better explained the amount of time to dedicate to
the programme. We explicitly told them: “MediaFutures is a short and demanding programme.
Selected candidates will need to dedicate a considerable amount of their time to the programme. It
is designed as a mix of training sessions, mentoring and monitoring meetings in addition to the
individual work for the realisation of the project.” We defined approximately the number of hours of
training, meetings, mandatory sessions for each phase and track. Thus they already know what
they engage with if selected. We also shared the schedule and key dates on the open call page.

● Training offer

With the dense training offer, MediaFutures covered a wide range of subjects allowing the teams to
gain competence. The drawback of proposing training sessions for artists and startups with various
knowledge and know-how is that some content appears too generic. Moreover, some sessions
were cancelled because of a too low attendance rate.

As a result, we are reworking the training offer in order to keep the successful sessions and modify
the others. We will also dedicate more moments to mentoring with experts in order to spend more
time on one-to-one meetings to answer specific questions, and less on collective training sessions.
In order to do so, we think about creating a Slack channel for mentoring where artists and startups
will post their requests allowing us to find the right experts.

In order to increase the attendance rate, and support a wider range of projects, we might also open
some sessions to our ambassador network and some rejected candidates.

● Demo Day and Dissemination

The Demo Day, concluding the programme, was organised online to present the outcomes of each
project. Even though we worked with a platform allowing each project to have a booth in addition to
their oral presentation on the main stage, some artists regretted the limited potential of this format
compared to physical events. Some complained about the short presentation time and small
discussion opportunities. Artists asked for additional help with the dissemination of their results.

We will re-organise the format of the Demo Day in order to give more time to discussions with the
jury as well as the audience. We would love to organise it physically and dedicate more time to
social moments.
Regarding the dissemination opportunities, it’s generally after the residency, once the artwork is
created, that the activities start. We are working with cultural institutions and festivals to imagine
how to integrate some MediaFutures artworks in their programmes (for example with Experimenta
Art-Science Biennale in Grenoble, France). For the next round, we will add cultural partners to the
dissemination meetings and invite additional ones to the Demo Day. The curator Hannah Redler
Hawes, director of Data as Culture (ODI), will be further involved in the mentoring meetings to
bring dissemination paths.
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● Peer learning

Artists and startups really appreciated the collective meetings we organised at the beginning and
middle of the programme. They discovered each other’s projects and some teams started real
relationships and partnerships. Nevertheless, several teams asked for more social and peer
learning moments.

We hope to organise a hybrid 2022 section with two moments of physical gathering. The first one
would occur in mid-May and the second one in October for Demo Day. In addition to the collective
meetings we organised online in 2021, we would like to add those physical encounters. They will
allow teams to meet and exchange. We will organise workshops and networking. It would also be a
great opportunity to plan visits and informal moments.
The teams did not really complain about the fully online programme, mostly because the situation
was similar all over the world and did not allow anyone to travel. Many explained that the remote
collaborations did not hinder the work, but made the process slower and required more planning
and management. As advisors, we also found efficient ways of organising the programme without
meeting physically. Yet, if public health conditions allow it, we would be in favour of implementing
this hybrid programme.

● Startup meets Artist

This SmA track is challenging. MediaFutures chose to set a programme supporting both artists and
startups. This allows both parties of the SmA teams to receive funding but also support, training
and mentoring. This makes the SmA programme dense for the teams which need to follow both
the acceleration programme and the residency programme.
The four teams we supported had very diverse profiles. Two already knew each other and had
worked together before whereas for the two other teams it was the first collaboration. Except for
one team based in the same city, the three others worked fully remotely. And whereas some artists
were very busy with the artwork creation, others were dedicating their time to the collaboration with
the SME.

Being diverse is the essence of this track, we will not change this. It is the advisors’ and mentors’
duty to be flexible and accompany the projects according to their needs. Supporting both artists
and startups in the SmA track is a strong point of MediaFutures support programme, it will remain.
One thing we will clarify is the artwork creation. The objective of this track is to allow time for
art-tech collaboration to stimulate new ideas. As 6 months are short to get to know the partners,
define the project, collaborate on the SME’s project, attend training and create the artwork, we
decided to define things differently. We will ask the teams to produce an artwork for the end of the
residency or give evidence of the upcoming finalisation of the work. This way, there is an emphasis
on the artwork, without putting pressure on the achievement of the piece before the end of the
residency programme. Thus, the artists spending the core part of the programme collaborating with
the company on the concepts or technology will not have too much pressure for the artwork
creation. Yet, as advisors, we will monitor carefully the progress and make sure the objectives are
reached even if the artwork is not finalised.
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MediaFutures support programme is an innovative mixed programme of acceleration and
residency. Running it successfully for the past year demonstrated the efficiency and consistency of
the framework and methodology defined in the first months of MediaFutures. Having impressive
artworks, interesting use of data, innovative technologies, solutions to tackle misinformation and
paths for dissemination, we can definitely continue on our way for the next round. Thanks to
consortium partners’ and supported teams’ contribution we started and will continue to make it
even more efficient and suitable for the teams. Having the opportunity to meet in person will
contribute to reinforce the links between participants creating a European network of artists,
startups and SMEs from the media field.
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Annex 1 -   MediaFutures training calendar 2021
Here is the calendar we shared with the supported teams during the programme, and the
instructions to use it.

● Check which sessions are mandatory for your track - at least one person from each
project must attend the relevant mandatory sessions

● Each project is eligible to send at least one person to every training session
● If you would like to have more than one person from your project attend training, then

please email us to check if that’s possible before registering. Some workshops have
attendee limits for logistical reasons, but we’ll try and accommodate your requests as much
as possible

● We use Eventbrite to manage sign-ups and confirm registrations
● For the foreseeable future, we expect all the training sessions to take place online
● We’ll add to and adapt the calendar as the programme progresses, so keep an eye out for

news about upcoming training sessions
● If you have ideas for training that you don’t see in the calendar, then please let us know

APRIL

Date Time
(CEST)

Title & short description Track Mandatory
or optional?

Trainer

13th 10:30 -
12:30

Business Planning
A framework for building your
product or service

SfC &
SmA

Mandatory NMA

14th 11:00 -
13:00

Introduction to data ethics
How to apply data ethics to
your project

All Mandatory ODI

15th 15:00 -
17:00

Introduction to data ethics
How to apply data ethics to
your project

All Mandatory ODI

16th 10:00-
12:00

Pitching Skills
To help you prepare to pitch to
the jury at the end of the
START phase

SfC &
SmA

Mandatory NMA

19th- 28th TBC Feedback sessions SfC &
SmA

Optional NMA

19th 11:00 -
13:00

Anonymisation is for everyone
How to bring a structured
approach to data
anonymization to your project

All Mandatory ODI
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21st 11:00 -
13:00

Anonymisation is for everyone
How to bring a structured
approach to data
anonymisation to your project

All Mandatory ODI

23rd 15:00 -
16:30

Basics of personal data and
GDPR

All Mandatory KUL

MAY

Date Time
(CEST)

Title & short description Track Mandatory
or optional?

Trainer

7th 15:00 -
16:30

Introduction to intellectual
property rights

All Mandatory KUL

17th 15:00 -
16:30

Sales and Go-To-Market
Strategies How to define a
strategy for sales and
communicate about your product
and its values
1-hour presentation and 30min
Q&A

SfC &
SmA

Mandatory NMA

18th 10:00 -
12:00

Art-tech collaborations: best
practices

All Mandatory
for SmA,
optional AfM
& SfC

IRCAM

20th 14:00-
18:00

Mediamatch day
Connect with industry
professionals

SmA &
SfC

Optional NMA

21st 11:00 -
12:00

Social innovation and the SDGs All Optional ZABALA

28th 15:00 -
16:30

Freedom of expression and right
to information explained

All Optional KUL

JUNE
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Date Time
(CEST)

Title & short description Track Mandatory
or
optional?

Trainer

1st 14:00 -
15:30

Online Marketing Strategies
How to run a social media
campaign and which tools to
use
1-hour presentation and
30min Q&A

SfC &
SmA

Optional NMA

11th 15:00 -
16:30

Media and the use of
technology-led automated
decision making: a legal and
ethical perspective

SfC &
SmA

Optional KUL

25th 15:00 -
16:30

Media Regulation in Europe:
online media platforms

All Optional KUL

30th 11:00 -
13:15

Mid-term 1:1 sessions SfC &
SmA

Mandatory NMA/ IRCAM

To note: no training will take place 28/06 - 01/07 to avoid clash with 4FYN.

JULY

Date Time
(CEST)

Title & short description Track Mandatory
or optional?

Trainer

1st 11:00 -
14:00

Mid-term 1:1 sessions SfC &
SmA

Mandatory NMA/
IRCAM

1st 16:00 -
17:30

Mid-term // Peer group event All Mandatory NMA/
IRCAM

8th 11:00 -
16:00

Practical misinformation:
Numbers, models, algorithms
and us

All Optional ODI

All July n/a Deep dive into the Data
Ethics Canvas: individual
sessions

All Optional ODI

All July n/a Public funding opportunities:
individual sessions

All Optional ZABALA
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Online
course

n/a Finding stories in data: a free
online course that you can
complete ijn your own time

All Optional ODI

AUGUST

Date Time
(CEST)

Title & short description Track Mandatory
or optional?

Trainer

31st 11:00 to
12:30

Communication Strategies
How to develop a
communication strategy and
get press coverage
By Charlotte
Richter-Kiewning

SfC &
SmA

Optional NMA

TBC TBC Datopolis boardgame session
Discover how the ODI uses
boardgames to educate about
data sharing

All Optional ODI

TBC TBC Data visualisation workshop All Optional ODI

SEPTEMBER

Date Time
(CEST)

Title & short description Track Mandatory
or
optional?

Trainer

14-15th Final individual sessions SfC &
SmA

Mandatory NMA

20-21 Pitch preparation for “Demo
Day”
Key elements of creating a
powerful pitch

SfC &
SmA

Optional NMA

23 10:00am
-2:00pm

Save the Date: MediaFutures
Virtual Demoday

All Mandatory NMA
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27th 2:00pm The application of Artificial
Intelligence to Journalism -
exploring global citizens’
scientific and data literacy,
horizontal data access and
source transparency and
reliability, methodologies,
best-practices and support. It
will highlight the importance
of the database to aim
increasing transparency,
digital participation and
democracy for and with
citizens. Moreover, It will be a
practice demonstration of
one the most advanced AI,
the current moment,
Generative Pre-trained
Transformer 3 (GPT-3)

All Optional LUISS

28th 2:00pm Media Literacy training
sessions: Data and narration
- international journalists will
speak about their personal
experience as war
correspondents, media,
public policy, cyber security
and policies, misinformation
and disinformation, in
different contexts.

All Optional LUISS
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Annex 2 - List of KPIs

Track Indicator Target Description

All #1 - The defined process
milestones have been
run through

Yes 3 mandatory meetings during the
BUILD phase, attendance to
training sessions, webinars,
workshops.

#2 - Artworks or artistic
experiences were
created during the
residency

Yes Production of artworks, artistic
experiences as part of the
residency project

#3 - A written
presentation of the
artwork or artistic
experience, as well as a
technical document were
produced

Yes Production of written documents
for communication and
dissemination purposes.
(Templates of the documents are
delivered at the beginning of the
residency).

#4 - The artwork or
artistic experience is in
direct relation with the
Open Call Challenge

Yes The artistic production must be
linked to the Open Call Challenge
the artist applied to and brings an
answer path.

#5 - Successful meetings
with external partners
(producer, public
venues…) took place

2 The artist is expected to meet
partners for further development
or presentation of the artwork. The
artist evaluates together with the
advisor if the meeting was
successful.

SmA only #6 - The artistic
experience is in direct
relation to the startup’s
business

Yes Being a collaboration project, the
artist must take the startup's
business as a starting point for the
creation of the artwork.
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Annex 3 - Example of technical document

Fragile Perspectives, 202, exhibition view, Antoni Rayzhekov

Project name: JECT-SENSE

Artwork name: Fragile Perspectives

Artist: Antoni Rayzhekov, Curator: Claudia Schnugg

Data collaboration: JECT.AI

Production Team:

Project production management at Grand Garage: Franz Gregor Dörfler

3D Department at Grand Garage: Michael Eckl, Stefan Eder, Paul Kößler

3D modeling: Dimiter Ovtcharov

Glass creation / Metal work: Günther Mausz, Thomas Aschenbrenner,

Tatjana Schinko, Benjamin Bergmann, Max Meindl
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Fragile Perspectives, 2021
Detail view, Antoni Rayzhekov

Fragile Perspectives, 2021
Detail view, Antoni Rayzhekov
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General presentation of the artwork:

Description:

The installation Fragile Perspectives employs mixed media and multimedia presentation to create
a multi-sensory experience of news landscapes, information distortion and the fragility of
perspectives formed by unbalanced news consumption. By analyzing a news index of over 20
million stories in six European languages for the keywords “pandemic”, “populism”, “censorship”,
“climate crisis” and “future” the artist generated 3-dimensional news landscapes that depict the
development of these themes over the past 3 years. In order to produce these landscapes, an
unsupervised machine learning algorithm was employed to reduce the multi-dimensional
information into 3D landscapes. The specific news landscapes representing these keywords were
then modulated into tangible pieces: five glass objects were produced, each representing one of
these themes. The glass is mounted on metal stands that remind of the aesthetics of telescopes,
on top of loudspeakers that create the soundscape produced by a special software sonifying the
news landscapes maps. Each themed landscape is digitally “scanned” by the sonification software
where the scanned data is exciting a virtual single string, leading up to the five topics “playing”
together as if it was a 5-stringed instrument. Experiencing the tension of the glass pieces on
vibrating metal makes the audience aware of the fragility of the perspectives that are generated by
the news consumed. Only limited news articles can be processed by a single person, the variety
provided is huge and we need to learn to navigate the news landscape in a new way.

The installation is completed by additional visuals projected on a suspended holographic foil
attached to a transparent screen or using a normal wall-mounted monitor, depending on the
exhibition space. The visuals represent certain steps of the production and refer to the process of
the artwork’s production such as the 2D maps generated by the machine learning algorithm and
the process of sonification.

Fragile Perspectives grew out of a collaboration between the artist and the start-up JECT.AI.
JECT.AI developed an application for journalists to heighten their creativity by finding new sources
for their work, in other words: it developed from an algorithm that helps journalists to get also
confronted with information outside of their go-to sources. The artist used machine learning
algorithms to reduce multidimensional information embedded in news articles to reduce the
potential information to perceivable and tangible bits of information. This was done by first
encoding the text in 300-dimensional vector space and then using UMAP - Uniform Manifold
Approximation and Projection for Dimension Reduction to project it into a 2D grayscale map. This
process provides a foundation that can also be employed for technical visualizations that are useful
for editors and journalists. The software developments and new categorizations added to the
JECT.AI database enabled new search functions of the application and built the fundament for new
2D for journalists and editors.

The artwork and the art-technology collaboration were realized within JECT-SENSE, a project
supported by MediaFutures. This project has received funding from the European Union’s
framework Horizon 2020 for research and innovation programme under grant agreement No
951962.
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Provided:

-       5 audio sculptures (glass/metal/speaker/screws)
-       5 glass prints 33x33cm
-       5 channel audio-player, audio cables
-      1 video file, HD 1920x1080, no sound
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Insurance value: 10.200€

-       5 unique glass pieces, x 1000€ each
-       5 metal stands with integrated speaker, x 900€ each
-       5-channel custom audio player x 700€

Transportation:

-       transport boxes for the metal stands
-       all glass pieces are stored in a separate transport-box

Resources needed/to be provided by the exhibition space:

- dark, wide space, min. 25 sq. m.; 220V

- monitor mounted on the wall - HD, 1920x1080 (min. 60” or smaller for smaller spaces)

- 5 dark gray plinths (40x40x40cm)

- 5 spotlights on top of each sculpture placed on a plinth

Important notes and instructions for setting up the sculptures:

The metal stands including loudspeakers, the audio player and the glass pieces of the sculptures
come in separate transport boxes. Unpack the metal stands carefully as the finishing of the metal
pieces is delicate. It is best to use gloves when touching them. Each metal stand is marked with a
number 1 to 5 (see image below). The screws are in the metal ring. Make sure that all screws are
in the ring and unscrew them into a position that they do not touch the glass when putting it in.

Each metal stand is adjusted to one unique glass piece.
Find the correct glass piece by comparing the number
on the metal ring and the number on the paper post-it
on the glass piece. The post-it is on the side of the
number on the metal ring and should be on top of the
glass piece when you position it.

Each glass piece in the padded transportation box is
numbered with a paper post-it with the respective
number 1 to 5. Take the first one out and take it
carefully through the metal ring until the ring is
positioned right in the middle of the glass piece. The
paper sticker should be on top and on the side of the

numbering of the metal ring. Make sure to hold the glass piece in a balanced and horizontal way in
the metal ring. It is best if 2 people work together, one person holding the glass with gloves so that
there are no fingerprints on the glass.
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The screws in each ring are adjusted to the glass object that fits the ring. Each screw is in its
correct position. Unscrew them only till the final part is in the ring in order to position the glass
piece. Then start to fix the glass piece with the screw. Start putting the screws slowly so that they
touch but not press onto the glass object. When all the screws are in the ring, make sure that you
put them in a manner that they hold the glass piece balanced and horizontal. Make sure that they
softly touch the glass and give support to the glass from all sides. Also make sure that the screws
are not pushing intensely against the glass. Remove the post-its from the glass objects.

If you lose a screw, there are separate screws (threaded bars) of which you can cut a screw to the
respective length. They then need to be heated up to 290 degrees Celsius for 15 minutes in order
to get the right coloring.

Please do not lose the threaded bars and put them back in the transportation box.

For connecting the loudspeakers to the 5-channel custom audio player please have a look below.
Every output from the audio player is named to its respective sculpture from 1 - 5.

Put each sculpture on a plinth and make sure that they stand safely. The positioning of the
sculptures in the room depends on the size and shape of the room. Tentatively, you can start by
putting the central sculpture in the middle and arranging the four others around it.

Highlight the glass pieces with the spotlights positioned exactly on top of each sculpture in order to
intensify the impression of the forms of the glass.

The distribution of the sculptures in the room depends on the size, layout and structural
peculiarities of the room.

Important notes and instructions for dismounting the sculptures:

Please make sure to put the right number 1 to 5 with a soft paper sticker on each glass piece with
the right side on top before starting to dismount the glass pieces from the metal stands.

Please make sure to leave the screws in their position in the metal rings. Please put them back to
a safe position before packing the metal stands in the transport boxes.

The transportation box for the glass pieces have padded places for each glass piece and are
adjusted by hand to the form of each glass piece 1 to 5. Please make sure to put each glass piece
in the right place that fits it in order to ensure safe transport. Don’t forget to put bubble wrap on top
of them before closing the transport box.
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5 Abbreviation List

AfM Artists for Media

SmA Startup meets Artists

SfC Startups for Citizen

IRCAM Institut de recherche et coordination acoustique / musique

KPI Key Performance Indicators
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