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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.
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This deliverable contains original unpublished work except where clearly indicated otherwise.
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Executive Summary
Mis- and disinformation have become more and more pervasive in our societies, making it one of
the biggest challenge of the media sector. The “infodemic” or overabundance of information has
led to the rapid spread of mis- and disinformation and the decline of trust in media.

As a data-driven innovation hub gathering experts from Europe, MediaFutures contributes to the
reflection on how to tackle mis- and disinformation online. In order to do so, it supports artists and
SMEs using data to encourage citizens to engage more meaningfully with high-quality journalism,
science education and digital citizenship. Out of the 3 Open Calls for projects, we received 270
complete applications from more than 35 countries and supported 52 startups and 42 artists
working at the crossroads of art, technology and business.

This public document is intended for the members of the MediaFutures consortium and the
European Commission as well as the general public 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 second year of the residency programme for the tracks including artists, i.e. Startups
meet Artists and Artists for Media. It complements the deliverable D2.4 Round 2 - final review,
dedicated to reviewing the acceleration programme for Startups meet Artists and Startups for
Citizens.

Even though the general framework of the support programme remained the same, important
evolutions occurred after the 1st year thanks to feedback collected from supported teams and
discussions at the consortium level. We reorganised the training programme, highlighted the
mentors role, improved the communication with the supported teams and had the chance to meet
in person two times during the 6 months of this 2nd round. The readers will also find in this
document the final improvement planned for the 3rd cohort. Thanks to this methodology melting
training, mentoring, advising and events, MediaFutures helped the teams with their artistic
research and datasets, uses of technology, art-tech collaborations, networking & dissemination and
provided legal advice.

From Instagram bots to a filter-bubble-shaped installation and a fake news treasure hunt in the city,
they will discover the teams supported from April 2022 to October 2022, the outcomes of their
research and dissemination opportunities. The projects supported in 2022 take different
approaches to tackle the challenges of mis- and disinformation and fight their pernicious effects
that can be distinguished and used as a way to cluster them. Some projects tackle mis- and
disinformation by exposing information that would not be easily accessible otherwise. A second
way to engage with mis- and disinformation is to develop debunking processes, ie. identifying
misleading and false content and transposing it in a meaningful way in an artistic experience. Other
teams focus not on the access, but on the mediation around information, following an educational
approach. Finally, three projects develop critical thinking on the algorithms involved in information
manipulation.

This document eventually exposes MediaFutures plans for its 3rd year: organising the final
adjustment for the last cohort, defining events to attend in 2023, and contributing to the
sustainability of the programme.
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1 Introduction

The MediaFutures support programme was imagined as a symbiosis between the residency and
the acceleration programme, both following the same structure and timing. IRCAM coordinates the
residency programme (Artists for Media track - AfM), NMA the acceleration (Startups for Citizens -
SfC) and together they manage the combination of both worlds, supporting artists working with
startups (Startup meets Artist track - SmA). The deliverables 3.1 Residencies Framework
Specifications (internal) and 3.2 Report on Artistic Residencies - Year 1 detail the structure,
timeline, specifications and objectives of the support programme. One can consult them to know
more about the programme genesis, content and monitoring process. In the current document, we
shortly remind the framework of the support programme, but focus particularly on the
improvements from cohort 1 to 2 and modifications for the last cohort.

The 2nd cohort started on April 5, 2022, with the collective welcome meeting gathering the
selected teams and consortium members. During one month (START phase) we supported 5
artists from AfM, 9 startups from SfC and 10 collaborative teams from SmA. After the pitch
selection which occurred on the 27th and 28th of April, the BUILD phase started including the 5
AfM, 3 SfC and 4 SmA teams. Together with the training pool, the mentors and the advisors, we
drove the teams toward the achievement of their objectives. All along the 6 months, we organised
individual and collective meetings, training sessions, and mentoring encounters and participated in
events online and onsite. After the first session fully online in 2021, we had the pleasure to
organise a physical meeting in Hamburg at the beginning of the BUILD phase and the Demo Days
in Paris, at Ircam. The Demo Days concluded the EXHIBIT phase, and rewarded the best team of
each track. Being gathered in Paris was a very nice way to end the programme, collect feedback
from the teams, and enjoy networking and socialising away from our screens.

In 2022, the open call challenge invited creative and impactful ideas which addressed the issues of
online misinformation and disinformation in different domains. The artists and startups provided
answers by improving citizens’ access to information and their understanding of the use of data in
our societies, explaining the way algorithms work and the ecological and emotional impact of fake
news. This document presents in detail the teams supported in 2022, the projects they achieved
and the research they conducted, their use of data and technology as well as their dissemination
opportunities. For the collaborative teams we also expose the added value of the art-tech-business
collaboration.
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2 Residency framework
The MediaFutures consortium defined the residency framework and methodology of monitoring the
artists at the beginning of its programme. It is intended to remain essentially the same from the 1st
to the 3rd cohort. The residency framework is described in detail in Deliverable 3.2 - Report on
Artistic Residencies Year 1 (part 2 - Residency framework and methodology) as well as in
Deliverable 2.4 MediaFutures Round 2 - Final Review. The presentation of the tracks, stages and
offers can also be discovered on the MediaFutures support programme page.

2.1 Support programme, in a nutshell

In this section we shortly recall the major elements of the support programme, before presenting
the adjustments from Cohort 1 to Cohort 2 and modifications to come for Cohort 3.

The support programme is built on 4 pillars:
- The advisors: from NMA (for startups) and IRCAM (for artists) guiding the teams through

the whole programme.
- Training by the whole consortium covering a comprehensive range of topics aimed at

moving startups and artists toward success.
- Mentoring by experts from inside and outside the consortium.
- Events and gatherings to showcase the results of the programme and invite the teams to

develop their networks.

Figure 1: The 4 pillars of the residency programme
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The 2nd round of the support programme started in April and ended in October 2022. It was
composed of individual and collective meetings with the advisors to keep track of the progress of
the teams, mentoring and training sessions to increase their knowledge and skills, as well as
events and online gatherings where the artists and startups were invited to present their outcomes.
This 6 months period was a careful mix of individual, collective, physical and online moments to
allow the teams to benefit from each other’s knowledge, network as well as work on their own to
achieve their objectives. One can see in the following graphs the key moments of those 6 months.

Figure 2: Timeline of the 2nd round of residency

The full details on the meetings, schedules and training sessions of Cohort 2 can be discovered in
Deliverable 2.4 MediaFutures Round 2 - Final Review

2.2 Improvements from 1st cohort

Thanks to impact surveys, interviews and informal discussions, we gathered feedback from cohort
2. A huge majority of them were positive. The artists and startups really appreciated the
programme and the following points were the most often mentioned as beneficial:

- The framework of the programme: “We have been really impressed with the
organizational competence, sincere engagement, and thorough guidance of the
MediaFutures team” “The team created a space to explore our creativity, freedom to pursue
uncontroversial ideas and support through mentorship and lectures.”

They said it kept them on track with their progress, and the flexibility was really appreciated.
The advisors were considered very open and supportive. Artists appreciated that the
advisors were always available to help and at the same time that they gave enough space
for reflections and modifications. Many artists liked the duty to present the results regularly
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(internally or to external experts). They said it forced them to communicate the idea way
before they would have done otherwise.

- The opportunities to learn: “We felt in very good hands and have learned so much from
the associated experts that we have been able to apply directly to what we’re working on”

Many said they learned a lot thanks to the training programme, the mentoring opportunities
as well as the contact with the other supported teams and the members of the consortium.
The art-tech collaboration was also an important point of learning.
“It's essential that the program combines both art and science, enabling us to look at media
literacy from various angles”

- The “innovation booster”: "Being part of MediaFutures has allowed us to accelerate our
innovation processes, accompanied at all times by a great organizing team."

Due to the diversity of the offer, requirements and supported projects, the teams were
forced to go out of their comfort zone. The programme was described as a great way to
experiment and innovate.

- The community building: “it has been great to connect with all the other brilliant teams
and learn about the innovative things they are doing with data."

All the teams appreciated meeting with the other supported artists and startups, discovering
the consortium partners, and getting in contact with external mentors. They forged links and
loved meeting physically in Hamburg and Paris. They said the programme improved their
visibility thanks to the new contacts they made as well as the events they attended.

- The credibility: “Being part of an EU program helped us to be more visible in Europe and
validated our idea towards local and international investors”

Being funded by the European Commission and having worked with MediaFutures
consortium partners gave credibility to the projects.

Even though the general comments were very positive, we want to focus on the improvement to
make for the last round of the support programme. In the next section, we remind the areas for
improvement mentioned by the first cohort (“Comment from Cohort 1), how we addressed them in
the 2nd Cohort (“Modification for Cohort 2”) and how we can take further progress for the final
round (“Improvement for Cohort 3”).

2.2.1 Overall framework

Comments from Cohort 1: The support programme rhythm is dense and was reported to be
challenging especially for the artists working on several projects in parallel.

Modification for Cohort 2: MediaFutures support programme was designed as a succession of
three batches where all the artists and startups from the same cohort start and end at the same
time. It gives rigidity to the framework, yet this allows to create a sense of belonging to the cohort
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with opportunities for joint meetings. As a result, we did not want to change the rhythm or the
density of the offer. Yet, to make the programme more manageable for the teams, we clearly
described the framework in the second open call. On the website, the applicants could see the
approximate number of hours they would need to dedicate to each phase of the programme. We
also shared the key dates and schedule of the programme. This way, the applicants could see the
intense months, when they would need to be available and what they would engage with before
applying.

At the beginning of each phase, we presented the meetings and training sessions to come as well
as the documents they would need to produce for this stage. All along the programme, we also
organised extraordinary sessions if the teams were not able to join the defined ones.

Improvement for Cohort 3: We shared the same information in the 3rd open call as comments
from the 2nd cohort were positive. The training sessions did not appear in the open calls, yet in the
third year, we prepared it well in advance and communicated the dates during the contracting
phase, a month before the beginning of the programme.

2.2.2 Training and mentoring

Comments from Cohort 1: the training offer was dense and appeared too generic to some of the
teams. Several teams did not take advantage of the mentoring possibilities.

Modification for Cohort 2: The training schedule was shared at the beginning of the START
phase and the BUILD phase, with updates every month, for the teams to plan their schedule.
Thanks to the feedback from cohort 1 some sessions were re-designed with more examples, case
study and time for discussions.

At the beginning of the programme, we shared with the teams a list of mentors that could be
reached to help with specific topics. During the individual meetings, the advisors also pointed out
some mentors to the teams to further explore some training topics, in link with their projects. At the
beginning of the BUILD phase we also asked the teams for additional training sessions they would
like to have, and organised sessions or 1 to 1 mentoring to answer their needs.

Improvement for Cohort 3: to continue in this direction, we decided for each training session of
the last cohort to add the names and contact details of some mentors specialized in this topic to
help the teams that would want to further the learning.

A committee composed of members from the consortium with various expertise (legal, data,
technology, ethic, etc) will study the projects of the selected teams in the START and BUILD
phases. This way the committee will point out to each team the optional training they should attend
depending on the topic of their project, but also their weaknesses. They could also point out to
some mentors to answer their needs.

2.2.3 Peer learning and networking

Comments from Cohort 1: several teams asked for more social and peer learning moments.
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Modification for Cohort 2: The second cohort was the first occasion to organize physical
gatherings. One took place at the beginning of the BUILD phase in Hamburg. During 3 days we
invited the teams to gather in Hamburg to discover each other's projects as well as the business
and cultural ecosystem of the city. The first day was dedicated to MediaFutures workshops where
the teams pitched and discussed their projects in the morning, and speakers broadened the scope
in the afternoon. In the two following days, the schedule was open. Some teams left, but for the
ones staying it was possible to attend the Online Marketing Rockstars Festival (OMR) where NMA
had a booth available for networking with business partners. In parallel, we organized a cultural
tour of Hamburg where we visited Factory Hammerbrooklyn (art-tech incubator and residency
space), Tom Reichsten Gallery where Ulrich Schrauth director of VRHAM presented this VR
Festival, and walked around Hafencity with a guide explaining the architecture, cultural and social
logics of the re-building of this neighbourhood.

These days in Hamburg were an opportunity for the teams to meet and start to forge links. Lots of
informal gatherings occurred during the stay. It also easied the contact between the advisors and
the supported teams.

The second physical gathering occurred in Paris during the DemoDays on October 10 and 11. See
2.3.3 for further details on the events. As the teams presented their finalised projects, this
gathering was also the perfect time for them to continue networking and define the relations they
would like to perpetuate with some teams, and potential future collaborations. They all shared
pieces of advice or ideas for the development of the project of one another.

In addition to those physical gatherings, we added some opportunities to meet online. We
organised 3 collective meetings: the welcome meeting at the beginning of the START phase, the
onboarding at the beginning of the BUILD phase and the mid-term meeting. Teams were invited to
share their updates, doubts, and difficulties. At the onboarding meeting, we also invited teams from
Cohort 1 to talk about their experience with MediaFutures and best practices to make the most out
of the programme. Finally, two slack channels were created, one dedicated to Cohort 2, and the
second one also including Cohort 1. In those channels, we share opportunities for the teams, but
the artists and startups can also ask questions, request help or share updates on their projects.

Improvement for Cohort 3: in the last cohort, we will have at least two physical meetings: one in
Barcelona at the beginning of the BUILD phase (February) and the DemoDays in Hamburg at the
end of the programme (June). We are thinking of adding a third one in April in Rome where the
consortium will meet. It will be another opportunity to meet with the teams, organise opening
sessions, and discover the cultural and business ecosystem. This year, in the physical meeting we
will add physical training sessions/ workshops, as well as optional mentoring sessions. We will
keep opportunities to meet online. In addition to the already existing meetings, following a startup
request we will add one optional online meeting every month where the teams will be invited to
present their updates to each other, discuss some topics and ask for help or advice.

2.2.4 DemoDays and Dissemination

Comments from Cohort 1: some artists regretted the limited potential of the online format of the
Demo Day compared to physical events. Some complained about the short presentation time and
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small discussion opportunities. Artists asked for additional help with the dissemination of their
results.

Modification for Cohort 2: Physical DemoDays occurred in Paris on October 10 and 11, 2022.
Each team had 15 minutes to pitch its project and answer the questions from the jury panel. The
pitching time remained the same but the teams had some additional time to discuss the projects
during breaks, the cocktail and informal time. They really appreciated the possibility to present their
project in front of an audience. As the pitches were recorded and streamed live, it created video
material that the teams can share and use for their own purposes in the future.
Thanks to the better sanitary situation, physical events and exhibition took place in 2022, allowing
MediaFutures to showcase the work of artists. See 2.3 dissemination section for the list of actions
taken for the dissemination of the projects in 2022 and 2023.

Improvement for Cohort 3: the final event will also be a physical one. It will take place in
Hamburg in June 2023. It will be the perfect moment for the teams to present their results and
meet with the consortium, art and business experts, as well as teams from Cohorts 1, 2 and 3. As
the artists and startups regretted the brevity of the prize announcement in Paris, we will organise it
differently in Hamburg, dedicating more time to explaining why the teams were selected, giving a
voice to the winners and taking additional pictures.

2.2.5 Startup meets Artist

Comments from Cohort 1: This is a challenging track and some teams suffer from a lack of time
to achieve their projects.

Modification for Cohort 2: as we already mentioned, we decided not to change the framework of
the programme. Yet, for the startup meets artist track we reduced the “pressure” on the results. For
example for the artists, we agreed to have artworks at the stage of “works in progress” by the end
of the residency period. This way the teams could focus on the collaboration first, before jumping
into the artwork creation.

Improvement for Cohort 3: in cohort 3, IRCAM will give the “Art-Tech collaboration: best
practices” training session during the START phase (instead of the BUILD phase) for the SmA
teams to think of their objectives, time and budget management, as well as collaboration at the
very beginning of the programme. Then to accompany them even more, at the beginning of the
BUILD phase we will have individual meetings with the selected SmA teams to check their strategy
for the co-creation, how they will manage their time together and make sure they are all aligned
and understand each other.

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
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strategy. The opportunities can come from two sources: the work achieved by the MediaFutures’
team and the solicitation of the artists’ networks.

2.3.1 Dissemination meeting

At the mid-term of the support programme, we organise a dissemination meeting with the
supported artists. We invite cultural partners and ask the artists to present their projects in 10
minutes. The art partners are there to ask questions, discover the work and potentially help the
artists find places to exhibit the works. In 2022 it took place on June 30, online. The panel was
composed of Hannah Redler Hawes - Data as Culture Art Programme (UK), Alejandro Martin -
Espronceda (Spain), Clément Thibault - Le Cube (France), Yannick Hofmann – previously at ZKM
and currently part of the Deutsches Museum (Germany), Reeli Kõiv - Estonian Academy of Arts
(Estonia), Antònia Folguera - Sonar (Spain). We also shared the recording with the partners
interested but who could not attend the meeting: Veronika Liebl / Karla Spiluttini - Ars Electronica
(Austria), Gilles Alvarez – NEMO (France), Ulrich Schrauth - VRHAM (Germany), Miha Tursic -
Waag (Netherlands), Irini Papadimitriou - FutureEverything (UK). After the meeting, several artists
and curators came into contact. Clément Thibault contacted Michael Wallinger, Mark Farid and
Michael Madsen. Antònia Folguera exchanged further with Slava Romanov, Mishka Kornai and
Mark Farid. Hannah Redler Hawes advised Mishka Kornai on his dissemination strategy and after
discussions applied with Mark Farid for a UK-based grant.

2.3.2 Events

The MediaFutures consortium disseminates the results of the programme through events. When
possible, we invite artists and startups to join and present their works. For details on events that
took place before September 2022, take a look at Intermediary dissemination report V2.

- OMR - Hamburg, Germany

Figure 3: Cohort 2 gathered in Hamburg
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On the 17th and 18th of May, 2022, MediaFutures partners and participants from the 2nd cohort
were able to participate in the OMR Festival in Hamburg, Germany with more than 70k attendees.
The OMR Festival is well known as the festival of the digital universe, and it is a prominent platform
for marketing makers. NMA provided a big networking booth where teams were able to connect
with mentors, investors and other startups in the media industry from all over Europe. 8 of the 12
cohort 2 teams joined the event.

- South Summit - Madrid, Spain

Figure 4: Samuel Van Ransbeeck presenting MUMIDIS at South Summit

From the 8th to the 10th of June 2022, the MediaFutures partner Zabala hosted a booth at the
South Summit in Madrid which welcomed more than 15k visitors. Six desks were dedicated to two
acceleration programmes: three for MediaFutures and three for the DAPSI project. Initially,
Startups for Citizens (SfC) and Startup meets Artist (SmA) teams which are part of the 2nd cohort
BUILD phase were offered a ticket, a desk in the booths and a pitch slot. After this offer, there were
still available spaces, so the opportunity was then also given to teams from the 2nd cohort START
phase. The four teams that accepted the invitation also had the opportunity to pitch physically on
the 9th and 10th of June.

Samuel Van Ransbeeck - artist from the SmA track invited to the event, said “it was great to meet
many people from different sectors in one place. For me as an artist it was a different kind of
experience compared to art or academic conferences. The diversity of companies and
organizations helped in sprouting ideas for new projects.”

- Ars Electronica Festival - Linz, Austria
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Figure 5: 4 pieces of 730 hours of violence exhibited at Ars Electronica Festival

On Friday, the 9th of October, MediaFutures co-organised a panel discussion entitled “The Stories
We Tell Ourselves: Misinformation and Climate Change” during the S+T+ARTS Day at Ars
Electronica Festival. The session focused on the need to be aware of the actual mechanisms
implied in climate change, highlighting the fact that the news can be confusing and misleading.
Therefore, the physicist Bernd Hezel, a climate expert working at the Climate Media Factory (DE),
Marta Handenawer, supported during the first cohort of MediaFutures as members of the collective
Domestic Data Streamers with the project “730 hours of Violence” and Mark Farid, supported in
2022 with his project Invisible Voice shared some alternative narratives to engage with this world
and the one to come. This discussion was moderated by Geraldine de Bastion, Ars Electronica.

The S+T+ARTS day has been recorded and the video uploaded on YouTube (min 06:45:40 – The
Stories We Tell Ourselves: Misinformation and Climate Change)

In addition to the panel discussion, 4 modules of the artwork 730 hours of violence by Domestic
Data Streamers were exhibited in the S+T+ARTS section of the festival.

- Experimenta - Grenoble, France

2 artworks from the 1st cohort were exhibited at the Art-Science biennale Experimenta in Grenoble
France, from the 19th to the 22nd of October: Critical Climate Machine by Gaëtan Robillard and 3
modules of 730 hours of violence by Domestic Data Streamers.

The artists were invited to stay in the exhibition space for the whole biennale in order to present
their work to the audience. This allowed lots of discussions with various people, including
professionals as well as numerous schools and teenagers.
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Figure 6: Critical Climate Machine exhibited at EXPERIMENTA

Marta Handenawer from Domestic Data Streamers also took part in a panel discussion about
violence on social media along with the journalist Catherine Mary, the sociologist Gilles Bastin and
the inspector of Academy Régis Vivier.

Here is Marta’s testimony “we were able to start conversations about our work and matters of
concern with a large, varied audience that ranged from professionals to curious individuals of all
ages and backgrounds. Also, due to the nature of the event where we were present at all times,
meaningful connections were made and useful discussions with fellow artists allowed us to have
more ideas about how to expand our piece, 730 hours of violence”.

- Frankfurt Book Fair - Frankfurt, Germany

Figure 7: MediaFutures Panel discussion at Frankfurt Book Fair
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On October, 21st 2022, MediaFutures participated in the policy event dedicated to “Creative and
Culture Industries: transform and innovate to enable new business opportunities” on the premises
of the Frankfurt Book Fair. It was the perfect occasion to invite the artist Mariana Lanari supported
in the first cohort of Startup meets artists, to present her project Bibliograph.

The panel started with an introduction by Simona De Rosa from T6 Ecosystems, followed by a
keynote by Christian Ehler member of the European Parliament, Member of the Committee on
Industry, Research and Energy. The day continued with a roundtable with Patricia Castillo
Cardenas (EIT Culture and Creativity), Veronika Liebl (Ars Electronica), Olivier Braet (SMIT-VUB
Vrije Universiteit Brussel), Alexandra Garatzogianni (MediaFutures). Finally, 45 minutes were
dedicated to best practices in terms of new business models for the Creative and Culture
Industries with Tomaso Greco (Bookabook, representing the Möbius project), Mariana Lanari
(Bigliograph, artist supported by MediaFutures), and Valery Vermeulen (Mikromedas). Mariana
stated: “it was enlightening to hear the perspective of the EU parliament in regards to funding
schemes and to learn how these broader strategies are translated into missions and inform the
projects and open calls that will support the CCIs. We briefly presented our project, our challenges
to run research and commercial strategies in parallel, and addressed the need for longer-term
support that is crucial for such a path of exploitation.”

- ODI Summit, online

Every year, the Open Data Institute organises a worldwide data summit gathering AI and data
experts, thinkers, practitioners, business leaders, and community advocates. In 2022, it took place
online on November 8. During the day the audience enjoyed panels, roundtables, workshops, and
films on this year's theme: Data Decade. This year, 3 booths were dedicated to MediaFutures, one
per MediaFutures track. For each track, the ODI team produced a video presenting the artists and
startups supported in 2022 and their MediaFutures projects. The 1,700 delegates from all over the
world who signed up for the event were able to watch the videos anytime in the day and for 2
weeks after the event. At each booth, we interviewed this year’s winners live: Edit Wars for AfM,
Factiverse for SfC, and the Oracle Network for SmA.
The videos will soon be released on MediaFutures youtube channel. Here is Slava Romanov’s
feedback on Edit Wars’ participation in the event “Thank you and all ODI, IRCAM and
MediaFutures teams for letting our project launch and for the opportunity to present it at the ODI
Summit! It was a big honor since I'm following the ODI development since ~2014”

- Symposium S+T+ARTS - Brussels, Belgium

On December the 1st, the STARTS4Water project organises S+T+ARTS symposium in Brussels.
The discussions will be on art & ecology as well as the collaborations between art & science. They
invited some of the MediaFutures supported teams to pitch their projects and participate in the
discussions (from cohort 1: Biblio-graph, 730 hours of violence, Critical Climate Machine and from
cohort 2: the Oracle Network and The more the better, two truths and a lie). A member of the
MediaFutures consortium will also attend the symposium to take part in the discussions. It will be
composed of around 100 persons: 25% S+T+ARTS artists, 40% S+T+ARTS partners, 25%
researchers, industry, and cultural organizations.
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- Plans for 2023

Several discussions are ongoing with partners to organise or participate in events next year. It
includes BOZAR in Brussels, Scopitone in Nantes, 4YFN in Barcelona, ISEA 2023 in Paris (with
partners from Fiminco and Ars Electronica), Sonar in Barcelona, Ars Electronica Festival in Austria
and of course MediaFutures’ final event in Hamburg in June 2023.

2.3.3 Demo Days

Figure 8: Cohort 2 teams gathered on the Demo Days stage in Paris

This year the Demo Days took place at Ircam, Paris on October 10 and 11. During two days artists
and startups from the second cohort had the chance to showcase their solutions to help tackle mis-
and disinformation in front of the public and a jury panel of representatives from the MediaFutures
team and independent experts. At the end of the second day, the jury designated the three best
projects (one art residency, one startup acceleration and one collaborative team) and the winners
of the final prizes. After 6 months of acceleration and residency, it was great for the experts and the
general public to discover the results of their research. To back up their words, misinformation and
media experts provided insights through keynotes: Elena Simperl from King’s College London,
Hannah Redler Hawes from the Data as Culture programme, Marta Handenawer from 730 hours of
Violence, Antoni Rayzhekov from Fragiles Perspectives, Ania Catherine and Dejha Ti from Soft
Evidence and Gianni Riotta from LUISS.

The Demo Days were streamed live on the MediaFutures Youtube channel allowing people to join
and participate online. The videos for Day 1 and Day 2 are now available online.
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In addition to the conferences, the artist Gaëtan Robillard, supported by MediaFutures in 2021,
exhibited his installation ‘Critical Climate Machine’ in Studio 3.

Apart from showcasing the final result of cohort 2, the Demo Days were a great opportunity to meet
with the teams, organise workshops with them in the mornings, network with experts and spend
some informal time together.

See D2.4: MediaFutures Round 2 - Final Review for the full programme of the event.

This section described the opportunities we offered to the artists and startups to present their
works. The dissemination is also composed of events they attend on their own. This information
can be found in the subsections “dissemination plans” for each team in next section.
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3 Presentation of residencies
3.2 The projects

This section is dedicated to the presentation of results from the second 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 use of data. In this section, we explain how the artists use data in their research and artwork
creation.

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 - Edit Wars
Description on MediaFutures website

AfM Winner 2022

Figure 9: Sketches of the exhibition - Edit Wars

The project team is led by Viacheslav (Slava) Romanov, a Bremen-based multimedia
artist currently undertaking a master’s degree in media art at the Hochschule für Künste Bremen
that has a legal, human rights and project management background. For Edit Wars, he is leading a
team of five people: Alberto Harres, artist and developer; Antonio Hofmeister Ribeiro, artist and
developer; Lucy Saribegyan, artist and designer; Maiia Guseva, data analyst; Sofya Ozga, artist
and researcher.

Edit Wars is a project aiming to deconstruct, debunk and artistically interpret the
narratives of Russian propaganda to raise awareness and resilience against misinformation among
international audiences. It is using the analysis of media publications accompanying the growing
militarization and manipulation of mass consciousness in Russia for a better understanding of the
mechanics of state propaganda and ways to build resilience towards it. The project focuses on the
use of aggressive narratives in government-controlled media that isolate public perception from the
real state of affairs. The first iteration of the project is based on data analysis of propaganda
narratives created and reproduced by the Russian digital media from January to July 2022. The
methodology they developed allows them to replicate the results of their research and contains
algorithms for working with data from the source to the end result. They encourage stakeholders to
use it as a basis for their own research on propaganda narratives, both through an online platform
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and physical installation. The physical installation, called Propaganda Narrative Soundscapes
offers a view of propaganda through the lens of sonification and interactive visualization. Each
narrative explored, whether it is "Europe Freezing due to Sanctions" or "Defending the Russian
World," is a full-fledged soundscape, generating individual experiences through sensory tracking. It
addresses the visual reference of the "Firehose of Falsehood" – a propaganda technique of an
unstoppable information stream.

Edit Wars project tackles the challenges of mis- and disinformation spread in
government-accepted media outlets in Russia, through data research and artistic rendering of the
results. The data analysis is based on propaganda narratives created and reproduced by the
Russian digital media from January to July 2022. The research data were obtained from the
analysis of more than 500 thousand headlines from news publications (GDLT dataset), processed
by a neural network model and visualised online in the form of interactive networks of words and
temporal graphs. Using ML tools for thematically clustering these headings, they isolated 150
topics and regrouped them around 10 propaganda narratives. Narratives are used to distort and
here embellish the nature of the events. Each narrative consists of a set of thematic markers and
popularity dynamics in relation to the events of the Russian invasion. These interactive data
visualisations are accessible on the platform online and expose misinformation narratives in the
Russian sphere to English-speaking users.

● Slava Romanov has been actively looking for an exhibition venue in Bremen, and is in
discussion with several of them. On the 23rd of September, they met with the manager of
the Güterbahnhof Bremen e.V. to potentially use their exhibition space Tor 40 at the
Güterbahnhof. After this premiere in Bremen, they are willing to exhibit their work in
Europe.

● The team benefits from the support of HfK Bremen in terms of networking and
communication.

● They participate in the mentorship programme of the Anti-War Initiative Accelerator from
the Free Russia Foundation and Forum in Berlin from November 2022 to January 2023.

● In November 17 & 18, they participated in the FAST45 workshop in Potsdam, Germany.
● The project was presented at the ODI Summit on November 8, and the team was

interviewed live in the Artist for Media booth at the event.
● They applied to the International Symposium on Electronic Art (ISEA 2023) to exhibit their

work in Paris in May.
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AfM - Invisible Voice
Description on MediaFutures website

Figure 10: screenshot of Invisible Voice analysing the Dailymail website

Mark Farid is an artist, researcher, and lecturer in Fine Art at Central Saint Martins,
University of the Arts London. He specialises in the intersection of the virtual and physical world,
and the effect new technologies have on individuals and their sense of self. His work embodies
hacker ethics, the use of surveillance technologies, and campaigning for data privacy and
protection. His work forms a critique of social, legal, and political models, mostly balancing
between performances and digital.

Invisible Voice is an artist-led project to develop a free browser plugin that reveals key
information about the companies and individuals who own the websites that the user visits. A
toolbar on the side of the browser, which includes: the owners, the parent company, any sister and
affiliated companies, political leanings, revenue, assets, income, number of employees, score for
their: environmental policy, workers rights, animal testing, their B-Corp rating, Trust Pilot score,
ESG rating, Employee score and much more. It also highlights any controversies and allegations in
which the company is involved, as well as any track record of racism, sexism, homophobia, gender
discrimination, poor environmental practice, cheap labour, tax avoidance, and other metrics. It
does not only constitute a negative view: it highlights where companies have made significant
efforts to combat climate change or made real commitments to diversity and inclusion, for example.
This tool empowers users to make informed decisions about the websites they use. They can
organise the presented information, order the categories as they wish and hide the ones they are
not interested in. In addition to the information displayed, they can boycott some websites. If they
click on the “boycott” button, they won’t be able to access the website anymore (unless they ask for
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it). With this functionality and others to come, the artist hopes this tool will become a collective
empowerment tool which will have an impact on the citizens and society.
Two versions of the technical set-up have been envisioned by the artist for the project to be
presented in exhibition spaces. The first one consists in showing the plug-in and allowing visitors to
use it live, on a projector or a computer screen. The second one aims to be more interactive and
appealing: a mirror that has several cameras behind it detects brand logos on the person standing
in front of it. It then pulls the information from Invisible Voice database and displays it on the mirror,
hence giving the participant information about the companies they are buying from.

This project aims at giving people access to information: misinformation and
disinformation pervade because of the hidden power structures of the digital ecosystem. Users do
not have the ability to make choices aligned with their own ethical values as to the websites they
spend time on, the information they consume, and the businesses they buy from, because
information about the businesses and people that own the websites is not readily available. The
digital ecosystem appears abstracted from its real-world owners and companies. Users experience
the world wide web as a “public space”, but the reality is that it is a private, profit-motivated
marketplace owned by businesses whose ethical conduct is deliberately divorced from the
ostensible shop window the user peers through.
To provide users with facts and unbiased knowledge, the team implemented 17 datasets in the
tool’s database during the time of the residency, allowing the tool to give more varied and precise
information than its previous version only based on Wikidata. The automation of the
implementation of these datasets allowed the considerable growing potential of the tool.
Furthermore, the artist-led several workshops in the UK with different groups of people - ensuring
they are varied in gender identities, age and other social criteria. These workshops were both
discussions and user tests that helped design the UX/UI of the tool and to see what people expect
from such a tool: the recommendation for similar websites and the possibility to move the
information’s hierarchy in the sidebar are examples of the implementation of these feedbacks.

● Formerly only available on Firefox, Invisible Voice is now also available on
Chrome. It can already be downloaded. The team is working on the mobile phone

version.
● Mark Farid is preparing a PR campaign for January 2023 in order to promote the plug-in.
● Mark Farid participated in the panel discussion “ the story we tell ourselves: misinformation

and climate change” at the Ars Electronica Festival 2022 where he presented Invisible
Voice.

● The project was presented in the AfM video at the ODI Summit on November 8.
● Mark Farid applied to the Open Call for artworks for ISEA 2023 - Paris
● The artist applied for new funding at the UKRI (UK Research and Innovation).
● Invisible Voice was nominated for the EU Business News’ European Entreprise Awards

2022
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AfM - How many heartbeats to send a love email?
Description on MediaFutures website

Figure 11: How many heartbeats to send a love email?

Kasia Molga calls herself a design fusionist, artist, environmentalist, and creative coder.
She is interested in how design, science and technology intersect and how art can reveal stories
embedded in those intersections. Predominantly focusing on ever-changing human relations and
perception of the natural environment, she also got passionate about how digital technologies
impact the material and biological world. She makes objects, sculptures, audio visual works,
immersive experiences, and hybrid interfaces. Special attention is paid towards oceans and marine
environments. She is running Studio Molga, a studio of four creatives in the UK.

How Many Heartbeats to Send a Love Email is a collaboration between Studio Molga and
Dark Euphoria. It studies and artistically reveals the harm of misinformation on people’s lives as
well as how time (and energy) consuming it is to spread misinformation and even more to
counteract it. The artwork uses real pacemakers as a point of interaction between the audience
and the narrative in three pieces:

● A story about a pacemaker owner and the effect of misinformation on their life, whether that
is true or not. As a member of the public, people can touch the beating heart and listen to
the message left behind by the pacemaker’s owner. The pacemaker can be held, a form of
energy that can change the narrative.

● Another installation is using a hearing aid: a speaker is sharing the accurate title of a
scientific study. Through the tiny hearing aid, you can listen to news headlines and
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contribute to stopping further simplifications by repeating the right version in the
microphone at the center.

● The last installation is a hologramme directly connected to a Twitter feed. It circulates
messages from accounts such as the one of a firm flat Earth believer. The point of
interaction is also a pacemaker attached to a pulse sensor. Each one of the person’s
heartbeats is generating Watts, which can be translated into electricity. When a certain
number of Watts is reached, the message is submitted to an online API taking a score: if
considered fake, it will dissolve and if true, it will morph into the next message. The more
people interact with it, the faster the process is.

The artwork can be site-specific in terms of narratives and Twitter messages. Pacemakers are a
heart surrogate and life aid - metaphorically helping to keep the truth alive in the context of
infobesity. This work is very physical, making the problem of disinformation more accessible to
people that are less digitally literate - and more likely to be harmed by disinformation and its
effects.

These three propositions deal with fake news and are based on the research conducted
during the residency programme. The first is ready to be exhibited, the second is a
work-in-progress and the third is still at an early stage of conception. For her research, the artist
uses the Content Score AI API developed by the company Factmata. It is a service for online
publishers which moderates content in real-time, they have 19 models monitoring online content
according to 19 parameters. Kasia Molga is most interested in the parameters helping to
understand the relationship between emotions and the effects of disinformation.
Misinformation impacts our mental health, which influences our behaviours and physical health and
how we interact with our environment. The materiality of this all, together with its carbon footprint is
the core of each artwork. The choice of the narratives and messages used results from the
research conducted by the Studio, including interviews with people. They question groups of
people about the impact of misinformation on their lives. This led the team to question why people
like reading and sharing fake news, even when they know they are not reliable. Debunking fake
news takes six times more effort than sharing them. Anxiety causes the heart to beat 200 times per
minute, each heartbeat creates around 1W and each shared Tweet takes 0,02W.

The data about people’s interaction with the three pieces will be anonymously collected with
consent, in order to see whether people felt a need to change the narrative or let it as it was: this
will help Factmata to train their models better.

● The project was presented in the AfM video at the ODI Summit on November 8.
● Kasia Molga applied to the ISEA 2023 to exhibit the pieces in Paris in May 2023.
● The team is in discussion with MEET in Italy, FACT in Liverpool, V2 in Rotterdam, ARTBY

in London and New Now Festival in Essen to present the work in 2023
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AfM - The More the Better: Two truths and a lie
Description on MediaFutures website

Figure 12: first set up of The more the better: two truths and a lie

Mihály Kornai is a filmmaker, photographer, and multidisciplinary video artist, working
between Europe and North America. His work explores what he refers to as “the infrastructure of
human connection”, a notion describing the ways in which the technological tools we use to
communicate come to shape the very nature of our social interactions. The thematic focal points of
his works are often cautionary, from the dystopian potential posed by online filter bubbles to the
corrosive forces of phone addiction on teenage sexuality. After a formal education and professional
career in film production, what began as single-channel video works has grown over the years into
a multi-disciplinary practice combining photography, digital collage, sculpture, and performance.

The More the Better: two truths and a lie is a multichannel audiovisual installation
combining experimental documentary, data visualisation, sculpture, found objects, immersive audio
and assemblage. The work consists of 100 videos on 100 different used devices in the 100 most
prevalent languages on the internet. The videos are based on a game, “two truths and a lie”, in
which people tell three facts about themselves, two that are true, and one that is not. The other
players have to guess the lie. Individuals from all over the world were asked to share three
personal anecdotes in their native language: two truthful, one fabricated. Participants caught their
own videos on their smartphones and wrote the transcription so their stories can be translated into
the other 99 languages. To create all 10,000 different translations, a programme is written to
automatically feed the necessary combinations into DeepL and Google Translate. When exhibited1

in its final form, the vast majority of the spectators will be able to read the stories in their own

1 https://www.deepl.com/translator
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mother tongues. The size of the device is determined by the percentage of content available online
in this language - this data comes from the Observatory of Languages and Cultures on the
Internet. Languages like Chinese and English, respectively 21% and 19% of the world’s online
content, are looping on TV screens, meanwhile other languages are looping on smaller screens -
tablets or smartphones. This discrepancy between the size of the screens represents the
hegemonic power of the dominant languages. On the contrary, the 100 voices are to be heard at
equal volume with identical speakers all plugged into each device.

The artist is interested in the relationship between language and trustworthiness and in
the problem of trust in public institutions - scientific, journalistic or democratic. Considering the
statement that people are more likely to believe information when it is provided in their native
language is no light fact when around 280 million migrants are living around the world. Even if a
person can understand and speak the language of the place they migrated to - it is still a different
relationship than from using their mother tongue. The installation uses datasets from the
Observatory of Languages and Cultures on the Internet and Daniel Pimienta’s research to
conceive the installation.
In order to gather the 100 videos, Mishka Kornai contacted 100 native speakers, first from his circle
of acquaintances (some of them part of MediaFutures) and then from relations at 2nd degree. He
drafted a contract and one-pager on “how to shoot the video”. With this he explained his work and
research and what the speakers were asked to do. He wanted to protect the speakers and reinsure
them of the non-commercial use of their videos.

● The project was presented in the AfM video at the ODI Summit on November 8.
● The artist will pitch his project at the S+T+ARTS Symposium in Brussels, on December 1,

2022
● The first private display of the piece will take place in Berlin in December 2022. It will be the

occasion to shoot a presentation video with the final artwork exhibited in real conditions.
Partners, cultural places and the press will be invited to the event.

● The artist applied to Ars Electronica Festival 2023
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AfM - Synthetic Identity Speculations
Description on MediaFutures website

Figure 13: Synthetic Identity Speculations Dashboard

Michal Wallinger is a media artist interested in the ambivalences of representation in our
data realities and how they perforate the interfaces between humans and their machines. Tracing
abstractions and metaphors inscribed into our technologies and media, he is searching for frictions
between their models and the noisy realities they perceive as data. He creates videos, virtual
environments, software and hardware architectures that find form and materiality in installations
and objects, and political and aesthetic references.

With Synthetic Identity Speculations, Michael Wallinger explores possibilities of
collectively monitoring algorithmic and corporate agency in the curation of social media feeds. In
collaboration with artists Kevin Daryl Ferdinandus, Alina Huber Smith, Claudia Strate and Erico
Zago they currently produce a multi-channel media installation that acts as a research
infrastructure as well as a hybrid interface, linking performative online investigation with contextual
and methodological reflection. This is launching a long-term participatory artistic research project
that aims to investigate how body images affect algorithmic decision-making on content
dissemination. In September 2022, they launched their first research phase via an Instagram
account of a virtual Identity using the artist’s body as an avatar. In this phase, they want to
investigate and better understand the fundamental conditions of researching social media
environments, test the implementation under different configurations and improve it in order to start
investigations within the accounts of their first participants by the end of this year. The team’s
objective for MediaFutures’ residency was to develop the minimum viable implementation (MVI) of
this project, which they succeeded to achieve.
Artistically the team integrates the software architecture into a hybrid multichannel media
installation, which is both the technical infrastructure for the research as well as the interface and
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backend to the virtual identity on Instagram. The core of the installation is the iterative body
synthesis of this virtual identity. It is a long-term, continuously accumulating virtual performance
generated in an ongoing feedback-loop communication between the installation and Instagram. By
gradually building up more and more informative queries to the algorithmically unique maintained
user environments, they aim to identify consistent dissemination behaviour. This visual element is
contextualised within the installation with data visualisations giving insights into the evaluation and
selection processes as well as into intermediate results. The artist integrates another
contextualising dimension in the form of an essayistic video documentation that elaborates on the
research motivations and methodologies as well as on the biases and limitations inscribed into the
architecture and more generally into statistical body representations. They hereby draw lines to
idealised and invisible bodies and the potential misuse of such data yielding information on
iconographic user affection.

This project investigates the way the algorithmic agency can influence how we perceive
and interpret reality: recommendation systems tend to promote or hide certain body

representations, hence influencing our idea of what is “normal” or “true”. Our judgment can hence
be influenced by what we are used to seeing and hearing on social networks, meaning our
interpretation grid can be directly linked to algorithmic classifications and recommendations. In
order to investigate how these systems might influence contemporary and future aesthetics,
choreography, iconography and authenticity in relation to body images, this project is currently
developing a software implementation that helps the team generate and evaluate visual body
representations in an automated pipeline, that are then submitted to social networks to monitor
their reaction in function of the body representation parameters. They built and trained several
artificial neural networks that separately generate 3D sequences of different body properties like
posture, gesture, expression and body shapes while directly evaluating on consistencies between
them and their dissemination processing online. This processing of synthetic 3D data allows them
to directly compare the individual body properties. Not only this approach is highly efficient and
precise, but is also independent of the usage of personal data from individuals, thus making the
data reusable and, in the long run, more sustainable.

● Michael Wallinger is in discussion with two professionals from the cultural sector
to look for exhibition opportunities in Vienna. Opportunities to exhibit could also emerge
from the collective Format(*.strk) which he is part of.

● The project was presented in the AfM video at the ODI Summit on November 8.
● Synthetic Identity Speculations won the “Vienna Content” Award of the Vienna Business

Agency
● The piece will be presented at South By Southwest in Austin, Texas in March 2023
● Synthetic Identity Speculations has been invited to the SKIN Festival 2023 in Vienna in

March 2023
● Michael Wallinger applied to the ISEA 2023 to exhibit the pieces in Paris in May 2023.
● The artist will apply to the Digital Trust Challenge by NMA, Deloitte and KI Park Berlin and

the EMAP-Residency

30



[Deliverable 3.3] - [Report on artistic residencies Year 2]

SmA - The Oracle Network (MindBugs)
Description on MediaFutures website

SmA Winner 2022

Figure 14: exhibition of The Oracle Network, Cluj-Napoca, Romania

● The startup: Techwave is a startup that brings developers and artists together
and aims at “transforming businesses in art”. Their mission is to support the local artist

community by creating innovative solutions at the convergence between art and technology.
● The artists: Radu George Caravateanu is a teacher and artist leading the White Hog

Design collective. Matei Caravateanu is a young artist and VR experience designer from
the collective.

The project is based on the idea of mindbugs as a metaphorical expression of the
consequences produced by the wave of fake news in the public perception of reality. To educate
the general audience on the dangers of misinformation they developed an experience starting
outdoors in the city (Cluj Napoca - Romania), and ending in an art center. It is composed of various
pieces. MindBug.Invasion is an urban augmented reality installation that places giant insectoids in
key points of the city. The approach is based on a specially designed, easy-to-use application that
allows the user to place and record random 3d models with idle animation. Mindbugs. The
Treasure Hunt is a mobile application that uses the geolocation system to discover a series of
mindbugs related to topics relevant to the multicultural society of Cluj Napoca. The mindbugs can
be captured and destroyed. Once they are, a piece of fake news related to this part of the city can
be discovered. The visual identity of this application is given by a set of hand-painted
two-dimensional assets. Once the audience has circulated around the city, they are invited to join
the art center where they can discover MindBug. The Hive an indoor AR application, a metaphor
for the invasion of the virtual in real space. The visitors can take pictures of themselves and create
their holograms thanks to Mindbug. Transparency is a holo-video installation focused on the
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problem of destructuring and reconfiguring the self according to external norms. Finally, the
exhibition ends with Mindbug. I Am Eu-Sebiu is a VR experience in which the users progressively
immerse themselves in a reality that operates according to unknown rules. The visual imprint of the
application is given by sets of 3d meshes, textures and specially created materials.
They run the first exhibition in Cluj Napoca from the 23rd to the 25th of September. They had more
than 100 visitors per day and very positive feedback from the audience. As the team members
were in the exhibition space the whole time, they were able to speak with the audience, and
explain the technologies used and the research on misinformation.

If the team decided to develop this treasure hunt and inform the citizens of Cluj Napoca on
the subject of misinformation it is because Eastern Europe is underrepresented in terms of big data
about misinformation. In order to help solve this problem they created a dataset of 90 fact-checks.
For this, they partnered with journalists and also organised a call for participation to invite
journalists to debunk fake news for their project, and help create this data set. In addition to those
articles, they partnered with independent organizations to gather existing datasets thus creating a
database with debunked fake news specific to Eastern Europe (including now almost 1 000
debunked fake news). This database will be available for research on the website of their project.
The design of the Mindbugs resulted from workshops done with children on visual representations
of emotions that would result from the awareness of the fake character of news.
In this artwork, they made some articles available in an entertaining way in the form of mindbugs
that the audience is invited to destroy.

The artists and startups are all from Cluj Napoca. The artists wanted to develop such a
project for more than 3 years but were not technically able to develop it. Thanks to the startup
joining the team, together they developed the app supporting the whole project. The startup also
conducted data research.
Thanks to the success of the first exhibition, they realised how important it was to organise media
art exhibitions in Romania. The audience was really impressed and attracted by the artwork. For
most of them, it was the first time that they could experiment with Augmented Reality, Virtual
Reality and holograms. The team is in discussion with the city to have a longer exhibition and
maybe at some point open a Museum of New Media Art in Cluj Napoca.

● Exhibition at Urania Palace, Cluj-Napoca, Romania, 23-25 September 2022.
● They presented their project at South Summit Madrid where they had a booth.

● They conducted 3 workshops at the Children’s palace in Cluj-Napoca, the Art Summer
Camp in Baisoara, and at the Eugen Pora High School.

● The project was presented in the SmA video at the ODI Summit on November 8, and the
team was interviewed live at the SmA booth.

● They will pitch the project at the S+T+ARTS Symposium in Brussels on December 1, 2022.
● They will exhibit the Oracle Network at the Gala of “We raise champions” prizes for young

sports students and charity in Botosani
● They are currently implementing the new mobile app version
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SmA - DOPPELGÄNGER
Description on MediaFutures website

Figure 15: DOPPELGÄNGER installation: the dramaturgy of the experience

● The startup: Kaspar.ai is a startup developing an AI-powered video editing assistant that
can be customised to help film and TV makers and producers work with vast amounts of
media.

● The artist: Michael Madsen is a conceptual artist and director based in Copenhagen,
Denmark.

Together Kaspar.ai and Michael Madsen developed the DOPPERLGÄNGER project
aiming at helping the team and the audience to better understand the laws and practices
surrounding CCTV. The Installation is a large mirror composed of smaller mirrors in a “spiral”
cluster configuration. Every mirror is a two-way (spy-) mirror with a matching television or LED
screen behind it: anything shown on the screen will appear as a resynthesis of the person’s image
in the mirror. In one part of the mirror screens, DOPPELGÄNGER’s data processing is shown in a
visually self-explaining way. All processing is in real-time and nothing is stored. DOPPELGÄNGER
performs complete compliance with GDPR. It is as if the facial blur lurking in the mirror not only
made a ghost out of the visitors, but it also extracts data from their faces, still present in the analog
mirror as a faint reflection. The installation displays their approximate age, gender, state of mind,
etc. The artist is in discussion to exhibit this piece at the Copenhagen airport. For this project,
Kaspar.ai developed the tracking and blurring system used in the installation. Initially, Kaspar.ai
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wanted to use the artwork as a way to source data to then train their AI. Thanks to Michael’s deep
dive into GDPR they realised they would not comply with GDPR. They needed better data sets for
training better models but were unable to collect data. As a solution, they used “StyleGAN2” to2

generate faces of people that actually don’t exist. They then placed these faces on some target
footage and created a synthetic data set. This is a valuable asset in Kaspar’s business model to
build bespoke character recognition solutions for specific clients and license the actual data set
and this improved models afterwards.

The initial idea was to use CCTV recordings from Copenhagen public places. Yet the team
quickly realised it was impossible to do so ethically. They would need to ask the citizens for their
consent before processing any images, and the city was unwilling to see such an exhibition
displayed in a public place. As a result, they created their own data set of people that don’t exist in
order to train their model and develop their tracking and blurring system.
Once the installation has tracked people around the artwork, it shows some information about them
like approximate age, gender, ethnicity, etc. For this, the artist used GPT3 , yet recognising the3

biases of the model.

The artist and startup came together with the DOPPELGÄNGER project as they already
knew each other, Mads Damsbo (from Kaspar.ai) also being an artist. Because of their initial will to
use CCTV footage, they had to modify the project and methodology several times to comply with
GDPR. In this collaboration, the artist executed all the research on GDPR, informing the startup on
what was feasible or not. The startup developed the tracking and blurring system and then used it
in the installation. The dataset and tool created by the startup is now valuable asset that Kaspar.ai
can monetize with its customers. The installation will also be a way to present Kaspar’s technology.

● Michael Madsen is in discussion with the Copenhagen airport to present the artwork.
● The project was presented in the SmA video at the ODI Summit on November 8.

3 https://openai.com/api/
2 https://github.com/NVlabs/stylegan2
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SmA - MUMIDIS (Museum of Misinformation and Disinformation)
Description on MediaFutures website

Figure 16: 3D visualisation of the science and medicine area in MUMIDIS

● The startup: uTrigg is a startup using emotion AI to fill the empathy gap by analysing
customer emotions and clients behaviour online. Victoria Gerukh is the CEO of uTrigg and
is directly involved in the project MUMIDIS.

● The artists: Samuel van Ransbeeck is a composer and researcher. His work is focused on
data sonification (turning data into sound) and the wider field of digital humanities. Olga
Zamotaieva is a designer with more than fifteen years of experience in making 3D visuals

Museum of mis- and disinformation is a new world of interactive educational experience
which informs against fake news. The team’s mission is to educate people about methods of mis-
and disinformation in order to avoid the consequences of its spreading. They developed a visual
and sonified immersive 3D world available from a browser, where the user can discover pieces of
news (fake or not) related to several topics of propaganda such as war & politics, sports, science &
medicine, business and diversity. As fake news trigger emotional reactions, the team uses Utrigg’s
AI to detect the emotional state of the user. Based on the user’s emotion (unfocused, energetic or
nervous - tracked by their movements on the pad or with the mouse) the platform reacts with
changing ambiance. This provides the user with a personalised experience. Depending on where
they are in the platform, and how they feel, the soundscape will change. The aim is to provide an
entertaining experience where the users are detectives guessing what is true and what is false. At
different points in the journey, they can answer quizzes about what they read.
As MUMIDIS is a browser-based game it does not need many resources to be exhibited. This
allows providing an experience to a big and wide audience. The team also wants to address
people in less affluent areas, thus, they have optimized their game for less reliable connections as
well. This is also the reason why they chose to use fixed tracks rather than real-time music
generation.
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Each person has a different manner and ability to learn. Thus, such an approach gives
MUMIDIS the possibility to touch different persons - it makes education fun, stimulates things to
remember and act with a higher analytical approach. The team hopes it will develop the users’
critical thinking to defeat disinformation more easily.
They created their database of articles displayed in the platform with an advisory board to check on
the content. Every article was rewritten from several sources by the team or external journalists.
This dataset will evolve with time. This platform can be customized for specific uses or topics. For
this the team would develop a virtual area dedicated to this topic, gather articles and create 3
unique soundtracks. Although they use fixed tracks, a future version will have a real-time version
that generates music on-thefly on a cloud server. This version will be a big step for the
interdisciplinary team allowing them to create deeper personalized soundtracks and take into
account the intensity of a user’s emotional state (level of emotions from 0-100% with changing of
sound at every percentage of intensity). This future version will contain a more sophisticated game
engine and new locations that will help to raise users' engagement and make their learning
experience about disinformation deeper.

The artist and the startup met during the open call thanks to the matchmaking events
MediaFutures organised online. As a result, when they started the project they barely knew each
other. Samuel was in Belgium and the rest of the team was in Ukraine, not easing the
collaboration. Yet, they all put lots of effort in understanding each other and defining common
goals. As a result, they successfully achieved their project. The startup developed the platform and
its emotion-tracking AI. The visual artist developed the 3D world, and the sound artist created the
soundtrack. In the current platform, 7 propaganda topics are represented. For each topic, Samuel
created 3 soundtracks. For now, he created 21 unique soundtracks, plus an extra one for the
overview screen.
The team plans to continue working together as they would like to enhance the experience. The
startup will look for institutions that would be interested in customising the platform. The artists
would then need to develop visuals and soundtrack for each interested institution.

● They presented the project in two online events: We Make Future! and Wolves Summit
● They pitched their project at South Summit 2022, Madrid
● The project was presented in the SmA video at the ODI Summit on November 8.
● They work with 3 partners to develop the project: Kyiv University, ITKey Press Poland, and

International Teleco Co.LTD. They are also in discussion with Ukrainian Catholic University,
Kyiv-Mohyla Academy and National University “Odesa Law Academy”. They created a list
of 50 clients from which 2 already approved to use the platform (Kvinta TD and NikPack)
and are in serious discussion with MHP in Ukraine, Credit Agricole in France, Bank Pekao
in Poland, Desigual in Spain, Royal Canin in France.

● They are planning to have a VR exhibition in Poland and Ukraine where they are in contact
with museums.

● MUMIDIS team applied to the ISEA 2023 to exhibit the piece in Paris in May 2023.
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SmA - Time-Lapse Migration
Description on MediaFutures website

Presentation video

Figure 17: Mosaic of the artworks presented in Voices of Ukraine

● The startup: La Tempesta.cc is a startup providing professional services in strategic
consulting, digital transformation acceleration, and production of web projects and digital
cultural heritage projects.

● The artists: Varvara & Mar is an artist duo whose work is inspired by the digital age. In their
practice, they confront social changes and the impact of the technological era. In addition,
they are fascinated by artificial intelligence, kinetics, audience participation, and digital
fabrication, which are integral parts of their work.

In Time-lapse migration, the team aims at bringing forward the refugee artists’ voices and
their lived experiences, to build an alternative narrative that transcends the fear rhetoric and the
existing mis/disinformation on refugee and migrant phenomenon. They believe in culture’s
elementary function as a critical tool for transformation and thinking. Besides what modern
sociology and data analysis can teach on the subject, artists have a powerful voice and can
imagine and create new perspectives, in a language that we all understand. In order to gather
data, art, and technology, the team has created an online platform containing educational
narratives such as articles, data-based sociological research, and refugee artists' interviews to
identify the disinformation distortions. The platform is an exhibition space where artworks from 7
Ukrainian artists are showcased. The artists supported were Julia Beliaeva (multidisciplinary artist),
Mitya Fenchkin (illustrator), Oleksandr Prytula (digital artist and sculptor), Maria Kulikovska
(multimedia artist), Vasyl Savchenko (interdisciplinary artist and designer), Vitaliy Protosenya
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(sculptor and digital artist), Ivan Pidhainyi (sculptor). The exhibition is composed of images,
drawings, videos, 3D works on the subject of war and misinformation. The visitor can also find
testimony videos of each artist explaining their work and migration experience. This digital art
exhibition can be found on the web and in the metaverse. Each artwork is associated to an NFT
and can be sold through the platform, thus helping the guest artists to monetize their work.
They used Tezos platform and the Objkt marketplace to sell NFTs. Developing the experience in
the metaverse allowed the team to organise an “exhibition-style” presentation of the work in the
virtual space. It wouldn’t have been possible otherwise physically due to the geopolitical context.
They launched the exhibition Voices of Ukraine on the 30th of September. At that point, the
artworks were open for sale.
This platform is fully customisable for galleries, museums, foundations, art collectors, private
companies and festivals. The team offers the potential clients virtual exhibitions and digital
narratives platforms, metaverse design services, NFT onboarding training, and curation services.

As the war in Ukraine started at the beginning of their project, they decided to reframe it
not for Varvara & Mar to create the artwork, but for refugee artists to do so. Varvara & Mar took the
role of curators. To develop this project, the artists and startup worked closely with the NGO Artists
Against War in Ukraine which put the team in contact with refugee artists. Those artists created the
pieces but also shared their experiences and feeling of forced migration.
To create the educational dataset, the startup and curator worked with experts to explore different
topics of migration dispute like the borders, everyday life, the identity. They also invited artists and
curators to write about whether art informs or disinforms.

Varvara & Mar and La Tempesta already knew each other when they started the
collaboration. They agilely redirected the project once the war broke out to put refugee artists at
the forefront. They shared the tasks to achieve their goals. The startup developed the platform and
managed the collaboration with the NGO. The curators selected the artists and coordinated the
artwork creation and curation on the web and in the metaverse. The startup learned a lot from
Varvara & Mar’s knowledge of the NFT and metaverse world. Mar conducted training sessions on
NFT for the artists to get familiar with them as many created NFTs for the first time.

● The project was presented in the SmA video at the ODI Summit on November 8.
● The team presented the project to different boards: Culture Action Europe (CAE) Annual

general assembly, Michael Culture executive board, SONAR+D, Catalan Cultural Heritage.
● They presented the project at the national TV broadcast in Catalonia (min 1’14”).

They will attend Culturopolis 2022 in Barcelona and are in touch with Congreso
International de Periodismo de Migraciones (Mexico).
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3.2 How did MediaFutures help the teams achieve their projects?

Thanks to the 6-month residency programme, the supported teams gained expertise, developed
their skills, extended their networks and broaden their knowledge. The grant itself is a major asset
of the programme, allowing the artists and startups to produce their artworks, work with team
members they won’t be able to compensate without MediaFutures, subcontract some specific parts
of the project and travel to events and workshops. Yet, this section will focus on how, thanks to
non-financial support, MediaFutures helped the teams achieve their projects.

- Artistic research & datasets
An important part of the programme is dedicated to data and research. Upstream of the artwork
creation, the teams conduct researches and gather data. Although they are trained for it, or
accompanied by engineers and researchers, the artists benefited from MediaFutures support.
Partners from EURECAT and KCL reviewed the methodology The Oracle Network team used to
create datasets about fake news in Easter Europe. They also advised Edit Wars in their choice of
databases. Initially using only Wikipedia and Wikidata, Mark Farid benefited from the discussion
with our experts on the datasets to use for Invisible Voice. He is now gathering data from 17
datasets.

- Technologies
MediaFutures experts are also there to advice on the use of certain technologies. They consulted
the teams and checked their use of Artificial Intelligence and Machine Learning, to be sure they
were appropriate and ethic. These meetings always led to rewarding discussions where the
experts could raise awareness on potential issues, limits and suggest some technologies or tools
to use. EURECAT also offered to host some projects on their servers.
We also helped the teams with more punctual requests. The Oracle Network consulted some
experts on Augmented Reality and Virtual Reality tools to develop their final artworks. IRCAM
discussed with Mishka Kornai his sound system for The More the Better to find the best solution to
sonify his 100-channel installation.

- Legal advice
MediaFutures pays a close attention to legal aspects and ethics. Almost all the teams requested
mentoring sessions with MediaFutures partners from KUL. One of the most frequent topics was
compliance with GDPR. DOPPELGÄNGER team conducted a whole research on the foundation of
this regulation and what it means for the citizens. The text itself is presented in the artwork. In
addition to one-to-one meetings with the artist, KUL helped him find a lawyer to deepen the
discussion. KUL also shared templates and reviewed contracts regarding Intellectual Property
Rights and authorships.

- Art-tech collaboration
MediaFutures advisors were careful of the distribution of work between the artists and the startups,
paying attention to the co-creation process and opportunities to collaborate. They shared their best
practices in terms of art-tech collaboration: how to organise the time, budget and tasks to then
freely work on the project. Nevertheless some teams required additional help. We organised one to
one meetings with the artist and the startup of DOPPELGÄNGER when issues arose on the use of
money and the spread of tasks. Thanks to several exchanges, it was possible to find an agreement
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between both parts of the teams. Despite a great team management, we also supported MUMIDIS
team further, as they did not know each other before starting the programme and came from
different countries and background.

- Network & dissemination
Thanks to MediaFutures, the teams were able to expand their networks. This happened thanks to
the encounter with the other artists and startups from their cohort and the previous one as well as
with the consortium partners and the external experts we invited throughout the programme.
Thanks to those networks they were able to push their projects further, collaborate with peers and
request for the help of the community. For example for The More The Better, Mishka Kornai asked
the other supported teams if they could help him find the native speakers of the 100 languages
most visible online. Mark Farid found opportunities for additional funding for Invisible Voice and
applied to a grant in the UK with some representative of the ODI.
These networks also offered dissemination opportunities. Several artists met with experts from
MediaFutures to discuss how their artworks could be presented, how to develop the
communication materials and find exhibition partners.

MediaFutures support programme is a great chance for the artists to develop serenely their
projects, accompanied by experts available to answer their questions and raising additional
questions to make sure they deliver on time impactful and ethical projects.

4 Synthesis of artists’ contributions to the MediaFutures
challenges

The supported projects presented above have taken different approaches to tackle the challenges
of mis- and disinformation and fight their pernicious effects. In this section, we present how each of
the art projects of the 2nd cohort helped tackle mis- and disinformation.

Firstly, some projects tackle mis- and disinformation by exposing information that would
not be easily accessible otherwise.

According to Mark Farid misinformation and disinformation pervade because of the hidden power
structures of the digital ecosystem. Users do not have the ability to make choices aligned with their
own ethical values as to the websites they spend time on, the information they consume, and the
businesses they buy from, because information about the businesses and people that own the
websites is not readily available. The digital ecosystem appears abstracted from its real-world
owners and companies. Users experience the world wide web as a “public space”, but the reality is
that it is a private, profit-motivated marketplace owned by businesses whose ethical conduct is not
obvious. Thanks to the Invisible Voice free plug-in the user has access to key information about the
companies and individuals who own the websites. The team initially intended to use 7 datasets, but
so far took 17. For now, Invisible Voice can be used on 332,784 websites. Now that Safari and
Firefox have enabled the plugins to work on mobile phones, they will develop the mobile version to
increase the potentialities and number of users of this tool.
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The more the better: two truths and a lie informs the audience on a different topic: the languages
used online, the loss of linguistic diversity and its consequences on trust. It shows the relationship
between the languages we speak and the way we perceive trustworthiness. One of the most
troubling impacts of mis- and disinformation has been the erosion of trust in public institutions
being journalistic, scientific or democratic. The artist Mishka Kornai has been really interested in
finding ways in which we can rebuild trust in these institutions in the post-truth era. He came
across a study stating that people are statistically more likely to trust information when it’s
displayed in their own mother tongue. Even though it can seem trivial, when you consider the 280
million immigrants who are living around the world it makes a big difference. Currently there are
over 6 500 different languages spoken around the world and it’s estimated that by 2100 there could
be as few as 350 languages. This project advocates for public institutions to increase the number
of languages in which they deliver information. The audience can discover this research while
navigating through the installation, listening to stories of the 100 different persons from very
diverse background and ethnicities.

A second way to engage with mis- and disinformation is to develop debunking processes,
ie. identifying misleading and false content and transposing it in a meaningful way in an
artistic experience.

Facing the lake of datasets around misinformation in Eastern Europe, the “Oracle Network” team
developed a dataset of debunked fake news with the help of journalists and data scientists. The
aim is to share it with the local research communities and journalists to study misinformation about
the East European region. They also used this database to create their artwork and convey their
message thanks to mindbugs. Mindbugs are a representation of those fake news. When the
visitors destroy the mindbugs, they can access the fake news as well as the debunk related to the
place where they found the bugs. This playful experience gives citizens access to misinformation
linked to their region and how it could be debunked.

A part of the Edit Wars team is Russian speaking and has experienced propaganda in Russia. The
project was submitted and selected just before Russian aggression in Ukraine started. Seeing the
consequences of a growing state propaganda machine, and the 3373 websites being blocked in
Russia since the beginning of the war, the team decided to develop “Edit Wars” accordingly. Their
objective was to deconstruct, debunk and artistically interpret the narratives of Russian
propaganda to raise awareness against misinformation among international audiences. In order to
do so they analysed 500 000 relevant headlines with machine learning tools to understand how the
war in Ukraine was covered in the state media. They extracted 150 relevant topics, grouped them
into 10 propaganda narratives. These narratives can be found on their art installation interrelated
with the events taking place in Russia and Ukraine. Their dataset and research are available on
their interactive website. From their data processing, they found out the most common narratives
used by the propaganda machine in Russia. Some of them are: the fear of the 3rd world war and
nuclear weapons, developing an impersonal image of the enemy, and shifting responsibility for the
economic consequences of the war. When discovering the installation, the audience can
understand how state propaganda works, the most frequent misinformation narratives used in
Russia and how it feels to be inside or outside a filter bubble.
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Other teams focus not on the access, but on the mediation around information, following an
educational approach.

To fight against misinformation some projects use an educative approach, sharing information and
advice in entertaining ways.

This is what MUMIDIS does with their 3D virtual environment where the user can discover different
propaganda topics, read articles and enjoy a soundscape evolving depending on where they are
and how they feel. To work on misinformation and fake news, they partnered with journalists and
researchers and wrote articles helping the audience to better understand some topics and learning
to pay more attention to the information they read. At different points in the experience, the users
can answer quizzes on what they read and how they feel about it.

The objective of Time-Lapse Migration by La Tempesta and Varvara & Mar is to counter
misinformation and disinformation on refugee phenomenon in Europe, by giving a wide context and
different lights on the migration fluxes, their motivations, problems but also past episodes of forced
migration in Europe and their contributions to European Culture. For this, they developed a digital
storytelling and exhibitions platform on the web and the metaverse to disseminate first hand forced
migration narratives and to give visibility and new market opportunities to refugee artists and
artworks. For this first iteration of the piece, they worked with a Ukrainian NGO. Together with
sociologists, refugee artists and the NGO they wrote articles on the topic and recorded testimony
videos of the migration stories of the artists. This content can be found on the platform, next to the
works, at the heart of the exhibition. By giving a voice to the migrant artists themselves, they hope
to touch the audience and make it a societal problem, not only discussed at political levels.

Finally, three projects develop critical thinking on the algorithms involved in information
manipulation.

Artists are often known to be troublemakers and disruptive. While using technologies, in
MediaFutures many of them were critical of how they are created and used.

With Synthetic Identities Speculations, Michael Wallinger launched a long-term participatory artistic
research project that aims to investigate how body images affect algorithmic decision-making on
content dissemination. It researches the algorithmic prioritisation and discrimination of body
representations on social media platforms. The team is interested in the meaning of such platforms
for contemporary and future body aesthetics and on the other hand wants to contribute to
discourses on mental autonomy and health. Finally, they question the accountability of the
algorithmic agency. Thanks to this artwork, they help the audience understand the strategies of
algorithmic decision making on the over and under representation of body images.

DOPPELGÄNGER started from CCTV. The team wanted to show to the citizens the recording from
public places. Even though they finally could not use CCTV footage, the artwork still demonstrate
to the audience the kind of information that can be produced on individuals thanks to cameras on
public space, and how algorithms then put them in boxes. By exhibiting it in an airport, Michael
Madsen wants to warn the audience on data collected about them in a playful way. The artwork is
also a good opportunity to present the GDPR research they conducted for this project. A part of it
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is explained in the artwork. People willing to know more can flash a QR code and access the
official GDPR text.

How Many Heartbeats to Send a Love Email is an installation consisting of 3 multisensory
sculptures inviting members of the audience to interact in order to explore and change the
narrative of fake news. It focuses on the subject of our mental health and anxiety as a result of
being exposed to fake news, misinformation, and disinformation. If the visitors interact with the
artwork for a certain period of time they can change the narrative - the message coming from the
speaker gradually changes from fake news into the true story. The time needed to hold the piece
and “change the story” is based on Brandolini's Law - stating that it is 6 times longer to debunk
fake news than for them to become audible. Visitors by listening to the whispers coming from each
sculpture can decide by themselves whether something is fake news or not and whether they shall
interact or not. Each interaction is recorded and later fed to the dataset used for the training of the
model for fake news spotting. With this sensitive and poetic artwork, Kasia Molga invites the
audience to question what they read/hear and how they repeat it. She wants to convey in a
physical way the effort needed to debunk fake content and the ecological and emotional cost of it.
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3 Conclusions

“This program is life-changing for us. MediaFutures gave us the resources to realize our long-term
dream. The team created a space to explore our creativity, freedom to pursue uncontroversial
ideas and support through mentorship and lectures. It's essential that the program combines both
art and science, enabling us to look at media literacy from various angles.”

MediaFutures support programme is dense and challenging. The 6-month framework forces the
teams to deliver in a short-term while needing to attend mandatory sessions all along the journey.
Nevertheless, the very positive feedback and results encourage us to continue in this direction.
The collaboration between art and business in the SmA track, but also between art, technology
and data in all tracks is a daily challenge. Yet, after two rounds of the support programme we
improved our tools and methodology to support the teams and gained experience. Thanks to the
various projects we supported, we are convinced that there is value in defending projects at the
crossroads of art, technology and business. Within the 6-month framework, the teams developed
new methodologies of work, received feedback on their technology leading to its improvement,
developed new functionalities, discovered new scope of application for their technology and finally
increased their visibility and network.

During those two first years of MediaFutures support programme, we learned a lot thanks to the
contact with the artists and startups, the discussions with the mentors and partners, as well as the
collaboration inside the consortium. We fine-tuned the methodology and framework to answer the
needs of the artists and startups, the advice from the reviewers, and reach our objectives. The 3rd
round will be nourished by those reflections and promises to be rewarding.
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5 Abbreviation List

AI Artificial Intelligence

AfM Artists for Media

AR Augmented Reality

DEN Design Entrepreneurship Institute

IRCAM Institut de recherche et coordination acoustique / musique

KCL King’s College London

KPI Key Performance Indicators

KUL Katholieke Universiteit Leuven

LUH Leibniz Universtität Hannover

ML Machine Learning

ODI Open Data Institute

SfC Startups for Citizen

SmA Startup meets Artists

VR Virtual Reality
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