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mulTiculTural PoeTry video based on korean culTure 
Hyojin  Jang 
Texas A&M University

USA

This “Multicultural Poetry Video based on Korean Culture” includes two positive effects: i) audience can 
explore both the beauty of Korean language and literature via new media, and ii) audience’s emotion can be 
touched via one of the most touching Korean poems.
 
In recent years, the “Korean Wave” made young people in the world to learn Korean language. For this 
reason, the number of people who are interested in learning Korean is increasing. The Korean language, 
called Hangul, is considered one of the most scientific alphabetical systems in the world. It is formed by the 
combination of 14 consonants and 10 vowels. Reading Korean literature is one of the most effective ways 
to explore Hangul. For this, I selected a beautiful Korean poem “Flower” by Chun-soo Kim. To observe a 
semantic effect, I created petal-shaped Hangul font.
 
The proposed art work displays all Korean fonts scattered all around the multi-layered screen. At each 
time, some of Korean fonts will be randomly highlighted. However, these ramdom highlight of the Korean 
alphabet is not completely random, but they compose the Korean poem “Flower” in the timely manner. The 
interactiveness of the system will facilitate and motivate the audience to learn Korean.

use of Technological Tools of augmenTed realiTy To fosTer 
innovaTive learning sPaces in The area of naTural sciences
.abio 1gnacio 5unķvar őuintero, 2ohn Ale_ander <aborda  
and Julio Zarate Trespalacios

Colombia

The purpose of the presentation in the use of technological tools of reality increased in the area of natural 
sciences to foster spaces of learning and innovation. With the technology of augmented reality it is possible 
to innovate in the different areas of knowledge, one of them, the natural sciences specifically in the area 
of biology, the above with the purpose of making the classes more didactic and dynamic that allow the 
Elementary student Primary and secondary education, motivate themselves towards teaching processes in 
learning environments in a way that fosters interactivity, collaboration and creativity and through the use 
of multimedia cards for different grades.
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neuron conducTor: visualising culTured neural resPonses To The 
inTroducTion of viruses and chemicals Through a roboTic arm 
conducTing music
John 5cCormicR, Adam 6ash and Asim *hatti
Deakin Motion.Lab, RMIT University, Institute for Intelligent Systems Research 
and Innovation 

Australia

Neuron Conductor investigates the effects of biological neuron activity, cultured on a microelectrode 
array, in response to the introduction of viruses and pharmacological treatments. The responses are 
visualised through the movement of a robot which conducts a unique musical score. The resulting 
art/science work presents an alternative means of visualising and understanding neural responses as 
well as raising awareness and accessibility of the research. Neuron Conductor investigates real health 
issues in a unique manner as well as contemplating the role of non-human agency within hybrid 
biological / digital systems.

ahÍ. a casTaño ZaPaTa memory life maP
2aime Cķsar *onilla and Aoleiza <oro *ocanegra 
Universidad de Caldas

Colombia

We, city inhabitants, step by step create a memory map. Memory is supposed to be vanished when 
we, memory bearers leave the world, but spaces are life witness. Trough augmented reality markers 
installation, QR codes an another mechanisms, we will show you significative places in-between 
Manizales and let passerby get closed to those memory bearers that had lived in this place. The person 
who scan some of this markers could know an instant about the person and events took place to make 
it alive and make a new self-experience becoming it in a memory circle AHÍ.
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conflicT, collaPse and care: co-creaTing naTureculTure in The 21sT-
cenTury
Margaretha Haughwout 
Guerrilla Grafters

USA

My personal and collaborative practice operates at the intersections of technology and wilderness in 
the interest of imagining possibilities for human and ecological survival. I draw from legacies found 
in conceptual art, socially engaged art, and biological art to work across many media, complicating 
divisions between the technological and the natural.

I understand practice to be the work of trying over time to make one’s engagements better, and survival to 
require flourishing multi-species cohabitation, mutuality and care.

My ‘practice of survival’ engages with electrical and political power, interactive narratives, and 
cultivation of biological systems.

I seek out horizontal projects that emphasize intersubjectivity and exist in a tension with totalizing 
viewpoints. Two of my active collaborations include the Coastal Reading Group — readers from 
different coasts who trouble the subjects of wilderness, speciation, humanness and ways of knowing — 
and the Guerrilla Grafters. The Guerrilla Grafters graft fruit bearing branches onto sterile, urban fruit 
trees. Hayes Valley Farm, active from 2010 to 2013, was an interim-use urban permaculture farm in 
downtown San Francisco, where we cultivated low input ecological systems and developed a unique 
lateral governance structure while still navigating complex hierarchical politics with city agencies.

folloW The void live
Santiago Rubio LŀWez 
Monster Cyclone

Colombia

Follow The Void Live is an audiovisual journey that seeks to create worlds or dimensions that 
stimulate the dance of the senses from ambient sounds, glitch, break beat and synthwave. This project 
is the result of a process of research and creation that materializes from the composition, manipulation 
and adaptation of sonorous atmospheres for the creation of sounds and live images, these processes of 
creation pursue to provide an experience of synesthetic activations provided by the artist.
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a TheaTrical Turing TesT
Sahar Sajadieh 
Media Arts and Technology Department  
at University of California, Santa Barbara

USA

In our daily interactions with technology, we have accepted digital reproductions of others’ voice and 
image as alternatives to the real ones. “Hello, My Dear” is a participatory durational performance piece, 
which explores the new dynamics of human interaction in telecommunication and the significance 
of the copresence of another human on the other side. It examines human perception and sensitivity 
towards detecting the immediacy of interaction during encounters mediated by video communication.

“Hello, My Dear” is a theatrical Turing Test, which interrogates the notion of liveness in telepresent 
interactions by challenging the boundaries between recorded and live, presence and absence, and 
private and public. In this performance piece, participants enter separate rooms simultaneously, then 
sit behind the computer stations and follow the main instruction: “sit silently and maintain eye contact 
with the person on the screen in front of you.” 

They go through various modes of liveness, in interaction with each other and the artist. The interactions 
are solely non-verbal, since there is no audio in the video-mediated communications. This interactive 
artwork seeks to simulate digitally-mediated liveness in video communication and examine the spectator’s 
perception towards the presence of the other body on the other side of the digital medium.
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video arT & indigenous collaboraTions by rachel lin Weaver
Rachel Lin ?eaver
Virginia Tech University 

USA

Rachel Lin Weaver is an interdisciplinary media artist working in video, experimental documentary, sound, 
installation, and performance. Her projects explore personal and cultural memory, resilience in the face 
of adversity, landscapes and people in flux, and ecological systems. She is influenced by her upbringing in 
wilderness areas and rural communities in poverty, and finds many useful metaphors in the natural world.
 
Weaver is most drawn to the murky areas where her personal perspective or deep memory confuses her 
ability to be scientifically objective. She negotiates this fertile and bewildering territory through collection 
(field recordings), and experimentation with composition and narrative that transforms understanding of a 
place or data. By combining deeply personal reflection with empirical observation, Weaver offers unusual 
and evocative meditative spaces where viewers contemplate the richness of ecology, and the overlap and 
collision of the personal and impersonal, the physical and metaphysical, the scientific and the ecstatic.
 
Most recently, Weaver has worked as a facilitator of creative decolonizing workshops, and has co-created 
experimental oral history and documentary projects with indigenous groups in Alaska and Central America.

creaTures such as We
2ohn ?ensRovitch and *`ron Rich 
Virginia Tech, Allegheny College

USA

Creatures Such As We is an installation designed to ensure that the mistakes of Western colonization are 
not repeated as humanity ventures beyond the confines of our planet. By
superimposing the latitudinal and longitudinal coordinates of Mars on Earth and placing democratized 
augmented reality monuments at coordinates corresponding to the landing sites of these spacecraft, 
Creatures Such As We strives to present a hopeful vision of interplanetary exploration as a force of good. 

The monuments are not odes to the robotic, microbial and human colonizers, but instead optimistic digital 
edifices that reflect upon a world united by the need for discovery: existential, personal, and scientific. 
These monuments are a holistic vision of the unity required in the face of political fragmentation that 
binds us to a planet facing ecological ruin resulting from human inaction, exploitation, and greed. 
Creatures Such As We is an ephemeral reminder of what cannot be forgotten as we take our first steps 
towards becoming bi-planetary, from the dark history of colonization to the immense diversity and 
interconnectedness of Earth and the ecosystems that define it.
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vis. [un]necessary force. a socially engaged 
creaTive PracTice research ProJecT
Luz María Sánchez Cardona 

Universidad Autónoma Metropolitana, Lerma

Mexico

Vis is a long-term socially-engaged creative practice research 
project that —using digital technology as a tool— examines 
the consequences of violence on the daily life of civilians in 
contemporary Mexico. This project addresses the tensions that 
take place in the smallest human unit/group possible: family.

Specifically, Vis focuses on families in both rural and urban areas 
of Mexico, that have one or more members that are not kidnaped 
nor killed nor present: absentees [ausentes], that is those that 
were taken away by police-forces, by the military, or by members 
of drug-cartels. At present the ausentes, their children and/or 
spouses [not officially orphans or widowers yet], are just numbers 
and statistics in governmental reports. 

This project reclaims the experiences of these families by attentive-
listening to them, understanding their stories, and engaging 
them into an active participation into how they would like to 
be portrayed within the contemporary social ethos. Using the 
potential of technology through creative-practice, Vis collaborates 
with these families in order to regain the lost power of their voice 
—a voice that has been silenced— within a dialogue that has yet to 
start in Mexico.
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vulTur gryPhus
-l Giro Colectivo ArtĻstico 
Universidad de Caldas

Colombia 

The guardian of the Andean Mountains flaps his wings between frailejones, chusquea, cortadeira, and it 
greets its siblings: Tapir, spectacled bear and puma. One day is like a lifetime, since its birth in the egg until 
death in the top of the snowy mountains.

The cold atmosphere of the moor is the home of this feathered giant: The Condor, nowadays, the Condors 
are in danger of extinction, due to the decrease of their habit. The Moors, the Condor’s house, are considered 
the vital place for the environment. They are like a reserves and water filters, and they work a sponges that 
retain CO2, take care of global warming.

Vultur Gryphus is a proposal of dramatic multimedia dance by El Giro Artistic Collective; this work is a
soundscape of “El Páramo de Letras” in Colombia with the performance about the life of Andean Condor.

The landscape of the moor is created through electronic music and mobile image; the typical sounds of the 
Quena, Charango and Tambora are mixed with the electronic music; the video and live image mix (VJ) create 
the visual environment where the Condor life.

rgb|gaTe 
Cem Cakmak

Turkey

RGB|Gate is an audiovisual installation utilizing the perceptual difference between the human eye and digital 
cameras. Using “super high frequency lighting”, transparent crystals are illuminated with seemingly white 
and stable light, but when observed with a camera, a color composition is revealed. Using additive mixing, 
selected combinations of colors are turned on and off thousands of times every second, yielding a static 
white light when observed with the naked eye. 

Seen through a digital camera however, due to lower frame rate and image rendering, the hidden 
combinations are unveiled as kinetic bands of color. Running the digital image through software, the 
detected colors are further interpreted as sonic events and diffused in a stereo field, generating a “hidden” 
composition sourced out of light itself.
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galleries, markeT Places and fruiT shoPs 
as sPaces for culTural exPression, graPhic 
creaTion and folkloric PreservaTion
Rafael Ángel 
Corporación Universitaria Autónoma de Nariño – 
Extensión Cali

Colombia

Using photography as capturing and evidencing tool, the Siga 
Bien Pueda project has been developed since 2011, reaching an 
extensive body of graphic work, consisting of more than 2000 
pictures from three different countries, with the purpose of 
describing and analyzing the galleries or market places, fruit stores 
and similar spaces, to identify common and differential factors, 
based on its aesthetic, chromatic and objective characteristics, 
understanding its importance for our cultural expression and 
folklore, as a reflection for the beliefs, activities, identity, costumes, 
These traditional spaces, with their fruits, vegetables, flowers, 
pottery, craftwork, religious American identity; each city embrace 
and preserve those places that survive as a picture of who we are 
and where we are.

Presenting a selected compilation from various places in Colombia, 
with some complementary explorations, performed in the United 
States and Panama, based on a retrospective spoken format, this 
spoken and visual display gives an overall view to the project’s 
results and conclusions, offering a tour through the stories behind 
the most representative pictures, identifying particular elements 
on each place, through its common and differential factors.
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We—The common body, 2016-2017 (TriPTych): 
a) This vieW has PoTenTial, b) vaniTasiTy, c) 
virTual PhenoTyPe
-lvin .lamingo

Poland

We—The Common Body project is created as a collective of Elvin 
Flamingo + Infer. The project is comprised of three parts: A.) “This 
view has potential”, B.) “Vanitasity” and C.) “Virtual Phenotype”.
Object A.) is an incubator inhabited by thousands of earthworms 
- the oldest group of invertebrates on Earth (Aristotle and 
later Darwin recognized them as the bowels of the Earth. 
Darwin devoted nearly 30 years of his life to studying them). 
Vermicompost which is produced by the earthworms moves to 
the respectively arranged sensors and the signals captured are 
transferred to other objects.

Object B.) is an attempt to describe the hypothetical habitat 
without identifying its future colonizer.
Object C.) is a fully generative VR-world created in visual software. 
The virtual world is armed with specially designed digital sound 
synthesizers, generating sonic space based on signals from the 
Object A’s sensors.

The combination of audio and generative visual is closely related 
to both the objects A.) and B.) and all three parts form together a 
model of the Common Body.
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uPside doWn
Bhakti Duran 
Texas A&M University

USA

Seeking to psychologically be surrounded by a completely other reality than the one the audience 
knows, Upside Down is an aim at challenging the audiences’ subconscious traits that builds their 
perception of the space around them. They are embodied by sensorimotor inputs that mirror a 
physically real environment.

How can people enabled visually since birth overpower their natural perception of space using a trait 
essential to immersion that has been overshadowed for so long? The spatial sound environment is 
meant to trigger our subconsciously alienated trait and bring it to the forefront. The project represents 
a dynamic participatory installation that essentially rewires the brain to focus on their perception 
of space through not only reproducing the illusion of realism within this virtual environment 
using binaural spatial audio, but also the motor capability of influencing the virtual world through 
manipulation of the sphere in the audience’s current reality.

consTrucTing resToraTive realiTies of The colombian conflicT 
Through virTual realiTy
Dan Archer
Empathetic Media

USA

A journalistic project to generate empathy and forgiveness between victims and perpetrators, using 
360 videos and immersive virtual reality generated by photogrammetry. Dan Archer, director of 
Empathetic Media, will focus on his recent project of recording and sharing testimonies of the 
Colombian conflict to offer a new intimate perspective of the conflict: one in which the audience can 
virtually accompany those who have been directly affected by the conflict. Violence while explaining 
what happened to them in the places where events took place.
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mulTisensory inTeracTion, medial 
arTs and educaTion. ProToTyPes To 
acceleraTe Processes of aPProPriaTion in 
bioTechnology abouT The quesTion: hoW do 
arTisTs inTegraTe daTa and The biological 
Phenomenon in The creaTive Process?
Juliana Grisales Naranjo 
Center for Bioinformatics  
and Computational Biology of Colombia BIOS 
Universidad de Caldas

Colombia 

Biotechnology is recognized today in the world as an emerging 
science that seeks to apply computational tools to collect, organize, 
analyze, manipulate, present and share biological information. 
Nowadays, it is stated that bioinformatics and computational 
biology correspond to the set of sciences with greater projection 
in the acquisition of scientific knowledge, which will bring with it 
and at world level, a crucial change in biological research.

In a mega biodiverse country like Colombia, it is important that 
the government and the citizenry understand and empower 
themselves with the value of the information that is stored in 
the species of our biodiversity to face a future where the climate 
change crisis will force change Economic management and 
management of resources, management of arable land and water 
resources, which leads to the development of practices such as 
biotechnology that makes it possible to return crops that are more 
resistant to the new environmental conditions.

That is why, in the current scenario, it is imperative to take 
advantage of existing technological developments to enhance the 
processes of training in biotechnology and thus strengthen the 
research and problem-solving capacities of future generations.
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smarT secreTs of greaT PainTings and unframed: using PicTorial 
PaTrimony
Carlos Franklin

France

Carlos Franklin will introduce the work he has been doing during the last three years as director of 
the animated documentary series Smart secrets of great paintings and animated documentary VR 
experiences Unframed. The first subject is about creative documentaries. Carlos Franklin will present 
some excerpts of the episode “View of Warsaw from the Royal Palace by Bernardo Bellotto” (dir. J. 
Darakchiev) focusing on the rebuilding of central Warsaw from Bellotto’s paintings and how we rebuild 
all the historical process using digital image. Carlos Franklin will also present the case of VR experiences 
“Las Meninas by Diego Velázquez” and “The temptations of Saint Anthony by Hyeronimous Bosch”, and 
the transformation of paintings into inhabitable spaces thanks to 3D / VR software.

This presentation will open the discussion about strategies of collaborations between artists and 
museums, in the frame of artistic commissions and/or communication plans for diffusion of artworks 
and exhibition pieces. The documentaries will be shown during the festival.

sonic ciTy
Bhakti Duran 
Texas A&M University

USA

Sonic City is an immersive environment installation focusing on the human perception of space 
through the manipulation of spatial sound. The immersive environment integrates spatial sounds 
recorded from the various streets of Hong Kong and the reconstructed city model. A participant can 
navigate the virtual city with a virtual reality helmet and a hand controller. 

We define our perception of our worlds by our relationship to space. Like our own modified sonar, the 
way we spatially locate sounds within our environment tells our mind what sort of place we are in. 
This is a very subconscious feeling. Hearing is not one of our major senses that we can easily turn off, 
and because of this our brain is always processing sounds spatially. 

The visuals usually overpower any thought of what sound is doing to us in our environments. Sonic 
City aims to flip this relationship around. Instead of guiding ourselves through our environments 
based solely on visual cues, we let the sound guide us. The subconscious trait is brought forth to the 
foreground. Using this audio guidance will force our minds to think about the relationship of how 
sounds spatially build the world around us in our brains.
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immersive realiTy Tool for learning anaTomy 
and Physiology
Peter Chanthanakone 

University of Iowa

USA

The human body is a complex system of anatomical structures critical 
to normal function of existence. Doctors in training are educated in 
both normal and disordered anatomy and physiology. Given that the 
human framework, intrinsic and extrinsic musculature, and nervous 
innervation are not easily visualized, helping students attain that 
knowledge can be challenging. 

For the majority of students, viewing photographs and illustrations 
represents the norm, and may be augmented by videos. Further, 
simply viewing this form of material does not offer significant 
opportunity for students to “interact” with it, nor to adequately 
conceptualize it in three dimensions.

The collaborative efforts of medical expert Jerry Moon, computer 
science specialist Joseph Kearney and 3D animator Peter 
Chanthanakone teamed up to develop an immersive reality tool for 
learning anatomy and physiology. Using Oculus Rift (Oculus VR, LLC), 
the proof of concept was created.

Further development includes 1) improving user navigation through 
the vocal tract by implementing tissue boundaries, joystick control, 2) 
improving graphics to more realistically represent tissue walls, oral 
cavity anatomy, etc., 3) developing realistic animations representing 
vocal fold opening, closing, and vibratory patterns, and 4) exploring the 
use of the smartphone as an alternate app platform.

This presentation will show the ways collaboration of science, 
technology and art are creating new, rich and undefined virtual future.
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Jellyeyes:  
an augmenTed 
realiTy ProJecT 
abouT
Jill Scott
Zurich University of the 
Arts

Switzerland - Australia

The main aim of JELLYEYES 
is to encourage post reflection 
through an immersive 
augmented reality interaction 
with three main concepts of 
the evolution of the biodiverse 
development of the camera-
based eye: co-evolution, 
structural evolution, and 
comparative evolution.

comPosingyou_chinaToWn
Judy Jheung  
Judy Jheung Studio

Canada

New media offer enormous possibilities for documenting cultural 
experiences and interpretations. The use of technology in service 
of cultural heritage can be challenging, especially when the 
artefact involves a physical site such as Chinatown, with intangible 
sensory features of spatial interactions and emotional experiences. 
The use of new media applications can focus and engagingly 
convey the immense richness and diversity of the emerging 
historical record within an intimately coherent and viscerally 
arresting narrative.

In capturing the plurality of transitory moments that constitute 
the life and times of Chinatown, rather than re-construct/re- 
produce/re-present the cultural heritage in linear fashion, the 
work-in-progress project, ComposingYou_Chinatown, adopts an 
experimental approach that integrates art practice and interactive 
media. Utilizing locative media and public projection, the all-
encompassing experiential interaction generates perceptual 
insights into -and reflections of- past memories, while offering 
opportunities to experience the present, and to envision the future.

An artist talk will discuss the strategies and theoretic concerns in 
exploring cultural heritage through the use of interactive media, 
an attempt to advocate the value of aesthetic art experience 
through which visual/sound qualities allow our sensory processing 
systems to adapt and emerge with new vision that could generate 
harmony and peace with the current states of Chinatown.
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WhaT is The human? imagining The self as 
PosT-human
Anatol Bologan and Jinsil Hwaryoung

USA

This project consists of a series of three primary media sculptures 
that progressively remove the human form and replace it with 
technology. The organic human forms have no active functionality 
and are juxtaposed with manufactured technological components 
that provide the interactive aspect of the artwork. The facial 
molds resemble “death masks” that can be found in art museums 
and anthropological collections, but are made ‘alive’ with recycled 
technology. The intention of the artist here is to evoke exploration, 
captivation and fantasy from the viewer as he or she explores 
these interactive sculptures.

The artwork questions as well as highlights the importance of 
technology as part of our contemporary culture and consciousness 
and intends to engage in the discourse of human versus cyborg, 
technicism versus humanism. At the conference attendees will be 
able to assemble their own cyborg heads based on their narratives 
using electronic parts and take photos with them. Additional 
“cyborg components” will be provided by the artists as the parts of 
Post-Human Prototype 04 and present a variety of technical and 
visual options to be explored by the participants. All the creations 
will be archived on a website and shared online.
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maTerialising a more Tan human inTerneT of Things
Birgit Bachler

New Zealand 

Materialising a more tan human Internet of Things is the PhD research of media artista and designer 
Birgit Bachler at the School of Design, Victoria University of Wellington. While  the buzz  term 
‘Internet of Things’ has mainly developed around human, market -and  technology- driven concerns,  
this  research experiments with methods  for creatively engaging  the often marginalised and  
unheard  voices  of  more-than-human communities  around  local  Wellington  urban  waterways  as  
stakeholders and!co designers of an Internet of Things.

In  a  series  of workshops, participants are invited to explore local waterways from a more-than-
human perspective and walking the visible and hidden paths of local streams, which are often 
culverted and piped  underground. By carrying a variety of electronic sensors, including audio, video, 
GPS, humidity, luminosity, temperature,  flow, etc. participants contribute to building multisensory 
cartographies for designing localised IoT contexts. 

These immersive walks aim to collaboratively créate experimental prototypes  for digital  networks  
and DIY electronic devices as artistic interventions, to imagine novel ways of re-connecting with 
local Wellington waters and their more-than-human ecosystem. This talk addresses the challenges 
of searching for methods to include the creativity of more-than-human communities into the design 
process of a grassroots Internet of Things.

cymaTic imPTinTs
Donna Legault

Canada

Cymatic Imprints offers participants the experience of physically engaging with their sonic
environment. Microphones are hung in the exhibition area to capture ambient sounds. These sounds 
are transformed by a Pure Data program to into silent speaker motion. Viewers experience the 
physical affect of their sonic surroundings through the oscillation of fine ball chains that drop from 
the centre of each speaker cone. As the ends of the extensions make contact with the floor they 
produce their own audible and visual translation of the ambient sounds in the room by displacing and 
redrawing remnants of activity through the gradual erosion of piles of sand. The resulting sounds of 
the chains motion, mingle with those of viewers and peripheral ambient noise to generate activity 
with limitless variation. In this way, the work renders the immateriality of sound as a tangible event 
by silencing and reinterpreting the data of everyday life.
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TelemaTic music: Polemics, PoeTics and 
ProPosals
Michael Dessen

USA

My first attempt at a telematic music performance was a total 
failure, a beautiful disaster that was crucial for my understanding 
of the medium. In the decade since, I have participated in several 
dozen telematic concerts along with a constantly expanding 
community of collaborators who explore the aesthetic, educational 
and political potentials of networked performance. This 
presentation weaves together reflections on my own experiences 
and writings/work by others to present some polemics, poetics and 
proposals for music in an era of telepresence.

The yorkshire soundscaPe ProJecT: mulTi-disciPlinary aPProaches 
To a sound arTisT’s exPerience of landscaPe WiThin The frameWork 
of soundscaPe ecology and comPosiTion
Tariq Emam

USA

The Yorkshire Soundscape Project was conceived to retrace footsteps from 40 years ago, within 
the Yorkshire Dales and focus on specific artistic practices to cope with the search for change in an 
evidently and relatively unthreatened environment. Within the framework of ecoacoustics, supported 
theoretically by phenomenology and psychogeography, this is a case study in a sound artist’s 
experience of landscape through archive, composition, spatialised audio systems, and geopolitics of the 
‘natural’ environment. This paper will offer an overview to these methodologies and highlight some 
emerging themes from its practice- based research.

Bridges built with buzzwords bearing twisted roots in what is essentially phenomenology and 
environmental philosophy, coupled with the conceptualism of contemporary art, may be giving rise to 
a lack of things that actually matter. In a world of hyper-appearances and post-truths, certain areas of 
sound and music could be at risk of falling in an eternal ontological squabble whilst the world around 
it continues to change and disappear at an alarming ratE.
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Media Lab / bR 

Cleomar de Sousa Rocha, Suzete Venturelli and Gilbertto Prado
USP

Brazil

Media Lab is an academic network for research, development and innovation in interactive media. The 
Media Lab / Br consists of three laboratories, located at the Federal University of Goiás, Universidade 
de Brasília and the Federal University of the South and Southeast of Pará. The laboratories work 
with a transdisciplinary method, covering several areas of knowledge. Media Lab works with some 
research axes, focusing on the relationship between user and system, technological art, computational 
interfaces and social experiences with technology.

Researchers from various areas of knowledge develop research in the Media Lab, which also 
has support for the development of dissertation and thesis projects, as well as offering space for 
postdoctoral internships. Media Lab / BR is considered the largest laboratory of its kind in Latin 
America, having presented works in several countries.

LeonaRdo/oLats: aRt-science coLLaboRations & aRtists in Residence 

pRogRaMMes (exaMpLes)

Annick Bureaud
Leonardo/Olats

France

In this institutional presentation of the non-profit Franco-European organisation Leonardo/Olats, 
we shall focus on our experience in art-science collaborations and artists in residence programmes, 
which took place mainly within EU supported projects, and open for expanded collaborations with 
other geocultural zones. We shall reflect on space art and bioart, two fields that have been prominent 
in our activities.
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isea syMposiuM aRchives: update and innovative next steps

?im van der 8las, *onnie 5itchel and Thomas Asmuth
ISEA International Online Archives

USA

Because ISEA is a nomadic symposium, organised in a different part of the world and by a different 
team each time it is held, archiving the symposium materials poses unique challenges. During the 
past 10 years, an effort has been undertaken to systematically gather all materials produced by the 
series of symposia, from 1988 to 2017, from Calls for Participation to final Proceedings, from Utrecht to 
Manizales. With this material, we have produced a rich repository of creative and scholarly research 
with over 8000 abstracts and artist statements, hundreds of full papers and a large number of full 
proceedings and catalogues. This valuable electronic and emergent art resource will be enhanced with 
artworks and other artifacts in the future.

We have a volunteer team extending this archive and developing an innovative connection between 
the organisational structure of the symposium and the archive. This initiative offers possibilities of 
customizable and automated information dissemination and more interaction between the physical 
symposium and the world-wide electronic arts community.

This presentation will discuss the current state of the ISEA archive and plans for an innovative 
integrated information system. Audience suggestions and involvement is encouraged. The current 
state of the ISEA Symposium Archives can be found at http://isea-archives.org/.

JouRnaL foR ReseaRch cuLtuRes

Sophie-Carolin Wagner and Andrew Newman
RIAT – Research Institute for Arts and Technology

Austria

The Journal for Research Cultures (JRC) is an international peer reviewed Open-Access (OA) 
journal published by RIAT - Research Institute for Arts and Technology. JRC concentrates on the 
communication and presentation of strategies of experimental, transdisciplinary and artistic research 
practices across epistemic cultures. It focuses on strategies rather than outcomes of research activities 
and extends the philosophy of openness with the intention to be accessible to a broad audience both 
within the and outside academic framework.
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isea inteRnationaL

Sue Gollifer
ISEA International

UK

Founded in the Netherlands in 1990, ISEA International is an international non-profit organisation 
fostering interdisciplinary academic discourse and exchange among culturally diverse organisations 
and individuals working with art, science and technology. The main activity of ISEA International is 
the continuation of the annual International Symposium on Electronic Art (ISEA).

Mutante.Lab – aRts and science LaboRatoRy

Natalia Rivera Medina 
Mutante.Lab

Colombia

Mutante.Lab is a network for the transmission of knowledge and communities strengthening around 
science and arts in Colombia and Latin America. Our aim is to make the access to knowledge in these 
areas truly inclusive, equitable and fun, framed into the philosophy of collaborative work, open 
source culture, experiences design, and play. Our work, which has started in 2012, includes research, 
experimentation, and creation in new media and arts. Currently, our efforts are focused on building 
and strengthening communities of diverse kinds with the aim of promoting a truly sustainable social 
development. The Mutante.Lab network consists of four different modules: the base laboratory, the 
Mutante.Lab Traveler, the Mutante.Lab Seed and a digital platform. All of them have been designed to 
be open source and easily replicated.

aRt and technoLogy in coMMunity: pLatohedRo’s aRtistic Residency 

pRogRaM

Luciana Fleischman
Platohedro

Colombia

Platohedro is a community laboratory in Medellin (Colombia). Since 2004 it has served as an 
independent platform for a grand diversity of learning experiences. Art, technology and communities 
contributing to the creative wellbeing of the youthand social transformation. The Residency program 
is open all year and we receive artists from many countries, that work with pedagogy, research and 
experimentation in art and technology with the local community.



In
si

tu
tio

na
l P

re
se

nt
at

io
ns

MuRe, MuseogRaphy netwoRk. co-cReation stRategies foR buiLding 

ReaL-tiMe stoRyteLLing thRough advanced. inteRnet netwoRk. a 

pRoJect foR the inteRconnection of knowLedge consideRing huMan 

and technoLogicaL incLusion

Delma Rodríguez Morales 
Cultural Ring Latin America-Europe in Uruguay

Uruguay

Visits to the museum represent a powerful strategy to be developed. MuRe takes this one step 
forward, integrating countries, people, museums and objects. MuRe takes place in the field of cultural 
convergence and advanced internet networks.
MuRe´s aim is to generate a real-time, advanced Internet circuit with different institutions. It would 
feature stories of heritage, dialogues and interactions with the public. Participants create an exhibition 
that only exists on the Internet. Participating institutions and audiences do not geographically coexist, 
but share the same virtual time and space. The object is conceived in a broad sense, art piece, heritage 
object, material and immaterial, aiming to stimulate the co-creation process in ICT.

MuRe is composed of two projects: A Project of cultural intervention and a Project of educational 
research. This presentation will feature the main strategies, stakeholders involved and pre-production 
contents of the cultural intervention project.
MuRe was created at Cultural Ring Latin America-Europe in Uruguay and this project was selected by 
the Cultural Funding (Ministry of Culture and Education of Uruguay) to be developed in 2017.

ee - expeRiMentaL eMeRging aRt noRway

Zane Cerpina and Stahl Stenslie
EE - Experimental Emerging Art Norway

Norway

EE - Experimental an d Emerging Art Norway - is a publication that gives a rapid response to and 
visual overviews of important contributions to all what art can be. The magazine presents major 
contributions to the field of emerging aesthetics, showing the field of art in a constant flux, challenging 
the major market driven trends of our time. 

One of EE’s main purposes is to support the interesting, the subversive, the abject, the striking but also 
intriguing, wondrous and the beautiful in the ongoing human project of making art. EE’s format is 
multiple; part magazine, newszine, part website and it spans across several media formats. Often EE 
articles are more visual than textual, but online you will find additional background material such as 
original sound files, video, additional photos and other Zeitgeist documents to all our coverage. While 
the issues are printed, EE is also freely downloadable online as a PDF based magazine.
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the aRt & technoLogy pRogRaM at aaLboRg univeRsity

Stahl Stenslie 
PNEK - Production Network Electronic Art Norway

Norway

The presentation give an overview of the Art and Technology Bachelors program offered at 
Aalborg University (AAU) in Denmark. The study is 8 years young, unique in Scandinavia and still 
in the making. Overall the study offers a comprehensive and intense hands-on and practice based 
approach to research in the field of Art and Technology. Much emphasis is given to provide the 
students with the necessary skills in order to produce functional prototypes, interactive designs, 
artworks and architectures.

Several challenges have been encountered, such as both cultural and technological changes in the 
wider field relevant to art and technology. Job opportunities are another crucial measure that impacts 
the formation of studies within art and technology. Educations at Aalborg University is obliged to 
follow the Danish Ministry of Educations demands to educate students for the job market. Such 
demands impact how one can and must think in the short terms, but an open question remains 
whether such demands are also therefore short sighted. Technological as well as cultural and societal 
parameters make it hard to foresee what is going to happen within the field even a few years from 
now. How to prepare students for such instability of the future?

design @ univeRsity of caLifoRnia, davis

Glenda Drew, Tom Maiorana and Jiayi Young 
University of California, Davis

USA

The UC Davis Design Department is the most comprehensive Design department in the University 
of California system, offering B.A. and M.F.A. in Design. The Department offers a creative, 
challenging, and flexible approach to the study of design with emphasis on socially responsible, 
human-centered, and sustainable practices. The department is investing in curricular expansion and 
preparing to provide new tools and methodologies to educate critical makers with life-long learning 
skills in order to contribute meaningfully to an interconnected local and global society. With an 
outlook to deeply and broadly integrate emerging theory and practices in design, the department 
seeks opportunities to dialogue, exchange and network with similar programs at the conference. In 
particular, we are seeking directions to expand the following areas: kinematics, code-based design, 
network and data-based design, industrial design, interactive media, physical computing, systems 
design and wearable technology.
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woRk in pRogRess: the depaRtMent of aRts and huManities at 

univeRsidad autónoMa MetRopoLitana, LeRMa Mexico

Luz María Sánchez Cardona 
Universidad Autónoma Metropolitana, Lerma

Mexico

The Universidad Autónoma Metropolitana [UAM] is a public university with 47 years of history, 
serving the urban area of Mexico City. With five campuses placed in Xochimilco, Azcapotzalco, 
Cuajimalpa, Iztapalapa and the younger one, Lerma, UAM is challenging how public education is 
implemented in Mexico. 

The Department of Arts and Humanities at UAM Lerma has only 4 years of creation, with barely 
4 generations of students still on the classrooms, it offers the bachelors program Digital arts and 
Communications. We would like to introduce our department, our two groups of research, check for 
collaboration and exchange opportunities, within the digital + art academic ISEA community.

oppoRtunities in bRaziL. fad - digitaL aRt festivaL: 1st edition of 

digitaL aRt bienniaL 2018

Tadeus Mucelli
FAD – Digital Art Festival & SAD – Digital Art Symposium (Conteudo Art  
& Technology.)

Brazil

Since 2007, the Digital Art Festival has spread the themes of Art through New Technologies in four 
pillars of action in Belo Horizonte/Brazil. (Workshops, lectures, performances and art exhibition).
The proposal of this edition called the Digital Art Biennial, tends to broaden the horizons of art 
through new media, placing this theme in a centrality in the field of art and culture in the midst of 
society. The connection between the cultural spaces of the cities of Rio de Janeiro and Belo Horizonte, 
and an international exchange of thinkers and makers who are habitual to the festival, is planned in 
this sense, but on a new spatialized scale of activities in the cities.

The 1st FAD Digital Art Biennial is a great opportunity for all makers present at the ISEA and at the 
Image Festival.
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pnek – pRoduction netwoRk eLectRonic aRt noRway

Stahl Stenslie

Norway

The institutional presentation aims at presenting the various opportunities existing in Norway for 
both producing electronic art works and collaborate across boarders. 

gsct kaist, gRaduate schooL of cuLtuRe technoLogy

Ji-Hyun Lee and Ik-Hwan Kim

Korea

This presentation introduces Graduate School of Culture Technology (GSCT) of KAIST to the audience. 
KAIST, formally the Korea Advanced Institute of Science and Technology, is a public research 
university in Daejeon, Republic of Korea. KAIST, being ranked as number 6 of the world’s most 
innovative universities by REUTERS in 2016, is a well-respected member of the worldwide science 
community. As a part of the university, Graduate School of Culture Technology – which is established 
in 2005 with the support of the Ministry of Culture – aims to foster high-caliber interdisciplinary 
talents and elevate cultural content business into the world’s future core industry based on cutting-
edge science and technology. GSCT has been researching technology for the creation in five terms: 
Visual content technology, Sound and music technology, Interactive technology, Computational 
design, and Cultural complexity science. Through the interdisciplinary research, GSCT aims to prosper 
in analysis cultural phenomena and technological advance on the fields of cultural artefacts and 
exhibition, art and entertainment, and life 
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shaRe!: cReative euRope LaRge coopeRation pRoJect

Mike Stubbs, Daniel Herrmann, Peter Zorn, Lesley Taker, Arjon Dunnewind, Isabelle 
Carlier, 3arin 7hlenschlĴger, -na 0odēic, 8iotr 3raQe^sRi, >ioletta 3utlubasis�
Krajewska, Rasa Smite and Sabine Himmelsbach.
EMARE (European Media Artist in Residence Exchange) 

Germany - UK - Netherlands - France - Spain - Croatia - Poland - Latvia - Switzerland

SHARE! brings together established key European media art institutions to develop embedded 
commissions in communities across Europe that work with, and for, audiences. These audiences will 
be targeted using segmentation data from each partner, to enable deep engagement with harder-
to-reach groups. The artists (who will be chosen for their skills within digital and new media arts) 
will develop innovative commissions that will develop artistic digital capacity across the continent, 
resulting in extensive peer learning between arts professionals and creatives, transnationally. SHARE! 
incorporates partners of differing sizes and specialist areas to ensure that best practice is developed 
(and disseminated), and in doing so upskill the sector internationally.

SHARE! has carefully designed programmes to create innovative art commissions, which are 
embedded within transnational European contexts. These programmes meet the three key Creative 
Europe Programme Priorities of: audience development, transnational mobility and digitisation. 
Legacy has been key to the success of EMAN, and SHARE! offers a chance to widen the benefits and 
learning from these previous projects in a structured and meaningful way. Artists, arts professionals, 
academics, existing arts audiences and underrepresented communities need spaces to collaborate and 
test new models. The digital shift has offered new opportunities to connect, consume and disseminate; 
SHARE! places co-creation as the key driver to empowering people across the continent and beyond to 
do this.

Partners: Werkleitz Gesellschaft e.V., FACT, StichtingImpakt, Bandits-Mages, LABoral Centro de Arte y 
Creación Industrial, Kontejner, WRO Center for Media Art Foundation, WRO Art Center, RIX-C, HeK.

´
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gestión de conociMiento en eL áMbito univeRsitaRio: La expeRiencia 

de La univeRsidad peRuana de ciencias apLicadas

Miguel Saravia

Peru

Presentation of the results to the date of the knowledge management model of the UPC. 
Graduated in Bibliotecology and Information Sciences at the Pontificia Universidad Católica de 
Perú. He holds a Postgraduate in Management from Non-Governmental Organizations at the Open 
University (UK) and in University Management and Policy at the Universidad de Barcelona (Spain). 
He currently serves as Director of Knowledge Management at the Universidad Peruana de Ciencias 
Aplicadas. He is also President of the Asociación Peruana de Bibliotecas Académicas (ALTAMIRA) and 
President of the Seminario Permanente de Investigación Agraria (SEPIA).

toMoRRow was now two decades of video 

and eLectRonic aRt in peRu (1995 – 2015)

Jose-Carlos Mariategui, Max Hernandez Calvo and 
Jorge Villacorta

UK
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Method

The research will focus on three primary areas:

(1) Exploration of various materials and design strategies for MFC architectures. Several different 
housings will be built and several exhibition and performance strategies will be explored. Sources 
such as local ponds, rivers and easily attainable organic matter such as compost, aquatic plants and 
wastewater will be explored for use as the electricity-generating component of the MFCs. This may 
include expeditions to local aquatic/wetland environments to construct ad-hoc MFCs “on-site” as an 
installation/performance.

(2) The MFCs will be connected to a Eurorack-based modular synthesizer system and/or a custom-
designed software synthesizer built in Max/MSP or PD so that the bioelectrical fluctuations of the 
MFCs can be used as modulation and trigger sources. This will entail building electronic circuits to 
amplify the electrical signals generated by the bacteria and software to translate the signals into 
control voltage (CV) sources appropriate for the synthesizers.

(3) Use of machine-learning algorithms as a method of interpreting the shifting electrical patterns 
generated by the bacteria. We will investigate the use of pattern recognition/classification to trigger 
synthesizer presets and CV gate signals and statistical regression to predict variations in electrical 
potential. If a comprehensive understanding of the bioelectrical patterns can be attained, it will be 
used to inform the development of a sonic compositional system that is dictated by these patterns. In 
essence, allowing the bacteria to “express” themselves sonically.

In order to involve the public with our research, we will also construct a mobile laboratory using a 
small vendor cart or trailer, repurposed to serve as bioenergy construction and demonstration station. 
We will traverse the city, collecting organic matters for use in constructing simple diy MFC systems 
and performing interventions and demonstrations in public space.
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LEONARDO 50th CELEbRAtiON

www.leonardo.info/50th-anniversary

A half a century ago, kinetic artist and astronautical pioneer 
Frank Malina set out to solve the needs of a community of artists 
and scientists working across disciplines by using the “new 
media” of the time: offset print publishing. As a groundbreaking, 
innovative venture, Leonardo represented a unique vision: to 
serve as an international channel of communication among 
artists, with emphasis on the writings of artists who use science 
and developing technologies in their work. The result was 
Leonardo, an academic journal for artists with the peer-review 
rigor of a scientific journal. For 50 years, Leonardo has been the 
definitive publication for artist-academics, and the field has gained 
momentum in recent years.

Today, documenting and capturing the creative innovators and 
provocateurs of culture is not enough. If media is the messenger, 
then we must expand our scope to represent the unique works 
and challenges we face in the 21st century. To fully realize 
our purpose and place over the next 50 years, we are opening 
our doors to a year and a half of community collaboration to 
inform our efforts to redesign our programs and mission to meet 
the needs of our audience. We are reaching out to pioneers, 
institutions, thought leaders and the curious in an effort to 
nurture the exploding art/science/technology global community.
As a network of networks, we are reimagining our future with 
you at the forefront. We invite you to come along with us on this 
journey of rediscovery and reinvention. Why? Because the ideas 
that lead to critical breakthroughs can come from any direction 
and they don’t taking sides.
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tALk: impAkt

Arjon Dunnewind

Netherlands

Frankenstein in the Garden of Eden - Impakt Festival, the Netherlands
Connecting to themes like Bio-Hacking and Bio-Creation the Impakt Festival will highlight a selection 
of themes, projects and artists it has recently presented. The presentation focusses on artists that 
discuss changing definitions of what is natural and human. 

The projects in the presentation present visions on post-natural environments where technology and 
the human body have become inseparable. Devoid of technophobia and technofetishism, the artist in 
this presentation address ethical and philosophical questions raised by contemporary technological 
developments. By showing the likely and the possible they encourage us to think about the desirable. 
The presentation will discuss the works of artists like Floris Kaayk (NL), Kurt van Mensvoort (NL), 
Jeroen van Loon (NL), Agi Haines (GB) and the Critical Art Ensemble (USA).
A presentation by Arjon Dunnewind, general director of Impakt

General information on Impakt
Impakt presents critical and creative views on contemporary media culture and on innovative audio-
visual arts in an interdisciplinary context. In its program it examines issues around society, digital 
culture, and media from various angles and within a range of disciplines in the arts, academia, and 
technology. The organisations main project is the annual Impakt Festival, a five-day multimedia event 
that includes exhibitions, film screenings, lectures, panels, performances, presentations, and artist 
talks at locations in Utrecht, the Netherlands.

Impakt organises activities throughout the year, including Impakt Events, a regular series of 
presentations and screenings centering on a given theme, movement, or artist and Impakt Works, a 
residency programme. As a member of EMARE, the European Media Art Residency Exchange Impakt 
has organized residency exchanges with Mexico, Canada, Australia and many other countries. The 
Impakt Channel is a platform where art projects made for the internet are presented, along with 
curated programmes featuring film and video art. Last but not least, the Impakt Archive works on 
digitising Impakt’s screening history back to 1988, when the first Impakt Festival was organised.

The 2017 festival will take place from 25-29 October and its theme will be Haunted Machines & 
Wicked Problems. Curators Natalie Kane and Tobias Revell will map the relationship between 
technology, mythology, and magic.
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tALk: iNAuguRAtiON Of thE ExhibitiON “DECiR EL LugAR. tEstimONiOs 

DEL pAisAjE COLOmbiANO

Clemencia Echeverri and Nicolás Gómez Echeverri
Banco de la República

Colombia

Clemencia Echeverri
Clemencia Echeverri lives and works in Bogotá. She completed undergraduate studies in Colombia and 
specialization and masters in Plastic Arts at Chelsea College of Arts, London. She was a professor of 
Arts in undergraduate and master’s degree at Universidad de Antioquia and Universidad Nacional de 
Colombia. After working in painting and sculpture, since the mid-90s, Clemencia has developed works 
in installation, video, photography, sound and interactivity based on dominant political and social 
conditions. 

In the last years, she has realized projects of video installation with participation in several national 
and international events, between which they stand out, the work Treno in Waterweavers The 
River in Contemporary Colombian Visual and Material Culture, curator José Roca. Bard Graduate 
Center New York. The work Sacrificio at the First Biennial of Art of Cartagena, and at the National 
Artists’ Hall, Medellín. The work Versión Libre nominated in the VI Concurso Luis Caballero and in 
Coordenadas a review of the installation in Antioquia. Museum of Modern Art of Medellín, premiere 
of the works of Video instalación Supervivencias, Juegos de Herencia y Treno at the Alonso Garcés 
Gallery, Bogotá. 

Juegos de Herencia monocanal in Cosmovideografías Latinoamericanas, CENART Mexico and the 
Museum of Modern Art in Barranquilla. The work Frontera in the MDE11, Medellín and Juegos 
de Herencia in Fotografía para Fotografía, Bogotá. The work Voz: resonancias de la prisión, in the 
National Museum of Colombia and in monocanal version and sound for the Biennial of Liverpool 
(project No Longer Empty), England; Treno at Daros-Latinamerica Museum, Switzerland; Center 
of Contemporary Art Znaki Czasu Poland; Delfina Foundation, UK and Universidad Nacional Art 
Museum; Casa Intima at the VI Biennial of Havana, Cuba. 

The work Apetitos de Familia at the VI Bogotá Biennial Museum of Modern Art in Bogotá. De Doble 
Filo at Itinerancia with 10 Colombian artists for France, Venezuela, Argentina, Brazil, Uruguay and 
Chile. She has participated in Electronic Arts Festivals such as ISEA in Helsinki-Stockholm and Tallin, 
Electronic Arts Festival Banquete, Madrid; Ars Electronica, Austria; Artrónica, Bogota and London, 
with the work Quiasma in group with three Colombian artists. 

Over the last 15 years, Colombia has held numerous exhibitions and participations in museums 
and galleries such as the National Museum of Colombia, the Museum of Modern Art in Bogotá, the 
Universidad Nacional Art Museum. In 2009 the book was produced on his recent work titled Sin 
Respuesta. She has won prizes, mentions, national and international scholarships such as the Arts 
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Council, London, the Daniel Langlois Foundation of Canada and the Biennial Prize of the Arts of 
Colombia. She has received national and international support, among them Delfina Foundation 
London, and research-creation grants from the Ministry of Culture, the Universidad Nacional de 
Colombia and the District Institute of Culture of Bogotá. Selected for the Yaddo Art Residence in New 
York.

Nicolás Gómez
He works s an artist, curator and art historian. Through the exploration with different media -mainly 
the painting and the sculpture- he goes to visual codes for the representation of the sensory and 
perceptive experience of the space. He works with objects and images that reveal the tensions between 
the artificial and the natural, and the sensory in relation to the systems of categorization and the 
measurement of science and language. 

Both in his artistic work and in his research work, he has deepened references to the rural and urban 
landscape in modern and contemporary art, as well as the development and validity of abstract art. 
Graduated from the Art program of the University de los Andes (Bogotá, 2008) and the Master of 
Science in Art History from Goldsmiths University (London, 2010). He has exhibited his work in 
Proartes (Cali, 2016), Lokkus Gallery (Medellín, 2016), Maca (Bogotá, 2016), Salón Comunal (Bogota, 
2016), Pereira Art Museum (2015), Galería Nueveochenta , 2014), Doce Cero Cero Gallery (Bogotá, 
2013), Valenzuela Klenner Gallery (Bogotá, 2013); Santa Fe Gallery (Bogotá, 2012) and Project Room of 
the Universidad de los Andes (Bogotá, 2007). 

He has been profesor at the Universidad de los Andes (Bogotá), Universidad de la Sabana (Bogotá) 
and Universidad del Tolima (Ibagué). He regularly publishes essays and historical and critical articles 
on modern and contemporary Colombian art and has worked on curatorial projects for various 
institutions such as the National Museum, La Tertulia Museum and Banco de la República. (Text was 
taken from: http://www.arteinformado.com/guia/f/nicolas-gomez-echeverri-45631 on May 19, 2017)

tALk: NuEvOs LímitEs DE LA DEmOCRACiA

Michel Wieviorka

France

Until the mid-1980s, democracy did not seem to concern philosophical reflection in the field of political 
sociology. It was enough to think of it as the regime opposed to communism and dictatorship. Since 
then, critical thinking has developed in several ways, giving the impression of some discomfort when 
it comes to thinking about the solution to the great contemporary challenges, for example: social 
difficulties, injustice, inequalities, crisis of Political and party representation, institutional deficiencies 
and the treatment of culturally or religious orders, violence, etc.
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tALk: ARtE E mAtERiE umANistiChE: L’uNivERsità pubbLiCA NELLA 

vALORizzAziONE DEi sApERi “iNutiLi”

Marco María Gazzano

Italy

Many things have changed in the world since the era of “globalization” was opened with the US-
sponsored commercial twentieth-century trade agreements. A sharp shift in the economy from 
national to planetary markets, which also involved cultural changes and costumes: interdependence 
and interclassing of symbols, cultural homogenization, new wealth, but also progressive destruction of 
productive, natural, and anthropological diversity.

And even more has changed with the global financial crisis started in 2008 and not yet over. For 
Europe and the North Americans this crisis was a disaster: for the workers and the middle class, in 
particular. Perhaps global wealth has been partly redistributed to China and some Latin American 
countries (just comparing Colombia’s GDP with that of Italy), but the system is not yet in balance. The 
crisis has not turned into an opportunity. 

tALk: ROmA tRE E LA tERzA missiONE. LA CAttEDRA tELEmAtiCA 

Di LiNguA E CuLtuRA itALiANA

Geatano Sabatini 

Italy

Roma Tre University has an important track record of Terza Missione activities, many of which 
have been developed within the frame of international cooperation. Among the main development 
cooperation projects, is a project for the recovery and restoration of the historic city of El Salvador 
in the Republic of El Salvador and in Africa in Burkina Fasu an agricultural training project. Among 
these projects, there is also one, sponsored by the Ministry of Foreign Affairs of the Italian Republic, 
with the IILA - Italo-Latin American Institute, for the creation of a Telematic Chair of the Italian 
Language and Culture, which consists of: Four modules for the learning of the Italian language, one of 
didactics of the language, four modules of synthesis on literature, music, art and history of Italy; Each 

module lasts for 20 hours.
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Social inequalities have increased both in the planet and in individual countries: increased exploitation 
of workers and diminished rights acquired over time (even a significant percentage of slavery emerges), 
wealth was concentrated in 5% of the population of the planet , financial capitalism has shaken off its 
production and its consolidated dynamics of interaction with workers and society, commodity prices have 
collapsed and many developing countries are suddenly depleting (the value of financial capital now stands 
at 7 Times the planet’s GDP ...), the power of the mafias and the illegal economy increased; And strategic 
resources for the balance of the ecosystem are being destroyed.

However, although the real power is not that of the governments but of the Banks and Web Multinationals, 
after the 2008 crisis, some of the myths that base the new post-ideological culture - myths exalted as 
models by the Mass Media and the Networks of social sharing developed on the Internet - are losing 
attractiveness and seduction. The “free market”, and Darwinian competition as its corollary, are no longer 
the only reference model in the economy or in other aspects of human interaction; “Winners” and heroes 
are not only considered entrepreneurs, strongmen, speculators; The Network itself is no longer considered 
innocent and neutral. Little by little, it begins to re-consider the importance (even economic, long-term) of 
ethics in the analysis of social phenomena; “Innovation” is no longer just synonymous with technological 
equipment but also experimentation at all levels; Even concepts such as “compassion” and “solidarity” in 
the management of social relations and between communities are emerging, despite the recent spread of 
reactions to globalization built on intolerance, racism and religious fundamentalism. 

It is discussed again, and it did not happen in the West since the 1980s, ecology, anthropology, 
“sustainability” and balance between natural resources, storage and use of raw materials, market. social 
sensitivity in the consideration of “diversity” is widespread: biological, cultural, natural, productive, gender. 
And despite the aggressive policies of multinationals and many powerful states with their “populist” 
leadership, The global economy and its most conscious elites are trying to trigger a virtuous transition from 
“free market economies” to “market economy managers”.

At this time of planetary chaos, what contribution could the University give, that is, the institution that has 
been par excellence for centuries to the conservation, transmission and production of knowledge? What 
role could the University take again - that “public” in particular, less tied than private to particular interests 
or constant funding research - for decades flattened in its functions?

One must not forget that, on the one hand, only the professors - unlike politicians, industrialists and 
journalists - are in a position to communicate unpopular truths without putting (too much) at risk its 
position; On the other, only universities, academics and university researchers have the freedom and 
resources (albeit few) needed to draft impartial and objective studies.

For this reason -in designing a new development model: global and interdependent, but sustainable and 
respectful of both differences and memory- the University and scientific research are strategic. And so 
the University must be considered - irst of all by itself, even before politicians or peoples- as an institution 
that, in democracy, assumes an almost “constitutive role”: the function, irreplaceable, the preservation of 
liberties, and those of thought and dissent above all. A body of mediation, conservation and production of 
knowledge essential to the strengthening of a conscious, responsible and truly participatory democracy: 
therefore, in perspective, necessary for the strengthening and preservation of the Peace.
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However, besides the necessary attention to the specialists and beyond the small logic of internal 
power, the universities must, again, learn, as in the Abbeys of 1000 years ago, the pride of forming 
leaders of not only specialized executives.
We need to learn not only to think but to “think together”, to participate in a common “conversation” 
capable of engaging both students and teachers, both administrators and technicians and scientists, 
with different roles and functions. Architects, engineers, humanists, philosophers. One must learn - 
and it is neither easy nor painless - to link technological and scientific knowledge with the humanistic 
and critical one.

In this perspective, it is very important to preserve, pass on, comment on and produce knowledge 
in search directions and in practices that are not immediately considered - economically - “useful”, 
that is, spendable on the market. Not only because the seemingly “useless” today could only be “not 
understood” by its contemporaries but very useful (even economically) tomorrow. And not only 
to cultivate, in a sort of ecology of knowledge, artistic, critical, philosophical, and anthropological 
“biodiversity” by linking them with the “hard sciences” of technological and scientific knowledge 
(from chemistry to computer science). Not just to learn to think and to act - both at the same time and 
necessarily - in strictly disciplinary or trans-disciplinary and trans-cultural terms.

How to ultimately make the company more resistant to such profound changes.
Because the University (public, in particular) should not flatten so much in the function of training 
students as future workers, rather than trying to recover that of people’s education: to help students 
in their growth process, to help them recognize them as people , aware and responsible citizens; And 
therefore also, as intelligent and innovative workers. Again, like a time, even in the age of global 
interdependence, capable of interpreting, designing, and governing the future. With the necessary 

equilibrium and happy to do it.

tALk: LA fAbbRiCA DELLA CONOsCENzA E DELLA sOstENibiLità uRbANA

Mario Panizza

Italy

The “knowledge factory” is a dear metaphor in Rome Tre. Since its founding, the University has been 
proposed as a constituent part of the social fabric in which it is part and its commitment has focused, 
through the recovery and reconversion of existing buildings, on the planning of the territory and the 
upgrading of Areas destined for degradation.

Through a constantly evolving project, always attentive to the needs of the context, our property has 
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been enriched with buildings once destined for other purposes: little “university” silhouettes that, 
despite functional adaptation, have transformed them into new plants Still keeping their “personality”. 
Here is the idea of the “knowledge factory”: a project that, in the full recovery of historical memory, 
is capable of transforming the territory through modern structures; A metaphor useful, therefore, to 
represent the transition to the formation of dense areas of cultural activities.

The unifying idea of this path is surely the Terza Missione, whose reference activities relate to 
the transfer of knowledge and social commitment. Hence also the adoption of a cultural paradigm 
that is recognized in a concept of great relevance that is sustainability. This involves at least 
three interdependent dimensions: environmental protection, social improvement, and economic 
development.
But what is meant by the term “sustainable” if this is applied to the academic environment?

From its synonyms emerge, on the one hand, the concepts of “acceptable” and “bearable”, on the other, 
“durable” and “feasible”, which project attention to the effect of the actions carried out but leave in 
shadow the Component of the subjective commitment. For this reason, I prefer to replace the terms 
“sustainable” and “sustainability” with the terms “responsible” and “responsibility” as they are more 
suitable to represent the initiatives that together with teaching and research measure the quality 
of a university, faculty To train students and to interact with all the realities, social, institutional, 
territorial, with whom he has relationships.

Taking the term responsibility means recognizing explicit academic implications in the academic 
world. The University is committed to integrating them into all its institutional and non-institutional 
(education, research, governance, etc.) concepts, and to disseminate its values, targeting goals Become 
a priority precisely because framed within a shared strategy, backed by voluntary behavior, chosen as 
a lifestyle.
Already oriented to the nature of their mission to responsibility, academic institutions are called 
upon to act in substantial terms to educate and accustom their students not only to confront different 
languages and scientific fields, but also to develop that sensitivity that A rapidly changing society like 
ours, imposes.
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tALk: NARRAtóN: ¿CONtAmOs histORiAs ALREDEDOR DE 

LA RECONCiLiACióN?

MediaLabs

Colombia

MediaLabs net, created in November, 2016, from EAFIT (Medellin), Pontificia 
Universidad Javeriana (Bogota) Universidad de Caldas (Manizales) and 
Universidad Jorge Tadeo Lozano (Bogota), launches the Narratón, a proposal of 
collective creation, which look for to generate multi-format contents that speak 
of the reconciliation from the most varied optics and perceptions.

The Colombian postconflict calls for new ways of being told both from the 
narrative and from the technical and the Narratón will be the meeting point 
to relate it from sound, written, audiovisual, photographic and interactive 
contents among other formats.
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bOOk LuNCh: EL mistERiO DEL kiRmA, QuimbAyAs hOy

Guillermo Rendón and Anielka María Gelemur

Colombia

Part I - Guillermo Rendón G.
Etnohistoria and Orígenes 
Territorialidad: The Virrey - A reliable document.
Linguística: General principles - Phonetics - Lexical - Grammatical Functions.
Los Números: Cardinal - ordinal - operational structure - archaeological and archaeolinguistic 
supports.
Dioses de la Antigüedad y del Presente: From totem to the only God - Tinarkama, practice of collective 
introspection.
Organización del Cabildo: dignitaries - councils, meetings -
Reafirmación: Quimbaya, an active society, a living culture and its current strengthening.

Part II - Anielka Ma. Gelemur
Culto Matriarcal: Sinifaná, the moon goddess - lunar calendar - Symbols of the periods that form the 
lunar cycle - the four sacred nights.
The Taixaraka, introspection, orientation and balance.
The five tutelary hills.
The orphic interpretation - methodological models
The Quimbaya diet, millennial formulas.
Housing settlement.
The Quimbaya right.
The naurikirma, Mario Guerrero Guerrero - Mario Guerrero Cañas, illustrator of the book - Quimbaya 
visual magic.
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bOOk LuNCh: NO hAy sOftwARE y OtROs ENsAyOs sObRE fiLOsOfíA DE LA 

tECNOLOgíA

Friedrich Kittler

Colombia 

Academic Editors: Alejandro Duque and Andrés Burbano.
Translator: Mauricio González R.
Publishing House: Universidad de Caldas.
Participants: Felipe César Londoño, Liliana Villescas, Jens Hauser 
and Andrés Burbano.

Friedrich Kittler is, in the opinion of many scholars, the founder of media studies and one of the most 
influential thinkers of the philosophy of technology and literary criticism. Schools of thought such as 
Archeology of the Media and the Digital Humanities have expressed a debt with the thought of this 
author, who has gone unnoticed in the academic circles of Spanish speakers. This volume offers what 
is probably Kittler’s first translation into Spanish, filling a significant gap in our humanities and media 
sciences.

The reader will find in this book a selection of texts that show the intellectual development of a 
thinker, as well as the diversity of topics and ways of addressing the technological issues of the present 
in their historical dimension, revealing paths and horizons for research that surprise us by Its validity 
and current affairs.

wORkshOp: biOgéNEsis – LAbORAtORiO COLECtivO

=nP]erZPKHK 8ontP�cPH *olP]PHrPHnH

Colombia 

Design and collaborative construction of a modular structure on a large scale, based on an analogous 
system of form generation and transformation, based on biological and geometric principles. A 
collective work is proposed with 30 people who will be divided into five groups of six members 
each. The exercise consists in the design of a volumetric system that occupies a space of 6m x 6m 
x 6m generated from the union of six (6) three-dimensional modules which in turn are composed 
of sixty (60) cubic constructions. The proposed construction unit is corrugated cardboard box of 
31cmx31cmx31cm. These units will be joined together with an adhesive following a system of simple 
assembly rules to generate a construction module that will then be attached to the other modules to 
generate the structure.
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wORkshOp: pAisAjEs REACtivOs

Hicham Berrada

France

A reagent is a substance that produces a chemical reaction the moment it 
interacts with another. The result is a product with different characteristics 
and properties.
Reagents are the basis for many activities related to applied sciences and 
are often used to detect or separate specific elements. They are classified 
according to their purity or specific use: reagents for analysis that are 
of lesser purity, pure and special used for analysis techniques. Hicham 
Berrada has transferred its use to the field of art, shifting it from science 
and technology to a visual sphere, where experimentation becomes the 
center of the work, devoid of hypotheses to verify or substances to unveil. 
The scientific knowledge that Berrada applies in his visual experiments is 
naturally bound to his artistic practice, in the same way that a painter is 
involved with supports, pigments and binders.

Hicham Berrada will hold a workshop for artists based on their artistic 
practice, a cross between science and art.

OthER EvENts:

- Taller de Opera, Universidad de Caldas
- Anilla Cultural
- Talk: Martha de Francisco
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PAPERS
Yto: del pigmento al electrón. 
Un acercamiento a través de la 
obra Ko / aqUa esfera

Valeria Radrigán
TRANSLAB CHILE
Chile

periodismo de datos. 
caracterización de comUnidades 
de práctica

César Augusto Arias Peñaranda
Universidad de Caldas
Colombia

data fiction. storYtelling 
withoUt plot

Martin Groisman
Facultad de Arquitectura, Diseño  
y Urbanismo (FADU) UBA
Argentina

cUando el río sUena. 
resignificación del territorio 
a partir del paisaje sonoro del 
río pamplonita

Cielo Vargas Gómez
Universidad de Pamplona
Colombia
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sistemas generativos 
analógicos Y compUtacionales 
para la exploración 
morfológica en el diseño de 
prodUcto

Ever Patiño Mazo
=nP]erZPKHK 8ontP�cPH *olP]HrPHnH
Colombia

biocreación, paz Y ecologías 
artificiales

Iliana Hernández-García  
and Raúl Niño Bernal
8ontP�cPH =nP]erZPKHK 2H]erPHnH
Colombia

gestión de la imagen de 
destino como factor clave 
para el desarrollo de tUrismo 
sostenible en manabí, ecUador

Ángel Guillermo Félix Mendoza  
and Juan José Martí Noguera
Escuela Superior Politécnica 
Agropecuaria de Manabí
Ecuador

visión estética: exploración de 
la percepción visUal hUmana 
como recUrso estético del 
creador de imagen

Felipe Beltrán Vega
=nP]erZPKHK 2orge THKeo 4oaHno
Colombia

la investigación-creación en 
el diseño de la estética de la 
conectividad

Sean Igor Acosta
Universidad de Caldas
Colombia

creencias de los profesores 
sobre el conocimiento Y 
el conocer en diseño: Una 
estrategia para sU evalUación

Manuel H. Parga H.
Universidad de La Salle
Colombia
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estética ambiental en colombia

Pedro Antonio Rojas Valencia
Universidad de Caldas
Colombia

clasificación de prodUctos de 
apoYo en concordancia con 
el contexto de actividad Y 
las características físicas/
cognitivas de UsUarios con 
fUncionalidades diversas

Gustavo A. Sevilla Cadavid  
and Fausto A. Zuleta Montoya
=nP]erZPKHK 8ontP�cPH *olP]HrPHnH
Colombia

el pretexto del texto: la poética 
del desastre

Carlos Soto
Corporación Universitaria UNITEC
Colombia

asir lo inefable. prácticas del 
diseño Y estéticas de la técnica, 
el habitar, la cUltUra Y el 
territorio

María Ginette Múnera Barrios
=nP]erZPKHK 8ontP�cPH *olP]HrPHnH
Colombia

algorithmic sYstems and their 
processes for composition 
throUgh the relation of 
mediUm-bodY-image. case of 
stUdY: altamisa

Jessica A. Rodríguez  
and Rolando Rodríguez
Andamio
Mexico

Utopías estéticas: fUtUribles 
para Una sociedad en crisis

Ricardo Iglesias García
Universidad de Barcelona
España

“proYecto ciUdad”, de 
consUmidores a prosUmidores 
del patrimonio

Carlos Alberto Beltrán Arismendi and 
Frank Alexander Rodríguez
Universidad de Santander – UDES, 
Universidad Autónoma de Bucaramanga 
– UNAB
Colombia
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el proceso de restaUración Y la 
problemática de reinterpretar 
el arte ajeno

Alejandro Brianza
Universidad Nacional de Lanús
Argentina

caracterización del jUego 
aUtóctono de la chaza de 
la región sUroccidental del 
departamento de nariño, para 
sU implementación lúdica Y 
edUcativa en entornos digitales 
a través de aplicaciones en 
realidad aUmentada o virtUal

Francisco Rafael Ayala Gallardo
Universidad de Nariño
Colombia

el diseño de narraciones 
mUseográficas con base en el 
gUion cUratorial

Carlos Aranzazu López  
and Carlos Augusto Bahamón
Universidad Militar Nueva Granada
Colombia

cUstomized cinema, proceso 
de diseño e implementación 
del software cinevivo para el 
desarrollo de piezas visUales 
en tiempo real

Esteban Betancur Gutiérrez  
and Erica Flórez
Instituto Tecnológico Metropolitano
Colombia

la ciUdad como sistema 
polifónico de sonidos

Sebastián Rivera Ruiz
Universidad de Caldas
Colombia

venga colabore: el diseño 
solidario como eje fUndamental 
del trabajo interdisciplinario

Hernán Darío Castaño Castrillón 
Instituto Tecnológico Metropolitano
Colombia

el arte Un lengUaje 
transformador del miedo

Sofía Alejandra Hurtado Zúñiga
Universidad de Caldas
Colombia

caixa mágica, arte participación 
ciUdadana bajo Un enfoqUe de 
translUcidez social

Luis Astorquiza, Marco Konopacki,  
Rosa Torguet and Mariel Zasso 
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evalUación de la creatividad 
en comUnidades (virtUales) 
de aprendizaje colaborativo 
asistido por compUtador (acac)

Diego Aníbal Restrepo Quevedo
=nP]erZPKHK 2orge THKeo 4oaHno�  
Universidad de Caldas 
y Universidad Santo Tomás
Colombia

el diseñador como etnógrafo

Juan Sebastián Ospina Álvarez
Universidad Federal de Goiás
Brazil

la ideación como fase 
determinante en el diseño de 
prodUcto. categoría: jUgUete

Omar Franco Cañón
Universidad de Nariño
Colombia

el género en el diseño. 
representabilidad de materiales 
gráficos de la ciUdad de bogotá, 
organizaciones “hombres trans 
bogotá” 2010-2017

Karen Melisa Rincón Alfonso
Colombia

composiciones efímeras. desde 
el arte Y el diseño

Ayda Nidia Ocampo Serna
Universidad de Caldas
Colombia

stream’engramas @
projet’ares aUdiovisUais #17 
-stream’engrams @aUdio-visUal 
design’ing #17-

5ilena Szafir
UFCE
Brazil

elementos de estilo del 
cinema verité Y el cine directo 
norteamericano, en los 
docUmentales del “caliwood”

Sandro Javier Buitrago Parias
Universidad Santiago de Cali
Colombia

cUentos insólitos. laboratorio 
de gifs animados

Catalina Archila and Isabel Cruz
Colombia
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diseños otros Y para Un mUndo 
en cUrso de ser otros

Alfredo Gutierrez Borrero
Colombia

vestigios de la gUerra en 
colombia vista desde las 
manifestaciones artísticas

Luz Amparo Arroyave Montoya
Colombia

cUerpo Y gesto en la creacíon 
de instrUmentos mUsicales 
digitales (desde el cUerpo hacia 
el objeto)

Luis Hernando Rodríguez Castaño
Instituto Tecnológico Metropolitano
Colombia

arte latinoamericano: visión Y 
praxis

Andrea Carolina Redondo Méndez
Universidad Agustiniana
Colombia

interaccióon, mUltimodalidad 
Y aprendizaje. diseño de Una 
experiencia de aprendizaje mUl-
timodal para la ciencia, caso 
aplicado a conceptos básicos de 
bioinformática

Juliana Grisales Naranjo
Colombia

op-era: Un hito para las 
experiencias cinemáticas en 
latinoamérica

Ricardo Rivera Berrío
Nolineal Ltda / Universidad de Caldas – 
DICOVI Group
Colombia

el boceto en el diseño 
indUstrial: aproximaciones 
de valor entre las 
representaciones analógicas Y 
digitales

Maria Cristina Ascuntar Rivera
Universidad de Nariño
Colombia

diseño de modelos de 
aprendizaje basados en realidad 
virtUal, inteligencia artificial, 
Y ciencias cognitivas, para 
la disminUción de la brecha 
edUcativa en américa latina

Enrique Medina Q.
Universidad de Caldas
Colombia
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paisajes sonoros: jUego, 
fiesta Y tradición cUltUral del 
carnaval andino de negros Y 
blancos 2016 de san jUan de 
pasto

William Fernando Coral Bustos
Universidad de Caldas
Colombia

perspectivas críticas sobre el 
Uso de las tecnologías para la 
paz Y la intercUltUralidad

Felipe César Londoño López  
and  Adriana Gómez Alzate
Universidad de Caldas
Colombia

¿Un diagramador con estilo o 
Un corrector con diseño?

Wilman Stick Prieto Bohórquez
Universidad Nacional de Colombia
Colombia

la transformación  
organizacional como proceso 
diseñístico

Carmenza Gallego Giraldo  
and G. Mauricio Mejía 
Universidad de Caldas
Colombia

la memoria en los artefactos 
Una oportUnidad del diseño 
para la innovación social

Félix Augusto Cardona Olaya 
Colombia

rastreo de la prodUcción  
intelectUal del diseño de  
animación con colombia

Jesús Alejandro Guzmán
Colombia

lógicas diversas a través de la 
investigación en diseño. Una 
experiencia vivida

Valentina Mejía Amézquita 
=nP]erZPKHK 8ontP�cPH *olP]HrPHnH
Colombia

proYecto de preservación 
de memoria histórica en el 
adUlto maYor de la cUenca 
media del rio otún -vereda la 
florida,risaralda

Juanita Blandon Olarte and Maria 
Isabel Isaza Echeverry
Fundación Universitaria del Área Andina
Colombia
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postconflicto: tecnología Y 
diseño intercUltUral en ciernes

Fernando A. Álvarez R. 
Colombia

potenciación de los modos de 
pensamiento del diseñador Y el 
proceso de diseño a través de 
la hidridación de herramientas 
digitales

Nelson Javier Espejo Mojica

hacKers: los padresdel software 
libre Y las tecnologías abiertas

Jose David Cuartas Correa
Colombia

articUlación de las estrategias 
de cUltUra ciUdadana  con 
principios Y métodos del diseño 
para el cambio de  
comportamiento

Juan P. Velásquez  
and G. Mauricio Mejía
Universidad de Caldas 
Colombia

criterios para Una teoría de 
diseño

William Ospina Toro
Universidad de Caldas 
Colombia

la visión artificial para la  
enseñanza biomética  
cardiológica

Carlos Eduardo Martínez Niño
Colombia

la estrategia del movimiento

Carlos Smith Rovira
Colombia

del vitral a los bits o bYtes

Mateo Barney
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la biónica en la constrUcción 
de la paz colombiana. Una 
experiencia sobre los procesos 
de investigación en el semillero 
de biónica Y diseño del itm

Erika Solange Imbett Vargas, Luisa 
Fernanda Hernández Gallego 
 and Héctor Alejandro Zuluaga Cometa
Instituto Tecnológico Metropolitano
Colombia

la pintUra fotogénica: 
michel foUcaUlt sobre 
gérard fromanger (análisis Y 
presentación de la tradUcción 
del texto al español)

Gloria Inés Ocampo Ramírez and 
Adriana Pertuz Valencia
Instituto Tecnológico Metropolitano, 
Universidad Nacional de Colombia
Colombia

apropiación social de la 
diversidad biocUltUral a través 
de la creatividad simbólica

Hellen Zamudio Ceballos

POSTERS
desarrollo iconográfico de 
las figUras zoomorfas de la 
cUltUra mUisca en el periodo 
temprano Y tardío

Evelyn Natalia Camargo Márquez 
and Gabriela Wiesner Montaño
Universidad Santo Tomás
Colombia

tradUcción intersemiótica, 
recUperación Y visibilización 
identitaria a través de la 
imagen

María Ximena Betancourt Ruiz
Escuela de Diseño, Fotografía y 
ReHlPaHcPŀn A\KPo]PZ\Hl� =nP]erZPKHK Ke 
*ogotı 2orge THKeo 4oaHno
Colombia

ivKa

Erika Estefanía Silva Delgado and Diego 
Vásquez Aponte
Universidad Militar Nueva Granada
Colombia
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evalUación heUrística aplicada 
a estrategias de diseño para el 
cambio de comportamientos

Paula Escandón and G. Mauricio Mejía
Universidad Nacional de Colombia / 
Universidad de Caldas
Colombia

álbUm-libro: medida preventiva 
contra el bUllYing en la 
edUcación inicial

Ángela Camargo Amado
Corporación Universitaria Unitec
Colombia

ecosistemas de emprendimiento 
como artefacto de diseño de 
cUarto orden caso de estUdio 
manizales más

Viviana Molina Osorio  
and Jorge Hernán Maya Castaño
Colombia

investigación-creación en 
doctorados colombianos de 
arte Y diseño

Antonio Stalin García Ríos

la YUxtaposición de la tercera 
con la séptima

Camilo Hermita

el rito Y la máscara. identidad 
simbólica en el carnaval de 
barranqUilla

César Andrés Bohórquez Cruzco
Universidad Autónoma del Caribe
Colombia

revista expresiones cUn

Ana María Hernández
+orWorHcPŀn =nP�cHKH NHcPonHl Ke 
Educación Superior CUN,  
Regional Tolima
Colombia

Un rol mUltifacético en la 
investigación docente del 
formador de diseñadores

Andrea Carolina Cuenca Botero
Universidad de Ibagué
Colombia

desarrollo de marca regional 
para la recUperación de 
identidad tolimense mediante el 
diseño gráfico Y la artesanía

Aura V. Múnera Monsalve
+orWorHcPŀn =nP�cHKH NHcPonHl Ke 
Educación Superior (CUN)
Colombia
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Gueê, a TribuTe To The Tikuna 

Woman

Paola Lamprea Cardona

Documentary Director GueêAncestra 
Films. Production: Gustavo de la Hoz
Colombia

PresenTaTion: isea educaTion 

Forum

Ernest Edmonds

Chairman of the Board  
of ISEA International

UK -Australia

Welcome

Felipe César Londoño

Rector of Universidad de Caldas - 
Director of International Image Festival
Colombia / Hungary

inTroducTion: “The Value oF 

knoWledGe TransFer in aya yala 

abya yala”

Nina Czegledy

Professor Ontario College of Art and 
Design University, Toronto. Member of 
the Board of Directors Leonardo / ISAST
Canada

blackFooT bloGs and The charm 

oF lanGuaGes

Eldon Yellowhorn

BA, BSc (University of Calgary), MA 
(Simon Fraser University), Ph.D. 
(McGillUniversity)
Canada

inTerculTural uniVersiTy 

maloca ProjecT. sTudenTs 

rePresenTinG 6 indiGenous 

communiTies (PuTumayo, nariño, 

cauca, amazonía)

Javier Lozano Escobar and Adriana 

Gómez Alzate

Universidad Nacional de Colombia 
/ Intercultural Indigenous Chair - 
Universidad de Caldas / Intercultural 
Indigenous Chairde Manizales - 
Professor Universidad de Caldas
Colombia
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Jo Tito

Maori from New Zealand
New Zealand
Canada

book PresenTaTion: jakká- 

ninudlamama 

Luis Nuivita Mamatacán  

and Oscar Salazar Gómez

Student of Legal Sciences Universidad 
de Manizales - Professor Universidad de 
Caldas
Colombia

communiTy, arT, science and 

TechnoloGy. reFlecTions on 

ProducTion and arTisTic 

PracTice

José Luis Romero and Emanuel Tepal

Arte a 360 Grados - Nahuas of 
Cuauhtotoatla, Tlaxcala, Mexico
Mexico

Plenary

moderator: Gabriel Vanegas

Minkalab Colombia
Colombia

educaTion For Peace

Hernando Hernández

OM�ce oM 0\THn RPghtZ� >PctPTZ  
and Peace of the Gobernación de Caldas
Colombia

educaTion For Peace

moderator: Gabriel Vanegas

OM�ce oM 0\THn RPghtZ� >PctPTZ HnK 
Peace of the Gobernación de Caldas
Indigenous leader of the Embera Chamí 
ethnic group
Colombia
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Colombia-FranCe Year 2017

The decision to organize the Colombia-France Year 2017 was taken on January 25, 2015, during the 
official visit to France of President Juan Manuel Santos, by the presidents of both countries with the 
aim of strengthening bilateral relations and updating the perception of France in Colombia and of 
Colombia in France. French Government has organized the ambitious program of Cultural Years and
Seasons for 30 years with different nations of the world, in the frame of its cultural diplomacy in order 
to promote cooperation not only at the level of governments but also citizens. This is the second time 
in Latin America, after Brazil in 2009. The programming of the Colombia-France Year 2017, includes 
all sectors (cultural,educational, economic, gastronomic, tourism and sports) and the main cities of
France and Colombia. The priority of the Year is to show another side of each country, less known, 
more surprising for the general public. During the first half of 2017 a contemporary and innovative 
France is introduce in Colombia, and from July to December a creative and diverse Colombia will be 
present in France. Colombia-France Year 2017 is organized in France by the Institut Français, the 
cultural agency of the Ministry of Foreign Affairs, and in Colombia by an inter-sectoral committee 
composed by Ministers of Culture, Foreign Affairs, Education and Trade, Industry and Tourism.

Anne Louyot 
French General Commissioner

Fabián Sanabria
Colombian General Commissioner





FranCe guest CountrY
16th international image Festival - isea2017 manizales

For more than 30 years, France has been holding the Cross Year, a bilateral cooperation program 
considered as a project of excellence around the world, allowing cultural and academic exchanges 
through different events.

This year, Colombia is part of this program, which is for the first time in a Spanish-speaking country 
and will be developed in two stages: one season France in Colombia until July, followed by a season 
Colombia in France until December.

In the frame of the Colombia-France Year, an initiative led by the French Institute, the Embassy of 
France and the Ministry of Culture of Colombia, the 16th International Image Festival - ISEA2017 
presents France Digital, a panorama that brings together in Manizales the avant-garde of French 
digital creation as an opportunity to project its leadership in contemporary creation and innovation 
through art and digital technology, and to accompany Colombia on the road to peace.

There will also be the presence of participants and French guests, who come to the country as part 
of the calls and activities proposed by ISEA International and the Universidad de Caldas for the 
realization of this joint event.
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Digital CoeffiCient (CoefiCiente De Digital)
Dominique Moulon 

France
mediaartdesign.net

There would be today, according to Norbert Hillaire summoning 
Marcel Duchamp, a digital coefficient in each work. When this is 
expressed in different ways according to the plural practices of a 
unique contemporary art. And how could it be otherwise, in this 
totally numeric world? Start with the artists who carry out their 
initial research through engines to determining algorithms. 

Without omitting those who, from the Internet, extract the 
very materials of their creations in becoming for the purpose of 
contextualizing them into ‘white cubes’. The objects of our co-
morality are empowered. There are also artists from the cultures 
‘open sources’, to divert them in order to invite us to reconsider  
our relations with the world of machines. 

Considering the premises of a strange/rare relationship of art 
with the technologies that we can today, dating from the end 
of the sixties, it would have taken fifty years before finally, the 
digital would have contaminated the integrality of the artistic 
means. Images or sounds to objects, such as mechanization / 
manufacturing treatment. In order, beyond the tendencies,
to become the essential medium of contemporary art.

KEYNOTES

Photo by: Stéphane Bissière 
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Chris Marker, all the MeDia/arts together
Raymond Bellour 

France

Novelist, essayist, critic, publisher, filmmaker, vidéomaker, drawer, 
mutimedia artist, musician even, there are few fields in which 
Chris Marker did not excel. This lecture will be mainly devoted 
to the series of works which, since Zapping Zone (1990) to The 
Hollow Men (2005), have developed as so called multimedia 
works (installations and CD-Rom), inventing new spaces and new 
constellations in a work which has nevertheless been till its end 
faithful to cinema.
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Hasard Pendulaire #
Mathias Isouard

France 
misouard.free.fr

Hasard pendulaire # (pendulum random) is a series of sound and 
sculptural installations, made in harmony with the exhibition 
space. They are composed of a pendulum that oscillates above a 
spatial partition.

Performative, these installations/ instruments are activated by a 
launcher, the interpreter who define the course of things with a 
simple unconscious gesture. Indeed, when thrown, the pendulum 
strikes, throughout its race, the sculpture thus producing specific 
rhythmics of acoustic sound corresponding to used materials. 

In addition, these percussive sounds are captured and processed 
directly by a computer which generates, in the same listening 
space, an artificial second sound content. Tuning and detuning 
sounds with swings of the clock, these installations question the 
elasticity of the spacetime through a generative writing.

They also interrogate the links between spatial and musical; 
between matter and sound. On an arbitrary and anecdotal action 
results in a unique visual and sound composition, with indefinite 
durations, that will play of the expectations of the viewer.

Hasard pendulaire #6, exposition INFRAMINCE, 
Villa Mallet Stevens, Paris

Installation sculpturale et sonore © Mathias Isouard 
2016

EXHIBITIONS
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Timée
Guillaume Marmin and Philippe Giordani

France 
www.guillaumemarmin.com

Invited in 2014 in the Meetings Arts-sciences of St Priest, 
Guillaume Marmin and Philippe Gordiani collaborated with the 
Research center in Astrophysics of Lyon in the production of 
Timée, review of Platon’s eponym work. Between mathematical 
and metaphysical, the philosopher describes “Timée” as the 
solar system where the distances between planets amount to 
harmonious musical intervals. The universe would be ordered 
such a completed baptized partition Music of Spheres. Based on 
exchanges and reflections around this theme, the installation 
delivers a subjective and poetic interpretation of the origins of the 
astrophysics.

Photo by: Jean-Baptiste Luneau
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Californium (media arT - arTisT Talk)
Marc Lustigman

France

Californium is a subjective search and exploration game inspired 
by the life and work of American science-fiction writer Philip 
K. Dick. You play as Elvin Green, a writer trapped in powerful, 
contradictory multiple realities. Guided by a mysterious being, will 
you find out what lies behind the pretenses? Explore the worlds of 
Californium!

Wei or die (media arT - arTisT Talk)
Sara Brucker
Résistance Films 

France

They had two days to get integrated. Two days out of sight. 
Everything should have remained secret. But a body was found. 
WEI OR DIE is a new kind of fiction, immersive and interactive, 
placing the web surfer at the heart of a hazing weekend that turns 
into a nightmare. 

Seazed by the police, every live image recorded by the students 
during the weekend is re-synchronized and arranged on a 
timeline. As the story unfolds, users are free to choose which 
footage they want to watch and to switch from one camera to 

another. 
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PHallaina (media arT - arTisT Talk)
Pierre Cattan 
Small Bang

France

At the crossroads between graphic novel and animation films, 
Phallaina is the very first scrolling graphic novel for tablets and 
smartphones. Made with effects of scales and transitions, this app 
in horizontal scrolling is enriched by parallax effects and a heady 
sound creation. 

In a world similar to ours, Audrey enrolls in clinical trials. She tries 
to understand the origins to her hallucinatory crises, during which 
her field of vision is invaded by a shoal of cetaceans. Intimate 
adventure along the path of a personal transformation, combining 
cognitive sciences and mythology, this free French-English app is 
available on iOS and Android for an hour and a half of reading.



22
1

GeneraTion WHaT? (media arT - arTisT Talk)
Margaux Missika
Upian

France

Generation What? is the first ever trans-media project bringing 
together worldwide broadcasters. Generation What? opens a 
window onto the hearts and minds of the worldwide youth. The 
project is thought as a six months’ campaign in media and civil 
society built around an online questionnaire that gives young 
people aged between 18 and 34 the opportunity to share their 
views and opinions. The website is enriched by video content 
which offers young people the chance to develop their concerns 
and aspirations.

This campaign creates a moment: A unique occasion to 
engage with young people and to collaborate with civil society 
organisation. The online results of the questionnaire and the 
sociological studies around it aim at improving public perceptions 
of young people and give an insight into their views and concerns. 
After launching Generation What? with 18 broadcasters in 13 
countries all over Europe, and in 9 French overseas territories in 
2016, the project goes worldwide, giving a unique opportunity for 
youth worldwide to compare themselves.

The project is now in production in 8 Arabic countries in 2017 with 
the help of European Union, EBU, ASBU and COPEAM. It is being 
developed in countries across Asia-Pacific, with the support of 
UNESCO and ABU, and in Canada with the CBC... and maybe soon 

in South America? 
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TanTale (media arT-arTisT Talk) 
Jérémy Poulloux
La Générale de Production 

France

It is September 2017. Henri Laborde, President of the French 
Republic, arrives at the Hôtel Carlton. Personalities from the 
worlds of sport and politics are meeting there to decide which city 
will host the next Summer Olympics. In the hotel’s plush corridors, 
delegates and officials confer, make promises and secretly 
speculate. The choice of Olympic city will greatly affect the futures 
of Paris and Mumbai, the only two contenders left in the running, 
but it will also impact on other issues that are seemingly unrelated 
to the Games. Surrounded by his advisors, Henri Laborde enters 
the spacious lift. Who should he see?
     
What arguments can he use to convince the people whose opinion 
will make a difference? The countdown has begun... Then his 
telephone vibrates. His daughter is calling. So should he answer 
or not? The choice is yours: You are France’s head of state! And 
what if this first, apparently trivial decision could literally change 
history?
     
For once in the world of politics, it is you who decides! You are the 
President of the French Republic. In this ‘story where you are the 
hero’, you will have to negotiate expertly to make 
sure that the next Olympic Games are awarded to Paris. You must 
deal with attempts at corruption and machinations of every kind: 
the future of France is in your hands. 
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orGans
Pascal Haudressy

France 
pascalhaudressy.fr

Text by David Rosenberg

To Samarcade, the vision is clouded and deepened by the contact of architecture and its innumerable 
ornaments. Everything is of a vibrant fixity: the ties compose and decompose fleeting motifs. Everywhere, on 
the ground, on the walls, on the surface of the domes, a mute art unfolds, whispering of words, an abstract art 
generating penetrating visions.

Mosaics prefigure our pixelated images. The fabrics and their reflection of “moiré” effect, the carpets and their 
imbricated motifs aspire the look, capture it and animate it of a kaleidoscope movement. We are at the heart 
of an abstract universe, mathematical and spiritual based on rhythm and repetition; Where the eye is no 
longer the starting point from which the “images” are ordered, but the crucible where they are formed and 
dissolve.

A hypnotic or meditative geometry: this is how Pascal Haudressy characterizes what is the source of the 
first series of works presented here. Simply titled Organs, this is a set of “video-loop” (loop) where each 
organ -heart, brain and lung- is represented in isolation by a specific color -red, blue or green- on a black 
background. The works can also be combined in the form of diptychs or triptychs. From the point of 
rendering, they evoke medical tomography, but the comparison stops here. With these “drawings,” it is more a 
matter of processes cycles and rhythms, than of anatomical accuracy.

Satori visual: the gaze is rocked by a double movement; That of the organ itself (diastole/systole of the heart, 
inspiration/expiration of the lungs, neuronal activity) and drawing, constantly being reconfigured. Formation, 
deformation, information: Flow of images and incessant calculations that underlie them. A cyclical movement 
similar to the waves. A vibrant silhouette as in weightlessness.

To produce this new pictorial matter, at once chaotic and orderly, Haudressy “spoils” computers. He introduces 
“glitches” (electronic bug) and some “bugs” that will in turn induce uncontrolled modifications of the image. 
Alterations, transformations, deformations: The computer is obliged to constantly recalculate the coordinates 
of each point or pixel. Taken in an iterative process without end; The drawing produces no more a fixed 
structure, but some evolving forms.

This work may evoke the dynamic and fractal focus of Julie Mehretu’s drawing, the graphs of Jorinde Voigt, 
or Giacometti’s “additive” method that takes the figure not through a definite line, but a series of entangled 
approximations with the others. It is also possible to cite, by virtue of more distant artistic affiliations, 
the software “Life Forms”, from which Merce Cunningham used to elaborate his choreographies or the 

investigations of the OuLiPo, prototypes of an art that generates evolutionary structures.
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_nybble_
Alex Augier

France
www.alexaugier.com

_nybble_ is an audiovisual, formal and spatial performance which 
aesthetics fluctuates between “digital minimalism and organicity”. 
Two poles of a same continuum. The formal fluctuation is made 
by a generative visual where various forces impose, to a particle 
system, both natural movements and more or less complex 
geometric movements. The modular synthesizer replaces the 
musician in the heart of the proposal and brings the musical 
fluctuation desired by the project. 

The stage design allows the audiovisual medium to deploy in space 
via a specific structure composed with 4 transparent screens and 4 
points of sound diffusion. It offers to the public a quadriphonic and 
quadriscopic image for a total synaesthetic experience. _nybble_ 
is coproduced by Arcadi (Paris, FR), Stereolux (Nantes, FR), Alex 
Augier Studio (Paris, FR) and supported by La muse en circuit 
(Alfortville, FR).

SOUNDSCAPES

Photo by: Quentin Chevrier
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Croix
Franck Vigroux

France
www.franckvigroux.com

Croix is a new audio and visual performance by French sound 
explorer Franck Vigroux.
Vigroux’s multifaceted and challenging body of work sits at the 
crossroads of electroacoustics, noise, and industrial music. With 
is analog and digital instruments, Vigroux’s music is made of pure 
and distorted drones, polyphonic noises and harsh industrial 
rhythms. 

Croix’s generative video has been created by artist Antoine 
Schmitt. The visuals of Croix are centered around the figure of the 
Kasimir Malevitch’s cross, symbol of the artistic consciousness. 

The figure itself is constituted of thousands of individual pixels, 
which explode in space according to the levels of energy of the 
audio. In silence, they reform the cross. 
The generative system is connected to the live music during 
the performance. It provides a quasi-literal visualization of the 
dynamics of the music all the while being the fixed point around 
which it revolves. 

Photo by: Jérome Bouchet 
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Happening “presage”
Hicham Berrada

France
www.hichamberrada.com

The work of Berrada, who starts from his studies in art and 
science, unites both intuition and knowledge, science and poetry. 
In his work he explores scientific protocols that imitate, very 
closely, different natural processes and / or climatic conditions. 
“I try to master the phenomena that I use in my works, just as a 
painter dominates their colors and brushes. As brushes and colors 
I use heat, cold, magnetism and light.”

Photo was taken from: www.hichamberrada.com/pagepresage2013.html

SCHEDULED INTERVENTIONS
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VanisHing Walks
Diego Ortiz and Antoine Gonot

France

Vanishing Walks is a show without actors. It is “acted” in its totality by the public on stage with the 
help of tablets. Taken together, viewers are connected to a device that is going to be inseparable from 
the theatrical performance. The device is both an expression space and a tool that determines the rules 
and restrictions of the show. Viewers follow the instructions of a text that appears on the screen of 
their tablet. This has the form of a classic theater text, with the stage direction, for the indications of 
play, and a text “dialogued” intended to be read aloud.

As much as the scenographic factory that supports reading, the tablets are connected to all the scenic 
elements: from video projections to lighting, to music. Each viewer intervention is synchronized with 
the writing of music or video projections, giving them an additional dramatic “responsibility”. Two 
stories are told simultaneously: the story of a community that is disintegrating -within the story- and 
the appearance of a new one -the spectators- actors on the scene. Vanishing Walks describes the 
events that led a group of people to shed their body wrapping in favor of a purely virtual existence.

Vanishing Walks describes the events that led a group of people to revel in their bodily wrapping in 
favor of a purely virtual existence. The characters belong to the Furry community and their group was 
created in Second Life before alternating their encounters between the real and the virtual. Following 
their will to transgress their human condition, they found a way to discharge their consciousness in a 
computer machine, seduced by the promise of an immortal life in the form of an artificial intelligence. 
But this new life, far from being singular, reduces them irremediably to a form of computer life 
without autonomy.

Converted into executables through a computer program, the “consciences” became script lines. 
Deprived of humanity, turned into computer language but incapable of developing their intelligence, 
“consciences” do not try to recover their human condition or escape from their new life, they simply 
repeat the lines of command constantly, for in this has become their function.

Vanishing Walks proposes a reflection of our relation to virtuality through a spectacle without actors. 
It is a form of participatory and immersive theater that aims to break the barrier between performing 
arts and new technologies, in particular, the inclusion of mobile technologies on stage. It also breaks 
the boundary between the viewer and the actor, between the audience and the stage.
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NONOTAK STudiO
NOemi Schipfer ANd TAKAmi NAKAmOTO

France
www.nonotak.com

NONOTAK Studio is the collaboration between the illustrator Noemi Schipfer and the architect 
musician Takami Nakamoto. Commissioned by the Architect Bigoni-Mortemard to create a mural in 
the lobby of a public housing building in Paris, NONOTAK was created in late 2011. 

In early 2013, they start to work on light and sound installations, creating an ethereal, immersive and 
dreamlike environment meant to envelope the viewer, capitalizing on Takami Nakamoto’s approach 
of space & sound, and Noemi Schipfer’s experience in kinetic visual. They presented their first 
audiovisual installation at the Mapping Festival in May 2013. In summer 2013, NONOTAK come up 
with a performance, LATE SPECULATION, where they are the creators and contents of the project. 

NONOTAK have been commissioned by the Mapping Festival (GENEVA), EM15 ELEKTRA / MUTEK 
(MONTREAL), la Nuit Blanche (PARIS), Roppongi Art night (TOKYO), Axcess Art Gallery (NEW YORK), 
Stereolux (NANTES), Playgrounds Festival (TILBURG), Mirage Festival (LYON), Vision’R, Insanitus 
Festival (LITHUANIA), FUZ Festival (PARIS), Lunchmeat Festival (PRAHA), KIKK Festival (BELGIUM), 
Nokia by Lumia (ISTANBUL). Their work has been exhibited at institutions and galleries including 
Tokyo Grant Hyatt Hotel, l’Opéra de Lyon, Batiment d’Art Contemporain de Genève, Theater de NWE 
Vorst, La Fabrique, Pavillon Carré de Baudouin, Le Générateur.

For this year, the duo NONOTAK presents the inaugural performance called Late Speculation of the 
16th International Image Festival - ISEA2017. In addition to that, it brings an exhibition called Zero 
Point Two that is part of the artistic activities of the event.

Text and photo were taken from www.nonotak.com

INSTALLATIONS AND
 EXHIBITIONS
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A space where ideas, artistic projects and cultural initiatives are 
mixed, Nuits Sonores has been building a demanding panorama, 
with an ambitious editorial line, of contemporary, independent, 

electronic and digital cultures for 15 years. Nuits Sonores claims a 
risky and exploratory vision, in search of new artists and emerging 

aesthetics, always on the lookout for new uses and innovative 
practices.

Nuits Sonores is a cultural, artistic and urban laboratory born in 
2003 in Lyon, France.

An essential player at the local level, a major event at the national 
level, Nuits Sonores is in full expansion on an international scale.

Information provided by: nuits-sonores.co
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Polar InertIa

France

Polar Inertia is not a musical project like the others. It is a group of 
polyphonic and mysterious artists born in the underground techno 
scene. A polymorphic experience animated by different musician 
artists led by the obvious desire to take risks by going beyond the 
standards of techno and clubbing.

Text and photo were taken from: nuits-sonores.co
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arnaud rebotInI
Blackstrobe Records

France
www.rebotini.blackstroberecords.com

Author, composer, performer, producer and mixer, Arnaud 
Rebotini is an emblematic figure of electronic music. His greatest 
talent lies in staying at the crossroads of the genres, both avant-
garde and timeless, and unite them. Known for using analog 
synthesizers, it is a central figure in a new international electronic 
scene that bets on the return of the use of Electronic machines. 

His live performances are applauded in a unanimous manner as it 
is their presence in the clubs and the most reputed festivals of the 
world. Arnaud Rebotini will appear for the first time in Colombia, 
with his latest audiovisual project.

Text and photo were taken from: nuits-sonores.co
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ARTIST TALKS

AnokuA 
Pierre Cattan 
Small Bang

France

Anokua is a three-part project which combines different forms 
of storytelling and experiences to convey the cosmogony of 
Columbia’s Sierra Madre people to the public. Written and 
co-produced by a Franco-Colombian team, Anokua a multi-
platform experience: proposes a documentary, in the shape of an 
initiation story, a web series which engages philosophy, science 
and spirituality in a communal discussion, and a virtual reality 
experience, expanded into a museum installation, to delve into the 
cosmovisions of the Sierra’s people.
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our BABy 
Jérémy Pouilloux
La Générale de Production

France

A VR mini-series in 10 episodes.
As you emerge from your mother’s womb in a Paris hospital, you 
see the world and the world sees you for the first time. When 
you come face to face with your thirty-something parents (your 
mother is looking haggard after her labour, your father anxious 
and already wary), they see a physical defect affecting your face, 
one that will mark you forever. Will they be able to cope with this 
misfortune?

Another life is just beginning for them, one of hell and love, 
one where they must master their distress and achieve a new 
equilibrium. Can they accept you as you are?

Welcome to the world of a newborn infant.

CuBA underground
Sara Brucker
I love transmedia

France

As Cuba opens up to the outside world, the Cuba Underground 
series explores the island’s alternative culture and goes out in 
search of Cuba’s new generation of rebels. Skateboarders, graffers, 
punks, designers, and tattoo artists… On the edge of the law, they 
break with social conventions and create new trends to make 
Havana one of the cultural capitals of the world.
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eArn A Living
Margaux Missika
Upian

France

What would you do if you were given money for nothing?

Our documentary series observes the concrete effects of basic 
income through life-size studies (USA, Finland, Kenya), while our 
multiplayer digital board game offers a playful and interactive 
simulation of basic income in a fictional setting.

Homo mACHinA 
Marc Lustigman  
Darjeeling
 
France

Homo Machina is a 2D exploration game inspired by Dr Fritz 
Kahn’s iconic illustrations of the inner workings of the human 
body. The player navigates inside the industrial palace of the man-
machine, solving puzzles along the way. This metaphorical journey 
within the extraordinary world of the human body allows the 
player to make sense of our inner biology with the help of Kahn’s 
simple and evocative graphic system.

In Homo Machina, tiny workers are hard at work round the clock 
to ensure the proper operation of every bodily function. Every part 
of the body has its own avatar - the eye becomes a folding camera, 
the lungs take the guise of copper piping, the stomach and the 
intestines figure a train of conveyor belts – that the player must 
understand and manipulate to go forth in his exploratory journey.
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Transmedia immersive UniversiTy
Jérémy Poulloux
La Générale de Production 

France
www.transmediaimmersiveuniversity.com

The association TRANSMEDIA IMMERSIVE UNIVERSITY (TIU) 
was created in 2011 by French audiovisual producers in order to 
widely promote transmedia works in France abroad. As such, TIU’s 
objectives are to bring together media professionals, particularly from 
the audiovisual, videogame and live action world, to promote their 
digital transition; to reveal young talents of webcreation through the 
TIU Lab - a pedagogic laboratory to professionalize the sector and 
accompany throughout the year the creation of student projects and 
their insertion into the market; and to introduce digital creation to the 
greatest number of people through the festival I LOVE TRANSMEDIA, 
which is held every year at La Gaîté Lyrique in Paris.

On the occasion of the 2017 France-Colombia Year, TIU holds an 
exchange program on webcreation to develop collaborations between 
French and Colombian creators and producers and promote their 
work in both countries. In June, the French delegation will be present 
during ISEA2017 and next October I LOVE TRANSMEDIA festival will 
highlight Colombian webcreation in Paris as well.

INSTITUTIONAL
PRESENTATIONS
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PXn
Margaux Missika and Jérémy Poulloux
Upian

France
www.pxn.fr

PXN is a nonprofit organisation gathering independent producers 
engaged in the field of new media production. PXN aims at 
contributing to the digital transition in France’s cultural and creative 
industries. PXN intends to:

− Play its part in assessing the digital development strategies of public-
service broadcasters,
− Urge the authorities to significantly enhance the resources allocated 
to digital creation,
− Contribute to the reform of existing systems of aid for digital creation 
provided by the Centre National de la Cinématographie and regional 
support funds, as well as those determined on a European level,
− Support the activity of audiovisual-production associations in the 
digital field,
− Participate in the training of talented individuals (writers, graphic 
artists, web designers, developers, creatives, etc.) in the sector and 
encourage them to continue working in France,
− Defend the heritage status of digital works and protect their creators’ 
rights,
− Promote international awareness of French excellence.
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LE CUBE, DIGITAL CREATION CENTER
Carine Le Malet

France
www.lecube.com

Le Cube is a pioneer in the French cultural scene: an outstanding venue for digital art and creation, 
firmly rooted in the heart of innovation, education and the digital society. It has been acknowledged 
within and outside France as an iconic forerunner in these fields since 2001.

Le Cube invites everyone to discover and practise new forms of expression through fostering dialogue. 
It encourages creative approaches, while giving collective thought to transformations in society. It aims 
to be a spawning ground for experimentation, and a creative, “constant demo” workshop.

As well as digital expression activities designed for everyone (over 5,000 hours provided each year), a 
co-working space and an arts programme (over 2,000 scheduled events), Le Cube also develops digital 
education actions throughout the territory via projects mingling teaching with innovation. In addition, 
it offers creative residences and assists young artists with the Prix Cube, an annual international prize 
for young digital art creators.

In 2011, it began publishing its magazine on forward thinking about the digital society, to which more 
than 70 writers have already contributed (www.cuberevue.com); not to be overlooked its monthly 
interactive programmes, “Rendez-vous du Futur” with over 30 numbers which was launched in 2010 
and “The First ”.

Created in 2001 on the initiative of the Issy-les-Moulineaux town council, Le Cube is a venue 
belonging to the Grand Paris Seine Ouest, and is managed and coordinated by the ART3000 
Association.

MARKET OF DESIGN, ELECTRONIC 
ART AND TECHNOLOGY
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Annick Bureaud 

France
www.annickbureaud.net

www.olats.org

Where is Art And Where is science in Art-
science?

Art-Science is a strange construct where none of the two words 
qualify the other. It is not a genre, neither a movement, nor an 
aesthetics or a single ideology. Art-Science is a nebulae of practices 
and approaches, of desires and politics. Based on recent projects 
—such as Trust Me, I’m an Artist, FEAT/Future Emerging Art and 
Technology, LASER Paris— and on a larger body of artworks, this 
talk will address some of the questions raised by the blossoming 
area of art-science by unfolding some of our implicit bias and 
prejudices.

KEYNOTES
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Anne-Marie Duguet

France
www.anarchive.net

Anne-Marie DUGUET is Emeritus Professor at the University 
Paris 1 Panthéon-Sorbonne and art critic. Among her publications 
are Vidéo, la mémoire au poing (Hachette, 1981), Jean-Christophe 
Averty (Dis-voir, 1991), Déjouer l’image. Créations électroniques et 
numériques (Éditions Jacqueline Chambon, 2002).

Curator of the exhibitions “Jean- Christophe Averty. Collages, 
découpagesdz (Espace Electra, Paris 1991),DzThierry Kuntzeldz 
(Jeu de Paume, Paris,1993), DzSmile Machinesdz (Akademie der 
Kunst, Berlin, 2006), Dzpeter campus video ergo sumdz(Jeu de 
Paume, Paris,2017). 

Co-curator of the Biennale Artifices (Saint-Denis, 1994 and 
1996). Since 1995, she has been the director and editor of the 
Dzanarchivedz series, digital archives and multimedia projects on 
contemporary art, with Antoni Muntadas, Michael Snow, Thierry 
Kuntzel, Jean Otth, Fujiko Nakaya, Masaki Fujihata, Peter Campus. 
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Florent Di Bartolo

France
www.webodrome.fr/about.html

Florent Di Barto is Assistant Professor of Digital Arts at the 
University Paris-Est Marne-la-Vallée. His research focuses on the 
history and aesthetics of connected artworks. Its doctoral thesis 
and main papers question the visibility and accessibility granted by 
media artists to data flows that are gathered and curated by social 
web platforms. 

His work also includes the design of interactive data visualizations 
and the development of web applications carried out as part of 
digital archives study.

ACADEMIC CALL

Photo was taken from: uvde.fr/
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Jean-Marc choMaz

France

Jean-Marc Chomaz is an artist physicist, Director of Research 
at CNRS, Professor at Ecole Polytechnique, and Chair of the 
Laboratory of Excellence LaSIPS de University Paris Saclay, he has 
been involved in art/science relations since 1992. His scientific 
research encompasses areas such as the dynamics of soap films, 
global instability, the vortex breakdown, geophysical and stratified 
fluids and biomechanics. He is a Director of Research, professor 
and chair at the University Paris-Saclay, and has co-founded the 
LadHyX Hydrodynamics Laboratory he co-directed from 1990 to 
2013. 

Photo was taken from: www.off-ladhyx.polytechnique.fr/people/jmarc/

CREATIVE CALL
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Marianne Decoster-taivalkoski

France

Marianne Decoster-Taivalkoski is a French interactive media and 
sound artist based in Finland where she teaches at the University 
of the Arts Helsinki, in the Centre for Music & Technology of the 
Sibelius Academy. She has been the Head of this centre since 2013. 
She opened in fall 2013 the Exploratorium on sonic and bodily 
gestuality introducing to artistic based research thinking and 
ethics, and using improvisation as a tool for experiments. In 2011 
she was a founding member of the interdisciplinary improvisation 
research group at the CM&T with musicians and dancers and in 
2012 a co-teacher of the ImproLab. 

She performs improvised sounds with objects in space and is a 
member of the electroacoust ensemble Aquatrio for live water 
sounds and live electronics. Her work with sounds follows an 
experimental and phenomenological approach, focusing on the 
physicality and materiality of sounds in specific spaces and places 
and how they arouse in us dynamic, sensual and material images.
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Michel Wieviorka

France

Michel Wieviorka was born in Paris on August 23, 1946. He is one of the most important sociologists at 
the international level. His research values both global thinking and the utility of taking into account 
the individual subjectivity of social actors. His specific lines of research include issues of conflict, 
violence, terrorism, racism, anti-semitism, democracy, multiculturalism and phenomena of cultural 
difference, construction of individuality. Doctor of Arts and Humanities, Wieviorka is the author of 
more than thirty books translated into Spanish, English, Japanese, German, Polish, Portuguese, among 
other languages. Among the highlights are: Society and terrorism (Paris, 1988), which won the Amalfi 
European Jury Special Prize in 1989, The Space of Racism (Paris, 1991), Against Terrorism (Paris, 1995), 
La Diferencia - (Paris, 2004), Antisemitism (Paris, 2005), Nine Lessons in Sociology (Paris, 2008), The 
digital imperative - book on the challenge of TICE in The construction and diffusion of knowledge 
(Paris, 2013). Return to the Sense: to end the decline, Paris, 2015). Jews, Muslims and the Republic in 
collaboration with Farhad Khosrokhavar (Paris, 2017).

He directed the Center for Sociological Analysis and Intervention (CADIS) from 1993 to 2009, a 
research center founded in 1981 by Alain Touraine at the School of Higher Studies in Social Sciences 
(EHESS). Since 2009, Wieviorka has been managing the Fondation Maison des Sciences de l’Homme 
(www.fmsh-paris.fr), founded in 1963 by Fernand Braudel. Between 2006 and 2010, Wieviorka was 
President of the International Association of Sociology. Doctor Honoris Causa of the Pontifical Catholic 
University of Peru.

He is founder and director of the International magazine SOCIO published by the publisher FMSH. 
The first issue (Paris, 2013) launches a Manifesto co-signed with the American sociologist Craig 
Calhoun, director of the London School of Economics, in which it is argued that if social scientists of 
all countries should unite leaving one Side their innumerable differences, what would be the meaning 
of such a commitment? What cause would merit that they take that risk? The social sciences are now 
“global” and in many countries, researchers propose new approaches and give rise to new challenges, 
new objects. This Manifesto is part of a tradition in which the social sciences contribute to progress 
and emancipation, to the project of increasing the capacity for analysis and action.

SPECIAL GUEST
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