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Preface

Five years ago, the European Commission set up, in its Directorate
General for Communication Networks, Content and Technology, the
S+T+ARTS program—innovation at the nexus of Science, Technology
and the ARTS. This program has the ambition to promote art-driven
innovation in technology by immersing artists into R&D teams in indus-
try and academia. It has various strands, among them, the STARTS
Prize that has become the crown jewel of the STARTS program.

In its first five years of existence, the STARTS Prize has honored many
inspiring collaborations between artists and engineers that gave pre-
cious insights into how artistic thinking can become part of technology
development and help design tomorrow’s technologies based on
appreciation of human values and the environment. The arts can help
make technology more human-centered and develop novel forms of
interaction between humans and machines. STARTS Prizewinners and
nominees have pushed the limits of engineering with unconventional
methods, as with ROCKPRINT or Amsterdam’s 3D Printed Steel Bridge,
that have opened new venues for material engineering. Often, they
have launched reflections on technology, in particular on Artificial
Intelligence, such as Anatomy of an AI system that critically explores
the whole value chain of voice-assistant devices and their social and
environmental consequences.

I am more convinced than ever that a European approach to digital
innovation must be rooted in our strength in the arts and in culture. In
its next five years, the STARTS Prize will continue to shed light on many
new collaborations between the art and the digital, collaborations that
will help shape new living and working conditions in a post-COVID-19
world.

Roberto Viola
Director General of Communications Networks,
Content and Technology, European Commission
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Five Years of S+T+ARTS Prize

We are living with an unprecedented level of intercon-
nection and interdependence on a global scale. As the
business world rapidly changes and grows more complex,
creativity and innovation have become key resources for
societal and economic development.* Not only has our
interconnectedness brought us new forms of media, linked
closely to technological trends, it has also significantly
impacted the role of their users, who have gone from
being mostly consumers to becoming active producers,
actors, prescribers, and influencers.

STARTS is an initiative of the European Commission to
foster alliances in technology, science, and artistic prac-
tice that effectively implement European policymaking
to nurture innovation and benefit the art world. Science,
Technology and the Arts (STARTS) limn a nexus where
observers have identified extraordinarily high innovative
potential. And innovation is precisely what’s called for
if we’re to master the social, ecological, and economic
challenges Europe is facing.

There are five pillars to the STARTS Ecosystem:

» STARTS Prize is issuing open calls to highlight collabora-
tions at the intersection of science and technology with
the arts.

» The Regional STARTS Centers intend to expand the
STARTS initiative on a local level towards a number of
European regions.

» STARTS Residencies fund longer-term artist residencies
in technology. 45 residencies have been/are being sup-
ported between 2017 and 2020.

* STARTS Lighthouse Pilots are projects tackling concrete
challenges in industry and society by operationally includ-
ing artists in them. Two new projects were started in
2019: MindSpaces (for more emotionally attractive urban
design), and Re-FREAM (for the artistic exploration of
technologies in fashion).

» STARTS Academy unites scientists, engineers, and artists
to teach digital skills to citizens in a playful way.
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The STARTS Prize initiative focuses on the most forward
looking collaborations at the crossroads of art, science,
media, technology, industry, and society. It showcases
achievements, honors the inspiring individuals and teams
behind them, and encourages further collaboration. Art is
assigned the role of a catalyst that propagates scientific
and technological knowledge and skills among the general
public, while triggering innovative processes. Accordingly,
the STARTS Prize emphasizes, on the one hand, artistic
works that influence or change the way we look at ICT &
media technology, and, on the other, very promising forms
of collaboration between the science & technology
sectors and the world of art and culture.

From 2016 to 2020, Ars Electronica, BOZAR and Waag
conceptualized and organized the STARTS Prize of the
European Commission with great success. Having linked
the Prize to the annually held Prix Ars Electronica, the
world’s most prestigous media arts competition, guaran-
teed more than 2,000 annual submissions and a diverse
and outstanding spectrum of STARTS Prize winners. Strong
community activation measures, more than 70 highly
visible dissemination events and extensive communica-
tion have built a STARTS Prize brand, perceived to be the
strongest in the STARTS field. Strong community activa-
tion measures, more than 70 highly visible dissemination
events and extensive communication have built a STARTS
Prize brand, perceived to be the strongest in the STARTS
field.

As an overview of these first STARTS Prize years, this
brochure assembles a study of STARTS Prize projects
following their selection, with short overviews of almost
150 projects honored, comprising the 10 Grand Prizes,
Honorary Mentions, and Nominations by our esteemed
STARTS Prize juries, including the statements given by
each jury on their decision.

1 Sandberg, B. ‘Art Hacking for Business Innovation: An
Exploratory Case Study on Applied Artistic Strategies.
J. Open Innov. Technol. Mark. Complex. 2019, 5, 20.
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A Theory of Change

S+T+ARTS Prize, Evaluation 2017-2019

Anne Nigten

The STARTS Prize is an annual European prize for inno-
vative projects at the interface of Science, Technology,
and the ARTS. This article reflects on the most striking
outcomes of a study that was conducted in the spring of
2020, to evaluate the first three STARTS Prize editions.
The STARTS Prize aims to promote art as a catalyst for
change and innovation in the fields of technology, science
and the social sphere. It has mobilized an impressive
number of artists, designers and engineers and built a
strong brand in recent years. This study was conducted to
reflect upon its results so far, as the prize’s first life cycle
has come to an end.

This article has three distinct sections: The first part
deals with the design of the study and the STARTS Prize
premise. After this more or less formal part, it continues
with the findings and insights from the study. The last
part summarizes the indicators, offers some concluding
thoughts and presents the most common recommenda-
tions from STARTS Prize winners.

Design of the Study

This qualitative study was conducted as an alternative to
a formal quantitative impact study. The study comprised
a compact literature study (previous ICT ART Connect
research reports and other relevant literature from the
field, STARTS and STARTS Prize web texts, jury state-
ments), a survey (questionnaire) of winners, honorary
mentions, and nominees of the STARTS Prize 2017, 2018,
and 2019. The questionnaire contained closed and open
questions. This was followed up by an in-depth assess-
ment through conversational interviews with a repre-
sentative selection of STARTS Prize winners, honorary
mentions, and nominees (referred to in short hereafter
as STARTS Prize winners). One could say that the prem-
ise of the STARTS Prize served as a Theory of Change, the
STARTS Prize as its intervention, and the key findings from
the previous ICT ART Connect research reports as indica-
tors to assess this Theory of Change.
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The study reflects a multi stakeholders’ view by combin-
ing literature studies, jury reports, statements and ques-
tionnaires, and interviews. The questionnaires addressed,
among other things, the correlation between the interven-
tion and its immediate results. It should be noted that it
was virtually impossible to assess the long-term results
as the prize is relatively new, so there are mainly short-
term or immediate results available so far. Furthermore,
there was no base line measure available. To compensate
for this, the open questions and the interviews provided
space for respondents to question, expand on, or give new
meaning to the STARTS Prize as an intervention, as well
as to its indicators. This study uses indicators to inform us
about the relevance of the prize today. Furthermore, the
interviewees brought along critical notes and suggestions
for future editions of the STARTS Prize or its future equiva-
lents. The design of this study thus provided space for
critical reflection, gave a voice to the prize winners and
contextualized some of the most outstanding and pressing
issues. In particular, the interviews with the STARTS prize
winners revealed valuable insights into their practice,
their innovative and creative ambitions, and how these
relate to the STARTS Prize’s premise.

About STARTS

The STARTS Prize is part of S+T+ARTS = STARTS—
Innovation at the Nexus of Science, Technology, and the
ARTS, an initiative of the European Commission, launched
under the Horizon 2020 research and innovation program.
STARTS’ purpose is to support collaboration between
artists, scientists, engineers, and researchers to develop
more creative, inclusive, and sustainable technologies.*

Premise and Key Finding of STARTS Prize

The premise of the STARTS Prize states that
“Science, Technology and Arts (STARTS) form a nexus
with an extraordinarily high potential for creative inno-
vation. And such innovation is considered to be precisely
what’s needed if we’re to master the social, ecological
and economic challenges that Europe will be facing in
the near future.”?



“The role of artists thus is no longer seen to be just about
propagating scientific and technological knowledge and
skills among the general public, but much more as a kind
of catalyst that can inspire and trigger innovative pro-
cesses./[...] STARTS Prize gives visibility to collaborations
between artists and industry for new pathways to inno-
vation, and to artistic exploration of technology altering
the use, deployment and perception of technology.”?

Visibility

In the following paragraphs, you can read how STARTS
Prize winners made this broad vision concrete and tan-
gible. Their response is grouped around the key findings
from the ICT Art Connect report that were used in this
study as indicators for assessing the STARTS Prize prem-
ise. But first, we’ll look briefly at the STARTS Prize’s ambi-
tion to give visibility to the innovative creative potential
of Science, Technology and the Arts with artists as cata-
lysts for innovation in society and industry. After the initial
pilot edition in 2016, the STARTS Prize gradually gained
recognition and an international audience and attracted
an impressive number of applicants from 2017 onwards
through its annual call, promotion, award ceremony, and
exhibition. (7,873 entries between 2017 and 2019). It is
thus expected to grant visibility to and raise awareness

of this emerging field of innovative practice. In order to
fully assess this, more data and extensive research in the
wider field of Science, Technology and the ARTS would
be needed. However, within the scope of this study we
have the opportunity to assess the STARTS Prize promo-
tional outreach from the prize winners’ perspective. A
vast majority (88.6%) of the respondents stated that the
STARTS Prize did indeed have promotional value for them
and increased their name or studio recognition. When it
comes to the geographic spread of its promotional out-
reach, the responses showed a very broad picture: from
local name / brand awareness, to appearances on national
television, gaining access to the worldwide academic net-
work, entering global exchange programs and participat-
ing in international art and technology exhibitions. This
confirms an earlier study* stating that the Science, Tech-
nology and ARTS field is nomadic and international by
nature. According to the respondents, the STARTS Prize’s
contribution to global promotional outreach was by far
its most important asset. This was followed by European,
national, and local outreach. The STARTS Prize has cata-
pulted up to 60 practicing ambassadors (individuals and
teams) into the international Science, Technology and Arts
arena.

STARTS Prize Promotion Reach Among Respondents

30

25

20

15

National

European

Globally None

13



The collection of key findings from ICT Art Connect study (2014) and ICT Art Connect report (2015) that were used

as indicators for this study:

e CRITICAL APPROACH TO TECHNOLOGY
e SOCIAL INNOVATION

e CREATING NEW TECHNOLOGIES

e NEW ORGANISMS FOR EDUCATION

e INFORMATION VISUALISATION

Artists as a Catalyst of Change and
Innovation: A Reasonable Claim?

e Indicator:

CRITICAL APPROACH TO TECHNOLOGY
“The role of artists thus is no longer seen to be just about
propagating scientific and technological knowledge and
skills among the general public but much more as a kind
of catalyst that can inspire and trigger innovative pro-
cesses. The artistic practice of creative exploration and
experimental appropriation of new technologies has a
wide-reaching potential to contribute to the develop-
ment of new products and new economic, social and
business models.”

(STARTS Prize website, 2020)®

In the last three editions of the STARTS Prize, we see that
the artist’s role as catalyst reflects a critical approach
towards technology. We have not encountered any simple
scientific or technical propaganda among the surveyed
and interviewed prize-winners. In all cases, scientific
and technical knowledge has been creatively contested,
appropriated, or given a different perspective by artists,
as we will see later in this study. Most prize winners (89%)
consider themselves to be a catalyst of social change or
innovation. This might seem obvious, so more details were
gathered in two specific directions: social innovation and
innovation paths for European industry. These two strands
are represented in nearly equal proportions. Though it
is worth mentioning that most prize winners identified
more strongly as either social innovators or innovators
for European industry, just under a third (28%) of respon-
dents thought of themselves as both. Most catalysts who
consider themselves both agents of social change / social
innovation and innovators for industry are found in the
Grand Prize and Honorary Mentions categories.

Let’s zoom in on the work of one such prize winner. Giulia
Tomasello, Grand Prize winner for Artistic Exploration in
2018, acts as one of those dual catalysts: she considers
herself a SOCIAL change agent and INNOVATOR FOR
INDUSTRY. Her awarded project Future Flora® is a har-

14

e SCIENCE COMMUNICATION
INNOVATION IN RESEARCH

INNOVATING ARTISTIC PRACTICES

IN A GROWING DIGITAL SINGLE MARKET
CLOSE-TO-MARKET OUTPUTS

vesting kit designed for women to treat and prevent vag-
inal infections. Future Flora suggests wearing probiotics
to keep the female body healthy. As a catalyst for social
change, Tomasello emphasizes that the aspect of empow-
erment is of crucial importance to break social taboos in
women’s intimate health. In Tomasello’s workshops, the
participating women act as co-designers and so become
citizen scientists who could use biotechnology at home,
growing and nurturing living organisms. Furthermore,
Tomasello uses surveys to set up knowledge transfers
after her workshops. Tomasello’s work is an informed,
speculative design that encourages women to familiarize
themselves with biotechnology and then wear it as a sec-
ond layer of their panties. In the meantime, Tomasello is
also raising awareness in industry, as her long-term goal
is to realize an innovative biodegradable system that con-
nects the well-being industry with the wearable fashion
industry. We can see that, on a social level, the Future
Flora project contributed to female empowerment, and
Tomasello’s appropriation of microbiome is a wake-up call
to the medical industry for considering these pharmaceu-
ticals for women, as the jury stated.

Future Flora, Giulia Tomasello
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Giulia Tomasello also draws our attention to the gender
balance among the START Prize applicants and winners.
Further investigation of the jury reports and conversation
with the STARTS production team informs us that, through
the years, there was a rising awareness about gender bal-
ance. The male dominance experienced for decades in
the field of art and technology serves as a reference point
here. In 2017, 2018, and 2019 we see a steady trend of
around 35% female and 64% male STARTS Prize appli-
cants among the entries by individuals. In 2017 and 2018,
Female / Male were the only gender boxes the applicants
could tick. In 2019, when the ‘other’ box appeared on
the application form, almost 2% checked this. There is
no gender data available for those who applied with a
group. The average over these three years shows a gender
spread among the winners that is roughly in balance with
the entries. Consequently, there are fewer female than
male winners and this is a point of concern regarding the
image of the STARTS Prize.

Let’s look at the CRITICAL APPROACH TO TECHNOLOGY
indicator in more detail. Most (77%) of all surveyed prize
winners state that their work contributed to the critical
debate about technology (in our daily life). Their work is
a vehicle to catalyze a critical debate about the implica-
tions of a broad range of technologies. All self-employed
interviewed prize winners underline the importance of
their independence as a critically engaged innovator.

@ remale

2018 2019

Female Male Other

@ VMale @ other

One might wonder what kind of technology is discussed
or repurposed. As we read earlier, Giulia Tomasello aims
to contribute to the critical discourse around synthetic
biology and underexposed topics around female well-
being in science. Among all prize winners, we meet a wide
and diverse field of topics that are connected to emerging
and re-visited technologies. Some of the frequently occur-
ring critical contributions deal with technology literacy
in many creative forms such as grassroots technology,
altering or hacking technology, and citizen’s science. Many
projects promote an agency shift from industry to con-
sumers, especially for so-called smart products and pri-
vacy. Other frequent subjects for critical debate deal with
ecological issues and digital humanism. The latter refers
to a new way of addressing problems and how Artificial
Intelligence relates to human values.

Alex Braga’s work A-MINT,” nominated in 2019, is an
example of a CRITICAL APPROACH TO TECHNOLOGY
dealing with digital humanism. A-MINT is a new adap-
tive Artificial Music INTelligence, capable of cracking
the improvisation code of musicians in real time and
improvising with them. It creates music and video as it
works, without any pre-set pattern, pitch, or bpm. With
A-MINT, Braga introduces a NEW TECHNOLOGICAL
INSTRUMENT that is used at conservatories and musical
institutions alongside the traditional ones. Braga’s
work adds a new perspective to the often binary public

15



opinion about the use of technology. According to Braga,
this black-and-white thinking can, for example, be found
back in two main streams arguing that either the capabil-
ity of a single artist is enhanced by AI or the artists are
being replaced by AL In A-MINT however, (wo)men and
machines work together to enhance human creativity, not
replace humans. With this work, Braga suggests a form of
collective creativity among robots and humans. He thus

A-MINT, Alex Braga

challenges the long-maintained view of creativity as one
of the last remaining ‘human-exclusive’ skills. With this
new artificial intelligence perspective, Braga positions
himself as CATALYST FOR INNOVATION IN the art and
music INDUSTRY. He uses A-MINT in his performances
and teaching practice. Braga is a touring artist and, so far,
has given masterclasses in Conservatorio Santa Cecilia
in Rome, University Pompeu Fabre in Barcelona, and
Conservatorium in Brussels.

16

e Indicator:

SOCIAL INNOVATION

... “artistic practice can lie at the basis of later tech-
nological developments with a tangible economic and
societal impact.”[...] “This increases the probability of
the creation of new products and services and con-
tributes to socially driven innovation processes which
distinguish the EU from other players in the global mar-
kets.”

(ICT ART connect, study 2014)8

More than half (54%) of the surveyed prize winners’ work
deals with SOCIAL INNOVATION. All these social change
catalysts connect their social innovation directly to one or
more of the aforementioned topics of the critical debate.
The routes they take to arrive at social innovation and their
interpretation of same, however, show interesting differ-
ences. Some of the STARTS Prize works start from emerging
technology and focus on providing access through appro-
priation for novel application fields that might have been
overlooked by industry, as we saw in Giulia Tomasello’s
biohacking. Others, such as BeAnotherLab, start with the
end-users and their societal challenges.

Ars Electronica, Philipp Greindl



BeAnotherLab

BeAnotherLab® deals with SOCIAL INNOVATION, novel
technology applications, and education in Library of
Ourselves, which received an Honorary Mention in 2017.
With Library of Ourselves, BeAnotherLab catalyzes social
change in local communities around issues of migration
and marginalization. Library of Ourselves is a novel and
replicable Virtual Reality embodiment structure that
allows users to literally exchange perspectives, bodies,
and stories. It runs on BeAnotherLab’s The Machine To
Be Another, a flexible Open Source system that combines
cognitive science and virtual reality. Library of Ourselves
fosters and investigates empathy. The jury mentioned
that by “changing gender, age, race, or origin we poten-
tially change somebody’s perspective and view of the
‘others’ and of themselves.” Library of Ourselves works

j——— e —————
user's perﬁpectl'e B

Library of Ourselves, BeAnotherLab

as a gateway to the perspective of others, designed to
bridge cultures and to promote mutual understanding.
BeAnotherLab co-develops applications for this empa-
thy machine with social and cultural institutions and
academic researchers. Their collaborative approach was
instrumental for establishing co-ownership and agency
among all participants.

e Indicator:

NEW ORGANISMS FOR EDUCATION
“Artists have been developing new methods of
education, to which they prefer to refer to as learning,
that allow for a better implementation of ideas such
as transdisciplinarity, hybridity of competences, and
holistic approaches.”

(ICT Art Connect Report, 2015)
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See Like A Pony (SLAP), Sabine Engelhardt

According to BeAnotherLab, their project is a typical
example of artistic and open idea-based education
innovation where all participants learn with and from
one another over the course of the project. As we just
read, BeAnotherlLab started their SOCIAL INNOVATION
process from its participants’ perspective and introduced
novel applications of technology and new holistic learn-
ing concepts based on practical artistic research during
their creative voyage of discovery. With this artistic
approach, they created a transdisciplinary learning envi-
ronment for personal and professional development (or
in policy terms, Lifelong Learning). In Library of Ourselves,
BeAnotherLab combines SOCIAL INNOVATION with
another indicator: NEW ORGANISMS FOR EDUCATION.
BeAnotherLab explored the open-ended and iterative
artistic way of learning through making as an approach
for their identity-based education programs. Besides the
aforementioned social outcomes, Library of Ourselves has
contributed to the development of a new research tool for
cognitive science, in addition to a labelling system for doc-
umentary making, and thus INNOVATED FOR INDUSTRY
as well.

Let’s go back to SOCIAL INNOVATION for a moment.
Other catalysts informed us about how their social inno-
vation perspective starts in industry, while their social
innovation process starts with innovative technologies,
and how to connect these to the general public. With the
STARTS Prize 2019 Honorary Mention project See Like A
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Pony (SLAP)*°, Sabine Engelhardt catalyzes a ‘European’
human-centered approach to the car industry to counter-
balance the industry’s technology-driven approach. Her
aim is to make a positive contribution to the perception
of Automated Vehicles in society. Engelhardt looked for
intuitive ways of interaction to push INNOVATION IN the
car INDUSTRY and found a model in her communication
with her own ponies. Engelhardt found that a five-hun-
dred kilogram cuddly pony was a trustworthy car stand-in.
She experimented in a novel way with perception-predic-
tion-action feedback loops with her ponies. These feed-
back loops were visualized by four cameras: one on each
of three ponies and one on herself. The jury report stated
that the ponies’ clear communication modalities, such as
the direction of their ears, help to shape our understand-
ing of the interaction and empathy between animal and
human and how this might be applied to emergent Auto-
mated Vehicle technologies. The results of this experiment
proved to be very helpful for the engineers and designers
of robotic interaction. In addition to benefiting industry,
Engelhardt contributed to the public debate around safety
and the effect of autonomous driving in future living. Her
earlier reference to human-centric design could even be
extended towards the interactions of humans and nature
or biomimicry design, as SLAP informs us about learning
from animals. Some of the insights from SLAP were trans-
ferred to the so-called ‘Cooperative Car.’

Video Stills, Video: Markus Werner

Ars Electronica, Jiirgen Griinwald



Future Orientation

Sabine Engelhardt’s SLAP focuses on Automated Vehi-
cles, which are expected to enter our public arena in the
near future. We’ll encounter this orientation towards the
near or distant future among many respondents (71%).
Most of these prize-winning projects reflect integrated
views where (social) innovation is inextricably linked
with a CRITICAL APPROACH TO TECHNOLOGY (96%)
and one or more sustainable development goals (80%).
Similar to the diversity we found in the critical debate
topics, the awarded projects refer to a grand diversity of
overlapping Sustainable Development Goals (SDG) and
ecological issues. The sustainability topics they address
cover almost the full spectrum of peace and prosperity for
people and the planet, with two significant exceptions:
Goal #1. End poverty in all its forms everywhere and
Goal #2. End hunger, achieve food security, improve
nutrition, and promote sustainable agriculture. The prize
winners connect and move between topics from all other
SDGs from re-designing systems to our problematic rela-
tion with the biosphere: what we eat and breathe. Many
respondents also informed us that their work relates to
several SDGs, confirming that an integrated approach is
common. Several others approach the SDGs from a cycli-
cal view by pointing out how our consumption is directly
related to current production and manufacturing systems
and materials, their emissions and waste. In their critical
making process, these prize winners render an abstract
phenomenon such as climate change as a personal, con-
crete and tangible objective.

This is grown.** by Jen Keane, Honorary Mention 2019, is a
good example of a work that is fully focused on future life.
It is based on one of the Sustainable Development Goals;
# 12: Responsible Consumption and Production practices.
This is grown. is a bio material design project motivated
by Keane’s frustration with plastics. She was inspired by
the material quality of bacterial cellulose and how it is
grown. Advised by biologists and material scientists, she
cultured the bacteria and crafted new tools to manipulate
its natural growing process. Keane introduced ‘microbial
weaving’ as a multi-species fabrication process; she wove
the warp and the bacteria grew the weft.

This resulted in an incredibly light, transparent new form
of textile with strength in multiple directions, which
means she also CREATED A NEW TECHNOLOGY. To
demonstrate This is grown.’s disruptive potential to mass
industry, Keane grew a shoe upper. This shoe upper was
designed and grown as a single piece. Keane informs us
that it was made as “one continuous yarn held in place
by the cellulose produced by the bacteria.” This is grown.
could transform future industry and the way we make
things; as is shown in Keane’s shoe upper, where no mate-
rial was wasted.

“This is grown. allows us not only to imagine, but also
to shape the future of production.”
(STARTS Jury statement 2019)

This is grown., Jen Keane
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Keane sees herself as a catalyst for both sustainable
SOCIAL CHANGE and system INNOVATION IN INDUS-
TRY. To achieve the latter, she focuses on how biode-
sign could alternate manufacturing systems that put
an emphasis on customization, minimizing waste, and
employing biology to produce biodegradable materials
that also have interesting material properties. Keane is
currently in the process of launching her company in the
UK. She is planning to partner with European fashion
companies to transform their material practices through
biodesign.

Before moving on to the next indicator, I'll briefly
summarize how the respondents relate to the SOCIAL
INNOVATION indicator. Tomasello hacked biotechnol-
ogy for female empowerment and to raise awareness in
industry. BeAnotherLab approached social innovation
from an artistic and participatory learning-through-mak-
ing perspective. They developed Library of Ourselves, a
NEW ORGANISM FOR EDUCATION (collaborative learn-
ing) approach, while novel VR technology was appropri-
ated for new purposes and NEW TOOLS were developed.
We met a large number of prize winners in this social
innovation section whose work relates to one or more
Sustainable Development Goals. Some, like Jen Keane,
developed a NEW TECHNOLOGY that focuses on consum-
erism and catalyzes a sustainable production line, one
that could lead to a system change in industry. Others,
like Sabine Engelhardt, pave the way for new technolo-
gies from INDUSTRY that will enter our lives in the near
or distant future. The interviewed prize winners, whose
work includes social innovation aspects, all show how to
combine social innovation with novel creative approaches
that point ahead to the future. In the examples provided,
this future concerned education, sustainable production
lines, and Autonomous Vehicles.

e Indicator:
INFORMATION VISUALIZATION
“The area of information visualization is a growing one
and helps us to better understand this exponentially
growing amount of data. In this way, artists can also
contribute to research and development.”
(ICT Art Connect Report, 2015)

There was no specific example of INFORMATION VISUALI-
ZATION, as described above, among the responders.
INFORMATION VISUALIZATION helps us to convey
exponentially growing data streams in more intuitive
ways. Data analysis is an indispensable part of informa-
tion visualization. In the late 20th and early 21st cen-
tury, scientific and artistic data analyses (mapping) and
data visualization attracted a lot of attention. This was, in
general terms, partly understood as a method to get a
grip on the virtual environment (Dodge & Kitchin, 2001)*?
and partly due to its attractive graphical aesthetics.
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(Ars Electronica Festival, 2004 *4; Dutch Electronic Art
Festival, 2003%%). Today’s examples of innovative inter-
pretations of information visualization and data analysis
can be found among the STARTS Prize winners whose
work extends visualization towards experience.

Silk,*¢ a robotic and sound machine sculpture by ::vtol:
(Dmitry Morozov, nominated 2017), tracks and shows the
extreme fluctuations on the cryptocurrency market and
how this relates to other ‘real world’ currencies that are
directly coupled with oil and fossil fuel pricing. The data
streams work as fuel for the Silk algorithm. The constantly
changing currency rate of Bitcoin and Litecoin against five
major world currencies is influencing the tension of the
installation’s strings and the way its picks are plucking
them. Silk is experienced as a living sound sculpture.
::vtol:: brings e-finance and the ‘real world’ economic
system, which is based on the fossil mining industry,
together. One can imagine the dramatic sounds produced
by Silk when the crash of the Russian Ruble coincided
with the extreme Bitcoin and Litecoin fluctuations. The
installation was developed as a catalyzing artwork with
a sharp sense of urgency showing us how cryptography,
mathematics, and computer science influence the ‘real-
world’ financial system. It would be an oversimplification
to call Silk only an INFORMATION VISUALIZATION work.
Silk is an artistic expression that lets us experience the
impact of technology on our society in a poetic way. The
installation confronts us, in its own poetic way, with an
important layer of the ‘hidden’ dark web. Silk shows two
colliding economic systems and bitcoin’s influence on
today’s global economy. It also draws a parallel between
the cryptocurrencies’ extreme fluctuations and the
Russian Ruble’s rollercoaster. The latter is caused by its
direct connection to the price of oil. Silk was acquired,
right at its vernissage, by a Russian entrepreneur,
philosopher, art collector, and famous philanthropist. This
confirms Morozov’s position as an INNOVATING ARTIST
whose research output is close to the market.

Silk, ::vtol::



Dmitry Morozov

Move Lab

5 ==

Who Wants to Be a Self-Driving Car? (WWBSDC), Move Lab

When we stretch the INFORMATION VISUALIZATION
indicator even a bit further, we arrive at Who Wants to Be a
Self-Driving Car? (WWBSDC) by Move Lab (formerly known
as moovel lab?7), which was nominated in 2018. The proj-
ect shows us the world as a stream of sensor information.
WWBSDC is a trust exercise that tries to establish empa-
thy between humans and self-driving cars or Autonomous
Vehicles. Move Lab built an unconventional single person
go-kart type car on which you lie in a forward leaning posi-
tion. Move Lab gives the driver, who transforms into the
car via a Virtual Reality headset, access to the massive
data streams that the car’s decisions rely upon. The car’s
three-dimensional mapping and object recognition is dis-
played in real-time by the VR goggles. The stakeholder’s
buy-in and engagement with the self-driving car is thus
based on navigating the world through the car’s ‘eyes,’ i.e.
its sensor’s information.

Move Lab is a research lab that operates in a corpo-
rate environment; they see themselves as a CATALYST
or change agent for their mother company IN the car
INDUSTRY. They inform us that this project worked well
as food for thought and debate around future develop-
ments of Autonomous Vehicles across divisions in their
mother company.

Both examples relating to INFORMATION VISUALI-
ZATION show a novel angle that shifts from visualization
towards exploring and experiencing information. Both
prize winning projects give access to hidden parts of our
daily digital life. These projects invite their audiences to
experience the maker’s views of specific data streams. It
is clear that the motives for these works, and what they
aim to establish, are very different. However, they both
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make the collisions between the digital and real worlds
tangible and thus inform us and encourage a critical
debate in society and in their company.

e Indicator:

SCIENCE COMMUNICATION
“The context of science museums is where a relevant
number of art, science and technology collaborations
have been taking place. These projects join scientists
and artists in order to better communicate scientific
achievements.”

(ICT ART connect, study 2014)

The interviews above show us that the indicator
SCIENCE COMMUNICATION is omni-present. One could
label almost all examples from surveyed and interviewed
prize winners as freestyle or critical variations on the
SCIENCE COMMUNICATION indicator. We note, how-
ever, that this cannot be separated from a CRITICAL
APPROACH TO TECHNOLOGY. In terms of science out-
reach, we can conclude that formal science education
is underrepresented. However, several projects, espe-
cially those dealing with SOCIAL INNOVATION, show
us hands-on approaches, such as Giulia Tomasello’s
participative biohacking workshops and BeAnotherLab’s
learning through making as EDUCATION INNOVATION.
These projects foster agency, empowerment, and liter-
acy in science and technology, fueling the debate over
expanding Science Technology Engineering Mathemat-
ics (STEM) education with the A of ART to STEAM.2® The
STARTS Prize looks at innovative artworks as research
outcomes and not at accompanying papers, publications,
or references. It goes beyond this study to investigate
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whether the winning projects find their way into aca-
demia. SCIENCE COMMUNICATION is further explored
in collaborative projects between artists and scientists in
another STARTS program, Vertigo STARTS.*®

e Indicator:

INNOVATION IN RESEARCH
“Artistic practices of research in technology demonstrate
to be extremely effective in delivering concrete results.
Experimentalism, as one of the characteristics of con-
temporary artistic practices, has a strong role in the cat-
alyzing effect of the arts in innovation in ICT.”

(ICT Art Connect Report, 2015)

The above description might sound obvious when we
read it through arts glasses, as it goes without saying
that artworks must resonate with their audiences. In the
context of the STARTS Prize, however, it is important to
keep in mind that the submitted projects are the concrete
outcomes of the makers’ practice-based research. Most
(91%) of the respondents confirmed that they applied
artistic or design research methods to their awarded
works. Moreover, several interviewed STARTS Prize
winners inform us that the specific art or design tools
and techniques were chosen in line with the specific
catalyzation process at hand. They also inform us that
art and design research, tools, and techniques are fre-
quently mixed up, adjusted, and improvised. Among the
most often occurring approaches in projects dealing with
social innovation were collaborative making and co-
creation in workshop-like settings. BeAnotherLab took
this open ended iterative artistic way of learning through
making as the starting point for their novel learning
approach. Overall, learning and researching mostly take
place during the process of doing or making. Around
2000, I coined the term aRt&D to describe this intertwined
artistic research and development process (Nigten, 2002;
Brouwer et al 2005).2° 22 Due to this intertwined aRt&D
process, INNOVATION IN RESEARCH is a natural part of
INNOVATING ARTISTIC PRACTICES.

e Indicator:
INNOVATING ARTISTIC PRACTICES IN A
GROWING DIGITAL SINGLE MARKET
“A recent study found that the culture and creative
industries (CCI) contributed with 4,2% of GDP of Europe
in 2012. The majority of the total revenue is attributed to
the visual arts, well above advertisement and TV. Inno-
vation of these artistic practices can be instrumental to
increase competitiveness transversely in the digital sin-
gle market.”

(ICT Art connect study, 2014)
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A closer investigation of INNOVATING ART PRACTICES
brings us to another interesting finding: (97%) of the
respondents see themselves as disciplinary border
crossers. Among the interviewed artists, we met mostly
hybrid artists with an additional education in fields such
as engineering, biology, or artificial intelligence, or with
talents that cross over to other fields. The specific fields
or disciplines that are being crossed all related to the
prize winners’ critical approach to technology and often
to its impact on our daily life (now or in the future). The
fields being crossed thus come from a grand diversity of
community challenges such as social equality, education,
healthcare, Autonomous Vehicles, climate change, and
our biosphere. The (social) application domains, where
the impact is felt most strongly, are crossed with science,
technology and industry fields through the arts. The
artists’ choice to select specific (sub-)disciplines and
connect them is reflected in their innovative and refresh-
ing outcomes. These disciplinary border crossings could
best be looked at as interventions that alert us to issues,
showing us confrontational, unexpected, and sometimes
even holistic world views. Let me give some examples of
fields that the surveyed prize winners crossed: blockchain
and cryptocurrency, traditional religions, festivals; music,
biology, quantum computing; engineering, technology,
traditional craft and cultures, art, law, education, femi-
nism, social equality; life sciences, design, and hardware
innovation; tech, art, sustainability, society etc. This brief
listing shows us an incredible richness and originality
in how to deal with disruptive and complex technolo-
gy-driven issues. The STARTS Prize border crossers show
us plenty of examples of transdisciplinary and de-com-
partmentalized approaches to RESEARCH. Moreover,
this border crossing is the most striking characteristic of
their INNOVATING ARTISTIC PRACTICES as catalysts for
transdisciplinary INNOVATION.

“Art has to innovate, otherwise

it is craftsmanship.”
Alex Braga

One might wonder how these borders are being crossed?
As mentioned earlier, a majority of the interviewed
prize-winners switch between tools and techniques from
the arts and design and other fields such as engineer-
ing, science, or the humanities. The interviewees confirm
that they do this in a conscious, intentional way to cross
borders or to set the desired tone for collaboration. For
example, BeAnotherLab underlines the importance of
their artistic horizontal approach, which contributes to an
open atmosphere and paves the path to working together
with the stakeholders on equal footing. For BeAnother-
Lab, the open atmosphere is essential to building the trust
and respect needed for dialogue and agency among the



participants. It is the nourishing base for sharing their
expertise during the practice, the making. Besides large-
scale collaborative teams such as BeAnotherLab, we also
met STARTS Prize winners who work in small teams, such
as Alex Braga who works with two software engineers.
There are also prize winners who embody multiple fields
of expertise in one person. One of those all-in-one artists
and engineers is ::vtol:: (Dmitry Morozov), who describes
his discipline-crossing practice as ‘learning by doing’
when he combines DIY approaches and hacktivism with
critical artistic approaches, music and engineering.

“For me, art is research.”
:vtol:: (Dmitry Morozov)

Giulia Tomasello uses design fiction as a method to sketch
out future scenarios; this is combined with her own novice
hands-on microbiome lab practice and workshops with
her target group. She and Move Lab look at their role as
hybrid connectors mediating between stakeholders and
various specialists, a position loosely comparable with
that of an interaction designer. Jen Keane, a hybrid mate-
rial and bio-designer, brings us back to learning through
making by drawing our attention to crafting as a tacit
method to connect the dots.

“Design is connecting the dots;
connecting a science

vision with craft.”

Jen Keane

There is one last note to add to these two INNOVATION
IN RESEARCH and INNOVATING ARTISTIC PRACTICES
paragraphs. It is important to underline that many of the
interviewed hybrid artists and designers who cross disci-
plinary borders are a bit of both: they embody skills from
multiple disciplines and they collaborate with experts
from various fields for in-depth knowledge. The latter
also often provide training for the artists and access to
facilities such as bio labs.

To summarize this section, the studied STARTS Prize proj-
ects confirm a range of NOVEL ARTISTIC PRACTICES
and show how these go hand in hand with INNOVATIVE
RESEARCH APPROACHES. The most striking outcome
is the crossing of multiple disciplines through the arts.
Another characteristic that all interviewees share, is that
their research is inseparable from the making process.
This highlights the importance of research through making
and brings us to learning through making. The projects
that deal with social innovation often include the stake-
holders in the collaborative making process and thus in
their research. These shared tacit experiences also often
support agency and were marked as ‘instrumental’ for
communication among participants with different back-
grounds.

e Indicator:

CLOSE-TO-MARKET OUTPUTS
“Results of art and technology research projects are in
their majority in the form of proof of concept. Knowledge
is materialized in concrete applications and very often
including usability testing in their in early stages. Results
are therefore closer to market.”

(ICT Art connect study, 2014)

The preceding paragraph ties in with another closely
related indicator: CLOSE-TO-MARKET OUTPUTS. Several
of the highlighted winning projects could be labelled as
working prototypes while others might be best described
as proof of concept, this of course depends on their pur-
pose. We've read previously that the winner’s research is
inseparable from the making process, concluding that all
artworks could be seen as primary research outcomes.
All interviewed prize winners found a cultural and cre-
ative market for their awarded works. As we read, ::vtol::
(Dmitry Morozov)’s Silk was very close to the market,
as it was sold right away at its vernissage. In the inter-
views, several prize winners shared their considerations
regarding upscaling and market activities with (some
of) the secondary projects’ outcomes. Giulia Tomasello
is clearly discovering a niche market and although her
potential industrial partners, from medics to the well-
being and fashion sectors, are positive and curious, they
are not jumping on the production line just yet. Jen Keane
is working on her own start-up company. One of her main
challenges is to establish a laboratory as a bio-designer
without institutional back-up. Alex Braga is also reflect-
ing upon the steps for launching his creativity-enhancing
A-MINT software for the music industry. As a company
of one, he now uses the software for his own performing
and teaching practice and has recently been contracted
by a renowned record label. BeAnotherLab considers their
community work as the main outcome of their research.
However, besides this ground-breaking art project, they
also have several secondary research outcomes; inno-
vative VR products, a labelling tool for documentaries,
and their artistic learning model. Like Alex Braga, Giulia
Tomasello and Jen Keane, they lack the time, resources,
and expertise to bring these innovative by-products to the
market. Both SLAP by Sabine Engelhardt and Move Lab’s
WWBSDC were part of their experimental research tra-
jectories and in that capacity targeted internal use. Other
surveyed respondents need more time to assess the long-
term economic impact of their work in respected fields.

Several artists brought forward a shortage of human
resources (or time constraints) as the main obstacle to
bring their secondary projects or spin-offs to the market.
To understand this, we should look at the STARTS Prize
winners’ businesses. Most (83%) of the survey respon-
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dents are self-employed or work at creative enterprises,
creative labs, or studios. Especially for the self-employed
artists (57%) the lack of time is a major issue. They need
all their worktime to generate an income. The prize win-
ners’ research and development plus the dissemination of
their primary research outcomes such as performances,
exhibitions, and, in some cases, an additional teaching
job at the university consume all their time. The prize
winners who work at small non-profit creative labs or
studios face similar challenges. So, on the one hand the
self-employed status of these prize winners can assert their
independence as critical innovators, as we read earlier in
A CRITICAL APPROACH TO TECHNOLOGY. But on the
other hand, their self-employment it is a limited basis
for earning their income. At the time that the interviews
were taking place, the Corona / Covid-19 restrictions for
performances and exhibitions revealed the vulnerability
of these members of the sector, which contributed 5.3%
of Europe’s GDP in 2016, according to a recent EU-com-
missioned report.??

Summary of the Indicators’ Outcomes

In the next paragraph, we’ll briefly assess all indicators:
A CRITICAL APPROACH TO TECHNOLOGY is recognized
by more than two thirds of all surveyed and interviewed
prize winners, who state that their work contributed to the
critical debate about technology (in our daily life). More
than half of the respondent’s work deals with SOCIAL
INNOVATION and this is always related to the critical
debate about technology and often aims to establish
agency and empowerment. Almost all prize winners
look at themselves as disciplinary border crossers. In
these INNOVATING ART PRACTICES the selected disci-
plines and themes that are crossed or patched together
come from their intrinsic CRITICAL APPROACH TO
TECHNOLOGY. Most of the respondents use artistic or
design research methods. Their artworks are the out-
comes of an open and integrated research and making
process, referred to as aRt&D. The hands-on border
crossing is a de-compartmentalized INNOVATION IN
RESEARCH that is relevant to complex issues of tech-
nology’s impact on our daily life. Often stakeholders are
actively involved as co-creators in these aRt&D processes.
The prize winners are CREATING NEW TECHNOLOGIES,
appropriating emerging technologies for new purposes,
and developing several application-driven innovative
tools. INNOVATIVE ART PRACTICES and the aRt&D
process have been identified as a key to empowerment
and learning through co-creation and participation. This
INNOVATION IN EDUCATION through the arts empha-
sizes the importance of expanding Science Technology
Engineering Mathematics (STEM) education with the A of
ART to STEAM. SCIENCE COMMUNICATION is combined
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with CRITICAL APPROACHES TO TECHNOLOGY, SOCIAL
INNOVATION, and EDUCATION INNOVATION through
artistic approaches that foster agency, empowerment,
and literacy in science and technology. The meaning of
INFORMATION VISUALIZATION is reimagined and made
tangible to create engaging experiences that reflect the
collision between the (often invisible) digital world and
real world. The primary research outcomes, the awarded
art projects, are indeed CLOSE TO THE MARKET and
frequently exhibited or performed. Upscaling the prize
winners’ (secondary) research outcomes for the market is
difficult due to the lack of time (human resources), exper-
tise, or facilities. The latter was discussed in the light of
the vulnerable economic position of artists working in the
STARTS field.

Concluding Thoughts & Suggestions

Our change theory, the STARTS Prize premise, includes
several bold statements—or assumptions if you like—that
were instrumental for this STARTS Prize assessment.
Several lofty phrases caught our special attention, as
these were widely recognized by the respondents and
appeared frequently in this article. Besides the indica-
tors, we assessed the STARTS ambition to showcase the
innovative creative potential of Science, Technology and
the Arts, with artists as catalysts for innovation in society
and industry and the “catalyst function of artists that can
inspire and trigger innovations.” Whilst unpacking this,
almost all participants confirmed that visibility is a major
asset of the prize. Catalyzing turned out to be the most
commonly shared activity among all responding STARTS
Prize winners. We distinguished two kinds of catalysts:
those whose work focuses on SOCIAL INNOVATION and
those whose work is directed to INNOVATION FOR OR IN
INDUSTRY. Among the Grand Prize winners and Honorary
Mentions, we met several artists / groups who combined
these two directions. The interviewees from industry
informed us that their catalyzing process is often directed
towards the organization’s own research as a means to
accelerate radical insights for long-term innovations. In
contrast, for many independent artists and designers,
their personal catalyzing drive is about innovating their
own art practice and / or contributing to a better world.
Following the above summary, I propose a revision
of the INFORMATION VISUALIZATION indicator towards
a description that encompasses multisensory INFOR-
MATION AND DATA EXPERIENCES. After revisiting the
indicators and bold statements of the STARTS Prize as
a Theory of Change, I conclude that the outcome of this
study as laid out above underlines the relevance of the
prize and could be used as a base for the STARTS PRIZE
as a Theory of Change. The study and its indicators could
be used to understand shifts in results and impact over
the long-term.



And I'll conclude with the survey respondents’ most
frequent recommendations for improving the STARTS
Prize:

1. There were many suggestions to show the STARTS Prize
exhibition elsewhere, as a traveling exhibition or in the-
matically curated small exhibitions. In this way, tar-
geted audiences could become familiar with the novel
STARTS practices. Among the suggestions were fairs
for the car industry or specific sites that relate to the
themes addressed by the artworks.

1 Source: https://www.starts.eu/ accessed 2020/01/05

2 Source: https://starts-prize.aec.at/en/
accessed 2020/01/05

3 Source: https://www.starts.eu accessed 2020/01/05

4 ICT ART Connect, Activities linking ICT and Art: Past
Experience— Future Activities, 2015, iMinds for European
Commission, page 15

5 Source: https://starts-prize.aec.at/en/
accessed 2020/01/05

6 Designer and creator: Giulia Tomasello, external expert,
science communicator, founder at The A Level Biologist:
Arian Mirzarafie-Ahi
https://gitomasello.com/Future-Flora

7 Concept: Alex Braga, Coding: Francesco Riganti Fulginei,
Antonino Laudani
https://www.a-mint.it

8 ICT Art Connect Activities Linking ICT and Art: Past
Experience — Future Activities, ICT Art Connect Study, 2014,
iMinds, Art Share for the European commission

9 BeAnotherLab: Philippe Bertrand (FR/BR), Christian
Cherene (UK), Norma Deseke (DE), JJ Devereaux (IE),
Daniel Gonzalez Franco (CO), Daanish Masood (SA), Marte
Roel (MX), Arthur Tres (FR), Alessandra Vidotti (IT/BR)
http://beanotherlab.org/home/work/library-of-ourselves

10 SLAP by Sabine Engelhardt
http://seelikeapony.blogspot.com
https://www.youtube.com/watch?v=2ZLkWtaCDuO

11 Designer: Jen Keane, Footwear design contributor: Markus
Westerberg, Scientific advisors: Imperial College London:
Dr. Tom Ellis, Dr. Koon-Yang Lee , Marcus Walker (PHD
candidate), Dr. Martin Hervy Cornell University: Dr. Juan
Hinestroza, Photography: Tom Mannion, Adam Toth,
Vita Larvo
https://www.jenkeane.com

2. The STARTS Prize is encouraged to stay alert and con-

w

sider additional actions to balance the gender among
the applicants.

In the interviews, the need for additional support to
strengthen the vulnerable economic position of artists
working in the STARTS field was voiced many times.
This could be realized, for example, through additional
support for marketing the artists’ secondary research
outcomes to generate another income stream. More-
over, this could increase STARTS’ impact on an eco-
nomic level.

I would like to thank all artists and the STARTS Prize team

for their contributions and cooperation.

12 Dodge M. & Kitchin R., Mapping Cyberspace, 2001,

13

Routledge London & New York

Stocker, G., Schopf, C. (eds.) Ars Electronica 2004,
Timeshift, Language of Networks, p. 210-253, various
authors, Hatje Cantz, 2004

14 Niederer, S., Visualization of Networks, Institute of Network

Cultures, 2004
https://networkcultures.org/blog/2004/10/04/
ars-electronica-2004/

15 Dataperception, Dutch Electronic Art Festival 2003, V2_Lab
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https://v2.nl/events/data-perception?searchterm=
datavisualis

The project is co-commissioned by Laboratoria Art&Science
Space and Lykke AG
https://vtol.cc/filter/works/silk

Move Lab: Joey Lee, Benedikt Grof3, Raphael Reimann,
MESO Digital Interiors and David Leonard
https://www.move-lab.com

ICT ART Connect, Activities linking ICT and Art: Past
Experience—Future Activities, 2015, iMinds for European
Commission, page 5-6

Vertigo STARTS:
https://vertigo.starts.eu/vertigo-project/about
Accessed: May15, 2020

Nigten A., 2002, Schemes, diagrams and flowcharts by
artists, engineers and computer scientists in software based
interdisciplinary collaborations, ISEA 2002

Brouwer J., Mulder A., Nigten A., (2005) aRt&D: Research
and Development in Art, V2 /[ NAi Publishers Rotterdam

Boosting the competitiveness of cultural and creative
industries for growth and jobs (2016) Austrian Institute for
SME Research and VVA Europe, European Commission
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S+T+ARTS Prize'l6

Jury Statement

In Search of a New Landscape and Mindset

Joint statement of the STARTS Nomination Committee (Yamina Aouina, Alexander Mankowsky,
Filip Visnji¢, Luis Miguel Girdo), and the STARTS Jury (Yamina Aouina, Ian Banerjee, Chiaki Hayashi,

Alexander Mankowsky, Erick Oh, Victoria Vesna)

It is almost 50 years since E.A.T. (Experiments in Art
and Technology) was officially launched with the goal of
promoting collaborations between artists and engineers
and expanding the artist’s role in developments of new
technology. Although influential, it took many attempts,
with various degrees of success, for artists working with
engineers and scientists to stand on equal footing or even
be credited for ideas that ended up in industry and influ-
encing society. But, even in 2016, the two-culture divide
remains a challenge, albeit as a ghost that is perpetuated
by old systems still firmly in place.

With this in mind, the two evaluation groups recognized
the importance of this newly established prize as a special
moment for nurturing a direct connection of art, science
and technology with a particular recognition of the artist’s
role in industry. This Grand Prize of the European Commis-
sion legitimizes the collaborative process that has been
steadily emerging over the years on the fringes of estab-
lished industry funding models. Initiated at this important
historical juncture, the Grand Prize potentially opens an
opportunity for small companies, specifically for those
that reside in between technologies and creative output,
to compete for available research funding. To date, if a
company lists its services as artistic, it would not have
the opportunity to apply for funds that are available to
scientific and technological institutions and companies.
The hope is, that the STARTS prize will set a precedent
and pave the way for this to finally change.

An impressive number of submissions came from a wide
spectrum of research areas—from freelance individuals to

large companies and institutions. Practically every field
was represented: architecture, installation art, science
and data visualization, product design, citizen platforms,
theater, industrial design, animation, performance, envi-
ronmental actions, sound art and sonification, interactive
art, 3D printing, sculpture, bio-art, kinetic art, robotics,
drone projects, bio-materials, mechanical engineering,
mobile applications, DIY practice, medicine, wearables,
film and computer science.

STARTS truly emerged as an open non-defined award
competition with the center of interest being innovation
and visionary ideas for the future that look to practical
applications which could have an impact on existing mod-
els of production and by extension on society in general.
The STARTS nomination group agreed that the most
important aspect of the projects to be selected would
have a paradigmatic model of collaborations between
artists, scientists, and technologists. This type of trans-
disciplinary practice and development of projects would
inform, inspire, and show the potential of transferring
innovative ideas / prototypes to industry. The ultimate
question asked was whether the project pushes the
known boundaries and reflects high technological and
aesthetic sophistication as well as excellence in research.
The STARTS jury awarded two Grand Prizes of the Euro-
pean Commission honoring Innovation in Technology,
Industry and Society stimulated by the Arts to Magnetic
Motion by Iris van Herpen for Artistic Exploration and
to the Artificial Skins and Bones project for Innovative
Collaborations.

27



S+T+ARTS Prize'l6
Grand Prize—Artistic Exploration

Jury Statement

Awarded for artistic exploration and art works where appropriation by the arts has a strong
potential to influence or alter the use, deployment, or perception of technology.

Magnetic Motion
Iris van Herpen B¢

Iris van Herpen is one of the first fashion designers to
combine 3D printing and other cutting edge technologies
into fashion design. She started as an intern for Alexander
McQueen in London and Claudy Jongstra in Amsterdam and
soon after launched her own label in 2007. Working with
a large interdisciplinary collaborative group is part of her
process, she often includes traditional crafts as well as the
most advanced technologies in her designs. Much of her
interest is in the development of new materials as well as
inventing novel ways of treating materials utilized in fashion
design. Indeed, among others, she collaborated with Philip
Beesley and Neri Oxman who were also nominated for the
STARTS prize. Van Herpen’s work is sculptural and reaches
out to latest technologies, as is evident in her most recent
collections, Magnetic Motion, inspired and informed by her
visit to the Large Hadron Collider at CERN, and Hacking

Infinity, which explores the idea of terra-forming, i.e. modi-
fying the biosphere of another planet to make it resemble
that of the Earth.

For many European countries such as France, Italy, and
Switzerland, the luxury industry is an important pillar of
the economy and plays a key role in the artistic and cultural
fields. Some of its brands have been around for several cen-
turies in which manufacturers have built a unique heritage
of creation and know-how of excellence. Writing tomor-
row’s history by preserving its heritage goes through the
multidisciplinary innovation that brings together technol-
ogy, art and science. Artists and designers who move off the
beaten path to explore new ways enrich the luxury industry
and inject new energy with a mindset of experimentation
and renewal. This is what Iris van Herpen embodies with
her pioneering work.

Iris van Herpen (BE), born in 1984, is a fashion designer. She studied Fashion Design at ArtEZ Institute of the Arts Arnhem and interned
at Alexander McQueen in London and Claudy Jongstra in Amsterdam. Van Herpen immediately caught the eye with notable shows. In
2007, she started her own fashion label. Iris van Herpen creates women’s wear collections. Her designs require every time a unique
treatment of material or the creation of complete new materials. For this reason, Van Herpen prefers interdisciplinary research and col-
laborations with artists from various disciplines, often on a recurring basis. Since July 2011, she is a guest member of the prestigious
Parisian Chambre Syndicale de la Haute Couture, which is part of the Fédération Frangaise de la Couture. She participates in many inter-
national exhibitions and creates two collections a year. Her work has been recognized through awards, exhibitions, publications, and the

mentioned guest membership.
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Morgan O’Donovan

Jury Statement
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Yannis Vlamos

Magnetic Motion Collection in collaboration with the artist’s Philip Beesley, Niccolo Casas, and Jolan van der Wiel.
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Jury Statement
S+T+ARTS Prize'l6
Grand Prize—Innovative Collaboration
Awarded for innovative collaboration between industry or technology and the arts
(and the cultural and creative sectors in general) that opens new pathways for innovation.

Bernardo Aviles-Busch
Bernardo Aviles-Busch

Visible Strength by Lisa Stohn and Jhu-Ting Yang proposes a
flexible, creature-like textile surface that, like an octopus,

Artificial Skins and Bones gria;:\ugltias its color and pattern in various ways through muscle
Artificial Skins and Bones Group °E

The Artificial Skins and Bones project brings a new kind of  Artificial Skins and Bones Group
innovation to medium-sized industries and a fresh spirit ~ Course Instructors: Wolf Jeschonnek, Mika Satomi
R Participating Students: Bernardo Aviles-Busch, Car-
to the collaborative process. Wolf Jeschonnek, founder of  mina Blank, Hans Illiger, David Kaltenbach, Maximilian
Fab Lab Berlin, worked with a group of students while he = Mahal, Stephanie Nattrass, Natalie Peter, Lucas Rex,
P . . Agnes, Rosengren, Nina Rossow, Sandra Stark, Lisa
was a Visiting Professor at the .Product, Fashion, Textile Stohn, Babette Wiezorek, Karina Wirth, Jhuting Yang
and Research Department at Weifsensee Kunsthochschule
Berlin. He brought the group to Ottobock, a private SME,  Main project partners _
and together with the Fab Lab Berlin team, they came up \é\;%figgsggrﬁzmth“h“hme Berlin
with a new prototype. The jury believes that their collabora-  ottobock Healthcare GmbH
tive process is a good example that other companies could ~ Makea Industries GmbH
emulate in the future. Clearly formulated and engineered
examples such as this are needed to inspire and pave the
way for smaller new and established companies to imple-
ment new methodologies and ways of working.

Bernardo Aviles-Busch
Bernardo Aviles-Busch

Trans.fur by Karina Wirth and Natalie Peter is the development of Naturanslation by Babette Wiezorek explores the nature and
intelligent textiles, capable of altering moisture permeability by potential of organically inspired 3D grid structures by applying
adjusting their surface structures. Inspiration for this project was algorithmic design and 3D printing to microstructures.

the most versatile organ in the human body: skin.
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Bernardo Aviles-Busch

Bernardo Aviles-Busch

Bernardo Aviles-Busch

Jury Statement

Audio Gait by Agnes Rosengren and Bernardo Aviles-Busch Technology, Temperature, and Textiles by Stephanie Natrass is
sonifies movements to aid the understanding of body balance an e-textiles material research project that embeds sensing and
while walking. The portable system is an easy learning aid for actuation into textile surface constructions.

shin prosthetics training, which translates walking movements
into auditory feedback.

Active by Hans Illiger looks into the rehabilitation process of Tactile Sensation by Nina Rossow explores two possibilities
lower limb amputees, and proposes a service design concept of displaying information through tactile feedback: Sens_mat
as well as a hardware solution for gathering movement data. allows passive tactile recognition of materials when direct

contact is not possible. Sens_dia simplifies descriptions in
pain diagnostics and offers a non-verbal and body specific
communication.

‘_m

I Metall

Silxon

Sllimon
One of the most heated discussions auring tne iaeation perioa Shortcut by David Kaltenbach, Maximilian Mahal, and Lucas
was about the concept of Uncanny Valley. The Aesthetics of Rex is a customizable Human Interface Device (HID) for
the Uncanny by Carmina Blank and Sandra Stark explores the upper limb amputees. The bracelet detects sensory muscular
delicate balance between familiar prosthesis design standards impulses in the phantom hand, translating them into
and uncanniness. The team researched how targeted contactless and intuitive computer controlling.

material conception can help to understand and control
this phenomenon, and can be taken into conscious
consideration during the design process.

The Artificial Skins and Bones Group (DE) is an interdisciplinary group of young designers from Weif3ensee Kunsthochschule Berlin.
Their expertise ranges from textile, surface and product design to fashion and visual communications. In the Artificial Skins and Bones
project the group freely explored the design of, and interaction with, artificial bodies and body parts. The projects presented illustrate a
great variety of possible starting points, prototyping techniques, and application scenarios. We hope that the outcome is a valuable con-
tribution to the future exploration of artificial bodies and prosthetic designs.
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Airbus, APWorks, Autodesk, The Living

S+T+ARTS Prize'l6
Honorary Mentions

Amsterdam Smart Citizens Lab
Waag Society

In the heated debates around “smart cities,” it has not been
until recently that their inhabitants, the so-called “smart
citizens,” have come into the limelight. At the Amsterdam
Smart Citizen Lab, citizens are not seen merely as con-
sumers and clients of smart technologies, but as critical,
hands-on creators of socio-technical change. They believe
that there are no technological panaceas for social ills,
but that only governments and citizens can adequately
respond to the challenges of cities. Creating collabora-
tive infrastructures potentially opens up possibilities of
exchange between citizens coming from a broad variety
of disciplines—social, technical, artistic or political—and
this creates the space for experimentation with citizen-led
methods in how to sense, organize, and innovate in cities
of the 21st century.
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AMSTERDAM

Waag Society

Bionic Partition: Generative Design

for Aerospace
Airbus P&, APWorks P&, Autodesk 'S, The Living YS

Applying generative design, biology, and new materials to
real built projects in the context of technology, culture, and
the environment, The Living is no ordinary architectural
studio. Having joined Autodesk in 2014, as a first-of-a-kind
Autodesk Studio, they worked with Airbus to implement the
world’s largest metal 3D printed airplane component. The
Bionic Partition was created through a pioneering combina-
tion of generative design, 3D printing, and advanced mate-
rials, producing a lighter and stronger structural system.
The jury felt that this collaboration exemplifies how new
modes of design thinking can have a positive technological
and ecological impact. Nature, through bio-mimicry, contin-
ues to reveal the most amazing secrets to help us to solve
complex problems. Using this approach, these companies—
in collaboration with universities—are working on air trans-
portation of the future. Using cutting edge technologies—
3D printing, generative design, and new materials—the
project Bionic Partition is an impressive, innovative model
that serves as a good example to be emulated.



Yoichi Ochiai JP with Digital Nature Group at University of Tsukuba and Utsunomiya University

RGB|CMYK Kinetic
ART+COM Studios PE

Renowned Berlin ART+COM Studios create a beautiful
harmony of nature and technology from ordinary
elements—lights, sound, and mirrors—immersing the audi-
ence in this extraordinary balance. Five circle mirrors are
floating, slowly moving, and cascading red, green, and
blue (RGB) light onto the entire space, and the finely tuned
kinetic controlled motion of the five mirrors turns the envi-
ronment into an amazing installation of lights and sound.
This artwork exemplifies how public spaces can be trans-
formed, providing a space for inspiration that goes beyond
strictly aesthetic interventions.

Jury Statement

Fairy Lights in Femtoseconds
Yoichi Ochiai’® with Digital Nature Group at
University of Tsukuba and Utsunomiya University

Known as a magician of the digital era, Yoichi Ochiai has
been exploring new potential by integrating art and the
latest science & technologies. In this project, he creates
a work that impresses scientists and artists alike by engi-
neering an ephemeral fairy floating in the air—a 3-dimen-
sional holograph made by high-intensity femtosecond
lasers that focus on one spot to change the air into plasma
that functions as a plasmatic display. This exciting project
allows us to imagine the blurring of boundaries between
objects and holography, and we experience and gain a bet-
ter understanding of another kind of mixed reality—a true
fusion of the virtual and material worlds.

ART+COM Studios
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S+T+ARTS Prize'l6
Honorary Mentions

unfold
Ryoichi Kurokawa?®

Artists and scientists have been exploring data visualization
for many years and diverse innovations have been made.
We might feel that we are now very familiar with the devel-
opment of data visualization, however, unfold takes it to
another level due to recent research and discoveries about
the formation and evolution of stars and the universe. The
data includes the conditions of star birth and the history of
galaxy life. The artist then translates this data and infor-
mation to an immersive sensory installation with beautiful
images and sounds. This project truly shows how effec-
tively art can display the scientific discovery through an
immersive technology.

34

Verity Studios , ETH Zurich,

and Cirque du Soleil

Jury Statement

SPARKED: A Live Interaction

between Humans and Quadcopters

Verity Studios, ETH Zurich,
and Cirque du Soleil

Sparked is a perfect example of the fusion of a great story-
telling idea and emerging technology. Traditional musi-
cal performance meets cutting-edge drone technology
to create a magical experience with a beautiful illusion.
While watching this mesmerizing interactive choreo-
graphy between the actor and a set of floating lampshades
generated by drones, the audience gets pulled deeply into
the whimsical narrative without a chance to question the
technology behind it. Everything is organically blended in
the story as one. In terms of technology, the detail of the
computer controls in drones is mind-blowing, and this will
certainly open the door for drone technology to many more
applications in the future.

Ryoichi Kurokawa



V2_ Institute for the Unstable Media

INSTITUTE FOR THE UNSTABLE MEDIA

Water-based Digital Fabrication

Platform
Mediated Matter Research Group,
MIT Media Lab 'S

A robotically controlled 3D printing system is designed to
shape constructions with biodegradable composites. The
work foresees the emergence of direct digital fabrication
that allows multi-material and multi-scale structured
objects. It also questions the status quo of industrial man-
ufacturing processes, that are generally characterized as
wasteful and highly energy intensive. The Water-based
Digital Fabrication Platform sends a clear message: it is time
to design sustainable, environmentally conscious but func-
tional processes from products to architecture.

Mediated Matter Research Group,

MIT Media Lab

Jury Statement

V2_ Institute for the Unstable Media
V2_ Institute for the Unstable Media

Over the last 20 years the Rotterdam based transdisci-
plinary institute V2_Institute for the Unstable Media built up
an international reputation through its innovative research
at the intersection of art and technology. What makes it
interesting for STARTS is how V2_ has been involved in
developing technological tools for specific art projects.
V2_ both produces art and also facilitates the production
of art by offering technical support to interested artists
and scientists. Their open platform helps to share, discuss,
and disseminate their findings and knowledge. V2_ also
explores the social impact of technology and advises uni-
versities, research institutes, art museums, and companies.
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Squint/Opera and Hirsch & Mann

S+T+ARTS Prize'l6
Honorary Mentions

We Make Money Not Art
Régine Debatty B¢

Since 2004, We Make Money Not Art has been at the fore-
front of transdisciplinary art practice, reporting projects
and capturing the diverse art practice in technology, sci-
ence and culture. Triumphant in defying categorization,
Régine Debatty’s invaluable perspective continues to
frame the ever-changing landscape of art and technology.
A valuable resource for students, practitioners, curators,
and educators globally, We Make Money Not Art drives crit-
ical discussion and sets agenda for arts professionals and
newcomers alike. In a world that overwhelms us with data
and information daily, to search and to find is not that easy,
especially when it comes to the exponential area of new
technologies and their applications. Régine Debatty has the
instinct to find a unique style to share her vision of contem-
porary artists and their works that helps us discover tech-
nology in a new way. We Make Money Not Art is a platform
for hidden gems of creativity and exploration and a source
of inspiration for many of us.

36

Jury Statement

WCMC Discovery Wall
Squint/Opera Y and Hirsch & Mann Y%

Discovery Wall is a whole new kind of digital installation
utilizing thousands of mini screens and lenses to provide
two different experiences to the viewers. From a distance,
we see a big projection screen of a beautiful visual and
letters on the building wall. Then, up close, we realize that
it consists of thousands of circular acrylic discs and we can
look deeply into each of these. Inside, we get to learn about
medical discoveries and scientific research by Weill Cornell
Medical College. Not only is the idea and the concept bril-
liant, but the technology and experiments carried out by
artists and engineers to make this possible are innovative
and impressive for expert and lay audiences alike.

[0

Régine Debatty



Ramiro Joly Mashceroni,
Aline Sardine-Dalmasso

Manfred Hild, Mitsuru

Scifabric,

http://créwdcrafting,org

uh513 (Maria Castellanos

& Alberto Valverde)

MTFSLjubljana

Muramatsu, Shunji Yamanaka

Antoni Abad

Team Casa Jasmina

http://dcentproject.eu

ndustries, Junior

Hami

Martinez

S+T+ARTS Prize'l16
Nominations

#FindingSomething-
BondingSound
#WhiteMatter

Beyond Humans: Perception &
Understanding of Actions of
Others

Ramiro Martin Joly-
Mascheroni ™

Apostroph

Manfred Hild PE, Mitsuru
Muramatsu ?°, Shunji
Yamanaka?

BlindWiki,
Unveiling the Unseen
Antoni Abad &

Casa Jasmina
Team Casa Jasmina

Crowdcrafting
Scifabric,
http://crowdcrafting.org

D-CENT—Decentralised
Citizens ENgagement
Technologies
http://dcentproject.eu

Environment Dress
uh513 (Maria Castellanos S &
Alberto Valverde ES)

Floating Points—Silhouettes
Hamill Industries, Junior
Martinez UK/VE

Nervous System—Jessica

Rosenkrantz, Jesse

Daito Manabe, MIKIKO,
TAKCOM, ELEVENPLAY,
Rhizomatiks Research

httB://exiii-hackberry,com,

exiii

Louis-Rosenberg

William Victor Camilleri

Burton Nitta

Dave Lynch, Mike Nix

processingfoundation.org

PBAI

Katra Petriek

Jury Statement

Floraform

Nervous System YS —
Jessica Rosenkrantz,
Jesse Louis-Rosenberg

HACKberry
http://exiii-hackberry.com,
exiii I?

Hortum machina, B
Interactive Architecture Lab UK,
William Victor CamilleriMT,
Danilo Sampaio BR

Instruments of the Afterlife
Burton Nitta (Michael Burton UK
& Michiko Nitta I?)

Project Nimbus
Dave Lynch Y%, Mike Nix Y

Nosaj Thing—Cold Stares
ft. Chance The Rapper +
The O’My’s

Daito Manabe J°, MIKIKO P,
TAKCOM P, ELEVENPLAY ",
Rhizomatiks Research I

Processing Foundation
processingfoundation.org

Sentient Chamber
Living Architecture Systems
Group A

Time Displacement—
Chemobrionic Garden
Interactive generative
(chemical) sound installation
Robertina Sebjani¢ s,

Ida HirSenfelder SI, Ale$ Hieng
- Zergon !
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S+T+ARTS Prize'l7

Jury statement

Earth to Space: Blue Future

Joint statement of the STARTS Prize Nomination Committee (Bradly Dunn Klerks, Luis Miguel Girao,
Chiaki Hayashi, Sophie Lamparter, Alexander Mankowsky) and the STARTS Prize Jury (Bradly Dunn
Klerks, Chiaki Hayashi, Sophie Lamparter, Alexander Mankowsky, Rikke Frisk, Shuzo John Shiota,

Victoria Vesna)

Science and technology are developing ever more quickly,
expanding our world’s possibilities, but also its complexity.
As automation and Artificial Intelligence (AI) merge into
our daily reality, opportunities and risks alike dominate
stories in popular media, even among experts and special-
ized literature. New studies pin ever-increasing job losses
to self-driving cars, the spectral algorithm threatening to
replace accountants, lawyers, doctors, and artists. We
feed these learning machines with information, images,
and patterns, while at the same time we wonder and worry
about how many decisions we want to hand over to the
machines. Smart objects, virtual assistants, and chatbots
are increasingly present in our homes, bedrooms, and
pockets. As digital interfaces and processes become invis-
ible, the borders between us and the machines blur. We
welcome our digital helpers and collaborators even as we
are anxious about the data they record—an anxiety fueled
by the small number of those who comprehend how the
machines make decisions and suggestions.

We read about synthetic biology and how cures for
diseases could be just five minutes away. Technologies
like CRISPR hand us the power to change our genetic
code, completely changing the way we think about life,
our bodies, and our health. Humans might become more
resilient, but will our natural environment transform even
faster? We are witnessing the first undeniable effects
of climate change: global warming, melting ice, dying
forests, polluted oceans and cities, mountains of indissol-
uble plastic. Many of us around the world fear that it might
be already too late to change the entire global energy pro-
duction that sustains our consumption and our behaviors.
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This rapidly emerging complexity and rapid change brings
uncertainty for societies at large and fuels the populist
political climate while leaving us with the question: are
we prepared for the future we anticipate? How can we
shape the future, make it ours? How can we contribute?

For all these reasons and more, we are tasked to seek
visionary ideas and solutions we can trust. A total of
2,977 entries from 97 countries were submitted and 474
projects were shortlisted. For four days, we, the STARTS
Prize Nomination Committee and the STARTS Prize Jury,
reviewed and discussed these collaborative projects,
dealing with urgent and relevant questions from creative
thinkers all over the world. We reviewed proposals for
experiments on human and machine collaboration and
interfaces, studies of humanized automation, new ways
of translating and living with nature—moving from the
individual to synchronizing with each other. Many of them
used new technologies to share experiences and knowl-
edge, to empower people through their communities, and
to access information and tools.

To many, it is obvious that we can no longer work in isola-
tion—we need active and focused collaboration. Complex
questions require the know-how from different fields,
cultures, and perspectives. We need to collaborate and
experiment inbetween and beyond disciplines until new
ideas emerge. Designers, artists, engineers, scientists,
and industries have to work together and co-create the
future we want to live in. Nobody can afford to miss the
next trend or approaching change.



Forward-thinking institutions have realized this need for
wide-reaching collaboration. Universities are building
interdisciplinary programs. Technology companies are
reaching out to students, artists, designers, and start-
ups for inspiration and feedback. Research institutions
and industries are hosting “artists-in-residence,” orga-
nizing interdisciplinary workshops, and taking classes in
human-centered design thinking. Grassroots organiza-
tions and online communities are creating diverse plat-
forms, from hacker spaces to DIY community bio-labs, to
share access to know-how and technologies that help us
understand the world and play an active role in it.

These are good and valuable initiatives. But the stakes are
high, and the right decisions are crucial. We are designing
our future, and inspiration is not enough. We must collab-
orate and co-create from the ground up. Nobody wants to
live in a future programmed only by software engineers,
nor in a world imagined only by artists, or by researchers
in a laboratory, or by an inscrutable algorithm.

That’s why the STARTS Prize means so much. Through the
two main prizes and all the Honorary Mentions, we have
a tool to highlight artistic contributions and outstanding
examples of mutually beneficial collaborations between
artists, researchers, and technologists; projects that allow
technology and research to cross over the divisive borders
of their disciplines. We awarded and recognized projects
that prove the importance of interdisciplinary and diverse
collaboration, and offer not just inspiration but adoptable
models for institutions, organizations, and individuals to
follow.

We are grateful to the EU commission for following this
approach, for initiating and for pledging resources and
support to STARTS, and we hope that this year’s, and
last year’s, project examples show the necessity and the
potential to strengthen even more interdisciplinary ini-
tiatives. We also want to thank Ars Electronica and its
partners BOZAR and Waag Society for inviting us, and for
their ongoing commitment to support, communicate, and
showcase the selected STARTS Prize projects in the best
possible way to policy makers, industry leaders, and the
general public. Ars Electronica started 38 years ago, as
a pioneering institution in Europe dedicated to art, tech-
nology, and its impact on society. They have created an
important interdisciplinary hub for dialogue, discourse,
and collaboration; giving millions of people access to
these ideas. If there were a STARTS Prize lifetime achieve-
ment award, it would definitely go to Ars Electronica.

In an elaborate process that includes an open call and
recommendations by advisory experts, a total of 2,977
entries from 97 countries were submitted during the
application period that ran from January 11th to March
13th, 2017. Out of the total number of 2,977 entries, four
groups of experts nominated 30 projects for the STARTS
Prize, which were presented to the STARTS Prize jurors
for final consideration. Following extensive deliberations,
they decided to award I'm Humanity by Etsuko Yakushi-
maru for Artistic Exploration, and Rock Print by Gramazio
Kohler Research, ETH Zurich, and Self-Assembly Lab, MIT,
for Innovative Collaboration.
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S+T+ARTS Prize'l7
Grand Prize—Artistic Exploration

Awarded for artistic exploration and art works where appropriation by the arts has a strong
potential to influence or alter the use, deployment, or perception of technology.

Etsuko Yakushimaru with I’'m Humanity in culture

I’m Humanity
Etsuko Yakushimaru’?

Etsuko Yakushimaru is an example of a new generation of
young artists who seamlessly traverse the worlds of fine
art, pop culture, performance, science, and technology.
Her creative expression includes drawing, installation art,
media art, poetry and recitation, including doing vocals and
illustrations for a rock band formed in 2006—Soutaiseiriron
(Theory of Relativity). She is also a primary member of
electronic pop unit Tutu Helvetica, and collaborates with
a number of highly regarded musicians.

I’'m Humanity is a song by Yakushimaru with which she
imagines new ways that music could be transmitted,
recorded, mutated, and diffused. Here we have pop music
composed with the use of the nucleic acid sequence of
Synechococcus, a type of cyanobacteria that has long
existed in Ibaraki Prefecture. The artist envisions that
even if humanity goes extinct in the future, the species
that replace humanity will eventually decode the music in
the microorganism through translation methods that go far
beyond what we can even imagine.

Professor Satoshi Hanada at the Tokyo Metropolitan Uni-
versity opened his lab to enable the process by cultivating
genetically modified microorganisms. The genetic codes
(276 nucleotides) were artificially synthesized by a DNA
synthesizer and inserted in a vector, designated pSyn_1.
The inserted DNA fragment encoded music chords were
then introduced to a genome of a host cell (cyanobacte-
rium, Synechococcus elongatus PCC 7942) by homologous
recombination. Thus the music chords in the Synechoc-
occus genome can be infinitely reproduced along with
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Etsuko Yakushimaru drew pictures on petri dishes using
genetically modified microorganisms and cultured them

cell division and are continually passed on from us to the
post-human with occasional mutation.

Since recent developments in biotechnology, artists have
been fascinated with genetic modification and we have
seen multiple examples of work that utilize algae in Petri
dishes or work with genetic modification in some form.
Indeed, an entire field of BioArt has emerged and the
jury understands that even if encoding music with a DNA
sequence has been experimented with by artists such as
the band OK Go working with biochemist Dr. Sri Kosuri or
Charlotte Jarvis working with scientist Dr. Nick Goldman,
Yakushimaru makes an important breakthrough by intro-
ducing this technique to a large pop audience. Further, she
made a concerted effort to work with scientists in major
institutions such as the National Institute of Technology
and Evaluation (NITE) and Tokyo Metropolitan University.
Thus, the idea of working with genes as a medium is taken
beyond the DIY labs and the fringes of experimental audi-
ences into established institutions of pop culture and scien-
tific institutions. This is a testament to the ability of a singu-
lar artist to create bridges, to cross disciplinary boundaries,
and to enable new ways of perceiving the influence of
scientific research on daily life. It is the hope of the jury that
by bringing this idea to large audiences, the emerging field
of bioart will gain more acceptance and more artists and
scientists will collaborate on visionary projects that may
take unusual paths and thus potentially bring groundbreak-
ing innovations in both arts and the sciences.



Etsuko Yakushimaru

Jury Statement
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Etsuko Yakushimaru

I'm Humanity genetically-modified microorganism

Etsuko Yakushimaru

I’'m Humanity digital music artwork

Etsuko Yakushimaru

I'm Humanity Live performance at Yamaguchi Center for Arts and Media

Etsuko Yakushimaru (JP) is an artist, musician, producer, lyricist, composer, arranger, and vocalist. Broadly active, from pop music to
experimental music and art. Consistently independent in her wide-ranging activities, which also include drawing, installation art, media
art, poetry and other literature, and recitation. Producing numerous projects and artists, including her band, Soutaiseiriron. While appear-
ing in the music charts with many hit songs, she has also created a project that involved the use of satellite, biological data and biotech-
nology, a song-generating robot powered by artificial intelligence, and her own voice, an independently-developed VR system, and orig-
inal electronic musical instruments. Major recent activities include exhibitions at Mari Art Museum, Toyota Municipal Museum of Art,
KENPOKU ART 2016, and Yamaguchi Center for Arts and Media [YCAM]. Her Tensei Jingle and Flying Tentacles albums, both released in
2016, received praise from figures including Ryuichi Sakamoto, Jeff Mills, Fennesz, Penguin Cafe, Kiyoshi Kurosawa, and Toh EnJoe.
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S+T+ARTS Prize'l17

Grand Prize—Innovative Collaboration
Awarded for innovative collaboration between industry or technology and the arts
(and the cultural and creative sectors in general) that opens new pathways for innovation.

Rock Print
Gramazio Kohler Research, ETH Zurich €1
and Self-Assembly Lab, MITYS

Rock Print performs a full-scale 3D “rock printing process”
using self-aggregating capacities of the material itself. This
visionary research project is a collaboration of Gramazio
Kohler Research, ETH Zurich and the Self-Assembly Lab,
MIT.

The jury was impressed with the way the collaborators
utilized innovative combinations of robotics, 3D printing,
and self-assembly to experiment and develop new ways of
approaching architectural construction. Their technique is
extremely elegant and minimal in form and concept, and it
is demonstrated in situ to audiences in public spaces and
in their lab. By using granular materials and string, they
utilize the physical phenomenon of jamming and demon-
strate on a large scale the concept of self-organization that
is found in natural systems. They focus on additive digital
fabrication techniques used for building non-standardized
architectural components, with the aim to develop criteria
for a new system of structural logic that can be applied
to architecture. Rock Print is built from low-grade granu-
lar material and constructed by robotic machines, bring-
ing forward a new category of random packed, potentially
fully reusable, poly-dispersed jammed structures that can
be automatically fabricated into non-standard shapes. We
witness in action full material reversibility and reusability of
the aggregated materials; structurally active interlocking,
differentiated structural performance that have geometric
flexibility and articulation. The piece that was presented
could easily be seen as a sculpture, but when we look more
deeply into the process, it becomes clear that the elegant
shape offers much more to the field of architecture.
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The collaborative group developed this project to inves-
tigate methods and techniques for design and robotic
aggregation of low-grade building material into load-bear-
ing architectural structures that are fully recyclable and
re-configurable with high geometrical flexibility and mini-
mal material waste. One could imagine reconfigured archi-
tectural structures that are assembled when needed and
taken down into the original raw state, moved around and
reconfigured to whatever shape the next location would
require.

Widespread adoption of robotics is promising to transform
the construction industry and building techniques, and will
become increasingly automated both on- and off-site. This
means change and even dispensing with manual labor—
which brings up many questions for the future of construc-
tion—both large-scale and small-scale. This project not only
demonstrates the potential of future construction but also
raises issues that are more easily addressed as we witness
how functional and aesthetic qualities “inform” architec-
ture through to the level of material.



Jury Statement

Gramazio Kohler Research, ETH Zurich, and Self-Assembly Lab, MIT

Gramazio Kohler Research, ETH Zurich (CH), Since its inception in 2005 the research group at ETH Zurich led by Matthias Kohler and
Fabio Gramazio has been at the forefront of robotics and digital fabrication in architecture. With their robotic laboratories and work that
ranges from prototypes to building elements, they have inspired architects and researchers alike to explore the capacities of the industrial
robot as a universal tool of the digital age. Self-Assembly Lab, MIT (US), Skylar Tibbits is the founder and co-directs the Self-Assembly
Lab with Jared Laucks, housed at MIT’s International Design Center. The Self-Assembly Lab focuses on self-assembly and programmable
material technologies for novel manufacturing, products and construction processes.
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Hadeer Omar

Blink: Humanising Autonomy

Adam Bernstein VS, Raunaq Bose YK,
Leslie Nooteboom N, Maya Pindeus AT

Autonomous cars, drones, and other moving things will
enter the public spaces in the next decade. While the public
is informed mostly about the engineering progress, the task
of integrating these things into our (human) way of coop-
erating with each other is rarely addressed. With BLINK,
four students are suggesting a communication device that
encourages the development of a “Language for Auton-
omous Vehicles.” The proposed system would communi-
cate the intent of the vehicle while allowing pedestrians to
influence its decisions. The jury wanted to further encour-
age this fresh approach towards intuitive interaction with
autonomous, mobile machinery.
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3arabizi Keyboard
Hadeer Omar B¢

Although this work is still at the conceptual phase, the
jury was impressed by its unique message that technology
could empower diversity and ethnicity. Instead of push-
ing the global standard, it reminds us of the importance
to observe how local people interact and design services
that will allow for differences in each region, country, and
culture. It would benefit many to further develop these
kinds of ideas that promote respect and the recognition of
diversity while opening up venues for new hybrid commu-
nication systems (to emerge).

Adam Bernstein, Raunaq Bose, Leslie Nooteboom, Maya Pindeus



BeAnotherLab

Library of Ourselves
BeAnotherLab

The jury felt that BeAnotherLab team is successfully utiliz-
ing virtual reality technology as a true empathy machine—
by placing you in another person’s body and making you see
the world through their eyes. While changing gender, age,
race, or origin we potentially change somebody’s perspec-
tive and view on the “others” and on themselves. These
experiments, artistically driven, and in close collaboration
with several universities, investigate the feeling of embod-
iment and empathy and are impacting research areas in
perception, psychology, neuroscience, and social relations.

Yuima Nakazato

Jury Statement

[IGNIS AER AQUA TERRA]
Yuima Nakazato *°

The title of this long project by fashion designer Yuima
Nakazato is from the names of the elements in Latin—Fire,
Air, Water, and Earth. Here we see the vision of each indi-
vidual wearing their clothes as an extension of their per-
sonality and physical attributes. The jury recognized the
importance of the idea of having clothing created without
being sewn but instead being formed from thousands of
components or units. We see this trend in many areas of
society and technological development, and to have it also
reflected in individual expression is an important contribu-
tion to new ways of envisioning the fashion design industry.
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nonvisual-art
Lisa Buttinger AT

One can never know from where the next groundbreaking
idea comes. What will start the next wave of artistic expres-
sion? And what else might this lead to? nonvisual-art was
passed over to the STARTS Prize jury from the ul9 category
and it was immediately agreed that this project deserves
an Honorary Mention. It is strong in its curious investiga-
tion while at the same time it is controlled and very open
to its “handmade” expression. Not only did Lisa create
enchanted images, she also invented her own new media
with everyday materials. She used her knowledge of natural
science and turned it into an artistic tool where new, beau-
tiful, almost magic images appear. This project is a really
good example of how artistic exploration can lead to new
expressions, new innovative tools brought to us by a very
young artist who has received the right support to enable
her to follow and develop her artistic skills and curiosity.

46

Lisa Buttinger

Jury Statement

Mimus: Coming face-to-face

with our companion species
Madeline Gannon Ys

Autodesk has taken the lead in how industries could
collaborate with artists and designers. While the latest
technologies like AT and robots tend to be managed highly
confidentially, the jury agrees that it is very important for
tech companies to design open collaboration by hosting
residential programs and learning from anti-disciplinary
groups for innovation.



Nonny de la Pefia US, Emblematic Group

Research Institute for Arts and Technology

Research Institute for Arts

and Technology
Research Institute for Arts and Technology A"

The RIAT — Research Institute for Arts and Technology based
in Vienna acts as a platform for counter movement by cre-
ating space outside of academia and the established gal-
lery system. The RIAT activists do not hesitate to tackle the
most difficult and disturbing problems of our contemporary
society such as creating crypto-currencies to change the
course of our world. Moreover, they have initiated the Jour-
nal for Research Cultures to communicate their thoughts
and experiences to the global community of academics and
beyond. Artistic Bokeh at the Museumsquartier in Vienna
and the Coded Cultures festival for fringe research and
experimental arts are further activities. RIAT shows suc-
cessfully how the reference to “Art” can provide an umbrella
for unconventional and even revolutionary thinking.

Open Publishing Lab

Jury Statement

Out of Exile
Nonny de la Peia V%, Emblematic Group 'S

Nonny de la Pena is known by many as the ‘Godmother of
VR’. Committed to new ways of storytelling and immer-
sive journalism, she experimented with virtual reality at
the UCLA Creative Technology Lab long before the current
hype. Her approach has inspired the first Oculus prototype,
as well as many other technology companies, media out-
lets, and journalists. The jury agreed that she has the ability
to use the power of virtual reality in a unique way to trans-
port people inside stories and situations to create empathy
and raise awareness for real world problems.

Apertus AXIOM Beta open hardware cinema camera

Arnaud Riviere performing at Coded Cultures
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Treelab
Marcus Maeder ¥, Roman Zweifel ¢H

The jury was impressed with the unusual pairing of a forest
expert and a researcher in computer music and sound tech-
nology that is bringing the so far unheard ‘sounds of trees’
to the surface. By needling tiny microphones beneath the
bark of trees, much is revealed about their physiological
processes, and about the forest ecosystem in general. Their
collaboration resulted in a joint research project on com-
plex environmental data collection and sonification. The
sound models serve as a tool to analyze patterns, under-
stand links, and unlock new research areas for both artists
and scientists alike. But through a beautiful installation it
also helps the general public to experience and gain deeper
insight.
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Sentient Veil
Philip Beesley ¢*

Philip Beesley has succeeded in composing layers of cellu-
lar textiles, a multitude of LED lights, and glass vessels con-
taining chemical photocells glimmering in color, into generic
beauty. Looking at this work, one imagines the experience
as being akin to walking into an ancient dreamy forest, and
like such forest, it recognizes you, hissing, breathing, and
groaning. The jury appreciated this work for its combination
of intricate technology and strong yet elegant aesthetics;
a thought-provoking installation that invites us to ponder
about our most elemental state of being.

Marcus Maeder, Roman Zweifel
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Studio Tomas Saraceno

Jet&James

Tim Otto Roth

Dentsu Lab Tokyo

John Edmark

Marco Donnarumma performing Corpus

Nil. Still from live performance.

Courtesy of Onuk

and Media, Karlsruhe, 2016.

and ZKM Center for Art

Yumi Sasaki, Dorita Takido

tion Group

Group, Microsoft Research—

MIT Media Lab—Living Mobile
Natural Int

The Mediated Matter Group,

Structures across Scales
MIT Media Lab

Aerocene Foundation
Tomas Saraceno AR

Algaerium Bioprinter and
Algae Printing
Marin Sawa IF/UK

aura calculata
Tim Otto RothPE

Brian Eno’s The Ship
A Generative Film
Dentsu Lab Tokyo P

BLOOMS 2: Strobe Animated
Sculptures
John Edmark Ys

Corpus Nil
Marco Donnarumma 7/PE

Bug’s Beat
Yumi Sasaki??, Dorita Takido 77

DuoSkin

MIT Media Lab—Living Mobile
Group, Microsoft Research—
Natural Interaction Group

G3DP V2: High Fidelity
Additive Manufacturing of
Transparent Glass

Structures across Scales

The Mediated Matter Group Y8,
MIT Media Lab

Kir!'\chi and Chips / Mimi Son,

Elliot Woods

Anna Dumitriu

Orkan Telhan, Karen Hogan,

Mike Hogan

Suzanne Waijers

::vtol::, Dmitriy Morozov

DerrickWang

Sinan Békesoy

Daijiro M [zuno, Kazuya

Kawasaki

Nikita Diakur

Jury Statement

Light Barrier 3rd Edition
Kimchi and Chips /
Mimi Son KR, Elliot Woods YK

Make Do and Mend
Anna Dumitriu UK

Microbial Design Studio:
30-day Simit Diet

Orkan Telhan US/TR Karen
Hogan US, Mike Hogan YS

Project KOVR
Leon Baauw N, Marcha
Schagen Nt

Silk
:vtol::, Dmitriy Morozov RY

Smog Free Project
Daan Roosegaarde N and his
team of experts

sonicPlanet GeoComposer/
GeoPlayer
Sinan Bokesoy R

Speculative, Fashionable,
Wearable

Daijiro Mizuno F, Kazuya
Kawasaki ®

Ugly
Nikita Diakur RU/DE
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Jury statement

Anticipatory Art Sci Futurists

Joint statement of the STARTS Prize'18 Nomination Committee (Francesca Bria, Andrej Heinke,
Sophie Lamparter, Daehyung Lee, Alexander Mankowsky, Seiichi Saito) and the STARTS Prize Jury
(Francesca Bria, Andrej Heinke, Sophie Lamparter, Daehyung Lee, Alexander Mankowsky, Seiichi
Saito, Kazuko Tanaka, Victoria Vesna, Alex Verhaest)

From the total of 2,344 entries, 811 projects were directly
submitted to STARTS Prize'18. These 811 entries were
reviewed by an international expert group, the STARTS
Prize Nomination Committee, consisting of Francesca Bria,
Andrej Heinke, Sophie Lamparter, Daehyung Lee, Alexan-
der Mankowsky, and Seiichi Saito. The group spent three
days reviewing the many excellent applications during one
of the first sunny weekends in Europe, and singled out 15
projects to be nominated for the STARTS Prize.

In parallel, the Prix Ars Electronica juries were reviewing
those projects that were submitted to STARTS Prize as
well as to Prix Ars Electronica in the categories Computer
Animation, Interactive Art+, and Digital Communities.
Each jury was asked to select and to nominate five addi-
tional projects from their specific category for the STARTS
Prize. For the final decisions, one representative of each of
the Prix Ars Electronica Expert Juries joined the STARTS
Prize Nomination Committee to form the STARTS Prize
Jury, namely Alex Verhaest from the Computer Anima-
tion category, Victoria Vesna from Interactive Art+, and
Kazuko Tanaka from Digital Communities. We made the
decisions together as the STARTS Prize Jury.

STARTS Prize and the overall STARTS program of the Euro-
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pean Commission send an important signal to the world
supporting art, science, technology and industry collab-
orations. Everyone in the room understood the privilege
of being able to review carefully what creative people
worldwide are working on, what they care about, what
they feel, and what they feel passionate about. 2,344
projects were submitted by artists, designers, entre-
preneurs, companies and universities, individuals, col-
lectives, communities, and institutions. All agreed that
successful companies of tomorrow will actively include
artists and designers. Targeted thinkers should combine
forces with divergent thinkers—those who experiment in
the wide-open space, who professionally wander, who
are comfortable being uncomfortable. Only by looking at
a problem from different perspectives will we find the
best solutions. Europe with its strong and diverse cultural
heritage, its artistic avant-garde, forward-thinking aca-
demia and long-standing industry is an excellent place
to demonstrate the power of collaboration and become a
global example on how we can co-create the future.

The jury analyzed the global tendencies that emerged
throughout the review process and many controversies
and questions were discussed at length. Topics that kept



surfacing were related to concerns about the critical
environmental issues of our planet—from pollution to wars
and human suffering. Many projects submitted were con-
cerned with water—from water quality to sea level rise
and plastic in the water. The Great Pacific Garbage Patch,
the billions of kilos of plastic covering the water surfaces
can no longer be ignored. Artists, designers, entrepre-
neurs are not waiting anymore for corporations and pol-
itics to finally steer this sinking ship but propose their
own solutions. The jury also noted that the complicated
and evolving relationship between humans and machines
is still very much present as a topic of interest for artists
and designers. Will these machines help us? Will they
replace us? And who is making these decisions? A clear
signal was registered—we should consider these complex
interactions now and ask important questions such as:
Is it ok to design virtual assistance who sound exactly
like humans? How do we consider data and privacy when
we speak about brain-computer interfaces? How can we
understand and communicate with autonomous systems,
like cars on the streets?

Finally, the jury also got a glimpse into what’s going
on in the global mind and what the future might bring.

Artists, scientists, designers, engineers working together
are futuristas, or as Buckminster Fuller would say—
Anticipatory Design Scientists who are preparing us
for what is coming. Considering the main trends that
emerged, the jury was interested in picking visionary
ideas for the future that look to practical applications
which could have an impact on existing models of pro-
duction and by extension society in general. The ultimate
questions were whether the project pushes at the known
boundaries and exhibits high technological and aesthetic
sophistication as well as excellence in research.

In an elaborate process that includes an open call and
recommendations by advisory experts, a total of 2,344
entries from 88 countries were submitted during the
application period that ran from January 10th to March
12th, 2018. Out of the total number of 2,344 entries, four
groups of experts nominated 30 projects for the STARTS
Prize, which were presented to the STARTS Prize jurors
for final consideration. Following extensive deliberations,
the STARTS Prize'18 Jury decided to award Future Flora—
Celebrating Female Biophilia by Giulia Tomasello for Artis-
tic Exploration, and Amsterdam’s 3D Printed Steel Bridge by
MX3D & Joris Laarman Lab for Innovative Collaboration.
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Grand Prize—Artistic Exploration

Jury Statement

Awarded for artistic exploration and art works where appropriation by the arts has a strong
potential to influence or alter the use, deployment, or perception of technology.

Future Flora
Celebrating Female Biophilia
Giulia Tomasello "

Through the thick digital forest, there was a distinctive and
loud call for returning to nature, attention to life, biology,
the self, the body—especially empowering the female body
and its sexuality which came as no surprise after a year
of #MeToo. Responding to this collective consciousness
wave, the jury agreed that Future Flora embraced the issues
of reclaiming female power—with DIY and no shame—in
a way that could prove empowering to others seeking to
find a voice. Interaction designer Giulia Tomasello brings
to the forefront issues that the medical community should
consider in their production of pharmaceuticals for women.
This project also engages the public to consider feminine
hygiene and the surrounding taboos. It makes us think
differently about bacteria in general—important in times
of overuse of antibiotics and antiseptics that are destroy-
ing the ecological balance. With the advent of scientific
research into the microbiome, the designer asks how we
feel about the idea that we consist almost entirely of bac-
teria. Many existing thrush treatments include a whole host
of chemicals that cure yeast infections but also destroy
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good bacteria, making things worse for women. In her own
words, Giulia explains that “the kit has been designed to
allow women to establish, nurture and harvest their very
own personal skin flora at home, becoming not only con-
sumers but also active participants in their own health
and wellbeing.” Digital technologies are tricking us into
an immaterial world made out of shining data. As Digital
Ghosts, we are hallucinating about being almighty, even
immortal under the sun of a God-like AI. Giulia Tomasello
forces us to lower our gaze from the digital heaven to the
most vulnerable female body part—the vagina. With Future
Flora she demonstrates this vulnerability as a strength,
using the embodied openness as a medium between inter-
nal and external organisms, creating in this way what she
calls “Future Flora”. Future Flora provides a clear and loud
signal that “Future” is not only “Digital.”

The STARTS Prize Jury got Giulia’s eye-opening message:
there is a huge potential for innovation in the European
spirit, but we must not forget that it is our bodily existence
that fuels the imagination.



Jury Statement

Tom Mannion

Giulia Tomasello (IT), born in 1990, is an interaction designer and researcher specializing in wearables, biotechnology, and material
finishes. She is currently Research Assistant in Interactive Wearables at Nottingham Trent University. In the past two years she has been
investigating the potential of biotechnology and living materials, proposing a biological and sustainable alternative for electronic textiles.
She considers herself a maker and explorer, using materiality to question and communicate the boundaries between technology and our
bodies. By designing alternative scenarios and acting as a creative thinker, Giulia questions our notions of wellbeing to develop innovative
tools in the intersection of medical and social sciences. These intersections are enabled by her multidisciplinary collaborations and the
symbiosis between her creative and scientific work, generating knowledge exchange and social integration in healthcare.
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Grand Prize—Innovative Collaboration
Awarded for innovative collaboration between industry or technology and the arts
(and the cultural and creative sectors in general) that opens new pathways for innovation.

Adriaan de Groot

Amsterdam’s 3D Printed Steel Bridge
MX3D & Joris Laarman Lab™

Designing for 3D-printing opens up a whole new world of
complex forms and shapes previously impossible with tra-
ditional techniques, says Tim Geurtjens, co-founder and
CTO at Dutch design studio MX3D. The jury found their
3D-printed metal bridge a really important marker for the
future of architecture and construction. The bridge was
designed for one of the canals in Amsterdam’s Red Light
District, by Joris Laarman Lab.

Architects working in this area are convinced it won’t be
long before additive manufacturing transforms their disci-
pline. This opens up all sorts of new aesthetic possibilities.
Traditional steel or concrete structures have a high level of
redundancy—material that doesn’t need to be there, but
which is too difficult or expensive to remove. But 3D-print-
ing allows material to be placed only where it is required.
This project is not only great in engineering and design but
also generates discussion about the future of design and
construction. Robotic arms are getting more sophisticated
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Jury Statement

by the day and can be used to print in traditional materials,
such as plastic, concrete, or composites, or employed to
weave or knit three-dimensional fiber structures.

The bridge is 12 meters long and 6 meters wide, and will be
installed in the old city center of Amsterdam across a canal,
early next year. The project innovates the type of materials
and the techniques used and presents a new kind of open
collaboration amongst MX3D engineers, Amsterdam city
officials, scientists at Arup, and Imperial College London to
define data-driven algorithmic methods for evaluating the
safety of the bridge and enabling the bridge to interpret its
environment. Sensor data will feed into a “digital twin” of
the bridge, creating an algorithmic model that responds to
the data in real time. This is the beginning of a great urban
transformation. There are many large-scale 3D-printing
projects happening all round the world but this project has
built something that works for people living in a large Euro-
pean city and is leading the way.

Adriaan de Groot



Olivier de Gruijter

Joris Laarman Lab

Jury Statement

MX3D (Amsterdam, 2015) is led by CEO Gijs van der Velden and CTO Tim Geurtjens. Itis a spinout company originating from the renowned
Joris Laarman Lab. The company develops (mobile) 3D large scale printing solutions. Its robotic metal printing technique allowed for the
introduction of all the creative and practical advantages of 3D printing to entirely new industries like architecture and engineering. Initially
the company inspired the tech community by sharing their early experiment on social media. The ecosystem created by this open attitude
towards innovation formed the breeding ground for the innovative collaboration needed to construct the Bridge project. The company is
collaborating with a bridge builder in the Netherlands and will supply its technology to several other industries within the next years.
Joris Laarman Lab (Amsterdam, 2004) is an experimental playground set up to study and shape the future. It tinkers with craftsmen,
scientists, and engineers with upcoming technology and its consequential esthetics. The lab was started in 2004 by Joris Laarman and
filmmaker Anita Star. Joris attended the Design Academy Eindhoven in 1998 and graduated cum laude in 2003. Anita studied film at the
UVA in Amsterdam. The lab first gained attention with the Reinventing Functionality project, which included functional rococo radiator
Heatwave that was picked up by Droogdesign and is now produced by Jaga. Joris Laarman Lab has over 70 works in 37 museums like the
MoMA, V&A, Centre Pompidou, and recently the Rijksmuseum Amsterdam where the Bone Chair is exhibited. In 2011 Joris Laarman
received an “Innovator of the Year” award by The Wall Street Journal and in 2016 the Amsterdam Art Prize. In November 2015 an exten-
sive solo exhibition of the experimental work initiated by the Groninger Museum was visited by more than 200,000 visitors and started
travelling around the world.
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BLITAB - the innovative tablet
for the blind

Kristina Tsvetanova B¢, Slavi Slavev B¢/
BLITAB Technology GmbH

The temptation when talking about digital technology is
often to focus on its visual aspects—not only the transfer
of images, but also the aesthetics of digital tools. A world
away from the dull, metallic minimalism that dominates
tech design, the BLITAB offers an alternative view. Invisi-
ble to the uninitiated eye, the beauty of this niche product
is the result of thoughtful, functional technology that can
truly improve people’s lives. In our image-obsessed world,
the needs and special abilities of visually impaired people
are often neglected when it comes to digital experiences.
Using unique technology to create a textured display, the
BLITAB transforms text and graphics into legible bubbles.
Thanks to this cutting-edge device, which translates text
into “smart braille” in real-time, the pleasure and useful-
ness of reading online can be accessible even to those who
cannot see clearly. When imagining an audience for tech-
nological creations, the jury agrees that the focus should
be on humanity rather than on customers.
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489 Years

Hayoun Kwon KR

489 Years is located in the demilitarized zone (DMZ)
between North and South Korea—a dangerous place filled
with unmapped landmines and hidden from media cover-
age. This highly relevant topic became even more so in the
time between the jury deliberations and the present. In this
interactive VR piece, the viewer approaches, enters, and
experiences the DMZ through the eyes and memories of a
South Korean soldier. First-person perspective is key to the
engaging qualities of the piece and VR technology is used
successfully by the artist to enhance immersion in the sub-
ject in deeply moving ways. Rather than approaching this
space as a mere zone of war, the narrator speaks about the
redemptive qualities of the beauty of its untouched natural
state. By attracting attention to the silent force of nature
in the landmine-filled DMZ, Kwon creates an atmosphere
of discomfort for the viewer. Her poetic approach to this
difficult problem reverberates a surreal atmosphere which
is highly pertinent to the current state of affairs. The jury
felt that this experience brings humanity and empathy to
a very sensitive topic that is frequently misunderstood or
lost in political discourse.

Kristina Tsvetanova, Slavi Slavev / BLITAB Technology GmbH



Mao Yamamoto

Florian Voggeneder

Fennec Turbine
Maxim Kuzin®RY, ATOM

Maxim Kuzin aimed to square the circle: Merging beauty,
sustainable use, and longevity under harsh conditions.
He succeeded by creating the Fennec Turbine. It carries
on the best Russian traditions, because it works every-
where, under all conditions, without maintenance and it
has a deeper purpose of making our world more sustain-
able. Inspired by a hyperboloid shell structure from the
Russian past, Kuzin transferred it from a static plane to a
full-fledged dynamic space using supercomputing powers
and futuristic alloys from aviation. The resulting structure
made of aluminum blades with an optimal airfoil profile
looks more like an almost weightless sculpture or a pre-
cious vase. Yet it is inherently practical, would look beau-
tiful on every urban roof, and produces power in conditions
under which other products cannot work effectively. The
STARTS jury gave Maxim Kuzin an Honorary Mention and
sees his project as truly European.

Jury Statement

ELECTRONICOS FANTASTICOS!

Ei Wada’® + Nicos Orchest-Lab*F

What is the role of media art? Wada has been using old
consumer electronic devices like CRT televisions, radios,
rotary dial phones, camcorders, and more for his pieces.
He begins by collecting these items at workshops, in col-
laboration with local communities. The process seems to
revive all of these forgotten devices, transforming old into
new. The end result is really cool techno music, sounds
one never could have imagined by simply looking at the
old gathered items from his workshop. Even more beautiful
is the community that he creates around this movement,
here everyone of all ages and backgrounds comes together
(dressed proudly in the same border shirts) to form his sup-
portive tribe. As it builds, the media art piece gains momen-
tum and opens doors of how tech can work for communi-
ties, and offer experiences of life-changing processes and
outcomes. ELECTRONICOS FANTASTICOS! represents one
of the most important roles of media art: opening doors for
everyone, and introducing them to new worlds that they
have never before experienced.
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Luca Zanier

Making Sense—Citizen Sensing Toolkit
Making Sense Team

The CAPS EU funded project Making Sense, co-ordinated
by the Stichting Waag Society, shows how citizens can use
open source technology and open sensors to collectively
act at the civic level. Making Sense developed an easy to
install Toolkit—including a sensor kit and a data platform—
which allows citizens to collect, share, and interpret open
data about temperature, humidity, noise, and air quality.
The project enables citizens, city halls, and communities
to use data for the common good, since it can improve citi-
zens’ environmental awareness. The smart Citizen Sensing
Toolkit fosters citizens’ engagement in solving urban envi-
ronmental issues they care about. It also facilitates their
collaboration with experts and technologists to achieve
positive change through real world pilots.
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FluidSolids
FluidSolids® AG ¢+

If society wants to be serious about the environment, the
production and use of synthetic plastic, especially single
use plastics, has to stop. The designer Beat Karrer, with
a small team in Zurich and through a research collabora-
tion with the University of Applied Science in Rapperswil,
invented a serious alternative. FluidSolids is a new bio-
based material made from natural industrial waste like
wood, foods, or paper. Compared to other bio-polymers
currently on the market, this approach is convincing as it
uses existing waste and turns it into value without any com-
promises in design or quality of the material. This bioplastic
can be used for furniture, interior design, electronics, and
packaging—the only difference is it’s either reusable or
100% compostable. Companies and large industrial play-
ers will only make impactful ecological investments if they
also offer clear economic benefits.

GEMGING
OPEM
HARDWARE

CASE STUDY

URBAKR
ATRO !
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Printed Paper Actuator

Morphing Matter Lab at
Carnegie Mellon University

We have been living with paper for more than two thou-
sand years. It is a commodity that closely interfaces with
human beings, even in this digital age. There have been
several attempts at tech paper innovation over the past few
years, for example, circuit ink printers and pens, but there
has not yet been a huge innovation. However, the Printed
Paper Actuator takes a new approach—not just printing
circuit but actually kinetically working with paper. This
innovation transforms the old media of paper and signals
a new phase of media expression for industrial purposes
(prototyping) and/or for pleasure (DIY for kids). These tech-
nological and material innovations take our idea of paper
to the next level.

Jury Statement

phosphere

Rhizomatiks Research*®, ELEVENPLAY 7,
Hironori Evala (evala) °", Takayuki
Fujimoto ?° (Kinsei R&D)

The jury found phosphere to be an excellent example of
a complex immersive artwork / dance performance piece
created by a large interdisciplinary collaborative group
with visual and technical direction under media artist Daito
Manabe and the Rhizomatiks Research studio. The unique
performance experience brought together creatives from
engineering, sound, stage design, featuring ELEVENPLAY
choreography and dancers and signifies a new era of stage
direction and design. phosphere (“sphere of light”) uses
advanced digital technology to reproduce the processes of
crystallization of certain minerals in a physical space and
participants find themselves as part of an ever-changing,
intangible architecture of light flickering about them, as
if guided by intuition. The movements of light beams are
reminiscent of natural forms waving beneath the surface
of water or blowing in a breeze. At once a scene and an
installation, phosphere entails both the physical space of
the room and a space imagined within a computer.
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Morphing Matter Lab at Carnegie Mellon University
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Shadertoy
Pol Jeremias Vila¥s, Ihigo Quilez S / Beautypi

Since the Open Graphics Library (OpenGL) was created in
the 1990s, 2D and 3D graphic expressions have stepped
into a new generation. The beauty of 3D graphic for games,
films, and animation have been advancing based on this
Open Library Platform for graphic hardware. The anima-
tion industry, however, has been struggling with shader,
as it requires knowledge of programming, 3D creative
platform rendering, and hardware. Shadertoy emerged in
2009, dedicated exclusively for WebGL, which has become
the main browser based platform for 3D interactive and
real-time animation. This open platform for creating and
sharing shaders is by and large the next big leap for every
creator, student, and educator in the field. The jury felt it
was important to recognize the work that has served over
11,000 creators who have contributed their experiments,
rendering techniques, and procedural art. Shadertoy is a
good example of crowdsourcing and openly sharing cre-
ative knowledge that leads to better artworks as well as
professional applications.
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Jury Statement

The Institute of Isolation
Lucy McRae U/AU

The jury recognized that the work of Lucy McRae has been
successful in capturing the public’s attention. Her movies
reference genetic engineering, space travel, sensory depri-
vation, and the changing of the human body in relationship
to these scientific advances. Although fictional and clearly
an artist’s vision, what is particularly striking about her
films is the obviously deep and serious research that goes
into the development and creation of the work. Here is an
example of artwork that functions as many science fiction
authors have—as visionaries that later inspire scientists
to manifest the ideas into reality—making what seemed
impossible at the time possible. In the Institute of Isolation,
the artist addresses issues of our bodies and minds being
slowly conditioned to a new set of possible existences—on
other planets, with different sensory experiences. Inspired
by the book, Evolving Ourselves in which the authors claim
that we are not subject to Darwinian notions of evolu-
tion by nature but by our choice, she produced a film that
is in-between science fiction and hard science—a quite
possible future scenario. This vision may prove to be of
interest to those who are envisioning travel and life on
other planets or even how we may have to change to sur-
vive the environmental destruction of our own planet. This
project was sponsored under the aegis of the EU-funded
project SPARKS.

Pol Jeremias Vila, Ifigo Quilez / Beautypi



Justine Emard

Refik Anadol Studio

Natsumi Kato, Hiroyuki
Osone, Yoichi Ochiai

Etsuko Ichihara

y Wedge, Ashley Baccus-Clark,

Hyphen-Labs / Carmen Aguilar
Ece Tankal, Nitzan Barto

James Paterson

Yasmin Litschauer, Chiara
Mazanec, Aisling Pircher,
Laura Scheidl, Johannes

Zottele

S+T+ARTS Prize'18 Jury Statement
Nominations

Alter

Kohei Ogawa I, Itsuki Doi’®,
Takashi Ikegami, and
Hiroshi Ishiguro o

Quantum Fluctuations
1 Markos Kay ¢Y/UK

Markos Kay

Radio Garden
http://radio.garden

Archive Dreaming
. Refik Anadol Studio ™®

http://radio.garden

DeepWear Rapid Liquid Printing
Natsumi Kato °?, Hiroyuki . Self-Assembly Lab US,
Osone %P, Yoichi Ochiai = MIT + Christophe Guberan ¢H/Vs
58 + Steelcase
23
33
524
868
Digital Shaman Project Rediscovery of Anima
Etsuko Ichihara Akinori Goto I?
E
E

GreenCake Block
Majd Almashharawi P$

RidRoid “CanguRo”
Future Robotics Technology
Center (fuRo), Shunji

Majd Almashharawi

g
EE | Yamanaka?
8%
g2
£55
w o>
NeuroSpeculative Self Reflected
AfroFeminism g Greg DunnYS, Brian Edwards YS,
Hyphen-Labs / Carmen Aguilar g Will Drinker YS
y Wedge Y$/MX, Ashley g
Baccus-Clark s, Ece Tankal™®, £
Nitzan Bartov <8
s
5

Social Wallet
Dyne.org

Norman
James Paterson ¢A

Freecoin “cornucopia
logo: Andrea Di Cesare

VFRAME: Visual Forensics and
Advanced Metadata Extraction
Adam Harvey Y$

Off Grid
Andrew Styan AV

Andrew Styan

Who Wants to Be a

J | Self-Driving Car?

Joey Lee Y5, Benedikt Grof3 PE,
| Raphael Reimann PE,

MESO Digital Interiors,

David Leonard YS

Pounding Heart

Yasmin Litschauer AT, Chiara
Mazanec?T, Aisling Pircher AT,
Laura Scheidl AT, Johannes
Zottele AT
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S+T+ARTS Prize'19

Jury statement

Poesis into Praxis: Hybrid Creative Activisms

Joint statement of the STARTS Prize'19 Nomination Committee (Francesca Bria, Nadav Hochman,
Daehyung Lee, Alexander Mankowsky, Serife (Sherry) Wong) and the STARTS Prize'19 Jury
(Ferdi Alici, Francesca Bria, Rikke Frisk, Nadav Hochman, Daehyung Lee, Alexander Mankowsky,

Moon Ribas, Serife (Sherry) Wong)

From the total of 2,278 entries, 731 projects were
directly submitted to STARTS Prize'19. These entries
were reviewed by the STARTS Prize Nomination Commit-
tee, an international group of leaders from the arts, aca-
demia, and industry. This diverse group spent three days
reviewing the applications and singled out 13 projects to
be nominated as finalists for the STARTS Prize. In parallel,
three additional Prix Ars Electronica juries—focusing on
the categories of Computer Animation, Digital Musics &
Sound Art, and Artificial Intelligence & Life Art—reviewed
the projects that were submitted to the wider Prix Ars
Electronica. Each of these three Prix Ars Electronica juries
was then asked to nominate five additional projects from
their specific award category for the STARTS Prize. Out
of this group of 28 finalist projects for the STARTS Prize,
the two Grand Prize winners and eight Honorary Mentions
were determined by the STARTS Prize Jury, a group com-
prised of the STARTS Prize Nomination Committee and
one representative from each of the three Prix Ars Elec-
tronica juries.

The European Commission’s STARTS Program and Prize
has become a dynamic global barometer through which
new collaborative, cross-disciplinary, creative visions
can be examined. With 2,278 project submissions to this
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year’s competition, representing work by artists, design-
ers, technologists, and scientists, the program has grown
to function as a critical instrument in showcasing alterna-
tive ways to see and question ourselves and others while
maintaining an unbounded terrain that allows freedom
in creative and technical experimentation. Throughout
vibrant deliberations, the jury recognized and empha-
sized time and again the cruciality and significance of the
STARTS program’s distinctly European message, shining
light on new pathways to innovative yet positive societal
change driven by deep humanistic values and rooted in a
long and extraordinary tradition of responsible cultural
experimentation.

In the face of tectonic technological developments, envi-
ronmental changes, and consequent volatile political
climates, the majority of this year’s projects go beyond the
dialectic of legitimate and illegitimate ends and instead
unfold the ways in which emerging technological devel-
opments affect not only what we can do but also what we
can be. The jury