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The creativity of artificial intelligence is not
independent of humans; rather, it draws from our collective
memory, our errors, and our aspirations. At the same time,
the intricate relationship between computers and creativity
- as Margaret ‘Boden has noted- is continually tested by its
capacity to generate what is both “unexpected” and
“valuable”. In artistic production, the distinction between
a “one-off" experience and “long-term” creation is no
longer merely ah aesthetic concern; it also carrcies
socliological and cultural significance.

In a rapidly transforming world, artificial intelligence
now stands at the very center of debates on value. Today,
1t 1s no longer simply a tool; it is an agent that reshapes
structures across a wide spectrum, from migration and labor
to so¢ial ahd economic inequalities, as well as cultural
policy, opening the door to new forms of discussion. Thé
ilssue is no longer limited *to producing an idea or a work
of art, but lies in rethinking the concept of “value”
1tself as a central concecn. Arctificial intelligence

thus emerges not merely as an instrument, but as a
transformative force that rceconfigures diverse systems

and provokes new critical inquiries.

Locality, participation, and balance are the core
pcinciples at the heart of value production. Our era makes
1t clear that digital innovation must take rcoot within

a genuilinely democratic, sustainable, and transparent
frameworck. The new social and economic realities shaped

by artificial intelligence find their true contrcibution not
Wwithin the narrow confines of technology companies., but

1n a broader, collective, and inclusive perspective that
prroritizes the public good.
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In its sixth edition, the festival focuses on productions
from diverse geographies, spanning from Africa to Asia,

and aims to bring audiences together with unexpected and
experiential narratives. This year, artificial intelligence
stands out for artists not only as a means of rCeproducing
technology, but also as a medium for retelling it and
internalizing it through experiential practices.

This technology., which shapes the future, is no longec
merely a tool: it has become the key to new modes of
thinking, new forms of action. and a collective
imagination. =

For this reasbn, the festival wWill approach boths«individual
creativity and collective memory within a critical
framework, exploring what they seek to express from

a broader and more inclusive perspective. Act and its
ccitique continue to play a central cole in this
transformation- functioning as a reflective mircror,

a transformative force, and a domain in which society's
pecception of “value” is reconstructed.

In its sixth edition, the Istanbul Digital Arct Festival
seeks to address thé following questions: What is value?
For whom is it produced. and how? And where does artificial
intelligence position itself within this new societal
nacrative?
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Esca Ozkan 1s a curator, researcher, and cultural manager who specialises in AI and media art.
Ozkan, who lives in Dubai, has more than 12 years of experience curating and managing cultural
pcojects. She has planned and organised various exhibitions, seminarcs, and panels throughout
Europe and Turkey. Since 2015, she has concentrated her curatorial practice on digital arts
and has consistently produced shows in this gence. Ozkan's areas of expertise include Digital

A ' Acts, Actificial Intelligence, and Bio-art. Esca’'s current cesearch, titled "A Study of *
Algorithmic Approaches in Arct and Visual Culture of the 21st Century,” exploces the impact of
! data-driven art through the lens of the Postdlgltal movement. . !

Esra holds degrees in plastic arcts, art management, and philosophy. Between 2019 and 2020, she
served as the curator for the technology section of Contemporary Istanbul Act Fair. From 20189
to today, she was the Actistic Director of the Istanbul Digital Agt Festival, leading the
.. curatorial teams and directing exhibitions. From 2821 to 2823, Esra curated and directed ¢
ESRA OZKAN Turkey's first Digital Act Museum, X Media Act Museum, where she produced immecsive

. exhibitions. Since 2022, she has been a member of the advisory board and a curator for Samsung

Turkey.

She 1s the co-founder of CapitAct-X, a women-led digital arct initiative focused'on
international curatorial projects and art research, with a new media lab based in Istanbul.
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Avind is known as Turkiye's first AI curator and stands out as an innovator in the field
of digitel art. Avind organizes and curates art exhibitions using AI technologies.
Digital art shows thus push the boundaries between art and technology. Acting as an
lnteractive bridge between artists, curators, and audiencés, Avind offers new
pecspectives on how art can be created, presented, and intecpreted in the digital age.
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’ Evgeriiya Romanidi is the founder and curator of‘ProjethZ, an Lnnovative digital art project
based in Dubai. With a broad background in the arts and a passion for promoting artistic
Z<) _ expression, Evgeniya has curated over 20 exhibitions and projects in the UAE and
! bl oS . : intecnationally. Evgeniya's artistic journey is based on a mission to strengthen the connection
: : ' between artists and audiences by focusing on crceatin§ immersive experiences that resonate
globally. She specializes in digital art, interactive installations, and large-scale -
E \j G E N I YA R O M A N I D I exhibitions. Under her leadership, Project22 has become a groundbreaking platform for digital
. artists, providihg oppoctunities to showcase art in innovative ways. Based in Dubai, the
platform collaborates with major dalleries, immersive art spaces, and cultural institutions
across the UAE and the world. Continuing to push the boundaries of art and play a pioneering

role in the development of contemporary digital art, Evgeniya is a powerful figure inspircing
artists to create new forms of expression.

. AKM Tark Tetekor > MEZO Fob Bank

REPUBLIC OF TURKIYE
MINISTRY OF CULTURE AND TOURISM .



L] W
i I [I n I 1}
T Iurk IelekOm

L

Gonzalo Herrero Delicado is a London-based curator., educator, and acehitect whose wWork
explores how architecture, art, and design respond to global challenges, parcticularly the
climate crisis and the rise of digital culture. Over the past 15 years., he has

t . collaborated with museums and cultural institutions worldwide to develop exhibitions, -
public programmes, and interdisciplinary projects. He 1s currently a PhD candidate at RMIT

, el University, researching curatorial practices fo} immecsive enviconments, and teaches at I
’ e 3 the Royal College of Act and Central Saint Martins. He also directs the design practice

' The Otherc Agency.

His recent work includes curating the Digital section of Act Dubai 2025, titled After the
Technological Sublime, as well as major projects such as the 20824 Serpentine Pavilion, the *

GDNZALO HERRERO pecmanent exhibition Tomorrow Today at the Museum of the Future in Dubai, and Virtual
'S Beauty. shown at HEK Basel and Somerset House. From 2016 to 2821, he was Curator of the
DELICADO | Acchitecture Programme at the Royal Academy of Acts, where he led the launch of the

_ Acchitecture Studio and curated exhibitions such as Eco-VVisionaries and Invisible

Landscapes. He has also held curatorial roles at the Design Museum and The Acchitecture
Foundation, and worked wWith organizations including the Earcthshot Prize, Meta, and UCL,
alongside publishing and speaking widely on contemporary culture and design.
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Burcu Oztirckler is the co-founder of NODE Media Lab, a Vienna-based non-profit,

multidisciplinary creative organization that researches and produces interdisciplinary

.. .. experiences at the intersection of new media art, science,rand technology. With a professional

B U R C U 0 Z T U R I_( L E R backgcound in the arts, she has built extensive experience across project management, business
' development, funﬁing and sponsorship, and PR and communication. Her work focuses on the

development and realization of complex creative projects, as wWell as establishing and

maintaining strong collaborations between artists, institutions, and parctners. Through hec

practice, she actively contributes to creating innovative platforms that suppor%
cross-disciplinary exchange and experimentation.,
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Vienna-based new media artist Bzan Turkkan works at the intersection bf art, science and
technology. His work is centred on experimental digital media, focusing on generative and
algorithmic art, fractal geometry, mixed reality experiences, interaction, motion as a
reflection of the impermanent nature of existence, and human and social behaviour. He
utilizes technology as a medium to create innovative and engaging digital art
installations. He likes to eiplore.the many-folded boundaries between science, arct, and
new technologies and combine different media elements 1n a credtive process. Before taking
his ficst steps in digital media, he studied and practised various art disciplines in
Philadelphia, Salamanca, and Barcelona, collaborating with numerous institutions and art
centres. After he graduated from the University of Salamanca, he received his Master's
degree in Multimedia at BAU (Escola Superior de Disseny, Universitat Central de Catalunya)
in Barcelona, where he lived and worked for many years as a new media artist. His work has
DZAN TURKKAN been exhibited in art centers, museums, and galleries such as; Santa Monica Act Centre
> Barcelona, Reina Sofia Museum Madcid, Centre of Contemporary Act Luigi Pecci Florence,
Torrance Museum Los Angeles, Victoria House London, Lincoln Center NY, Banannefabrik
Luxembourg, Europalia Act Festival Brussels, Les Brigittines Contemporary Arcts (entre
Brussels, Museum of Contemporary Arct Belgrade, Santral Istanbul, Akbank Arct Centre
Istanbul, LOOP Videoart Festival Barcelona, Rotterdamse Schowbourg Rottecdam, WUK Vienna,
. . : Acs Electronica, Zifergauz St. Petersburg, Kunstlerhaus Bregenz..
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Ismail Erim Gllacti is a faculty member at the Faculty of Act and,Design, Yildiz
Technical University. His research is situated at the intersection of visual ‘

j:SMAj:L ERj:M culture, infrastructure studies, sucrveillance studies, and artificial
— ' intelligence/technology policies. His book, “"Infrastructural Image: From Operation
GULACTI to Power,” was published last month. He has published arcticles in international

peer-reviewed journals and is actively working in the fields of digital art,
photography, and curatorial practice. His artistic practice encompasses
comprcehensive photographic and sound universes.
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. g ' Amic B. Ash (Amir Bahador Ashrafzadeh) is a Paris-based new media artist, art director,
. and experimental filmmaker with over 15 years of professional experience 1n digital arts
and filmmaking.
His passion for music and film and animation led him to experiment with live visuals and
interactive lighting in 2007. Since then, he has collaborated with many musicians such as
Mona Matbou Riahi, Siavash Amini, Idlefon, Temp-Illusion, Dasha Rush and Saffrokeira with
t . pecformances at festivals including MUTEK JP,MTL and AE, Arte Concert, Mawaheb St. '
Petersburg, Act Dubai,TC5 Berflin and more. His visual Wwork has also been featured in major
productions, including Lionel Rlchle s World Tour, Westlife's Reunion Show, America’s Got
Talent, Cyndi Lauper’'s Farewell Tour, and music videos for the London-based band Bastille.

E— ' LT oA

In 2009, Amirc co-founded CODON Interactive Media, a pioneering design and technology
studio, where he worked as a visual artist and arct director on international projects
ranging from real-time simulations to interactive light sculptures and installations.In '

AMIR B ASH 2015, he co-founded SET Experimental Act Events, an international electronic music

festival in Tehran, where he remains parct of the managing director team.

Cucrrcently, Amirc 1s one of the 3 artists cunning OVVO Studio in Paris., where he continues
to explore the intersections of art., technology. and immersive experiences. Since early
2024, he has also served as co-director and curqtor at MUTEK.AE in Dubai, an international
festival dedicated to digital art and electronic music.
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Christian Brinkmann is an audiovisual arctist | )
based in Hamburg, Germany, working at the ! .
intecrsection of nature, technology, and
' . generative art. With a background in audio '
engineering, he creates immessive visual worlds
. inspired by organic systems, translating ' . .

\ natural processes into evolving digital focms. Fractured Bloom begins with the digital
His practice spans interactive installations and remains of a real flower - 1its colors and |
rendered works, often rooted in living plants imperfections presecved through a 3D scan
and real-time systems. Brinkmann's installations * - before dissolving into a stream of
and exhibitions have been presented colocr, form: and memory. As the b
intecrnationally, including Manarcr Abu Dhabi, Arct abstraction unfolds, the bloom gradually

CHRISTIAN Week Miami, VivaTech Paris, the Bratislava reforms, creating a meditative visual
Philhacmonic, the Slovak National *Theatre, cycle that moves between fragility and
BRINKMANN Affenfaust Galerie Hamburg, MIA Nice, and 1in transformation, nature and technology.
| Seoul. His work explores presence, The piece hovers between loss and
A-1 transformation, and the poetics of living . reappearance, holding on to the fragile
systems. memory of a living form.
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MEZZANINE is an ephemerai lnstallation
that interrogates the conditions of
pecception and spatial experience through
an enyvironment composed of fog and white
light. By dissolving architectural
solidity into atmosphere, the work
reconfigures comnvenhtional distinctions
between material and immaterial space.

A luminous floor and ceiling produce a
field of light that continuously fades in

X and out, generating a subtle breathdng
‘ effect. The fog curtains function as
‘ ] ' permeable, shifting boundaries, evoking a
\ Karolina Halatek's works are catalysts for sense of initiation into an i1ndetecminate
experience. Using light as her central medium, experience. Together, these elements '
she creates site-specific installations that produce a space that i1s not fixed but
integrate visual, architectural, and sculptural * continuously reconfigqured through the
elements. She studied Design for Performance at intecplay of light and the viewer's
UAL (UK), Fine Acts at UdK Berlin, and Media Art movement. Positioned as a threshold
at the Academy of Fine Acts in Warsaw, Poland, experience, MEZZANINE stages a restrained
and took part in Olafur Eliasson’'s Institut fur encounter with the sublime. It unsettles
Raumexperimente. Halatek is a PhD candidate at habitual modes of perception and
the Academy of Fine Arcts in Krakow and a foregrounds embodied presénce, inviting
A-2 visiting researcher at the Lighting Lab, Royal . reflection on how space 1s sensed,
Danish Academy in Copenhagen. constructed, and inhabited.
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' After completing his education in Visual
Communication Design, Kivang¢ Aykan has taken
pact in numerous projects across different

. disciplines. Through his works that merge
. science and technology with act, he has
collaborated with teams rceaching
international audiences beyond the borders of

Turkiye. Throughout this journey. he has had

the opportunity to develop and lead the

concept design of many artistic projects.

He later founded Jpeq Studio, where he

continues to produce both artistic and

: commércial projects. For him, Jpeq'Studio 1s

not merely a production space, but also an
environment for learning and growth.
future designers and experienced
pcofessionals come together under one rcoof,
cceating in hacmony. '

Here,

Placing interactive design at the core of his
practice, Kivang focuses on creating
experiences that animate inanimate objects
and establish meaningful relationships wWith
people. Through this approach, he aims to
consciously blur the boundaries between the
physical and digital worlds.
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Existence alone is merely a potential. This installation
constructs the dormant potential of digital structure and
the dynamic fnput of human consciousness not as a
hierarchical viewing experience, but as a symbiotic life
form, ontologically dependent on one another for existential
YMBIONT removes the human from the role of a

and technologg from the‘role of a "tool." It

(co-inhabitants) that can

wholeness.
"spectator”
positions both as equal "Symbionts”
only transform into a meaningful whole within a simultaneous
instantaneously redefining each other's

the

cycle of interaction,
boundaries and forms. In the modecn digital age,
relationship betwe®en human and machine is often built gn
“command and obedience.” However, SYMBIONT cejects this '
unidirectional relationship and instead proposes the concept
of The central digital tree and the

sucrcounding light grid ace not "dead” but they

“Ontological Completion.”
L]

on their owWn;

are "incomplete."” They resemble a body possessing vocal cords
but lacking breath. The human entering the room is “alive”
but "invisible” in this digital void: they have a voice but

no surface to echo upon. The project focuses on the moment
these two ihcomplete parts come together.
(bceath) to the digital structure;

(body)

The human gives
"time and movement”

the digital structure gives “"form and visibility"

to the human. This space is a symbiotic realm where no one

watches the other, but where existence 1s simply shared.
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Color Shake is .,an interactive media
installation by Rebel9sthat transfocrms

Rebel9 is a multidisciplinary studio that surfaces not meant to be painted into
' . transforms data and archives into experiential vibrant digital art walls. It channels
formats, based on its approach of becoming the raw energy of graffiti onto a digital
P . "architects of information”. Rebel8 has ' public canvas, inviting everyone to .
\ ' collaborated with major institutions including participate and unleash their collective
the National Museum of Kocea, Google and Samsung creativity. Through an interface where
by creating interactive exhibitions, digital analog meets digital, the physical
archives, and immersive installations. The * gesture of shaking the spray can is
studio’'s work has received intecnational instantly translated into vivid digital
recognition through the iF Design Award, Red Dot color changes. Beyond simple painting,
REBELQ { Design Award, and TDC Awacd. each burst of the spray can creates a
¢ nexus where visual expression and
“2026 Arctificial Intelligence Content Production language intersect. Within this space,
Support Project”™ by the Ministry of Culture, individual memories accumtlate, giving
A-5 Sports and Tourism and the Korea Creative . rise to a polyphonic narrcative realm
Content Agency. Wwhere voices of diversity resonate.
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' ﬂfﬁ VOUW is an Amsterdam-based design studio founded
Working at the

by Justus Bruns and Mingus \Vogel.
intersection of technology, design, and public
acrt, they pioneer "slowtech”™, technology that
slows people down to rceconnect with each other
and their environment. Theilr awarcd-winning
works, including City Gazing, Chaircwave, and
Bloomlight, have been showcased gYobally from
Singapore to Sydney. All VOUW works are

VOUW

imagined, built, and tested in-house, ensuring
hands-on design philosophy rcooted in play,
A-7 - . .
curiosity., and human i1nteraction.
\ AV Tiirk Telekom :’ '
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Bloomlight S is an interactive light that
greets you. When someone approaches, it
gracefully bends and blossoms into wacm
light. When left alone, it quietly
returns to rest. Inspired by natural
Bloomlight S turns everyday
* presence into a moment of wonder. Rooted
1n the philésophg 0of slowtech, 1t usesg
technology not to speed things up., but to
invite pause, presence, and real-world
connection. Reimagined from the iconic
outdoor Bloomlight, this interior version
a brings softness and rcefle¢tion into

intimate spaces 1n an incrceasingly
digital world.

movement,
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Mental Garden 1is a*sensory installation
that merges neuroscience wWith generative

L

Mentalista bridges the gap between ! digital art. Visitors wear a
neucotechnology and everyday life by embedding brainwave-sensing headset that captures
' . brain and physiological sensors directly into real-time neural signals, which are then
headwear like glasses, audio.headsets, helmets, intecpreted by a system that generates
% ‘ XR devices. Where neurotechnology 6nce required' responsive floral visuals. These digital
\ _ a lab, Mentalista makes it wearable, accessible, flowers shift in color, structure, and
and precise at scale. Capturing rceal-time motion according to the participant’s
signals from the brain and body, Mentalista emotional and cognitive activity. No two
monitors emotions, attention, cognitive load and * experiences are the same, as every
physical states, unlocking a new layer of human inte:action‘produces a distinct living
undecstanding. From defence and sports to acrtwork shaped by the participant’s
M E N T A L I S T A health, beauty, and training, Mentalista mental state. The installation highlights
reshapes how organisations undercstand and the relationship between neuroscience and
optimise human behaviour, turcning invisible generative art. offering a unique
mental and physiological signals into decisions, encounter where invisible®inner processes
A-4 pcoducts and experiences that truly worck for . are made visible through dynamic visual
people. expression.
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Cem Hasimi 1s a London-based multidisciplinary
artist whose work explores how technology shapes
human connection and communication. Blending

motion, light, and emotion, his art exists in
constant transformation, reflecting the fleeting
signals, conversations, and digital traces that

define contemporary life.0Originally from Turckey,
Cem began his career as an award-winning art

4 ) - ' director before turning his focus to his own

: artistic practice. His journey into digital art
began during the pandemic, when curiosity and
experimentation led him to exp}lore animation,
immersive storytelling, and the evolving
relationship between humans and technology.
Cem’'s work has been exhibited internationally in
cities such as London, New York, Paris, Lisbon,
Stockholm, His piéces have :
1lluminated major spaces including Times Square,
Frameless London, W1l Curates, and Saatchi
Gallery. Through motion-based digital works and
sculptural figures that blend with light
installations, he pushes the boundaries between
the physical and the virtual, inviting viewers
to experience transformation rather than simply
observe it.Guided by exploration and emotional
curiosity, Cem continues to evolve his practice
thcough generative arct, immersive enviconments,
and interactive 1installations. His work captures

and Miami.

E-1 the poetry of change, revealing the human '
' . stories that pulse beneath our digital
realities. 2 .
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d.memo explores,how memory and identity
are stored, transmitted, and reshaped in
the digital age through the lens of REM
sleep. A human torso projects its own
face outward, carried by a continuous
stream of light, translating inner
experience into an external signal. &
Positioned as a dreaming state, the work
reflects on how memory is fluid,
unstable, and constantly rewrcitten.
Influenced by the rise of AI, 1t
questions whether these transmissions,
presecve authenticity or construct new
versions of the self. Combining
hyperrealistic sculpture, animatronics,
and digital systems, d.memo exists
between presence and simulation, where
human consciousness meets technological
mediation.
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d.memo explores,how memory and identity
are stored, transmitted, and reshaped in
the digital age through the lens of REM
sleep. A human torso projects its own
face outward, carried by a continuous
stream of light, translating inner
experience into an external signal. &
Positioned as a dreaming state, the work
reflects on how memory is fluid,
unstable, and constantly rewrcitten.
Since 2017, he has been based in London, working * Influenced Qg the rise of AI, 1t

9, e & Bocrn on July 3, 1984, in Gross Gerau, Germany,

| ' . X Baris Kareli trained in both engineering and
fine art, later specializing.in sculpture. He

. studied Sculpture at Anadolu Univerfsity's
Faculty of Fine Arcts, following an academic
backgcound in Chemical Engineering.

L

1in the film industry as a sculptor’ and practical
special effects artist. With over 15 years of
experience, he specializes in hyper realistic
sculpture, creating lifelike silicone human and
animal models, and working extensively in
special effects makeup. Alongside sculpting, he

questions whether these transmissions,
presecve authenticity or construct new
versions of the self. Combining
hyperrealistic sculpture, animatronics,
and digital systems, d.memo exists
between presence and simulation, where

human consciousness meets technological
mediation.

E-1 continues to develop skills i1n animatrconics and
character based practical effects.
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. . A tribute to Ziad Rahbani and to a
N Lebanon deeply rooted within the artist.
2 2 Chafic Mekawi is a Canadian-Lebanese Born in 1956 to the legendary Fairuz and
d multidisciplinary designer and digital artist * Assi Rahbani, Ziad Rahbani was more than
based in Dubai. Chafic’'s cross-disciplinacry a composer or pecformer; he gave voicg to
artistic style is inspired by his acchitecture what many felt but rarely expressed -
CHAFIC MEKANI background and Middle Eastern roots, having with humor, sharcpness, and soul.
gcrown up between the cities of Dubai and Beirut. Blending Arabic folk with jazz, he
Informed by an acute awareness of business and redefined Arabic music through his wit,
culture, he believes art has the power to deeply expressive compositions, and
E-2 elevate the rich tapestrcy of cultures and . timeless works such as “0Oudak Rannan,”
nacrratives of the East. “Kifek Inta.” and “Bala Wala Chi."
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"In Between’ sits at the edge of digital
construction and physical presence. TwWoO

' . Born in 2001, Eegun 1s a generative artist whose layers exist together without fully
work centers on motion, digital materiality, mecrging, yet they cannot be read in
. and perception. Working with pixels, particles,* isolation. The pixel-based forms ;
\ _ ) and real-time visual processes, he creates remain openly artificial, while the
y A N evolving visual systems where form feels alive physical medium subtly shifts how they
. through subtle shifts, density, and chythm. are seen, producing an image that feels
* shared but unstable. What emerges is not
Often presented through screens and immersive a fixed reaiitg, but a condition in flux.
environments, Eegun’'s practice draws from The work holds this state rather than
EEGUN D observed structuTfes without attempting to resolving 1it. Its components stay
replicate the natural world. Instead, his wWorks visible, never fully disquising
explore how digital images can behave like themselves, allowing the viewer to sense
material, existing between the organic and the how perception is continubusly shaped,
E-3 artificial, shaped by process rather than . negotiated, and unsettled between what is
representation. generated and what 1s physically there.
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Hassan is an interdisciplinary designer and

conceptual artist working at the intersection of

architecture, artificial intelligence, and

. visual culture. With over 15 years'of experience
1n acrchitecture, computational design and
concept art, he 1s known for integrating
generative AI into creative practice to explore
themes of identity, heritage, memory, and the
human experience. Based in Southern Califocnia,
Hassan runs the studio HSNRGB and works as a
Lead Digital Actist and Storyteller at Genslec's
Southwest Region. His work has been exhibited
and featured internationally and he reqularly
lectures and publishes on the cultural and

E-4 philosophical implications of AI in arct and .

design.
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The way we perceive the world is tied to
who we are, and who we are is the product
* of a collective presence. A city is meant
to be inclusive: when it fails, it b
becomes a powerful miccor of what we are
capable of doing to our fellow beings.
The visual vocabulary of a city - through
large language models and theic
evolutions - 1s not a micfor of external
bias;
failure to understand our shared present.
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“Views of Seasons”, mevsimselligin dinyanin
¢ farkli bolgelerinde nasil farkli bigimlerde
deneyimlendigini arastiran bir video
calismasidic. Eser, sanatg¢inin Madeira, Japonya,
. | " -‘ : Vietnam, Litvanya ve diger gesitli yerlere
| ‘ yaptigi seyahatler sirasinda gektigi gorcuntidlere
dayanirc; her biri farkla iklimsel, kulturel ve

zamansal kosullarl'teﬁsil eder.

L

A _ "r'j"'_"-;.',.h Ivona Tau is a new media artist from Vilnius, | Calisma, farkli iklimler arasindaki “ara hallere”
‘ working with neural networks and code 1n odaklanarak, cografi olarak uzak mekanlac
. : . y . experimental photography and motion-based arasinda beklenmedik benzerlikleri gocinilrc® kilac.
visuals. She explores emotioris through AI tools, Mevsimsel gegisler sabit durumlar olarak degil,
, | ' transforming analog and digital film into ‘ kademeli degisimler olarak ortaya ¢ikar; bu da
. Sl 7 | P _ universally relatable memories using generative iklimin, peyzajin ve atmosferin keskin sinirclar
' | %’l@h neural networks (GANs]). With 15 years of yerine bir sireklilik Uzerinde var oldugunu ima
E - experience across photography and AI researcch, eder. Cogunlukla “eski” bir yapay zeka bigimi
she operates at the intersection of art and " olarak dederlepdirilse de, GAN'ler giiniimiiz
technology. 1 teknolojik ortaminda hald glcgli bir gegerlilife
I \j 0 N A T A U sahiptic. Biyilik 6lgekli lretken modellere kiyasla
.“ Tau has received.awards including Digital Arcs ¢ok daha enerji verimli galisirlar ve sinircli,
2020 and Computer Space 2021, and ‘Wwas named yorumlanabilir bir gizli uzay ig¢inde hareket
among the Top 1@ Women in AI 2822. Her work has edecker. Bu 6zelliklerdi, 6zellikle ani
been exhibited internationally, including ArCt degisimlerden ziyade siiceklilik iizerinden anlamin_
E-B5 Basel Miami Beach, and is held in major museum |, ortaya ¢iktigi gérsel “ara halleri™, yani yumusak
J . collections. She holds a PhD in Actificial gegisleri ve ince varyasyonlari yakalamada son
Intelligence and 1is represented by MTAJ:t Agengy;, decrece etkili kilar.
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' . Julian Hespenheide 1s a Berlin-based creative The installation uncovers an internal
technologist, new media artist, and educator. space of a computer, which is only
. With+a strong background in generative art, ' virtually accessible for humans: The .
\ interactive systems, and creative coding, Julian random access memory (RAM). Every progcam
combines aesthetic exploration with technical and routine that cuns on a computer, '
rigoc. Their work often bridges code and design, occupies parts of the memory space, a
treating software not just as a tool but as a * volatile and fast-changing landscape of
creative material. Julian has presented at data ,blocks. Although invisible to thg
intecnational festivals and events, sharing human eye, it can be felt by a human user
JULIAN D insights on topits like artistic computation, as ,pCLessure”, especially when a computer
, low-resolution aesthetics, and the expressive slows down. The installation takes a
HESPENHEIDE potential of programming. In addition to their closer look at memory, by investigating
' artistic practice, Julian teaches and mentors 1t on a live-system and ehabling visitors
E-6 others 1in creative technologies, helping to . to look into this generative canvas '
demystify the intersection of art and code. through eight different windows.
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The two paintings T.A.H.I.R.A - 108
prcesent a biomechanical visualization of

Kaikhan Salakhov (b. 1993, New Yorck] is a an artificial superintelligence embodied
X multidisciplinary arctist, futurologist, as twin white robotic figures. Created

philosopher, writer, and architect. He 1s the one year prior to the AI film The Red
cceator of Astral Space Exploration: ' Dceam, they served as a visual .

. Cosmocybernetic Arct, a unique system of development study to define the formal
progression and methodology that guides the and structural appearance of the ASI
evolution and development of cosmic entity. In the film, T.A.H.I.R.A - 108
civilizations in space. This framework focuses * arrives on Mars to dismantle systemic
on space exploration, cosmic development, inequalitg,‘corporate domination, b
artificial intelligence, and the philosophy of intecstellar human trafficking,
an interstellar future. The artist s mission 1is coccuption, and distributed 1llicit
to combine these elements into an‘*artistic networks embedded within the planetary
nacrcative that illuminates the scientific infrastructure. The paintings therefore
advances, future technologies, and development function as both conceptual and

E-7 of consciousness that together are necessary foE architectural precursors to the cinematic

humanity's evolution in space. realization of this intercvention.
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Since 1995, Austrian artist LIA has explored
software art through a cross-disciplinarg
practice including video, performance,
installations, sculpture, and digital
applications. Working primarily with code, she
approaches creation as a dialogue, translating
ideas into written structures that'generate
evolving visual outcomes. This i1terative process
continues until the machine’'s output aligns with
her artistic vision.

LTIA's work merges traditions of drawing and
painting with algorithmic aesthetics, resulting
1n minimalist compositions of form, movement,
and colorc. Her art seeks to engage viewers on a
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L

Thcee Suns 1s a generative video arctwork
based on the mathematical “supercformula.’
The piece centers on three darck ciccularc
objects defined by bright orange rays
that inspire the work's title. As these
forms inhabit a shared space, they
continuously circcle one another and
fluctuate in scale. Their shifting
relative positions directly dictate an
evolving, continuous soundscape, pulling
the audience into an immercsive
audio-visual environment. As the objects
travel, they leave visual traces behind

subconscious level through fundamental
principles of interaction. Based in Vienna, hec
E-8 Work 1s widely exhibited and commissioned

them. Over time, these transient marcks
are steadily overwrcitten and blended,
slowly accumulating into a dense, layered

internationally. composition.
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Lindsay Kokoska 1s a Canadian multimedia artist Within every cycle of ehange, something
and founder of Infinite Mantra Arct Studio. She fragile becomes something enduring.
' . Wworks across traditional and digital media, This work emerged from the recurcing
combining painting, compositing, animation, and 1mage of a butterfly wing dissolving into
‘ generative AI to create abstract, Surreal, and * the vastness of the cosmos, a symbol of
\ figurative enviconments inspired by the cosmos how subtle shifts in life can open 1into
and human consciousness. Her work explores innec far greater transformations. Like a
anwareness, meditation, and unseen dimensions butterfly carrying the memory of 1its
thcough dreamlike imagery and layered * cocoon, We move forward shaped by what
compositions. Moving between abstraction and came.before: yet never limited by it.,
subtle figurative forms, her art cacries a quiet Metamocphosis of Light is a meditation on
transcendental quality, inviting ceflection and resilience and inner evolution. It
deeper connection. Lindsay holds a Master's 1in reflects the quiet truth that even when
Graphic Act, studied at the Toronto School of the path feels uncertain, wWwe are already
Act and in Bali, and developed her practice 1n motion toward clarity, "unfolding into
E-Q through experimentation and interdisciplinary . forms we could not have imagined at the
exploration. beginning of the journey.
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Homage i1is a contemporary tribute to Dutch
cultural heritage, viewed through the
lens of symbolism, craftsmanship and
light. The work 1s rooted in Marccel van

Marcel van Luit 1s a multidisciplinary artist Luit’'s admiratien for the Dutch masters,
known worldwide for his modecn surrealistic / most notably Rembrandt, whose mastery of
works. He 1s a digital artist, painter, ! light was never purelysaesthetic but
sculptor, and animator. His clientele 1includes deeply narrative. Marcel begins each
' . celebrities such as Drake, Lionel Richie, Paris acrtwork on a black canvas, gradually
Hilton, Post Malone, and Naomi Campbell. building towards i1llumination. Light here
‘ Through his act, he aims to enhancé the ' becomes a metaphor for knowledge, history
\ connection between humans and nature, wWith and continuity emerging from time.
the goal of fostering admiration and rcespect Within the composition, multiple elements |
forthe magical world around us. By focusing on refer to Dutch identity and tradition.
the connection between humans and animals in his * Floral arrangements echo the still
work and creating life-sized public art lifeg of the Golden Age, symbolising ,
installations that bring nature into cities, Van beauty, transience and the passage of
Luit seeks to inspire people to take care of our time. Delft Blue motifs appear as subtle
world and protect the animal kingdom. His work references to craftsmanship and
has been showcased in Times Square in New York decorative heritage, while water alludes
during the Frieze Act Fairc,at Act Basel Miami, to the Netherlands® histofical
E-10 and 1n numerous solo exhibitions in cenowned . relationship with trade., movement and
galleries around the world. sucvival.
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Ryan Koopmans (b. 1986) and Alice Wexell (b.
1992) are visual artists whose collaborative

t . practice examines the relationship between Into the Light (2025) is set within" the
architecture, nature, and timMe. Wocking together abandoned Church of St. Nicholas (Aziz
e ' for more than 15 years, they produce works that Nikolaos Kilisesi) in Gullubahge, TucKey,
’ e integrate photography, motion, and digital a structure built in 1821 atop earlier '
. sculpture to reimagine built environments as foundations. A central tree and digitally
J dynamic, transformative spaces. sculpted flora fill the crcumbling nave,
|E. / " weaving nature into the site’'s layered
Koopmans, a Dutch-Canadian lens-based artist history. Pact of The Wild Within, Ryam
RYAN KODPMANS (BA, MFA), explores acrchitectural form and Koopmans and Alice Wexell's ongoing
E; soclial space thrbugh strategies of geometry, series, the work merges photography and
ALICE NEXELL repetition, and colour. His work has been digital sculpture to reimagine
_ exhibited internationally since 2007 and is held architecture as a living, evolving
1n major private and institutional collections. environment. Rooted in real locations,
E-11 His book Vantage (Black Dog Press, 2019]) - the series explores cycles of decay and
J . lnvestigates post-urban landscapes and surrceal renewal, proposing a poetic balance
architectural forms. Al between nature and the built world.
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Ryan Koopmans (b. 1986) and Alice Wexell (b.
1992) are visual artists whose collaborative
practice examines the relationship between
. : ' architecture, nature, and time. Working together
| . for more than 15 years, they produce works that
integrate photography, motion, and digital
sculpture to reimagine built epvironments as
dynamic, transformative spaces. | g

Wexell, a Swedish digital artist, contrcibutes a

t . multidisciplinary approach informed by Into the Light (2025) is set within" the
animation, coding, and emerging technologies. abandoned Church of St. Nicholas (Aziz
' Educated at Lund and Uppsala Universities \ Nikolaos Kilisesi) in Gullubahge, TucKey,
’ e and twice a graduate of Hyper Island, her a structure built in 1821 atop earlier '
| practice combines technical experimentation with foundations. A central tree and digitally
J nacrcative and spatial inquiry. sculpted flora fill the crcumbling nave,
M Jdﬂ“’ " weaving nature into the site’'s layered
Together, they are best known for The Wild history. Pact of The Wild Within, Ryam
RYAN I_(O D P MAN S Within, an intecnationally exhibited body of Koopmans and Alice Wexell's ongoing
E; work that digitailg reimagines historically series, the work merges photography and
A L I C E N E X E L L significant and often abandoned interiors digital sculpture to reimagine
_ thcough the integration of ultra-contemporary architecture as a living, evolving
techniques. The series reflects on cycles of environment. Rooted in real locations,
E-11 transformation, impermanence, and rcenewal, and , the series explores cycles of decay and
J . 1s held in major institutional and private renewal, proposing a poetic balance
collections worldwide. between nature and the built world.
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This work is inspired by Brazilian arctist
Saeko Ehara is a Kirekira (sparkling) arctist and Analivia Cocdeiro’'s approach, where the
' . VJ based in Tokyo. Her works mainly represent body 1s treated as a system of signs.
Kirakira. In her latest works, she explores

. comb2ning AI and Generative Act. She keeps In Japan, the body carries meaning. Ban

\ learning and exploring the expressions of Odori, a ritual dance to send off
Kirakira with multiple ways. ancestral spirits, embeds symbolic
Thoough her works, she would love to make the gestures within movement.
world full of Kirakira. ’
‘ Here, these‘gestures are transformed ,
Her major activities include the residency thcough AI, reappearing as unstable
SAEKO EHARA pcogram “Collectible Scape”, the Toshiaki forms. What emecges is a Body Without
0Ogasawara Memorial Foundation Grant for Culture Presence, a phantom shaped by algorithms
and the Acts (Switzerland, 2025), Arctificial yet holding cultural projections.
Dceams II (France, 2025), Akari (Mexico, 2025), ‘
E-12 Immecrsive exhibition at Pixim World (Hungary, . What new forms of poetry can arise from
2024 - 2025) and Vivid Sydney (Australia, 2024). these distorted signs?

. &
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Timo Toots 1s an interdisciplinary arctist living
and working in Estonia. His artistic reseacch
concentrates on the relationships between
humans, technology and nature. His work 1is
addressing the question of privacy 1in the
surveillance society and role of nature in the

technological era. ' J
Neural Nectar is an interdisciplinary
He has exhibited his wWworks since 2006 in Europe, installation exploring the shifting
' . US and Asia. His works are found in private relationship between humans and <
collections as well as in Estonian Act Museum technology. It asks whether we still
. and Z2KM ( Zentrum fir Kunst und Medien). In 2012 control our inventions or have begun .
\ Toots won Ars Electronica Golden Nica for serving them, like bees serve a hive. The
lnteractive arts. work features beeswax brain sculptures '
co-created by the artist and honeybees,
In 2013 he founded Maajaam, farm for * symbolizing how AI extracts and organizes
technological art. Together with Mari-Liis human inteliigence. The sculptures are
Rebane they run a small art center in the presented alongside video and rcobotic
Wwildecrness of South Estonia. It has an elements, culminating in a machine
artist-in-residency program and different melting a honey-filled brain. Blending
workshops for all kinds of act. Around the facm beekeeping and robotics, the installation
they organize outdoor technological art questions human agency in‘a digital
E-13 exhibition Wild Bits. On the side he also . ecosystem and imagines our cognition as
invents playful objects in his studio Masinism. “nectar” fueling a higher intelligence.

. &
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Luna Ikuta 1s a Japanese-American arctist and
creative director working across material
science, sensory experience, and spatial design.
Her practice explores how calm, presence,
memory, and time can be shaped into
contemplative envirconments that support human
well-being.

Operating as a multidisciplinary studio, Ikuta

leads collaborative teams across spatial,

installation, scent, media, and object design

for both private and commercial projects. Thougﬁ J

Wwidely recognized for her Afterlife series, her .

work maintains a consistent language across all

' . formats. Ikuta collaborates closely wWith <
architects and production pastners to create

_ . site+specific environments informed by . .

\ . A bi-cultural perspectives and industrial design

training. Her creative dicection brings

emotional depth together with structural

clarity, guided by a careful understanding of .

material behavior and perceptual response. . b

L U N A I K U T A Based between Los Angeles and Bangkok, Ikuta

holds a BFA in Industrial Design from the Rhode
Island School of Design. Her work has been
realized internationally 1in museums, public

BO-8 spaces, private commissions, and large-scale A transparent garden composed of hundrceds
installations. of plants in their afterlife.

-\
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Mumun Keser aka mmnksc is ans.acchitect,
speculative artist, and computational designer
originally from Tirol, Austria, currently based
1n Amsterdam, Netherlands. His work positions
1tself at the intersection of the physical and
the virtual, aiming to blur the boundaries
between these seemingly opposing realms. He is
known for his interest in data-driven design
techniques and experimental spatial
investigations. His recent projects explore how
media can be integrated into architectural
expression and investigate contradictory
processes that produce not only design outcomes
but also immersive experiences.
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In the concept of liminal realities,
pecception takes precedence'over objective
truth, meaning presence is dependent on
experience. In this state, space becomes
unstahle and cannot be understood as fixed orC
complete. Since reality is formed through
sight, sensation, emotion and empathetic
engagement, architecture is drawn into this
pecceptual realm.,and rcelinquishes its claim to
pecmanence or singular meaning. As the
boundaries between reality and the virtual
world dissolve, space 1s continuously shaped
thcough interaction, rather than merely
occupied. From this perceptual threshold
emerges inceptive reality: a spatial and
ontological condition in which acchitecture 1is
not understood as a stable container of
meaning, but as an ongoing process. Rathec
than assertiné 1tself as a finished object,
form appears as a provisional structure,
suspended between abstraction and
inhabitation. Space i1s not given, but
initiated, unfolding through perceptual
engagement rather than predetermined function
and the ongoing interaction between subject

and object.

NP4 PASHA
‘I‘y Bank




BO-2

REPUBLIC OF TURKIYE
MINISTRY OF CULTURE AND TOURISM

Can Buyukberber, sanat ile teknolojiyi birlestirerek
insan algisinin sinirlarini kesfeden vizyoner bic
sanatgidic. Ucetken yapay zekd, immer&if enstalasyonlar,
dijital heykeller ve mekansal bilisim (spatial computing)
araciligiyla, fiziksel ve dijital dunyalar arasindaki
sinirlari bulaniklastiran sinematik ve futuristik
deneyimler uretirc. Disiplinlerarasi yaklasimi; sanat,
tasarim ve bilimden beslenerek dogrusal olmayan anlati
bigimlerini ve ortaya ¢ikan (emecgent) formlari ilerdi
tasic, immersif dijital sanatin yeni bir donemini
sekillendiric. Fizik ve Tasarim geg¢misine sahip olan
Buyukberber, Fulbright bursiyeri olarak San Francisco Arct
Institute ta Sanat ve Teknoloji alaninda yuksek lisans

L]

derecesi almistair.

L
§ L]

Sanatgci, Autodesk’'in Pier 9 ve Adobe’ un AR Artist
Residency programlari gibi prestijli rezidanslara
secilmistirc. immersif gocsel-isitsel calismalarci; ZKM
Kaclscuhe, Arcs Electronica Linz, SAT Montreal, Sonac+D
Bacrcelona ve California Academy of Sciences gibi muze,
galeri ve medya sanati festivallerinde dunya ¢apinda
sergilenmistic. Agr;ca Exploratorium, Dolby Gallery San
Francisco, Akbank Sanat Istanbul, Act Futura Roma,
MUTEK.JP Tokyo, BFI Film Festival London, Act Basel Miami

ve ZeroSpace New York gibi onemli platformlarda yec

almistic. Is birlikleri arasinda Grammy ©6dilli cock grubu,

Tool, Shigeto, Cek Filarmoni Orkestrasi ve kiresel

markalar bulunmaktadir.

Tu irk Telekom"} ' MEZO

Degerli Hissettirir >

I [I n I Turk Telekom &

Degerli Hissettiri

Yapay zeka ve robotik, teori olmaktan cikip
gundelik hayatin citimlerine &arlsan bic varliga
donustuginde ne oluc? Bu proje, o ani insansi bir
robot figurd Uzerinden ele alir: gorevleri yerine
getiren, jestleri yansitan ve insan rituellerine
katilan bir beden. Kopek gezdirirc, kahve yapar,
bebek besler, alisveris tasir. ﬁgrenir, haticlar ve
bizi taklit eder -,belki de bize donismeye baslar.
AGI (Yapay Genel Zekd). insanlar gibi farkla
gorevler arasinda ogrenip akil yudrcutebilen
sistemleri ifade eder. Bir zamanlar uzak bir hedef
olan bu kavram, artik hizla gercgege ddnUsmektedir.
Makine ogrenimi, robotik ve Uretken yapay zekadaki
geligsmeler, bu sistemleri laboratuvarlardan cikarip
gundelik yasama tasimaktadicr - artik yalnizca ’
hesaplamak ig¢in degil, isbirligi yapmak, uyum
saglamak ve bizimle birlikte var olmak ig¢in.hecr
sahne, gundmizun ileri dizey yapay zeka araglariyla
uretilmis, gak;n bir gelecegin gorsel eskizlgri
olarak kurgulanic. Robot, bir soyutlama degil:
tanidik mekanlarda hareket eden somut bir varlik
olarak karsimiza c¢ikar - yemek yaparc., bakim verir,
dretirc, dizenler.Bu sahneler birer gorsel dusdnce
deneyi olarak isler. Robot, aliskanliklacimizin ve
gundelik ritimlerimizin bir yansimasina donusdcr: .
guvenin kodla degil, deneyim, tekrar ve yakinlikla

kuruldugu bir esigi gocunur kilar. '
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Olaf Bender (Byetone), 1980 'lerde filmle
. deneyler yaparak Uretime basladi vé 1988°'de Dogu . ;
Alman grup AG Geige 'ye katilarak muzige yoneldi.
Berlin Duvari’'nin yikilmasinin acdindan muzik
dagitiminda calisti ve bu deneyim onu 1996 'da
Frank Bretschneider ile rastermusic’'i kucmaya ’
yoneltti. Carsten Nicolai ile Signal projesi, . b

daha sonra noton ile birleserek 1999 °'da
0 L A F B E N D E R / rastec-noton’'u olustucdu. 2017 de dagilmasinin

| ardindan Bender raster etiketiyle *devam ett1i.
BYTONE Kapak tasarimlarini da ustlenen sanatg¢i, Byetone
' adiyla performanslar yaparc. Dijital muziklerinde
BO-12 sinus tonlari, efektler ve tiklamalar kullanmir;
soyut animasyonlarla sesi gorsellestircir. AV Performance
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Flora Miranda i1is a fashion designer and visual

. artist living and working in Antwerp and Vienna.

. Her work focuses on the human body, its senses,
and its perception, both in physical and virtual
realities. She strives to transcend the
boundaries of traditional fashlon and encourages
experimental approaches. By comblnlng
intellectual concepts with intuitive design, she
challenges conventional standarcds of
caftsmanship. Her creations evoke an
otherworldly, extravagant, amd exclusive world
. . ‘ full +of surprises. Flora questions'identity in
\ | | | the digital age, particularly how the intercnet

/ ' ' 4 and technology are reshaping it. She pushes the
boundaries of fashion by developing her own
software and experimenting with 3D scanning, 3D
printing, laser cutting, machine leacning, and
generative design, redefining the role of the
fashion designer’. Her artistic gacments are
presented as performative experiences that
integrate music, space, and movement as central
elements. Her work has been exceptionally
BO-5 Well-received in the arct world, with
intecrnational exhibitions.

L]

Turk Telekom":’ i

Degerli Hissettirir >

Atatirk Kiltir Merkezi

REPUBLIC OF TURKIYE
MINISTRY OF CULTURE AND TOURISM

MEZO

L
I [I n FTurkTelekom{V

Degerli Hissettiri

‘'Ready To Die’ is a pun on 'Ready To Wear' fashion
collections. For this body of work Flora Miranda
deals with ‘death’ in a broader sense, namely the
fugacity of fashion products - finding the beauty
in sadness and nostalgia.

The ficst thought on ‘death’ is the custody and
sterility of garments in museum collections, which
leads to the image of sthe museum being a cemetery
of goods. The secqnd thought is copying versus
refecencing. At Miranda’'s time at the Antwerp
fashion academy the ficst principle was "Do not
look at other designer’'s works for inspiration! Use
historical ceferences.” For this collection we
wonder what ‘historical’ means. As soon as we, find
an idea in a museum. open for referencing, it
becomes educational and dead. Why is it taboo to
reference to designs that were just presented a day
ago? Yesterday = History? When is something out of
fashiqn? We 3d scanned a selection of museum pieces
which strike by silhouette, texture and .
storytelling. By virtualising these pieces they
transform to be dead in cyberspace. But their data
becomes everlasting, the information is stored and
can be directly reproduced at any moment. We worked
upon the 3d models in a way, that the files can beée
reproduced into real life. We then built these 3d
structures in different techniques by hand and the

help of machines.
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Dagmac Schudrrer is an Austrian digital arctist
based in Berlin and works in the field of
expanded animation and extended ceality (XR)
technologies. Her artistic practice is often
inspired by scientific concepts from biology and
neucroscience. In her hybrid experiences, she
links these with new technologies as XR and
Actificial Intelligence, digital world building
and poetic intecpretations of human
. . consciousness and its enviconmental
entanglements. With intricate animations and
. spat?al multimedia installations she creates
contemplative spaces to reflect on the evolving
relationship between technology and percception.
Her works have been presented internationally at
festivals and exhibitions, i1ncluding the New
Contemporaries at the ICA London, Haus decr
Kulturen der Welt Berlin, Louvrce Auditorium
Paris. Eunam Museum South Korea, Ars Electronica
Linz, the Museum of Waste in Changsha, China,
ISEA Seoul, BelvedereZl in Vienna and Tate
Modecrn London. She 1s an artistic researcch

L]

assistant and workshop leader for XR development

at the University of Applied Sciences Berlin.
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Dagmar Schurrer reflects with her latest
body of work »Where does the rest of the
world. begin?« (2024) on the deep
entanglements of human consciousness,
natural environment, and currcent
technology. With a " multimedia installation
consisting of two digital animations, 3D
pcints and a Mixed Reality experience, she
creates a spatial narrative in which she
poetically links the scientific concépts of
symbiosis and neural synchrony and applies
those to pur existence in the postdigital.
Both theoretical approaches highlight the
intecconnectivity of all organic and
non-orcganic agents, challenging concepts of
individuality, singular consciousness, and
subjectivity. In this artistic engagement,
the boundaries blur not only between
digital and analog but also between human
and technology, and thus between nature and
culture. Thus, newWw media can be used in a
Wway to promote a society characterized by
faic coexistence, innovations, and the |
conscious use of technologies.
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Calin Segal i1s an artist and researcher bridging
architecture, computational media, and systems
analysis. 0Originally trained in Paris, his
practice evolved from humanitarian design to the
cceation of immersive “spatial propositions.”
These installations function as computational
' . anecdotes, deconstructing ecological and
algorithmic logics to reveal .the underlying
' mechanics that set them in motion.'
Calin approaches research as a creative act,
designing exhibitions that serve as temporary
inquiry spaces where viewers navigate emergent
behaviors rather than fixed conclusions. His
portfolio includes landmack works 1like Digital
Mental Transposition (Nuit Blanche Paris]),
Whispers (Acs Electronica) and Tales from the
Receding Edge at the G7 Forum in Bologna (2023).
He has held prestigious residenciles at
institutions including V2_ Rotterdam, S+T+ARTS,

European Digital Dea and Fondazione Giorgio Cini

in Venice.
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“TFR-[ER]: Tales from the Receding Edge™ is an
interactive, multidisciplinary installation
exploging the relationship between climate-drciven
coastal erosion and human perception along
Mediterranean's changing shorelines. Using
real-time Copernigus‘®climate data and erosion
modeling, it tranpsforms abstract scientific
information into tangibles experiential
encounters. At its core is an interactive
geomorphic simulation where natural forges - wind,
cucrents, and waves - gradually erode a virtual
monolith. The material loss directly corresponds
to real-world coastal data selected by the

audience, crceating an immediate and relatable

L

visualization of environmental change. Rather than
pcesenting erosion solely as catastrophe, the work
reveals its dual natuce as both destructivg and
generative. Visitors engage with a dynamic system
where shorelines continuously shift, responding in
real time to their choices. By compressing
long;term geological processes into seconds, the
installation makes otherwise *imperceptible changes
visible - bridging the gap between data, time, and

human experience.
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Doga Unyaylar is an artist working within sound

art and contemporary art practices. Her work _ b0 seed pots, 60O mini speakers placed as
focuses on the relationships between sound, seedlings, plants, plant lights, various
material, the body, and space. Through sound | amplifiers
Wwalks, experimental installations, and |
t . visual-electronic setups., she explores auditory Seedlings produces a biosonic experience
experience as a spatial and sensory phenomenon.‘ that mecges nature and technology as a
' In 2022, she held his first solo exhibition, multichannel sound installation. Mini'
» Neither In Nor Out Of Time, in Linz. In 2023, speakers are planted into the soil like
she presented solo exhibitions titled Acousma 1in seedlings, communicating with each othec
Istanbul and Vital Momentum in Portugal. Her thcough micrcotonal sounds at different
works have been shown in international " frequencies.
_ . exhibitions such as Wiener Noise Media Arct Fairc ' ’
DOGA UNYAYLAR and CCA Berlin Soundscape. Alongside her These sounds create a collective sonic
¢ installation prahtice, she also pecforms vocal landscape throughout the processes of
improvisation and electronic-based sound gcrowth and communication of the plants.
pecformances. In 2024, she secrved as a mentor The dnstallation explores new life forms
for the Sou.l Project artist residency progrcam. emecging from the intersection of natural,
BO-4 His practice investigates the relationships , processes and artificial technology, as
J . between sound production, experience, space, and Wwell as the possibilities of coexistence

contemporary visual arts. between different species in the future.®’

* -
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Mecve Mepa (b. 1985, Kocaeli) lives and wocks 1
Istanbul. Her work focuses on the narratives an
visual culture of labour and.networcked

struetures, through digital media and sculptuce'.

She examines the evolving celationships between
data flows, cultural knowledge systems and
spatial organisation of digital infrastructure
1n everyday life. Group exhibitions include
Thcee Legged Cat 18th Istanbul Biennial (2825),
Ali Taptik, Mercve Mepa, Asli Uludag, as parct of
the Salt Artistic Research and Production Grant
Pcogram, Salt Galata, Istanbul (2825); In Sync,
O0I_Focus, Noise_Media Act Vienna, Palais
Festetics, Vienna (2024); OI_Emecge 01,

Noise_Media Act, Alan Kadikoy, Istanbul (20824).
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“N/A-R" (2823) is an installation in which the punch
cards of Jacquard looms are reproduced. The empty and
filled spaces on the cards correspond to zeros and
ones, as well as presence and absence on a grid
(matcix) system. The patterns created by the Cellular
Automaton algorithm, which reproduces itself according
to neighbourhood relations in matrix systems,
form of reproductién capable of weaving itself.
As a historical tdol in human hands, control is

applied in centralised and Vertical forms.

L
d

cybernetic systems, however, self-control no longec

of a cybernetic system, a system of control and ofs
communication. Zeros and ones are used as a means of
recording memory and producing difference in both
weaving and computer technology. Dualities and
multiplicities are created simultaneously in ‘both
systems. This is the common ground between
self-organising systems and autonomous machines.
1s what led Ada Lovlace, considered the ficst
programmer, to realise that the punched cards used in

Jacquard looms were a means of recording memory and

control, an agency that does not require any kind of

i subject position.

MEZO

needs to be subordinated to anything. For “thece is no*
Instead,

both the human being and the machine become elements

self, machine or other system to control:

data: The possibility of acting without central
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My family's house in Taiwan sits at the foot of a
mountain. Growing up, I spent a lot of time staring
at it. Morning to night, the same trees, the same
rocks. But they never looked the same. The light
shifted, the weather changed. and suddenly the whole
mountain carried a different quality. Same place,
different presence every time. I've also always been
obsessed with flipped worlds. Prcobably because
Inception left a pecrmanent mark on me. That feeling
of a familiar space folding into something,

impossible. Forest combines both. One side 1is

' ¢ familiarc - trees swaying, light filtering thrpugh
leaves, the kind of scene you might see on a hiking

trail. Then it flips. The same forest tucns upside'

Ke Jyun Wu is a media artist working at the down. The trees are still there, growing downwacd
intersection of nature and technology. His + Now, and particles scatter where the ground used to
immersive creations reveal the extraordinary be. You're in the same place. but the rules ghanged.
within the everyday, offering audiences new wWays What if a forest grew in both directions at once -

I'(E JYU N ) N U Of seeing and se‘n':—_i.ng the natural world. and you were standing at the fold? This was the piece
Blending generative visuals, interaction, and where Digiscape stopped being a series of pretty
sound, he crafts virtual spaces where emotion, landscapes and started becoming something people
meaning, and presence coexist. His works have actually walked away thinking about. The shift from

BO-7 been exhibited in the U.S., South Korea, Russia, “that looks nice” to "wait, what just happened” is
China, and Taiwan. ' what I've been chasing ever since.
AKXV Tark Tetekor 2> " MEZO 08 pasiia
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Acray Afterglow consists of 20 vertical
light panels, each 1lit ffom above. The
light flows downward across translucent
sugfaces, creating soft gradientsand
layeced color fields 1in space. Each panel
can display a different hue, forming a
spatial array of light in constant
tansfocmation., The installation
generates ambient pattecns of light and

sound on its own - butsalso rcesponds
directly to visitors. As you move your
' . hands, your gestures influence the wisual
Steven Marck Kubler is a Gecrman new media artist and sonic composition 1n real time.
. and #nteraction designer based in Vienna with &' The result is a hybrid between an ambient
\ background in architecture, shaping his strong instcument and a sculptural lightscape -
spatial sensibility. He creates interactive a system that responds to presence, '
installations that merge light, sound, movement, gesture, and chythm, while also
and real-time digital systems into immecsive * functioning as an autonomous,
enviconments. His practice focuses' on ever:changiﬁg envicronment. It's a piege
o integrating digital processes into physical that lives in your space, responding to
KUBLER reality, blurrcing the boundaries between virctual your hand movements 1in real time. Light
and tangible experience. Kubler's *work aims to and sound blend naturally on these
activate spaces and encourage people to engage translucent panels, creating a living,
consciously with their surroundings, breathing atmosphere that®shifts with
BO-13 transforming overlooked or unused enviconments ' your presence - and continues on its own
1into interactive, shared experiences. afterglon.
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Immecea is an award-winning indie studio based A multidisciplinary project exploring the
in Vienna, dedicated to the development of hybrid relationship between bodies and theic
virtual reality games and interactive digital representation.
) installations. Operating at the intersection of .Beyomd My 5kin” is a multidisciplinary
{ acrt, technology, and game design, the studio project exploring the hybrid relationship
ccafts unique VR experiences that reimagine between bodies and their digital
immersive worlds through arctistic innovation. | repcesentation from a postdigital
Its interdisciplinary practice explores new pecspective. The project begins as a
modes of perception and interaction in virtual reflection and exploration into new wWays of
and hybrid spaces, with a strong focus on pecceiving ourselves and relating to_others,
’ ‘ experimentation and high artistic quality. challenging societal norms by remowving
¢ assoclations related to physical appearance
5 ot ‘ Flavi'a Mazzanti is a multimedia artist based in’ and shifting the focus to elements such as
. ' i LTt r Vienna and Sao Paulo. Her practice focuses at movement and body language. '
. SR the intersection of post-photographic and The installation examines concepts of
experimental media, exploring questions about distance and "moments of touch”™ between
body, perception, and post-anthropocentric * physical and digital worlds. When the two
pecspectives. Listed in the Forbes 3@ Under 30 bodies approach each other in the physical
IMMEREA STUDIO List of 2023, her works have been shown at major space, their digital reflections appear
L international exhibitions and festivals, among distant, and vice versa. This dynamic
others the Ars Electronica Festival (Linz), DIG encourages visitors to explore this
Shibuya (Tokyo), Museums Kunst Haus Wien relationship by moving through the physical
(Vienna) and Kunsthaus Graz (Graz)., FILE space and observing how their movements _
BO-6 Festival, (Sado Paulo), Digital Arts Festival . influence their digital representations and

(Zurich). interactions in both rCealms.
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Immecrea is an award-winning indie studio based
in Vienna, dedicated to the development of

virtual reality games and interactive A multidisciplinary project exploring the
j_ngta]_l]_a'bj_ons. Opemhng at the intersection of hl__]bl__.l.d J:elati.onship between bodies and their
art, technology, and game design, the studio digital representation.
] cafts unique VR experiences that rceimagine ,Beyomd My Skin" is a multidisciplinary
L immersive worlds through artistic innovation. pcoject exploring the hybrid rcelationship
Its interdisciplinary practice exploces new between bodies and their digital
modes of perception and interagtion in virctual | representation from a postdigital
and hybrid spaces, with a strong focus on pecspective. The proJect begins as a
experimentation and high arctistic quality. | reflection and exploration into new ways of
perceiving ourselves and relating to others,
; ‘ Manuel Bonell is co-founder of Immerea - an challenging societal norms by remowing
award-winning indie studio b#sed in Vienna, associations related to physical appearance
5y e ' focusing on the development of VR Games and ' and shifting the focus to elements such as
- | i ana interactive Installations -, co-organizer of XR movement and body language. .
R S Austria and active as university lecturer. The installation examines concepts of
Manuel graduated with distinction at the Academy distance and “"moments of touch”™ between
of Fine Arcts Vienna after receiving the Bacheloc ' physical and digital worlds. When the two
of Acchitecture at the University of Innsbruck. bodies approach each other in the physical
IMMEREA STUDIO His work is driven by the interest for space, their digital reflections appear
s interactive applications in extended realities, distant. and vice versa. This dynamic
ranging from XR installations, to TGI animations encourages visitors to explore this
and VR games. His works have been exhibited in relationship by moving through the physical
national and intecnational festivals, among space and observing how their movements
BO-6 others the Ars Electronica Festival and DA Z - influence their digital representations and
Digital Acts Festival Zircich. interactions in both realms.
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In The Neogene Collection Alper

Alper Derinbogaz 1is an architect and academic | Derinbogaz continues his rcesearch
Wwhose wWwork investigates the relationship between exploring 3D generatiom techniques by
enviconment and space through scientific and compiling geographical data through
X research-driven design strategies. His practice generative AI and transforming it using
spans cultural institutions, .acrchitectural algorithmic modelling tools. The
installations, and mastecplans, inc¢luding the ° collection consists of 3D artefacts
\ upcoming Istanbul City Museum, with a focus on generated from simulations of geological
critically examining the separation between the formations from a very distant past using'
built environment and nature. He leads Salon, Data Mocphosis methodology. It aims to
recognized by AcchDaily among emerging * transfer the geological time mackers of
architectural practices, and conducts our planet into a digital archive, as, the
graduate-level design studios at Pratt continuity of our existence 1is
Institute, New York. Derinbogaz is a Fulbright lncreasingly debatable with the emergence
Scholar and has received several rntercnational of AI technologies and enviconmental
distinctions. His research and projects have threats. The first release features the
been exhibited in major biennales and museums White Mass series, re-mocphed from
G-2 and published widely 1n international . bismuth, putting human existence into
architectural media. pecspective.
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Jacopo Di Cera (Milan, 1981) is a visual artist

working between photography and digital art. In
2016 he developed Fotomaterismo with Fino alla’

Fine del Mare,

exhibited at major international

' . fairs and institutions,

including Paris Photo

Fair,

PAN Naples,

MIA Photo Rair Milan,

and Les

. Rencentres d'Arles. Starting in 2017, he began
exploring human rcelationships through the
project Sospesi, which led him to portray Italy
from an unprecedented perspective: the zenithal
viewpoint. Since 2020 his practice has expanded
into digital art with projects exhibited
intecrnationally across Europe, the US, and the
Middle East. In 2024 he represented Italy at
Dubai Act Fair, where he presented the majoc
installation Retreat in 2025.Jacopo D1 Cera wil
be among the artists exhibited in the official
Sierra Leone Pavilion at the blst Venice
Biennale in 2026.
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Over ,the paét hundred years, the Brenya
Glacier in the Italian Alps has lost more
than 300 meters of thickness. In just the
last two decades, 1t has retreated by 200

1 meters, an unprecedented decline. This
installation captures the®urgency of
climate action by evoking the glacier's
rapid and dramatic melt.
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LOCUMENT - a research studio that combines filmmaking
with architecture research. They use architecture and
film as analytical, critical and subversive tools to
emphasise contemporary issues and dissect their
resolutions. They see the importance of observing rapidly
changing social conditions through the influential
factors of technology, economy, politics and ucban
environment. Studio founded in 2815 by Francisco Lobo and
Romea Muryn. Together, they lead the ADS11 at the Royal
College of Act, London. Their movies'have been screened
intecnationally at exhibitions and film festivals such as
- the 15th and 18th International Architecture Exhibition
of La Biennale di Venezia (Venice, Italy]): the 25th
Biennial of Design Ljubljana (Slovenia); Arquiteturas
Film Festival Lisbon (Porctugal); Commiserate Chicago
Media Act Festival (US), MAXXI The National Museum of XXI
Century Acts in Rome (Italy), the Lisbon Architecture
Triennale (Portugal), Tabakalera - Intecnational Centrce
for Contemporary Culture (Spain]), Intecnational
Acchitecture Biennale Rotterdam and Rotteécdam
Acchitecture Film Festival (Netherlands). They have
collaborated with academic institutions such as MIT
Acchitecture Depactment (Cambridge, US), *Amstecdam
University of Arcts, Academy of Arcchitecture
(Netherlands), The Bartlett School of Acchitecture
(Netherlands), Bartlett Prospective - UCL The Bartlett
School of Acchitecture (United Kingdom]).
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Computational Compost (2023) addrcesses
the environmental impact of data storage
and proposes a synergy between technology
and ecology. The film, directed by Marina
Otero Verzier and Locument (Romea Mucyn
and Francisco Lebo), focuses on the quipu
MCHAP 0780, cugrently exhibited at the
Chilean Museum of Pre-€olumbian Act in
Santiago. Quipus are pre-Columbian
recording devices used by the Inka .that
we can no longer decipher, yet they offer
clues for, imagining alternative digital
futures. Today, humans and artificial
intelligence produce so much data that
storage capacity may soon be exceeded; wWe
are accumulating infinite information
with.finite‘resou:ces. The f1lm invites a
reconsideration of the relationship
between data storage and collective
memory, highlighting the urcgency of
critically rethinking dominant nacrcatives
of the digital future. It'was
commissioned by Tabakalera Center for
Contemporary Culture.
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MARINA OTERO &
LOCUMENT

Marina Otero Verzier is an architect and
researcher whose work explores'digital
infrastructures and ecological conflict. She
received Hacrvard's Wheelwright Prize for hec
pcroject on the future of data storage and
collaborated with scientific.institutions such
as the DIPC Supercomputing Center 6n prototypes'
like Computational Compost (awacded by Acs
Electronica and the Spanish Biennial of
Acchitecture and Ucbanism). Otero has led the
Data Mourning at Columbia GSAPP, an initiative
focused on Tuvalu's digital twin. 'She also
contributed to Chile’'s first National Data
Centers Plan, working alongside local
communities on the front lines of *extractivism.
Otero is the author of En las Profundidades de
la Nube (2024), which proposes new paradigms and

L
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Computational Compost (2023) addresses
the environmental impact of data storage
and proposes a synergy between technology
and ecology. The film, directed by Marina
Otero Verzier and Locument (Romea Mucyn
and Francisco Lebo), focuses on the quipu
MCHAP 0780, cugrently exhibited at the
Chilean Museum of Pre-€olumbian Act in
Santiago. Quipus are pre-Columbian
recording devices used by the Inka .that
we can no longer decipher, yet they offer
clues for, imagining alternative digital
futures. Today, humans and artificial
intelligence produce so much data that
storage capacity may soon be exceeded:; wWe
are accumulating infinite information
with.finite‘resou:ces. The f1lm invites a
reconsideration of the relationship
between data storage and collective
memory, highlighting the urcgency of
critically rethinking dominant naccatives
of the digital future. It'was
commissioned by Tabakalera Center for

G-7 aesthetics for data storage by integrating

architecture, preservation., and digital culture. Contemporary Culture.
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ScanLAB Projects i1s an artist-led studio founded
in 2010 by Matt Shaw and William Trossell,
exploring the world through machine vision
technologies. Based in Londonm, they create
precise physical and digital arctwofks using 3D *
scanning and pointcloud aesthetics, reflecting
on beauty, fragility, and resilience while
rethinking how We perceive reality.
interdisciplinary team collaborates with experts
across art, science, and technology, extending
impact beyond galleries into research,
pecformance, and climate activism. Their worck
spans i1nstallation, film, sculpture, XR, and
live performance, exhibited internationally at
major 1nstitutions and widely published. They

Theicr

G-10 remain committed to precision, sustainability,

and truth in the age of AI.
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FRAMERATE: Pulse of the Earth bears witness to
landscapes in flux. The work reveals alterations caused '
by human-centred industry and the immense forces of
natdre; destruction, extraction., habitation,
constrdction, hacvests, growth, and erosion.
Three-dimensional stories unfold across an acray of
screens. Meditative imagery surrounds you. Audio
shifts. Spring breaks, summer sun shines through the
leaves as they tur; amber apd fall a second later. In a
quaint English garden a pumpkin grows. A thousand
tonnes of steel are crushed. Sand ebbs and_flows whilei

a cliff retreats. 268 cows are milked. 519 pints are

drunk. Created from thousands of daily 3D time-lapse

scans of British landscapes,
on a scale impossible to see
traditional cameras. This 1is

data collected and presented

the work observes change
with the lens of 1
not just an arctwork. The
by FRAMERATE 1is

ground-breaking scientific research, containing
v L]

empirical, measurable facts.

We glimpse a future

pecpetually documented by the eyes of a billion

autonomous vehicles and personal devices, creating high

fidelity spatial records of the earth.

FRAMERATE:

Pulse‘of the Earth invites you to observe in another

way. To think and feel in another time scale:

geological time, seasonal time, tidal time. To

contemplate change, and the pace of change. This 1is a

space where your perspective

MEZO

might shift.
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A ' Pilar del Puerto (Plasencia, 1997) is an artist -
and researcher whose practice operates at the
inter'section of conceptual arct, artistic
research, and digital technologies. Her work
examines the affective and material
transformations that emerge between humans and
machines, With a particular focus on arctificial
intelligence, ecology, and gender perspectives.
P I L A R D E L P U E R T 0 Through multiple formats, she investigates how promise: a commitment activated in the
- technologies reshape everyday life, practices of present that. as it takes form. moves
accross time, linking past, present. and
future. An online, nomadic, accelerated

life that invites reflection on time, on
listening, and on the question: Where are

L]

The work opens a way of approaching
nature through listening. Using the
phone, wWe connect with 1it, sustaining a
relationship shaped by distance and

* urgency. Acchitecture inspired by nomadic
ways ,of lifé speaks to the future thrcgugh

care, and ways of inhabiting the world. She is
the founder of XenoVisual Studies, and hecr
intecrnationally exhibited work unfolds in close

G-9 dialogue with academic research and contemporary,
institutional contexts. you? Not so far.
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Bianca Shonee Arroyo-Kreimes i1is a (Canadian-Costa
Rican multidisciplinary artist based

. T ' in Montréal. Moving between digital tools and
| ‘ pcocesses - 1ncluding 3D softwares, digital
pcinting, multi-channel video and nacrcative
devices - her practice materializes in various
: forms, ranging from interactive installations, The Pond is an *interactive multimedia
and digital prints to sculpture and augmented | installation that reimagines an alternate
reality. In these works, dystopian futures version to the diorama seen in natural
t . intermingle with science fiction and Latin history museums. Through themes of °*
American folklore. Through hér installations, mimicrcy and evolution, it exposes
A ' Acroyo-Kreimes explores speculative fiction \ the various artificial elements often’
, HE : ;i }:,:Z ' pcemises as a way to examine and embody concealed in traditional diorama
o] it = humanity’'s complex and often contradictory displays, ccitiquing the exploitative
e relationship with the natural world. Her worck notions that are unintentionally conveyed
e has been exhibited across several venues, such " through its ,dishonest presentation. Using
Museum of Contemporary Act in Lyon, the augmented reality, large scale video *
B I A N C A S H 0 N E E Intecnational Symposium on Electronic Act (ISEA) pcojection, multi-screen video, immecrLsive
- in Brisbane. DANAE in Paris. William Morris sound, and a holographic display, The
A R R 0 Y 0 LTy I_( R E I M E S Gallery in London and OPTICA: centre d'art Pond mirrcocs the complex multi-layered
_ contemporain in Montreal. Her recent awarcds artifice inherent in the diorama to
include Grantham Foundation’'s Environmental create the i1llusion of a épeculative pond,
! Visual Artist’'s Prize, RBC Bank's Emerging , ecosystem, inviting viewers to examine
J . Actist Grant, and EQ Bank's 28021 Emecging the interplay between both human-made and
Digital Actists Awarcd. | natural environments. -

L]
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? ' | Ben Cullen Williams 1s a London based
artist, whose practicesmoves between
Ben Cullen Williams i1s a London based artist, mediums and modes of presentation. In
' . Whose practice moves between mediums and modes his work, Williams explores the spactacle
of presentation. In his work, Williams explores of human made alterations of our natural
h?ﬁ"%%~ ‘ the apectacle of human made alterations of our * landscapes and corporeal world through
. Zih "_ natural landscapes and corcporeal world  through various lenses and technological devices.
o~ ':' : V. L various lenses and technological devices. He has He has collaborated with Wayne McGregor, '
i\ collaborated with Wayne McGregor, Polar Explorer Polar Explorer Robert Swan and Google
Robert Swan and Google Arcts and Culture and MIT * Acts and Culture and MIT Media Lab
Media Lab amongst others. His work has been amongst others. His work has been shogn
shown internationally in a range of spaces, intecnationally in a range of spaces,

B E N C U L L E N N I L L I A M S galleries and enviconments. Exhibitions, galleries and envirconments. Exhibitions,
pecrfocrmances and scceenings include Musee d'arcts pecformances and scrceenings include Musee
de Nantes, CAFA Act Museum Beijing, Dorothy d'arcts de Nantes, CAFA Act Museum
Chandler Pavilion Los Angeles, Somerset House Beijing, Dorothy Chandlerc®Pavilion Los

G-3 London, Shinjuku Vision Tokyo and the Venice . Angeles, Somerset House London, Shinjuku
Biennale. Vision Tokyo and the Venice Biennale.
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Rlexandra Daisy Ginsberg (b. 1982, London) is a
multidisciplinary arctist known for ,complex projects
that challenge our undecstanding of “nature”™ by
collaborating with scientists and using emerging
technologies. Her recent works include rcebuilding the
dawn chorus using machine learning, cesurrecting the
smell of extinct flowers, and simulating the wilding
of Mars. Ginsberg's cecurring focus is on the
intersection of art, ecology. and %echnologg. In 2@23:
she won the S+T+ARTS Grand Prize - Artistic '
Exploration for her experimental interspecies 1living

artwork, Pollinator Pathmaker.

L]

L]

Her work is exhibited globally at institutions
including MoMA New York, the Centre Pompidou, and the
Royal Academy of Arcts. Her pileces are also held in
pecmanent collections, including the Arct Institute of
Chicago and the Cooper Hewitt Smithsonian Design
Museum. Recent commissions include her' ficst stained
glass window for the European Nomadic Biennial,
Manifesta; a large-scale video installation for
Google's Gradient Canopy building in Mountain View; an
8-metre-wide tapestry for London’'s Design Museum's
intecnational touring exhibition, "More Than Human'
and her recently announced public art sculptures for

Oxford North's Canalside Park opening in summer 2026.

. &
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If pollinatdrs designed gardens, what,
would humans see? Anyone from beginner to
experienced gardener can use our
algorithmic tool to create unique garcdens
for endangered bees, butterflies, and
other essential pollinatofs to flourish
in. Transform your gacrden into a living
artwork for other species to enjoy.
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Mit Borras (Madcid, 1982) is a Spanish visual

artist based in Madrid and Berlin. His work Hanaba tells the story of a hypothetical
explores the complex relationsﬁip between | being in an alternate future, living 1in
humanity, nature, and technological progress. an 1solated, clinic-like space surrounded
His interdisciplinary practice examines by untouched nature where time feels
. . post-human consciousness and adaptation suspended. Named after a “mutant flower,”
pcocesses as an approach that aims to transcend Hanaba exists between human and fluid
_ . trad:tional cateqgories of existence. ' states, seeking transcendence through.
. ) ..LL o technology and nature. Through rcoutines
R Internationally recognized, Borras has exhibited of meditation, ASMR. and scientific
| at prestigious institutions such as the Centre study, they explore anatomy, geology, and
4 Pompidou, Act Dubai, and the Hara Museum in * biotechnology while practicing a
Tokyo. He is the founder of the CAVVE studio, ritualistic, techno-spiritual belief ,
which operates in the field of Extended Media system involving flowers, sound, and
MIT BORRAS and Digital Arct.' and a member of the psychoactive plants. In a transhumanist
Berlin-based collectives Frontviews and Haunt. vision, Hanaba inhabits a liminal state
between life and death, accompanied only
Currcently represented by House of Chappaz., his by artificial intelligencés and cobotic
G-8 1nstallations stand out as essayistic portraitsl creatures, embodying a ghostly, evolving
of future mythologies. form of existence.
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:‘;ﬁ# S - Deemona exists in a distant future. After
'5:: ','3 ' humans obliterated® themselves all that
"EJ} | ' | remained from thelr hundreds of thousands
of years of existence were fragments of
9 _ Madrid-raised, London-based media arctist and data and genetic code. A god-like AI
P . X filmmaker Chino Moya uses speculative fiction to entity collected these bits of .
!r ) explore collapsing utopias, techno-spirituality information to recreate an ideal human
. and systems of control. His work has been ' society, flattening layers of history,
\ | ‘ presented amongst other places at the LACMA, US; culture and science into a perpetual
& & the Saatchi Gallery, London; Belvedere 21, present.
'h; q& Vienna; Centro Conde Duque, Madrcid; DongGang
| - Photography Museum, South Korea; Museum Stadt * In Deemona, this synthetic demiurge found
Sindelfingen, Gecmany; HAB Museum,' Budapest; hacmaony between the human drive towarcds
Benta, Istanbul; SOLO Contemporary Madrcid; functionality and its long lost spiritual
CHINO MDYA Seventeen Gallery, London:; Pocko Gallery, Tokyo; traditions. In this artificially
Steinhauser Gallery, Slovakia; VoXtaje Arct and generated human civilisation,
Technology Fair in Bogota. He won the 2025 BMW late-capitalist logics and automation
Digital Act Award. His feature film Undercgods mecge with transcendence while supply
G-5 Was released across cinemas 1in the UK and the U% chains and factory rchythms synchronise
in 2021. with sacred rituals.

-\ K M ' Tiirk Telekom» ' ME /O

xS A Degerli Hissettirir Alll' I ‘ \SI “ \
REPUBLIC OF TURKIYE ] Atatirk Kaltar Merke: i ’ ' I I

MINISTRY OF CULTURE AND TOURISM *



G-11

* % X

REPUBLIC OF TURKIYE
MINISTRY OF CULTURE AND TOURISM

rk Kiltir Merkezi

Sougwen Chung (b. 1985) is a Chinese-Canadian
artist and researcher, widely regarded as a
pioneer in human-machine collaboration. Their
work MEMORY (Drawing Operations Unit:
Generation_2) is part of the permanent
collection of the Victoria and

Albert Museum. the first AI mfodel to be
collected by a major cultural institution.

Chung’'s multidisciplinarcy practice spans
installation, drawing, performance, and
sculpture in dialogue wWith rcobotics, machine
learning, and bio-sensing, exploring the
shifting relationships between the gesture of
the hand and the.gesture of the machine. Their
work conceives collaboration as an evolving
coaesthetic system, in which human, machine, and
enviconment co-produce open choreographies of
pecception and meaning.
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BODY MACHINE (MERIDIANS) is a series of

biomimetic speculations by Sougwen Chung.‘

The forms of this digital work are
sculpted in air, as parct of the artist's

* reimagining of machines as extensions of
living sgstéms. The concept of Meridign
1s woven throughout as both a planetary
measurement and a path of the body.
Thoough this dual meaning, Chung invites
the viewer to reflect on bodies - bodies
in motion, machinic forms'! and earcth's
biomes - exploring how the three might
lntecweave.

NP PASHA
‘I‘y Bank

#



L] W
i I [I n I 1}
T Turk IelekOm

Degerli Hissettiri

BLCK SUN is an audiovisual performance created and
pecformed by new media artist®AMIANGELIKA and music
producer 1100@. BLCK SUN is a metaphor for a state of
one submerging into their inner chaos. By exploring the
jux}aposition of themes of chaos and order, dackness
and liéht from visual and audial percspectives,

pecformercs take the viewer on a journey through

AMIANGELIKA & 1100 are a London-based
IIERHOZ SRR S (e sCehe i) Sl - R LICISLE :that based on the artist’'s experiences of these contrasts.
explore perceptual states through sound, image. d

and spatial experience. Their practice 1is
concecned with how presence, disorientation,

different spaces of the inner labyrinth. This piece is

»

What happens when one realizes there are no remnants of

SN AY s i ] ) ] ] i the old orderc? The piece is experienced in spatial
Ayt N . . . intensity, and withdrawal are produced within . . . . . .
: . o W audio and performed in real-time using analog

D) A | contemporary environments, arfid how these states : . : :
o Bk N P 5 ] . ' synthesizers, digital instruments, and visual
7% ] " are felt rather than interpreted. . : !
programming networks that interact to create a

time-sensitive, immersive audio-visual enviconment' that

.,} :i"; AMIANGELIKA s practice focuses on the

o kT . e relationship between image, sound, and embodied
pecception. Working with generative visual
systems that respond to audio signals and

enhances how the audience perceives the story.

The premiere of BLCK SUN Excerpt took place at Outernet

London on the biggest screen in Europe as parct of

motion-tracking data, she develops enviconments
A M I A N G E L I I-(A ) _ g | _ _ P Digital Act Week in London, UK in Aprcil 2024. The US
that shift in real time 1in relation to movement, : : :
q q Hyvitu within the spice. These Pecrformance premiece happened during Currents New Media
& 1 1 @ @ ~ound, ang ac l-']_ _ P ' Festival in Santa Fe, New Mexico, USA in June 2@24. In
_ systems are not designed to 1llustrate

] ] ) 2024 the pcoject won Golden Time Talent Award in the
interaction, but to subtly alter how space 1is

AA-6 sensed - amplifying moments of instability, ,
prcessure, or loss of orientation as the viewer
moves through the work.

Digital Act Category. A debut album under the samé name
was released in Marcch 2025 and gained 8@k streams
within 2 months. In 28025 BLCK SUN was successfully

. — shonwcased at Sonar Istanbul and Intervals Festival
%,,,,i:i \ A V Tuirk Telekom» ' MEZO &", PASHA
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AMIANGELIKA & 1100 are a London-based
audiovisual duo creating immersive works that
explore perceptual states through sound, image,
and spatial experience. Their practice 1is
concecned with how presence, disorientation,
intensity, and withdrawal are produced within
contemporary enviconments, and,how these states,
are felt rather than intercpreted.

1100, the alias of composer Erik Hanson, creates
immecsive sound enviconments blending analog and
digital processes. His wWork forms dense,

textural fields where sound acts as a structural
force, shaping physical and emotional
pecception. Collaborating with AMIANGELIKA, they
explore perceptual thresholds where attention
destabilizes and boundaries blur. Their works
function as experiential conditions rather than
nacrcatives, immersing audiences 1n states of
overload, fragmehtation, orc absence. Technology
serves as a medium, wWith real-time systems
allowing unpredictability and ecrcorc. Through
installations and performances, they invite

audiences to engage with uncertainty and ,

intensity. Their work has been presented
internationally at major festivals and venues,
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BLEK SUN is an audiovisual performance created and
pecformed by new media artist AMIANGELIKA and music
producer 110@. BLCK SUN is a metaphor for a state of one '
submerging into their inner chaos. By exploring the
juxt;position of themes of chaos and order, darckness.and
light fLom visual and audial perspectives, performers ‘
take the viewer on a journey through different spaces of
the inner labyrinth. This piece is based on the artist's

experiences of these contrasts.

What happens when one realizes there are no rcemnants of
the old ordec? The piece is experienced in Fpatial audio
and pecformed in real-time using analog synthesizers, '
digital instruments, and visual programming networks
that interact to create a time-sensitive, immercsive
audio-visual environment that enhances how the audiénce

pecceives the story.

The premiere of BLCK SUN Excerpt took place at Outernet
London‘on the biggest screen in Europe as par{ of
Digital Act Week in London, UK in Aprcil 2024. The US
Pecformance premiere happened during Currents New Media
Festival in Santa Fe., New Mexico, USA in June 2024. In
2024 the pcoject won Golden Time Talent Award in the
Digital Act Category. A debut album under the same®name
Wwas released in Macch 2025 and gained 8@k streams within
2 months. In 2825 BLCK 5SUN was successfully showcased
at Sonar Istanbul and Intervals Festival
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Granul is a Producer and A/V performer from
Istanbul, whose visionary sound finds support
among low-frequency music enthusiasts in Europe
and the Middle East. His style is a synercgy of
old-school club 'sounds with hip-hop. breakbeat,
and left-field bass. His goal 1s to merge old
production techniques with new ones, where Al
algorithms and programming help humans discovec
unique sonic combinations wWithin endless audio
streams.

-
-
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The show is an audiovisual rceflection on
the restless dynamism of the intecrnet.,
where everyday perception dissolves into
an endless stream of content. Inspired bg
doomscrolling, social media aesthetics,
and AI-human interaction panels, 1t
explaores how 1mages, emotions, and b
ldentities are continuously consumed,
transformed, and fed back into
algorithmic systems. A self-feeding loop
emecges, seductive and suffocating,
revealing the strange intimacy of being
trapped inside the machine we keep
feeding.
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Istanbul Modular Ensemble is a live electronic music .

collective formed by three musicians (Mete, Yasha, and

. . Semi).Working entirely with the infinite possibilities <

offered by modular synthesizers,s the group brings
. together improvisation and composition: inviting the * .
audience into a different, analog, and raw sonic

journey with every percformance.

Pushing the boundaries of electronic music, the ’

ensemble stands out with its intense rchythmic ‘ b
structures and layered textures, combined with a stage
I S T A N B U L M 0 D U L A R language that blends sound with rhythmic visuals. From
: minimalist soundscapes to explosive grooves, and from
E N S E M B L E ambient atmospheres to dancefloor-driving techno flows |
- enciched with the sounds and melodies of Istanbul,

AA-8 Istanbul Modular Ensemble aims to create a unique
experience in every concert. AV Percformance
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:f.;:.jgj}5'f.f i j* Sébastien Mercier, aka Neurotypique, is an

g

bt BRES T e Rt G £ audiovisual artist exploring rceal-time visual TASCAN unites Canblaster and Neurotypique
T EE;Ef:,_;%..Q'} f' B creation at the intersection of music, | 1n a close dialogue between sound and
LTFEFT;L: EAQE;:T"_'_ “i technology, and live performance. His work moves image. Canblaster, a key figure in French
e ﬁﬂfzkf‘ ??mV:-E.-'  fluidly between collaborations with musicians, electronic music, blends influences from
L e ' ' . solo audiovisual performances, and visual video games, club culture, UK breaks. and
s r 1 pcojects for cultural institutions and brands. IDM with emotional depth. Neurotypique

ST ﬂﬂ_ﬁhﬁ%  i . With+a background shaped by seven {ears in ' cceates real-time generative visuals .

\ ) i i e sk creative agencies as a graphic designec and art exploring perception and movement.
director, he developed a strong visual language Together, they developed TASCAN as an
before gradually shifting his focus towarcd the audio-reactive live performance where
music and live arts scene. A musician himself, * modular sound and visual systems interact
he brings a performative and intuitive approach as one evolJing structure. Inspired by
to visuals, treating image as a living extension retro gaming, early digital aesthetics,

CANBLASTER X of sound. His practice spans live shows, \J and interface design, the work treats
pecformances, album actworks, as wWell as these elements as living material. It
N E U R 0 T Y P I Q U E immecrsive audiovisual and interactive aligns more wWith synaesthetic
| installations, always seeking to create system-building than traditional
AA -4 sensitive dialogues between sound, image, and . concerts, echoing audiovisual approaches
audience percception. like Tetsuya Mizuguchi.

NP4 PASHA
REPUBLIC OF TURKIYE "‘y Ban k

MINISTRY OF CULTURE AND TOURISM *

-\ K M ' Tiirk Telekom» ' ME /O

R Degerli Hissettirir
] Atatirk Kiltir Merkez i >



L] W
i I [I n I ;}
T Iurk Ielekom

'The Psychologist ', Huma Utku's sophomore
album released on Editions Mego, 1s a series .
of sonic essays based around themes of
psychological phenomena and can be read as a
. _ ‘ ' musical enquiry into the human condition. Witht
| . Utku's background as a graduate of Psychology
and her current practice as a conceptual music
composer We see’ the two main threads in her
professional career 1ntertwine on this unique
and ambitious release.’'It tells the raw and
intimate story of the human experience wWith a
new wock whereby the predictable operates in ¢
parallel with the unexpected and like human
experience 1itself, 1s dacrk and compleX.

. . Huma Utku, born and raised in Istanbul based in
Berlin, is an electronic music composer and

. sound arctist. Utku combines her muSical practice
With her academic studies in psychology ?
thcough her works drawing inspiration from human In this A/V piece, Hima Utku is backed by Utku
condition. With an overall disregard focr
gences, she utilises field recordings, acoustic ’
instruments, deep textures; into harmonious
noise and harsh ritualistic chythms as tools for

storytelling. Hert 2818 EP " "Seb-i Yelda'  and psyche is the base where the traces of

her 2019 debut album " "Gnosis ', through pecception and interpretation remain. It is
Karlrecords, earned Utku recognition for hec this world

unique approach of storytelling through
AA-1 electronic music. Her sophomore album " 'The
Psychologist' 'was released by Editions Mego.

Onal's visual story based on the connection
between the ,individual and the enviconment as
an entire ecological unit including hew we
modify and adapt to it. The environment of the

where surreal dreams are created
by the human mind under pfessure, standing

: between reality, bended reality and
hyper-reality.
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;?F%f KAOSMOS is the solo ambient-drone project from | ’
Istanbul, started in 2013. She creates a fusion My live performance offers a sonic
. » ‘ of mysterious atmospheric themes. She creates a journey that moves the listener beyond
' unique soundscape that feels *both complex and the boundaries of familiar reality.
¢ ' mesme€rizing, bringing KAOSMOS to life. She aims This jourpey unfolds toward dimensions
. il \{ to emancipate her listeners from the reality we that can be felt but not seen or reached.‘
K live in on this planet through her music. The sound design I create carries traces
and vibrations of these inaccessible
Flux VJ, Bora Somunoglu is a Turkish new media * realms. Built through layers of analog.
artist and interior acchitect working at the moduler and digital sources. the -
KAOSMDS intersection of real-time visuals, spatial structure gradually dissolves the
r X design, and interactive technologies. His pecception of time and space.
B 0 R A S 0 M U N 0 G L U practice focuses on immersive audiovisual Each moment evolves intuitively rather
_ experiences using tools such as TouchDesigner, than following a predetermined form.

AI systems., and generative media. He has In the end, the listener transforms into

AA-2 presented works and talks internationally, = partic%pant experiencing unknown
including TouchDesigner Tokyo 20825. frequencies.
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In bby influencer / sintesis del rosa,

antimemoria_ deploys deepfake synthesis
trained exclusively on the artist’'s own
biometric data to construct a hyperrceal
figure trapped in the visual grammac, of

t . antimemoria_____ 1s a research center and 1nfluencer culture. The seven-minute
platform led by a Mexican multidisciplinary looped film dissects the "pink aesthetic”
' artist and Social Anthropologist. Their practicé of synthetic femininity including beadty
’ focuses on post-intecnet act, developing filters, algorithmic self-optimization,
experimental projects through AI, generative cosmetic modificatio as symptoms of
art, sound, and wrciting. Utilizing newtechs, capitalism’'s colonization of the
they critically address the friction between " operative image. Rather than denouncing
technology and society. Drawing from the or parodying, the work occupies the legic
philosophy of technology and intelligence, they 1t critiques: the artist becomes both
analyze how imagés transform cultural dynamics source material and synthetic output,
under late capitalism, exploring the drift collapsing the distinction between
toward the yotta-intecnet. They have authentic and generated selfhood. The
collaborated with open.secret, organized result is a speculative pértrait of
C-1 screenings 1n New York, and worked with , cultural reproduction under technological
J . Becoming.press. Their work has been exhibited in hegemony, where identity is always
Vienna, Lisbon, Bangalore, and South Kqua. Ll already manufactured.
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As we suffocated Istanbul with concrete
and confined nature into pots, wasn't

pPly.gnd 1s a creative collective producing that the very meoment we plugged in the
lnterdisciplinary experiences at the / ficst cable of .,this intensive care unit?
lntersection of art, design, and technology. ! .
Formed by Anil Ulas Ozcan, Melih Serhat Planatorium 1s a plant sanatorium. As it
' . Soyyigit, Umut Can Cakarc, and Yagmur $Safak., the attempts to keep plants alive in what
team explores how technology.shapes our resembles an intensive care unit, it
. pecception of space and time by building bridge%s turns the cupture between humans and .
\ between the digital and physical worlds. nature into a stark confrontation. This
experience externalizes our shared memorg‘
Working with creative technology, interactive of migration and destruction through the
systems, and spatial (audio-visual]) design * unexpected and unsettling responses of
practices, they transform data into plants. It does not seek to save the b
sensorcy-driven nacratives. By bringing future through technology, but instead
technology into dialoque with the chythms of reveals our roots dying in the cold
nature, the studio develops new forms of embrace of 1it.
storytelling that actively engage the audience. ]
ply.gnd aims to make complex realities more Planatorium 1s a mechanical arcchive that
C-2 tangible and shared through immersive . transforms every trace of human '
experiences. intecvention into a burden of data.
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Blue Mycelium 1s a video art worck that
questions the belief in the absolute
sufficiency of the visible. The climate

F Actur Vahe Karapekmez is an artist and academic crisis is a result of ecological
_ Wwhose work operates at the intersection of blindness produced by narratives centered
digital technologies and contemporary act. He on growth and control. Mycelium 1is not a
serves as an Assistant Professor in the consolation that emerges after
. Depacrtment of Visual Communication Design at | destruction; 1%t 1s a silent,
' Yeni Yuzyil University, while also continuing decentralized network that has long been
b his consultancy work for the private sector. 1n operation. It connects unnoticed,
' . shifts direction through intercuptions,
His practice spans graphic design, digital image does not repeat itself, and continually
. pcoduction, 3D modeling, augmented’reality, and' ceconfigures. ;
\ animation technologies. Approaching
computer-based tools as conceptual platforms, he Knowledge is not neutral; what is made
explores the evolving language of contemporary visible is a matter of power. Mycelium
visual communication and the transformation of * carries not data, but relations. It
viewer experience. ‘ sustains the past not as a record, buf as
w a network of connections. Forms are
ARTUR VAHE Positioning techhology as an extension of human temporary; continuity exists within
, experience, Karapekmez examines the impact of relationships.
KARAPEKMEZ digital tools on perception, memory, and ]
' consumption practices. In his work, the viewer What survives 1s not singtlar structures,
C-3 1s not a passive receiver but an active subjectl but systems capable of forming '
Wwho completes the meaning of the image. connections.
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Betudl Uckan (Istanbul Medipol University & ITU)
addresses the physical and cognitive dimensions
of spatial construction through, her worck
focusing on immaterial/immersive spatial design
and form design-production processes. Aycin
Atukeren (ITU) develops the conceptual framework
of the projects within the framework of spatial
philosophy and hetero-phenomenology, and
questions the construction process of the state
of being immaterial. ' |

The team is an interdisciplinary collective
working at the intersection of architecture,
neuroscience, computational design, and digital
acrt. *Their work treats space not as a fixed
object, but as a dynamic process constantly
reconstructed through perception, data, and
experience. Projects developed in this vein
position the user as an actor participating 1in
the formation of space by making human
physiological, cognitive, and sensory data an
active component’ of spatial production. This
production approach rethinks archrtecture not as
a completed form, but as a constantly evolving
process through feedback mechanisms,
1nteroperable systems, and multisensory
interactions.
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KHORA 1is a spatial installation in constant
flux, where real-time psychophysiological data
(EEG and heart rate]) is traﬁsformed into
visual and auditory streams through generative
systems. Data is not merely a processed input;
1t becomes a productive component that
determines the density and behavior of the
space. This dynamic system, projected onto
seml;transparent surfaces, produces an
immaterial and immersive atmosphere that
evolves according to the eognitive and
physiological state of the experiencer. This
multi-layered experience, where light, sound,
physical boundaries, and the body interctwine,
removes space from being a fixed, static ferm.
The experiencer is not merely an observer; y
they are an actor who creates the space. Space
intensifies, expands, and 1s reconstructed
thcough the changing states of mind and body.
This ceciprocél interaction between human and
space transforms into a continuous bio-spatial
cycle. Thus, space ceases to be an object; it
becomes an organism that evolves wWith
pecception, data. and experience. And within
this process, the human becormes the
constitutive subject who constantly

reconstructs the space.
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Aykut Dag (ITU) works on computational design
and data-driven systems, focusing on parametric
production and the integration of env1ronmental
data into spatial conflguratlons

The team is an interdisciplinary collective
working at the intersection of architecture,
neuroscience, computational design, and digital
acrt. *Their work treats space not as a fixed
object, but as a dynamic process constantly
reconstructed through perception, data, and
experience. Projects developed in this vein
position the user as an actor participating 1in
the formation of space by making human
physiological, cognitive, and sensory data an
active component’ of spatial production. This
production approach rethinks archrtecture not as
a completed form, but as a constantly evolving
process through feedback mechanisms,
1nteroperable systems, and multisensory
interactions.
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KHORA 1is a spatial installation in constant
flux, where real-time psychophysiological data
(EEG and heart rate]) is traﬁsformed into
visual and auditory streams through generative
systems. Data is not merely a processed input;
1t becomes a productive component that
determines the density and behavior of the
space. This dynamic system, projected onto
seml;transparent surfaces, produces an
immaterial and immersive atmosphere that
evolves according to the eognitive and
physiological state of the experiencer. This
multi-layered experience, where light, sound,
physical boundaries, and the body interctwine,
removes space from being a fixed, static ferm.
The experiencer is not merely an observer; y
they are an actor who creates the space. Space
intensifies, expands, and 1s reconstructed
thcough the changing states of mind and body.
This ceciprocél interaction between human and
space transforms into a continuous bio-spatial
cycle. Thus, space ceases to be an object; it
becomes an organism that evolves wWith
pecception, data. and experience. And within
this process, the human becormes the
constitutive subject who constantly

reconstructs the space.
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Aycin Atukeren (ITU) develops the conceptual
frameworks of the projects through spatial
philosophy and hetero-phenomenology, questioning
the construction and conditions of
immateriality. '

The team is an interdisciplinary collective
working at the intersection of architecture,
neuroscience, computational design, and digital
acrt. *Their work treats space not as a fixed
object, but as a dynamic process constantly
reconstructed through perception, data, and
experience. Projects developed in this vein
position the user as an actor participating in
the formation of space by making human
physiological, cognitive, and sensory data an
active component’ of spatial production. This
production approach rethinks archrtecture not as
a completed form, but as a constantly evolving
process through feedback mechanisms,
1nteroperable systems, and multisensory
interactions.
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KHORA 1is a spatial installation in constant
flux, where real-time psychophysiological data
(EEG and heart rate]) is traﬁsformed into
visual and auditory streams through generative
systems. Data is not merely a processed input;
1t becomes a productive component that
determines the density and behavior of the
space. This dynamic system, projected onto
seml;transparent surfaces, produces an
immaterial and immersive atmosphere that
evolves according to the eognitive and
physiological state of the experiencer. This
multi-layered experience, where light, sound,
physical boundaries, and the body interctwine,
removes space from being a fixed, static ferm.
The experiencer is not merely an observer; y
they are an actor who creates the space. Space
intensifies, expands, and 1s reconstructed
thcough the changing states of mind and body.
This ceciprocél interaction between human and
space transforms into a continuous bio-spatial
cycle. Thus, space ceases to be an object; it
becomes an organism that evolves wWith
pecception, data. and experience. And within
this process, the human becormes the
constitutive subject who constantly

reconstructs the space.
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Bengu Ozmutlu (YTU § ITU) conducts ceseacch in
artificial intelligence, robotic systems, and
biomaterials, contributing to adaptive and
data-driven design processes. '

The team is an interdisciplinary collective
working at the intersection of architecture,
neuroscience, computational design, and digital
acrt. *Their work treats space not as a fixed
object, but as a dynamic process constantly
reconstructed through perception, data, and
experience. Projects developed in this vein
position the user as an actor participating 1in
the formation of space by making human
physiological, cognitive, and sensory data an
active component’ of spatial production. This
production approach rethinks archrtecture not as
a completed form, but as a constantly evolving
process through feedback mechanisms,
1nteroperable systems, and multisensory
interactions.
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KHORA 1is a spatial installation in constant
flux, where real-time psychophysiological data
(EEG and heart rate]) is traﬁsformed into
visual and auditory streams through generative
systems. Data is not merely a processed input;
1t becomes a productive component that
determines the density and behavior of the
space. This dynamic system, projected onto
seml;transparent surfaces, produces an
immaterial and immersive atmosphere that
evolves according to the eognitive and
physiological state of the experiencer. This
multi-layered experience, where light, sound,
physical boundaries, and the body intertwine,
removes space from being a fixed, static ferm.
The experiencer is not merely an observer; y
they are an actor who creates the space. Space
intensifies, expands, and 1s reconstructed
thcough the changing states of mind and body.
This ceciprocél interaction between human and
space transforms into a continuous bio-spatial
cycle. Thus, space ceases to be an object; it
becomes an organism that evolves wWith
pecception, data. and experience. And within
this process, the human becormes the
constitutive subject who constantly

reconstructs the space.
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Tolga Aydogdu (Istanbul Bilgi University & ITU)
works at the intersection of visualization,
sound, and narrative, enhancing the expressive
dimension of spatial experiencé.

The team is an interdisciplinary collective
working at the intersection of architecture,
neuroscience, computational design, and digital
acrt. *Their work treats space not as a fixed
object, but as a dynamic process constantly
reconstructed through perception, data, and
experience. Projects developed in this vein
position the user as an actor participating 1in
the formation of space by making human
physiological, cognitive, and sensory data an
active component’ of spatial production. This
production approach rethinks archrtecture not as
a completed form, but as a constantly evolving
process through feedback mechanisms,
1nteroperable systems, and multisensory
interactions.
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KHORA 1is a spatial installation in constant
flux, where real-time psychophysiological data
(EEG and heart rate]) is traﬁsformed into
visual and auditory streams through generative
systems. Data is not merely a processed input;
1t becomes a productive component that
determines the density and behavior of the
space. This dynamic system, projected onto
seml;transparent surfaces, produces an
immaterial and immersive atmosphere that
evolves according to the eognitive and
physiological state of the experiencer. This
multi-layered experience, where light, sound,
physical boundaries, and the body interctwine,
removes space from being a fixed, static ferm.
The experiencer is not merely an observer; y
they are an actor who creates the space. Space
intensifies, expands, and 1s reconstructed
thcough the changing states of mind and body.
This ceciprocél interaction between human and
space transforms into a continuous bio-spatial
cycle. Thus, space ceases to be an object; it
becomes an organism that evolves wWith
pecception, data. and experience. And within
this process, the human becormes the
constitutive subject who constantly

reconstructs the space.
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Umut Pektetik (Istanbul Medipol University,
MSGSU & Aalborg University) focuses on
neuroacchitecture and enviconmental psychology,
investigating the cognitive and sensory impacts
of spatial experience. ' |

The team is an interdisciplinary collective
working at the intersection of architecture,
neuroscience, computational design, and digital
acrt. *Their work treats space not as a fixed
object, but as a dynamic process constantly
reconstructed through perception, data, and
experience. Projects developed in this vein
position the user as an actor participating in
the formation of space by making human
physiological, cognitive, and sensory data an
active component’ of spatial production. This
production approach rethinks archrtecture not as
a completed form, but as a constantly evolving
process through feedback mechanisms,
1nteroperable systems, and multisensory
interactions.
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KHORA 1is a spatial installation in constant
flux, where real-time psychophysiological data
(EEG and heart rate]) is traﬁsformed into
visual and auditory streams through generative
systems. Data is not merely a processed input;
1t becomes a productive component that
determines the density and behavior of the
space. This dynamic system, projected onto
seml;transparent surfaces, produces an
immaterial and immersive atmosphere that
evolves according to the eognitive and
physiological state of the experiencer. This
multi-layered experience, where light, sound,
physical boundaries, and the body interctwine,
removes space from being a fixed, static ferm.
The experiencer is not merely an observer; y
they are an actor who creates the space. Space
intensifies, expands, and 1s reconstructed
thcough the changing states of mind and body.
This ceciprocél interaction between human and
space transforms into a continuous bio-spatial
cycle. Thus, space ceases to be an object; it
becomes an organism that evolves wWith
pecception, data. and experience. And within
this process, the human becormes the
constitutive subject who constantly

reconstructs the space.
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Pacrt I: You, Processing You
Pact II: Signal, Inhterrcupted

L

Processing Conditions is a two-part
lnteractive installation that explores

' . the bidirectional relationship between
‘ humans and data in the digital age. In
. ' ] ' the ficst parct, the viewer experiences a
\ Ceyda 0Olgun 1s a new media artist with a delayed output of their own image
background in industrial design. Her worck transformed into ASCII characters. In the |
focuses on real-time visual systems, second parct, their movement discupts a
interaction, and spatial experience. By bringing * stream of binary data, directly
together code, form, and motion, she approaches influencing‘the system. b
visuals not as static outputs but as living
CEYDA OLGUN systems. Her projects aim to create experiences The work proposes that the human 1s both
that question the relationship between the processed data and a variable capable of
viewer and the system. Working primarily wWith transforming the system. Algorithmic
TouchDesigner-based productions, 0Olgun explorces pcocesses do not merely pftoduce
C-5 the interaction between subject, data., and . visualizations; they analyze, decide, and
algorithm within digital environments. reconfigure.
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i Gozde Betulay Yorulmaz (b. 1996) explores hybrid

spaces through algorithms, cybecnetics,

artificial life, and complex systems; focusing

on adaptive interfaces, biodigital mechanisms, '

and human-machine interactions. She completed |

her master’'s degree in Architecture at GTU. She
A . also holds degrees in Computec Programming, .
Graphic Design., and Web Design and Coding. With
her interdisciplinary approach, she brings ‘ : !
together architecture, biology, softwarce, and
hardware-based technologies to design
experiential spaces that self-organize, leacn,
and evolve through envicronmental feedback via
database systems, sensors, artificial ' ‘

G .Cj Z D E B E T U L A Y intelligence, and interactive simulations.
; Yorulmaz has academic publications in various Digital Biosphere of Industrial Waste:
Y 0 R U L M A Z ' national and international symposiums and has Decay and Rebirth, 2825, two-channel
participated in exhibitions and programs at video installation, 3D hologcam fan,
platforms such as SiGraDi, MSTAS, The Wrong trained AI model, data-drciven and
C-6 Biennale, Ars Electronica, Galataporct, AKM, . sound-cesponsive system, stereo
BASE, SALT, and Piksel. sound., 3840x2160 px. 3'20""
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t . GOBEKLITEPE.OS - Narrative as a Digital

Idil Senel and Baris Ogal acé two researchers Acchive presents archaeological knowledge
' and passionate academics who come together ' pcoduced around Gobeklitepe as a layered
» around a shared focus on game design. Baris's digital archive. The work approaches
interest in RPG, metroidvania, and roquelite excavation not as a purely physical act,
gences informs his approach centered on but as a process of classifying and

mechanical depth and exploration. Idil, on the reinterpreting data.
other hand, draws inspiration from cozy games ' ¢

j:Dj:L SENEL and visual novels, priorcitizing naccative and Its interface aesthetic draws on a visual
7 oo E; user experiencef language reminiscent of early computer
BARIS OCAL ' culture, establishing a parallel between
: 7 2 Working across both video and board games, the the past and digital memory. In this way,
duo aims to design original experiences that the viewer experiences aréhaeological
C-7 combine different disciplines while fostering ., strata within a screen
J . both functional engagement and emotional enviconment-through files and folders
connection. rather than soil and sediment.
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Dc. Ilze Eklsa is a visual communication artist and
educator working at the intersection of design and
culture. She 1is currently an Assistant Professor at
Zayed University, where her research and practice
engage with contemporary visual narratives. Her work
reimagines heritage not as a fixed past, but as a
dynamic space where tradition and innovation converge.
Focusing on the Middle East, she explores how cultural
contexts shape visual lanquage. Through digital
collage, photographic deconstructién, and algorithmic'
composition, she transforms architectural heritage and
cultural memory into layered, evolving forms that
position heritage as an active process shaping

identity and meaning today. .

L
§ L]

Omaic Faizullah is an award-winning artist, designer,
author and researcher based in Abu Dhabi whose work
explores visual culture, generative systems, and
evolving ucban identities in the Gulf. Working acrcoss
media arts, computational design, and architectural
speculation, he examines how AI reshapes cultural
nacrratives, memory, and representation. He is a
recipient of the Lorenzo 1l Magnifico Prize for
Digital Act and teaches animation and multimedia at
Zayed University. His project The Dis-Orientalist,
featured at the 2025 VVenice Architecture Biennale,

lnvestigates bias in generative imagery.
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Constellating Dalma explores a different
way of visualizing data. One that
questions rather than elarifies. It
starts from the idea that data i1s never
neutral, and that visualization shapes

what is seen or ignored.

Focusing on Dalma Island in the UAE, the

project looks at how places become harcdec

to represent as their histories fade.
Using a custom-trained AI model, we
generate images that shift between

recognition and distortion,

showing how

algorithms can intecpret and reshape
memory. These images act as algorithmic
observations, creating a layered view of
place while revealing how data,
technology, and bias shapé how
environments are understood and

remembered today.
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Melis Dunya and Emrce Gul, Istanbul-based
designers and creative technology producers,

conduct an interdisciplinary pfoduction practicé J
under the umbrella of FiProduct Creative ! .
Technology Studio, which they founded. They use Yansi is an interactive AI installation

' . experience design, interactive media, real-time
visual systems, and VR technelogies to create
. new maccatives that bring human stdries togethet
\ With digital enviconments. Their worck
§ reintecprets cultural heritage, historical

that positions itself against the .
reduction of individual narratives into
fixed and, simplified representations. .
Rather than directly depicting the short
stories shared by participants, the

MELIS DUNYA
& EMRE GUL

nacrcatives, and the memory of place in a
contemporary language. In each project,
technology is not merely a tool; it becomes a
layer of expression that engages the viewer in
the process and *transforms individual
experiences into a collective narrative. Their
pcoJects have been exhibited at important
national and international fairs and events such
as Heritage Istanbul, Turkey Innovation Week,
and Turkey E-Commerce Week.

system transforms them into intercpretive
and abstract visual outputs.

In this process, technology is not a
passive tool; 1t acts as an active agent
that generates, selects, and transforms
meaning. Instead of fixing narcratives,
Yansi multiplies them—-each output exists
as a temporary response, unique to the
moment in which 1t is produced.
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Ozge Kalyoncu Firat is an artist and academic
working at the intersection of digital culture,
infrastructural systems, visual cepresentation,
and digital curating. Her work, developed around

the concept of *Infrastrcuctural Images*, rcenders ’
the operational processes of invisible / Infrastructural, Images approaches the
technological networks visible. ! 1mage not as a form ofscepresentation,
but as a component of operational
' . In her practice, she addresses the relationships processes. It frames the rupture between
between physical infrastructures and digital recognition and representation, synthetic
. ‘ systems, revealing the data, computation, and memory that severs its indexical tie %o
\ decision-making mechanisms that operate beyond reality, and invisible decision-making
representation. She constructs the effects of mechanisms as thresholds. Visibility
artificial intelligence, automation, and gives way to legibility, memory to
data-driven systems on everyday life as both a * computation, and rcepresentation to
critical and sensory field of experience. operation. ‘ b
OZGE KALYONCU Her work invites viewers to question the It does not present images, exhibit
Y operational logic of contemporary *limage rcegimes objects, or produce representations.
FIRAT and how these systems construct reality. In this Instead, the viewer becomes implicated 1n
context, her practice repositions the image from the system’'s functioning, 'transforming
C-10 being merely a tool of representation to an ) 1nto a processable subject of the
active, functioning process. infrastructural image.
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Raziyye 1s an artist, researcher, and lecturer | 4

based in Istanbul. She is currently pursuing a ' .
doctorate in the Act and Design Program at
' . Yildiz Technical University, where her research <
2 focuses on generating new recompositions of
. 4 . Turk:2sh carpet and kilim motifs thfough deep * : .
. W e learning-based artificial intelligence Series: Latent Weavings
'ﬁ?f;”- algorithms. Her practice brings together Year: 2026
i." R cultural memory, computational image-making, and Type: Real-time moving image
.‘ % contemporary exhibition formats. Through * Technique: AI-assisted real-time
research-driven artworks, she investigates how generative fmage; deep learning-based,
. traditional motif systems can be reintecpreted, algorithms, datasets
RAZIYYE " transformed, and recontextualized in digital composed of Turkish carcpet and kilim
1 enviconments. Raziyye develops both scholarly motifs., TouchDesigner, ComfyUI, and
KUZU ATALAY and artistic outputs, presenting her work 1in machine-learning-assisted image
' exhibitions while contrcibuting to processing '
C-11 1nterdisciplinary discussions at the ) Actist, concept, and generative system:
intersection of arct, design, and AI. Raziyye Kuzu Atalay
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Duyulan Sehir (Hearcd City) 1is an
audiovisual work that explores the sonic
' . memory of Hatay through recordings .
collected before and after the
earthquake. The project transforms .
environmental sound into visual data,
generating dynamic spatial compositions
that reflect loss, fragmentation, and
* continuity. Using creative coding and
real-time audio analysis, sound 1s b

Iris Eryilmaz is an acchitect and
inter'disciplinary artist from Antakga TUrkige.‘
. | Her work explores the relationship between
sound, memory, and space, focusing on how sonic
enviconments shape spatial perception and
collective memory. Through creative coding,
sound recording, and audiovisual installations,
IRIS ERYILMAZ she translates environmental sound into translated into moving light points that
. data-driven visual and spatial forms. Her recent construct an abstract sense of space.
Rather than representing destruction

directly, the work focuses on how memory
pecrsists through sound, inviting the

pcojects investigate the sonic memory of cities,
pacrticularly in post-disaster contexts such as
Hatay. Alongside her artistic practice, she

C-12 leads workshops on sound, digitel arct, and audience to experience the city through
spatial storytelling. 1ts i1nvisible acoustic traces.
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‘ $. Baris Terzi is a multidisciplinary arctist who
blends his background in architecture and
information technologies with yarious design
disciplines. Translating the technical
rationality of his architectural career into
digital art., he provides academic consultancy 1in

t . areas such as artificial intelligence,
computational design, and prdcedural generation,
' while also conducting workshops and teaching \
4 SF R 1 across universities and different platforms.

In his artistic practice, he synthesizes digital
sculpture, creative coding, and motion capture
through customized technological tools, seeking
new nacrrative lanquages between the physical and
digital rcealms. His conceptual focus rcevolves
around the values eroded by the information age
and their attempted substitutions, the
“secondary” concerns silenced amid the noise of
C-13 major societal crises, and the human effort to ,
make sense of a chaotic life and construct a
pecsonal narrative.

S. BARIS TERZI
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Enformasyon Coplugu (Information Garcbage)
1s an’ info-spatial simulation that
interrogates the voluntary parcticipation
of ucban dwellers within Istanbul’'s vast
infosphere, woven from millions of data
points and surveillance systems, and
driven by the desire td be seen.
Positioning the participant as a data
agent disquised as a producer of meaning,
the work draws on Jean Baudrillarcd's
notion that an excess of information
leads to the disappearance of meaning. It,
also renders visible Paul Virilio's
concept of epistemological blindness,
produced by ,information rceaching the

speed of light and collapsing the ¢
distance necessary for thought.Within the
lnteractive process, clear and legible
texts transform, under increasing speed
and mass, into an entropic field of
information that compressés, generates
heat, and consumes enerqgy, ultimately
evolving into a vast, meaningless digital
collapse.
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. La Colline is inspired by the feeling of solastalgia,
a kind of melancholy linked to the tansformation of
the landscapes that surrcound us. The work questions
our, contemplation of nature and the way these fragile

. spaces_ evolve in silence.Two wWomen sit back to back;,

facing a wide rural horizon. The wind moves through

their clothes and the grasses around them. One closes
her eyes, the other looks into the distance. The
landscape feels bgth familiar and distant: dry fields,
clear sky, soft light. At their feet, a few wWild
plants appear, the first signs of life retucning. In

Louis-Paul Caron is a French agtist exploring
the connections between ecology, art and digital
technologies.

. , Through oil painting. video. and generative AI the distance, a field of monoculture on ong side, a

tch 11d dland th ther.

he creates contemplative imades that evoke i: - hoihwl' wzo anl Oz—t ;'il ei'k A
S chande and ecological tensions. Insplred by the = SRS S S s e e 111, like a painging
KR . gently animated by the wind. The image was created

concept of solastalgia, he develops a poetic '

¢ 1 e S .. . using AI-based software, blending references to
AT = - = . vision of the envircronmental collapse. g ft J f
R : AR photography. cinema, and painting. This in-between

+ approach, neither a still image nor a traditional

Resident of the Villa Albertine “Arct in the Age

of AI” , he currently develops a project focused
movement becomes almost imperceptible. The wind

LOUIS - PAUL CARON on the wildfires of Los Angeles. His work has _ :
h, been exhibited internationally. at Act Basel. light, and texture of the landscape are generated to

recreate an atmosphere that feels both real and

i
video, seeks to evoke a suspended sense of time, where

Seoul, New York, Milan, Dubai and recently Paris
suspended. La Colline conveys the quiet beauty of a

Photo.
world in transition. It reflects the nostalgia that
E-14 He studied digitel arts and film making at the , Comestm:: Chang?ng lén:S;apes’ wltho;: falling into
J . Design Academy Eindhoven, Ecole Boulle., and Eeg: .'t = passing wlnk eioze? h gi tuZ? °f ]
ENSAD Paris yal continuity, a way of acknowledging wha lsappears an
' what still remains.
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Nicolas Michel (aka Milkorva) is a visual and new
media artist based in Paris, with a master’'s degcee in
Contemporary & Digital Act from the Sorcbonne. He
creates generative and immersive installations that
explore the ever-changing and unpredictable nature of
elements. Through his work, he seeks to capture the
essence of natural phenomena and redefine them
digitally, creating a dialogue between the figurative
and the abstract. By revisiting these dynamics through
new technologies, he questions our perception of
reality and reveals the invisible. He isolates and
distorts elements, endlessly recomposing them into
forms where materiality and abstraction merge.
Milkorva celebrates landscapes that transcend the
human scale, integrating them in&o contemplative works
where* each movement is unique. Using génerative '
algorithms and advanced simulations, he creates
digital ecosystems in constant evolution.

His visuals are accompanied by rich soundscapes,
blending field recordings with atmospheric music.
Sound and image are inseparable, formihg an
audio-reactive whole where each frequency shapes the
visual composition’. Inspired by Philippe Parreno, whom
he assisted for six years, he explores' how
contemporary technologies redefine the boundaries of
storytelling. His works have been exhibited at the
Grand Palais, the Boston Museum of Science, Sonac
Istanbul, and Miami Arct Basel.
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The Rising Dusk is a 3@-minute audiovisual
pecformance, structured in éhree acts, that
explores the fragility of inner states and the
stoength that emerges from them. Guided by a
reflection that is both poetic and
intcospective, the work traces an intimate and
symbolic path, following the process of
reconstruction leading from chaos toward calm.
Rooted in a persqnal approach, the performance
seeks to transform an intimate emotion into a
collective experience. The images, generated
in real time and reactive to sound. evolve
thcoughout the composition. By reconciling the
digital and the organic, the figurative and
the abstract, it becomes a shifting space
where scanned landscapes, textures, and
particles interact and transform. Each visual
and sonic fragment emerges from the one
befoce, graduéllg constructing a sensitive,
lanqguage between chaos and balance. Through
this progressive ascent from the abyss toward
the light, The Rising Dusk becomes an innec
Journey that, while abstract, resonates with
the universal movements of léss and
acceptance, where darkness finds its form of

rebirth. Presented by 36 degres.

NP4 PASHA
‘I‘y Bank




& W
i I [I n F ;}
T Iurk Ielekom

Degerli Hissettiri

Selinay Kissal began her academic trajectory in \

Television and Cinema, a foundation she subsequently

augmented with specialized training in advertising,

graphic design, and digital marketing before completing
. her degrees in Psychology and Tourism. Her extensive _ _ _
educational background encompasses ,19 distinct Devel?p?d W) SELImEL] KSE=ny SEUEELE)D s 1nfegrat10n
of clinical psychology, art therapy., and digital

certifications from prestigious institutions, most
art, SK Life Code is a modality centered on the

. notably Stanford University, The University of Chicago, . _ e . e i
. and Galatasaray University. Drawing upon the multifaceted proce351ng of experdien .a ane mH >ensoty the l’,
5 ' . : . : : It produces a therapeutic effect on
_ i, LT impact of psychology on individual and collective life, _ _ _ _
: . neurophysiological response mechanisms and emotional

Kissal employs proprietary methodologies that integrate _ . .
regulation processes, By establishing a holistic

neuroscience with digital technologies. As the founder of
the SK Yasam Merkezi (SK Life Centec). she pcovides both

individual and corporate consultancy sercvices. In her

interaction, this'unique system aims to enhance
emotional balance and self-regulation, imprcove

Lt1 , stimulat lasticit
capacity as an art therapist, she bridges clinical and cognitive perjormance LME RS IEHEOPLaStLCL L,

d dulate st lated Ulktimatel
. . experiential dimensions by harmonizing traditional art angd Moty LatE LEEsmciEoehesd BEspanses o mately,

therapy with digital art practices.Her research and the obyective 1s to optimize psgchologlcal

L]

. practice center on neurocaesthetics and 'clinical well-being by expanding the capacity for p?51t1ve

1 . Furcth . thi st t
applications, specifically examining the influence of SMOtLons S SEMOLE te PEOESSS CONSEEINSS, 7]

- lential k that ct '
| @ S0k : ‘ol visual stimuli on healing processes. She positions art at e%pzrlin : bfra:ewor . SUZPO _S hf e Lo
‘ hin e the core of mindfulness and well-being initiatives, ml;le |j1ess T:se :warenes: ar-1 lre:!.nfzrze; : ll S
analyzing the effects of digital arct on . NS =ing- Fotgn NEeUtopnysL02031ta N i

int ted into th stem, individuals’ it
neurophysiological response mechanisms' and emotional TR eSS RO © Sgstem. ihdividhazs e me

bioloéical responses can be tracked, ensurﬁng that

- regulation. Kissal's approach is rooted in a rcobust s - biectivel . q
S E L I NAY e I'(I S SAL multidisciplinary framewock at the intecsection of = SR e Erocesses arelo Ie(_: YEST TONEEORE

elinical psycholegy, neursscience, arH( finance, and analyzed. While grounded in this regulatory

macketing. industrial psychology, and digital technology. JeameWork, the system also provides a flexible

e hitect d ble to di
Within this scope., she develops innovative applications experience architecture adaptable to diverse

contextual needs and cognitive goals. This

1n fields such as neuro-narrcatives., neuro-macketing., the N _ _
C-14 - : i adaptability allows the application to scale across
neurocognitive and affective processes of brand ; . . . e ] .
' ' ' attachment, bias management., cognitive finance, and 9 PEOat Spec Fum, CERGIng FTEonInCEvadiia SeEeS
2 - cocporate envirconments.

neucrotechnology.
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?ﬁf ) J . X Agce is an experimental audiovisual duo focused
BB on high-energy live-coded music and ceal-time

. visual performance. Their work combines

\ _ fast-paced chythmic structures, noise-dciven
sound design, generative visuals, and
interactive media technologies to create intense

and immersive live experiences. Using live ’
coding, both sound and visuals are produced and

PEBKAC or problem exists between keyboard
and chairc, 1s a live audiovisual performance
where music and visuals are generated’
simultaneously 1in real time through live
coding and interactive media systems.
Combining fast-paced chythmic structures,
nolse-driven sound textures, and generative
P ] ] _ _ visuals, the performance transforms the
manipulated live on stage 1in real time rathecr ot it —tantl 1vi digital
AGRE than following fixed compositions. Each S e s e ] SR G B
3 ) 4 P. 1 tH H environment. Rather than following a fixed
PerforTanc? SVOIVES gﬁamlca 5 9 composition, the work develops dynamically
improvisation, system interaction, and : : : : :
410y N Mol Ercoare o through improvisation, system interaction,
audiovisual yjeedback. Exploring emgs of and audiovisual feedback. Exploring themes

C-15 technology, chaos, repetition, and digital . of chaos, repetition, digital distortion,

] . _ distortion. and technological intensity.
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Rupture is an audiovisual project that
explores how trauma, separation, and
emotional experience are cacried in the
. - "X - ' body.’ It brings together sound and image to
g . approach these states in a way that 1is
physical rather than descriptive.

' ; The visual matefial is developed from my own
medical imagery, including MRI scans. I worck
With these images as a‘pe:sonal acrchive,
reprocessing and layering them to shift them
away from a clinical rceading and towarcd .
something more subjective and embodied.

The sound*is built from processed voice,
distorted gquitar, and electronic textures.s
It 1s composed 1in close relation to the
visuals, sometimes leading, sometimes
responding, .cceating a constant tension
betwéen the two. ’

Zhina Ardalan 1s a Paris-based musician and

' . sound artist originally from Tehran, working
under the moniker XEEN. Her work blends

. experimental electronics, processed voice, and *
layered textures using electric quitar, field
recordings, and digital tools. Starting her
career in Iran’'s underground music scene wWith
the all-female rock band The Finches, she latecr s
co-founded the synthwave project Stereotype.

XEEN b In her recent audiovisual work Rupture, she

explores themes of separation, trauma, and their
effects on the body. The visuals incocporate her :

_ _ _ _ creates a space where these experiences can
own medical images and MRI scans, which interact '

L th B 4 to th 4 el lc 4 1 4 be felt, where the viewer 1is invited to
AA-9 NLER ant tEespon ° S e e relate through their own body and perception
within the project.

] . _ rather than through narrative.

The project 1s not intended to explain oc
represent trauma directly. Instead, it
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Selguk Arctut is an Enterdisciplinarg artist and “Prompted Absence” is a generative art project
researcher whose work examines the evolving that originates from documentary news
relationship between humans and technology. His photography and subjects.these images to a
artistic practice explores how ‘technological sequence of artificial transformations. In the .
systems shape perception, experience, and ficst stage, Al-based editing tools are used
creativity. to'remove all human fiqures from the original
. Fagss 1 ' photographs, leaving behind only uninhabited *
:-"Wa i ‘ . Actut’'s wocks have been exhibited at major landscapes, emptied spaces, and the physical
E%{ s ok e T international platforms including Expo 2025 traces of events. In the second stage, another
e e | Osaka, Sénar Istanbul, ISEA, SIGGRAPH, Dystopie, Al system is prompted to describe the altered
Sound Arct Festival, Institute of Contemporary image in words.! This textual descrciption then
Acts, Act Hong Kong, and the Istanbul Biennial. becomes the trigger foE a third process, 1in
His projects have also been featured and which hundrceds of new 1images are generated
\ ' recognized by Artsy, Creative Applications from the same prompt. As this procedure is *
N g _ Network, Co.Design, Visual Complexjity, and ‘ repeatedly applied to different news
S R o ‘ CNNGO. photographs, a vast synthetic image field
’ . ' emecges, one 1n wWhich events once witnessed
‘f* Actut received his PhD in Media and and documented by humans are gradually
R Communications from the European Graduate School : eroded, multiplied, and reconstructed through-
‘ in Switzerland. He currently serves as a artificial intelligence. This field exposes
Pcofessor at Sabanci University, whece he the tension between the testimonial flnction
S E L C U I_( A R T U T integrates creative coding, computational art, of documentary imagery and the generative
7 % and media theory into his teaching methodology. simulation capacity of AI.The resulting
' ghost-like images question what remains once
Committed to fostering global dialogue at the the ‘human presence has been erased, while
intersection of arct, technology., and culture, interrogating how memory, events, and
A-9 Actut has traveled to more than twenty countries Witnessing itself are redefined through
] - _ across six continents to deliver lectures, machine perception and synthetic
presentations, and workshops. : rA reconstruction.
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Simay Ding¢ 1s an award-winning game producer,
impact i1nvestor, and co-founder of Recontact
Games, known for blending cinema and gaming 1into

. playable art experiences. Their acglaimed !
Recontact series, including Recontact:Istanbul and
Recontact:London, received international
recognition. She is also the founder of Women in
Games Turkiye, supporting women as creators and
developers in the gaming industry through events,
hackathons, and education programs reaching over
7,800 participants. Simay co-founded KiraARThane,
an art and innovation hub promoting game design
and technology education for children. Recognized
globally, she has received awards from Apple,
Google Play, and the UK Government, and has spoken
at major international events including Gamescom

. : and Game Developers Conference.
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Nazar approaches the video game not merely
as a playable medium, but as an immersive
audiovisual art form. Developed by Recontact *
Games, the work combines FMV interactive
cinema with 2D platform mechanics,
establishing a new narrative space between
1mage, movement, and interaction. The
topography of Cappadocia, the ritual memory
of Anatolia,. and the aesthetics of
traditional Turkish shadow theatre ’
intertwine with elements of science fiction
and parapsychology. Through Nazar's ability
to foresee the future, the player
experiences the tension between destiny,
belief. and technology. Nazar is a hybrid,
artwork that reinterprets traditional visual
culture through digital interaction.
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Nazar approaches the video game not merely

. a1 e Eray Ding is a filmmaker, academic, photographer, as a playable medium, but as an immersive .
& . \ ' and video game creator born in Istanbul. He audiovisual art form. Developed by Recontact *
ﬁ completed his undecgraduate studies in ! Games, the work combines FMV interactive
ﬁ, - ' Communication Design and Film Dircecting. followed cinema with 2D platform mechanics, !
' . ;W AR by an MA in Cinema and Television and a establishing a new nacrrative space between
ol ) Proficiency in Arct degree in (Cinema. His practice image, movement, and interaction. The
focuses on the intecsections of cinema, topography of Cappadocia, the ritual memory
photography, interactive media, and contemporary ' of Anatolia, and the aesthetics of
. visual culture. As the founder and creative traditional Turkish shadow theatre '
ERAY DINC director of Recontact Games, he develops hybrid intecrtwine with elements of science fiction
~\ 7 nacrative forms that merge cinematic language with and parapsychology. Through Nazac's ability
game mechanics. He also works as an Assistant to foresee the future, the player
Professor in the field of Digital Game Design. In experiences the tension between destiny,
addition, as a co-founder of KiraArcthane 1in belief, and technology. Nazar is a hybrid.
A-8 Ayvalik, he produces socially engaged art projeots artwork that reinterprets traditional visual
: . . With a focus on cultural and social impact. culture through digital interaction.

L]
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Bisra Tung is an architect/artist working across
architecture, art, and design with a focus on

4 » pecception and experience. Educated 1in '
e — architecture, cinema, and sound, her practice
| centers on the concept of “"atmosphere,”™ shaping
the viewer's relationship with space through ! Bisra Tunc's works invite the viewer into a
. immersive installations. Combining'light, sound, sensorg and perceptual expefience bg "
BUSRA TUNC and industrial m_atej_—_i.als, her works explore focug_i_ng on the j:e]_a'l_—j_onshj_p betnween space,
2 2 memory, transformation, and bodily experience. sound, and atmosphere. Her works, which
Her projects have been exhibited ét the TOkgO bfing togethe[ architecture, cinema, and
Biennale in 2021 and 2023. Tung has collaborated audftofg composition, exp}o[e the
With Istanbul Modern, Pera Muzesi, and MSUB [elationship between time, memory, and the
BO-14 Belgrade, and currcently continues her practice . body with space through a poetic and
J . in Istanbul. immecrsive appcoach.
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Eyludl Alici i1s an award-winning crceative director and new
media artist working at the intersection of art, science,
and technology. For mare than 15 years, through her work
with Ouchhh Studio, she has explored the creative
potential of artificial intelligence, machine learcning,
scientific data, and algorithms, transforming complex
datasets into immersive new media experiences. Her works
and projects have been exhibited and presented at
internationally renowned institutions and platforms
including Museum of Modecn Act, Acs Electronica, NASA,
CERN, SpaceX, Intuitive Machines, and Taipei Digital Art
Center. Her project *THE BLACK HOLE*, created using black
hole datasets, became the first data visualization
artwork sent to the Moon as part of a lunar mission by
SpaceX and Intuitive Machines. Alici 1s a member of The
Alan Turing Institute Arcts and AL Interest Group and part
of the Oxford University AI 1in Educatiqn Research Group
researcch community. Her work has been featured 1in
international publications including WIRED, 'Global Times,
and Act China. Together with Ouchhh Studio, where she
serves as (Creative Director, she has realized more than
52 public art projects across cities including Tokyo.,
Barcelona, Seattle, and Berlin. Their works have received
more than 40 interpational awards, including the Red Dot
Design Awarcd, ADC Awards, Ars Electronica Prize, Young
Guns, German Design Award, and IDA Deéign Awacds.She is
cucrently purcsuing her PhD in Act and Design at Yildaz
Technical University, focusing her reseacch on artificial
intelligence, creative autonomous systems, and .

human-machine collaboration in creative practices.
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DATA ORGANISM i1s an AI-driven data sculpture

that transforms human consciousness into a
dynamic visual language through the use of
EEG brainwave data., facial tracking
technologies, and real-time data streams.
This geometric installation perceives
visitors ™ thoudhts, focus, movement, and
emotional responses, céntinuouslg evolving
into a living system through light, motion,
and algorithmically generated visuals.

The work explores the increasingly fluid
boundaries between humans and machines
Wwithin contemporary digital culture, '
approaching data not merely as a technical
output but as an active component of
collective consciousness and aesthetic
experience. Through real-time interactions
generated by EEG data and facial tracking
systems, the installation transforms the
space into a living organism. In doing so,
the ‘artwork creates an immersive Al
experience that carries individual
pecception into a shared sensory
enviconment.
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