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Abstract 
 
 
The FET-ART project aims at connecting the European ICT and Art communities. It fosters 
productive dialogue and collaborative work between them in order to identify new research 
avenues, associated challenges as well as the potential impact of ICT and Art collaboration on 
science, technology, and society in general. 
 
Under the WP2 “Connecting ICT and Art communities”, Task 2.1 aims at engaging Art and ICT 
communities through consultation and matchmaking events, elaborated in order to facilitate 
interaction between them and encourage the emergence of collaborative pairs. The present 
document gives full details on the events that have been organised during the first period of the 
project. 
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Executive summary  
 
 
The present document is a deliverable of the FET-ART project, funded by the European 
Commission’s Directorate General CONNECT, under its 7th EU Framework Programme for 
Research and Technological Development (FP7). 
 
WP2 aims at “connecting ICT & Art communities”, by organising at least five consultation and 
matchmaking events to bring together ICT & Art practitioners, facilitate interaction and 
exchanges between them, and encourage the emergence of collaborative pairs who would 
compete for WP3 pilot projects.  
 
This document reports the events performed in the first six months of the project under Task 2.1 
Consultation and Matchmaking Events.  
 
Each event organiser is free to experiment different formats to lead a successful exchange 
between ICT and Art practitioners. The birth of collaborative pairs applying for residencies and 
the discussion of new path for ICT and Art conjunction are the events most relevant outcomes. 
To date, two events have been successfully performed and are further detailed. They constitute 
the two main parts of the report: 
 

 Art + Tech Hackathon, 28-29 October, organised by Stromatolite with the support of 
Sigma Orionis in the framework of the annual NEM Summit (Nantes, France);  

 ICT & Art Connect 2013 workshop, 9-10 November, organised by Waag in the 
framework of ICT & Art Connect 2013, held by DG Connect (Brussels, Belgium). 

 
In the first event, the classical 24 hours hackers’ marathon has been reinterpreted inviting artists 
and designers to participate. In the second one, participants engaged in a two-day hands-on 
workshop. In both cases, despite time constraints, interesting and innovative projects emerged.  
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1 -  INTRODUCTION 
 
Within Task 2.1, each project partner is to organise at least one event aiming at bringing 
together ICT and   Art practitioners, facilitating interaction and exchanges between them, and 
encouraging the emergence of collaborative pairs (ready to focus on co-creation or citizen 
engagement in ICT) who can compete for WP3 pilot projects.  
 
In line with all promotional activities, it is important to note that the project events have been 
officially presented to external stakeholders as ‘ICT & Art Connect’ events (supported by the 
EC-funded project FET-ART). 
 
To date, all ICT & Art Connect consortium partners have diarised two to three consultation and 
matchmaking events from October 2013 to April 2014 (see schedule below).  
 

 
Table 1 – Schedule of consultation and matchmaking Events for FET-ART project 

 
Each event is intended to involve consultations with the stakeholder groups on the experience 
and process of collaboration and matchmaking activities for participants, to enable them to 
engage in newly formed collaborations and co-creation. For those who cannot make the events 
themselves, the project website (See reference 1) hosts an on-going open call for participants to 
pair up to submit a proposal for a residency. The follow up residencies will be offered to 
successful pairings from each event or from the open call, which act as case studies for the 
overall FET-ART project.  
 
At mid-term, two consultation and matchmaking events have already been organised and are 
further explained in the present document: 
 

 Art + Tech Hackathon, October 28-29th, Nantes, organised by Stromatolite with the 
support of Sigma Orionis and consisting mainly of a 24 hour Artist-Technologist 
matchmakings, consultations and mini-residencies, during the larger NEM Summit 
event, organised by Sigma Orionis. 
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 ICT & Art Connect 2013 Workshop, November 9-10th, Brussels, organised by Waag 

Society as part of the 2nd annual ICT ART CONNECT symposium organised under the 
DG Connect aegis 

 

 Event Goals and Activities  

 
The goal of the consultation is to assess and collate past collaboration experiences that artists 
and ICT professionals have had, either with others within their profession or across disciplines, 
and to glean recommendations for future collaboration process approaches to feed into WP3 
Pilot Projects. These consultation events will also provide information for dissemination and 
outreach activities at the end of the project and will feed into follow-up activities in ICT & Art 
collaboration beyond the project. 
 
Each partner is free to experiment a format for consultation and matchmaking, bearing in mind 
that exchanges between the two communities and collaborative pairings/teams should emerge 
from each event. 
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2 - EVENTS PROGRESS - TO NOVEMBER 30, 2013 
 

 Art + Tech Hackathon 

 
Organiser: Stromatolite 
October 28th-29th 2013 
NEM Summit, Nantes, France 
 

 

 Concept  

 
The NEM Summit Art + Tech Hackathon was conceived as an unique and fertile catalyst to 
infuse creative collaboration between highly talented and motivated participants in order to 
inspire new and excellent art and technology project partnerships. Through the bringing 
together of individuals sourced directly from the coalface of art and technology innovation, the 
Hackathon's aim was to nurture unprecedented new alliances between art and technology 
practitioners, resulting in highly original and significant outcomes. The intensity of the 24 hours 
deadline, the variety, and quality of the participants, and the outstanding opportunities on offer 
facilitated an unmatchable hotbed of creativity, innovation, and experimentation throughout the 
event and beyond. 

 Organisation 

 
The Art + Tech Hackathon was included in the Creatives@NEM section of the NEM Summit, an 
international conference and exhibition, open to co-located events and organised every year 
since 2008 by Sigma Orionis and Eurescom on behalf of the NEM European Technology 
Platform for all those interested in Future Internet developments and in the fast paced evolution 
of the networked electronic media industry. Over the years, the NEM Summit has grown to 
become an annual not-to-be-missed event, providing attendees with a key opportunity to meet 
and network with prominent stakeholders, access up-to-date information, discover latest 
technology and market trends, identify research and business opportunities, and find partners 
for upcoming EU-funded calls.  
 
The 2013 Creative@NEM section was made of several events – including the hackathon - 
aiming at attracting, involving artists and facilitating stronger connection between the NEM 
constituency and the creative industries, for their highest mutual benefit. 
 
35 participants were sourced from London and from Nantes, with the London group being 
transported to Nantes via overnight bus. Once at the event, participants were asked to form 
teams of up to four people with at least one 'art' and one 'tech' person in each team, easily 
identifiable by their 'a' or 't' t-shirts. Participants each contributed £20, but otherwise no other 
fees were needed and all were fed, given “nap” accommodations throughout the 24 hours, as 
well as an “Art or Tech Hack” T-shirt, and Wi-Fi and Hackathon facilities were included. 
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Once assembled, teams had to pick one of the eight set challenges to work on, and then work 
as hard as possible over 24 hours in order to present entries that showed well developed 
concepts, evidence of technical feasibility, and the team's ability to further develop and deliver 
the project to completion in the future. 
 
There was a €1000 prize available in each of the eight challenge categories, plus seven teams 
will receive a further €1000 over a period up to four months to develop their projects to 
completion as part of a funded residency 
 

 Programme  

 

 
 

Table 2 – Hackathon & Matchmaking programme 
 

 Project challenges 

During the Art + Tech Hackathon participants were required to form teams to work on one of the 
following project challenges. The winners of each challenge received prizes of money.  Judging 
criteria included: Innovative concepts, fulfilling a need, experimental approach, artistic/design 
excellence, and appropriateness to the category they were being judged in 
 
The project challenges were: 
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2.1.4.1 - FICONTENT CHALLENGES 
 
The FIcontent initiative aims at developing and experimenting across Europe with cutting-edge 
ICT platforms, devoted to applications and services in the areas of social connected TV, smart 
city services, and pervasive games. Art + Tech Hackathon participants had the chance to work 
on the three platforms with three different challenges: 
 

 Smart City Guide Challenges:  

 
 Hybrid Earth  

 
Context: Hybrid Earth (See 2) scenario was based on the idea that, in a near future, 
smartphones will be augmented reality goggles with embedded cameras. In addition, the 
exponential growth of geolocated sensors has given birth to mirror worlds. Hybrid Earth enables 
applications for several contexts: Tradeshow, Campus, Travel, Gaming, and the Mall. 
 
Challenge: Participants were asked to imagine and develop an innovative service based on 
Hybrid Earth scenario and technology (API), focusing on “travel” and “smart city” contexts. 
 

 Smart City Guide 
 
Context: the existing Smart City Guide mobile application, used for FIcontent Brest experiment, 
involving the search for places of interest, adding personal comments and pictures, gathering 
recommendations about interesting places. 
 
Challenge: Participants were asked to imagine a service extending the Smart City Guide 
mobile application to a tablet size interface, in order to offer other rich cultural contents to share 
between users or proposed by professional media, such as press, books, radio, TV. 
 

 Social Connected TV challenge:  

 

This offered the Social Connected TV Platform for participants as a toolbox with powerful 
instruments to enhance connected TV services, including:  
 

 Multi-screen interaction; intuitive interaction for advanced TV services; more versatile 
content presentation across screens;  

 Personalised TV experience; connected TV services tailored to single and multiple 
users; social interaction between users; search and discovery of content;  

 User tracking and privacy; visualising personal content consumption; tracking implicit 
and explicit user interaction; providing users with simple control over personal data.  

 
This was intended for: Software developers, Designers, Concept developers, Content 
producers. 
 
Participants were encouraged to explore the potential of the Social Connected TV Platform and 
use various enablers to build novel and exciting TV experiences. Hacks should build upon this 
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platform’s components. Moreover, organisers were looking for: mobile apps that creatively mix 
the functionalities of the various platform enablers; concepts for novel programme formats and 
apps with programme relation; and compelling UI design concepts for connected TV services. 
 

 Pervasive games platform challenge  

 
Context: Augmented reality is becoming more and more mainstream every minute, and it is 
used in many business areas including product advertisement, architecture, engineering, and 
entertainment. The main supporting devices are mobile phones and tablets, which have been 
instrumented with sensors and enough computing capabilities to make AR possible. These 
devices however, are also very good for communication, suggesting that in the future, we will 
see the combination of connectivity with AR technology. 
 
Challenge: Participants were asked to come up with a concept for a citywide game, i.e. a game 
that is played outside, over a large area. They were to work on a concept that targets the use of 
the following technology: 
 

 GPS (Assume precision of ~15 meters) 
 Single camera sensor (to take either photos or videos). 
 Image-base tracking (See Reference 3) 
 3G Internet connection 

 
The concept was judged on: 

 Creativity: out of the box thinking. This is about gaming in a city area. Participants were 
asked to think of their audience and be convincing on why they would like the game. 

 Feasibility: if the game required aliens visiting earth, teleporters or time machines, 
would be lauded for the creativity but not win the contest. 

 Prototyping & Presentation: while a fully, working application wasn’t expected, 
anything shown would influence the judges. . Participants were encouraged to use any 
tool they wished, and to prepare a convincing presentation. Highlighting the quality of 
the concept with respect to the given criteria was praised. Bonus points were given for a 
playable prototype! 

 

2.1.4.2 - WIKI-ART CHALLENGE 
 
Participants were asked to convey gaming dynamics to the artistic creative process and take 
inspiration from mobile games, applying Internet open culture to the creation of a piece of art. 
They were asked to imagine a mobile app that can provide a set of tools to create a brand new 
artwork in collaboration with other users, and to share the results via web. Organisers asked to 
see participants build a mobile application, using HTML5, on iOS, Android, Appcelerator's 
Titanium, or other means. It could be connected to wearables, in-car devices, and other 
hardware integrations by must be primarily mobile. This challenge was sponsored by Wiki-art, a 
non-for-profit organisation fostering collaborative artwork through the Internet (See Reference 
4). 
 
The concept was judged on: 

http://www.youtube.com/watch?v=IP5le6lZ_bw
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 Multiple contributors 
 Intuitive use 
 Users are given some preset styles 
 Results are downloadable and shareable 

 
A plus for: 

 Educational scope 
 Creativity (in choosing the source and the format of the art-work) 
 User engagement 
 Ideas able to animate public situations 

 

2.1.4.3 - PARADISO CHALLENGE  
 
Participants were asked to develop an ‘awareness tool’ to help the world agree on a base of 
essential conditions and consequent local/everyday actions to achieve them. They were asked 
to build an online platform, or an app, where people from everywhere in the world can propose, 
vote and sort a plan for the ‘world happiness’, and perhaps make an innovative use of cloud 
computing. This challenge is sponsored by the PARADISO foundation, (PARADISO is an 
acronym formed by the two words PARADIgm and SOcietal, and an obvious reference to a 
better world), born from the PARADISO initiative, which has been exploring this paradigm shift 
concerning global societal developments and the role that Information and Communication 
Technologies (ICT) could play in this envisioned future. 
 

2.1.4.4 - NEMART CHALLENGE  
 
This was the NEM Summit awards NEMart prize. Since 2010 the prize is dedicated to foster 
innovation in the Networked Electronic Media area, and develop stronger involvement of the 
arts community. It invited applications for real demonstrators or proof of concepts, that clearly 
exhibited the many opportunities that exist when technology and art/design conjoin, including: 
interactive entertainment experiences, new design-led applications for social well-being, novel 
ways of telling stories using digital media, etc. (which is also part of the thrust of the FET-ART 
project as a whole, though it is less commercially focused). This open challenge was intended 
capture those participants without an interest to the other challenges. 
 
Participants were asked to demonstrate why art and ICT collaboration is fundamental and 
should have a growing space in the NEM Summit. Since 2010 the NEM Summit hosts a NEMart 
section, devoted to ‘Foster innovation in the Networked Electronic Media area, through a 
stronger involvement of the Art community, it invited projects that were demonstrations or 
‘proofs of concept’, which clearly showed the exciting opportunities that can exist when 
technology and art/design meet'. 
 
Seven out of the eight challenge prizes were awarded; nonetheless, all challenges were 
attempted. Two of the challenge ideas came from (NEM art and Wiki art) 'traditional' NEM 
prizes, and the rest of the challenge ideas came from FIcontent. 
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 Hackathon and Matchmaking Structure 

 
Before the event, participants were given a short biography of the other participants, to help 
them decide who they might wish to collaborate with. On arrival in Nantes, they then were given 
two hours to mingle and form teams, which were to contain between two and four participants 
with at least one Tech and one Art candidate. Once this was done, teams had 24 hours to 
formulate and develop their ideas before being judged by leading panel experts. 
 
It was not expected that the teams would present completely finished projects after just 24 
hours, however well developed concepts, with evidence of technological feasibility, and the 
ability to further develop and deliver a result was essential. Participants were given a T-shirt to 
wear in order identify themselves as primarily a Tech or an Art participant. 
 
However, due to the hardship of the coach journey (delayed by ‘St Jude’ tempest) and the sheer 
amount of time each participant spent with each other, a very close bond between the London 
Coach hackers was created. Each participant received a copy of the 'Hackathon Participants 
Guide' before travelling, and the delay gave both the London and Nantes teams even more 
chance to assess the biographies of their fellow contestants and to think about possible teams 
and challenges. The teams were considered as ‘pop-up residencies’, further analysed in WP3 
D3.1 Residencies: progress report. 
 

 Attendees List 

 
A diverse and highly credible team of 44 technologists and artists were found, to create a wide-
ranging mix of skillsets and talents. A list of participants' key skills and working practices were 
made available to all signing up, to allow each to find potential partnerships and ponder possible 
project directions in advance of the event. 
 
Of the 44 London registrations for the event, only 9 dropped out on the day or just before. Many 
of these were down to the weather as the London coach journey coincided with Britain’s worst 
storm for many years, storm 'St Jude'. Luckily, the coach did manage the journey in the end, but 
not without being delayed for 3 hours. Nantes participants were recruited from the local École 
de Design Nantes Atlantique (16 people) and local artistic scene (Ezra Box). 
 
 
Table 3 below lists the 11 project teams, the challenges took on, and the participants within 
them: 
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Table 3 – Hackathon projects, related challenges and pairing participants 
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 Final Projects 

 
The final projects’ descriptions are detailed in Table 4 below: 
 

 
Table 4 – Final projects description 

 
The collaborations were all highly successful with seven winners each receiving €1000 prizes 
and two runners up each receiving €500 prizes, all awarded by industry sponsors. (See details 
in table 5 below) 
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Table 5 – Challenges winners and runners up 

 

The judges included: 
 

 Marta Arniani  - Sigma Orionis (project coordinator and Wiki-art founder)  
 Anna Dumitriu - Waag Society (WP3 leader, pop-up residencies monitoring) 
 Jean-Dominique Meunier - NEM coordinator and Technicolor Director Funding & 

Cooperative Programs 
 
As well as members from FIcontent: 
 

 Games platform: Bob Sumner – Associate Director Disney Research; 
 Smart City services platform: Franck Feurtey – Project manager at Orange Lab; 
 TV platform: Christoph Ziegler - IRT and Miggi Zwicklbauer - Fraunhofer FOKUS. 

 

 Participants’ Feedbacks 

 
Each team was interviewed twice; each participant was also asked to fill out two surveys, one 
during and one after the event, for pop-up residencies monitoring purpose – these have not yet 
been processed and will be available and analysed for the final report. 
 

Project 1 
"I don't think I would have come up with this, had I not been working with yourself or chatting to 
everyone else. What I'm doing is not the way I would traditionally do things, the good thing 
about this is that it's broken a habit and created a different way of approaching it - and I think 
that's really healthy for me personally" 
 
Project 4  
"We wanted to mix with other nationalities, but we were the only group interested in this project. 
In 24 hours, to complete a project like this on your own would be impossible. Working as a team 
meant that we could develop the project further than we would have done on our alone.” 
 
Project 5 
Do you think it might have been wise to find a coder in the group here? 
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'If the application was to be developed that it would help to have another tech person here to 
help us.”  
 
Collaboratively, how has this team worked? 
'We all had different needs - we are both interested in data visualisation, she is more interested 
in non-verbal communication and Ezra is interested in technology and how it can help people be 
more collaborative.” 
 
Project 6 
Do you think this event is something you would choose to be involved in, if it weren't for the 
prizes or your school having asked you to be involved? 
“It's good to experience something else. You meet other people from different cultures and 
share ideas.” 
 
Project 7 
"It would be pretty good to have more tech skills - we are designers / interaction designers first 
of all. It might be good to let other people join the projects who have more tech skills". 
 
Project 8  
How would you develop this project? Where would you like it to be in 4 months? 
“Hopefully we would have more tools. Also, you need to be able to share the comics with 
everybody. We would need help developing more of the technical aspects.” 
 
Project 9 
“I've really enjoyed it, it's been nice to just be doing the music and the visuals. Everyone's been 
cracking on, I’d definitely be up for working on this more.” 
 
“We've all got very complimentary roles, it really is a good example of what you'd call synergy… 
what we've done here is way above what we would have done individually.” 
 
Project 10 
“With an app like this, design is really essential - although people say don't judge a book by it's 
cover, you need an interface that is clean and that you can click through quickly.” 
 
“You can only go so far pursuing each individual discipline, by combining them you get the 
benefits of both. With art, we've got things like technology interacting with it - it really puts the 
user inside the artwork. So far, we've been consumers - we've been looking at art, but it's been 
very distant, it's been in museums - the plaything of the rich. Suddenly we've got the opportunity 
to experience art at another level - actually contributing to an artwork itself is completely 
democratising art and technology being the tool that has allowed that.” 
 
Project 11 
Do you think you would have come up with this on your own? 
“It's almost an exact 50/50 split of an idea.” 
“We had a very similar idea, and just ended up chatting over sandwiches.” 
“It was a very, very lucky accident, that conversation over sandwiches.” 
“It's quite exciting to have spent over a decade working with this stuff, and then finally I've 
actually found somebody with the skills and also the creative and musical knowledge (to make it 
work).” 
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“I couldn't have done it on my own, there's no way I could have done it on my own - because I 
understand how systems and databases work, but I have none of the coding skill. Even just the 
research thing - I'm astounded at how quickly she found all the modular elements, the speed at 
which it all came together.” 
 
 

 Outputs 

 
For consultation purposes, each team was interviewed twice, once on each day of the event, 
and questions were asked on how their ICT & Art collaborations were formed, the worth of these 
partnerships, how they affected the direction of their projects, and if the teams might have been 
improved with different skill-sets. Extensive film footage including interviews, presentations, 
judging and the awards was shot at the event. The footage and the team presentations from the 
event, are being assembled and edited, to be put online for all to view.  
 
Stromatolite will fund 4 x 4 months ICT & ART Connect residencies to selected projects while 
Sigma Orionis will fund 3 other residencies. When this process is completed, details will follow 
on the website. All of the participants were asked, at the event and since, via follow up email, to 
sign up on the ICT & ART Connect website. They were also reminded of the concept of the ICT 
& ART initiative and where it sits within the larger EU framework. Organisers asked questions of 
participants about their process during the event, more of these views will be added to the final 
report.  
 
The interconnections established with other EC funded projects (FIcontent and NEM) 
contributed to amplify the impact of the event, raising interest towards the FET-ART initiative 
and the potential of art and ICT conjunction. Working in synergy with local communities and 
other EC project proved successful and will be take into consideration for upcoming events. 
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 ICT ART CONNECT 2013 WORKSHOP 

 
Organisers: Waag Society, with Anna Dumitriu and Lucas Evers as Facilitators 
November 9- 11th, 2013 
Workshop at iMAL, Brussels  
 

 Concept  

 
The ICT ART CONNECT 2013 edition was articulated in a weekend workshop and in two 
working sessions at the European Parliament on the following Monday. The event followed from 
the homonymous workshop organised in 2012 by DG Connect. The DG – in the person of Ralph 
Dum, FET-ART project officer – organised and affiliated the second edition with the FET-ART 
project. The event is considered part of the WP4 activities, and is detailed under the 4.1 
Outreach activities: progress report deliverable. Nonetheless, the format of the workshop worth 
a mention under WP2, because it enabled a successful consultation and matchmaking activity.  
Anna Dumitriu and Lucas Evers led an experimental two-day workshop, which aimed to create 
the conditions in which participants, who had self-defined as an ICT specialist, Artist or and 
'other' background, could take the first initial steps into developing collaborative working groups 
in a fully supportive setting. 
 

 Organisation 

 
The venue for the workshop was iMAL. The space provided facilities for the rapid prototyping of 
ideas and the ability to actually make things and practically try things out, which proved to be 
key to the process.  
 
The event included keynote speeches by highly experienced leading practitioners and experts, 
discussions about the challenges of collaboration, and practical opportunities to get involved, 
network, collaborate and make, alongside other exceptional people. The event welcomed 
artists, designers, performers and ICT professionals, from all backgrounds to join in. No 
previous collaborative experience was necessary. Artists were not required to have a detailed 
knowledge of digital technology or be currently working in the ICT or digital technology. 
Similarly, ICT professionals needed not to have any previous artistic experience or experience 
working with artists. Most important was the willingness to share knowledge and an enthusiasm 
for pushing boundaries and working with other disciplines by participants. 
 
Inspiring keynote lectures each morning included: William Latham, Professor of Computer Art at 
Goldsmiths, and Honor Harger, the artistic director of the arts organisation Lighthouse, to set 
the scene. On day one, the keynote was followed by a series of 'pitches' from a self-selected 
group of participants who were keen to inspire working groups to get involved with their ideas 
for projects. This was followed by a speed networking session that got the participants together 
and to discuss synergies of ideas and complimentary skills. Groups were formed in a bottom-up 
method, and the workshop leaders actively tried not to direct specific participants into leading 
each group. In some cases, those who pitched initial ideas decided to team up with other 
pitchers and a new direction was taken.  
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The group size was not dictated - the whole process was emergent. The workshop leaders took 
this approach based upon their past experiences of involvement in and observing the nature of 
collaborative working practices across art, science and technology. They led with the knowledge 
that collaborative process is often messy, and goes through awkward phases, as group 
members attempt to evolve a shared understanding and a shared language. Anna and Lucas 
carefully mentored the development of the groups, believing that this mentoring support is very 
important in the facilitation of such collaborations. 
 
Presentations took place on day three at the European Parliament, in the form of initial sketches 
for projects that emerged in just a few short hours over the weekend, some were well formed, 
others are still developing, but many look set to continue that is for certain.  

 Programme  

 
The programme of the ICT ART CONNECT 2013 was the following: 
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Table 6 – ICT ART CONNECT 2013 programme 

 

 Attendees List 

 
Table 7 below represents the list of all ICT ART CONNECT 2013 workshop participants:  
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Table 7 – ICT ART CONNECT 2013 workshop attendees List 
 

 Groups formed: 

 
During the event, the following groups have been formed, as detailed in Table 8 below: 
 

 
Table 8 – Groups formed at ICT ART CONNECT 2013 

 Participants’ Feedbacks 

 
“Thanks again for a great weekend, such a pleasure working alongside such great people! We 
are already looking into how to take these dialogues further.”  
(Susana Cámara Leret) 
 
“Thank you for a great experience. I'm very proud of the work that we produce and happy to 
have contributed to themes that where discussed today. 
Most of all the people that we've collaborated with have made the experience worthwhile and 
while there's some mutual backslapping going on another thread it's apparent that these are 
people that you've brought to the table.  
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The project was only made possible by Susana and Mike approaching us following our pitch 
and bringing their experiences, particularly regarding the complex ethical parameters that their 
working with, to the table.  
Real depth was achieved through the involvement Josep [Perello] and Honor [Harger] 
particularly and Elliot [Burns]' artistic instincts are razor sharp. So thanks for the facilitation guys! 
Much appreciated.” 
 (Jack James) 
 
“It was a pleasure to host this workshop; you and Lucas have all my admiration on your capacity 
to manage such groups’ dynamics!” 
 (Yves Bernard) 
 
“I truly enjoyed the [ICT] Art Connect event”  
(Anna Henson) 
 
“The Brussels workshops at iMAL were perfect for forming new teams and ICT/art projects, both 
for the wonderful facilities and also for the incredible mix of artist and technologists present. A 
very special mention must also be given to iMAL team, who with the aid of their FabLab facility 
helped many of the groups to produce incredible bespoke tools to realise their project ideas, 
and to the organisational team Anna and Lucas who nudged many of us into very favourable 
directions.  
As a member of art collective Thickear, and with project 'MoM' already underway, I was initially 
reluctant to engage in new collaborations. Without Anna's gently persuasion and clever 
introductions new project 'The Data and Ethics Working Group' would never have started, a 
project which has now become my biggest working highlight this year since 'The Ministry of 
Measurement' at the Barbican Centre back in August and is becoming more relevant and more 
inspiring by the day.” 
(Geoff Howse (Thickear and now D.E.W.G!)) 
 
“Really enjoyed Brussels! Thank you for the invite.  Would be v. keen to progress the Grand 
Place Augmented Reality Project. Have already been in contact with Adam Bradley, re. 
Language to form grow converter!” 
(William Latham) 
 
“Huge thanks to Anna Dumitriu Lucas Evers, and the whole team at ICT & Art Connect for an 
inspiring two days in Brussels this Saturday and Sunday.” 
(Honor Harger) 
 
“The workshops organised by Anna and Lucas were very stimulating and produced interesting 
outcomes both in terms of results and in terms of understanding how such art-tech 
collaborations should be handled ('giving chaos a chance').” 
(Ralph Dum). 
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 Outputs 

 
From this event, it is possible to see the clear benefits of bringing ICT professionals and artists 
together. Such encounters can lead to the development of wholly new ideas or research 
directions, or engage citizens from diverse backgrounds and disciplinary traditions. They can 
have debates around the emerging technologies and societal issues that shape ours and their 
own futures, such as the handling of big data, the meaning of privacy, and the challenges of 
bioinformatics. 
 
The important outcome, that can be readily seen, is the great progress that each of the groups 
made in such a short time, and in contrast to consider what can be achieved if such 
collaborations are supported for longer periods, with artists embedded within ICT settings, and 
vice versa. These collaborations have the potential to really change society, to create new 
narratives, new forms of participation and new ways to innovate in the Europe of the future. 
 
Through the workshop component of this event, some possible collaborative ICT and Art 
residencies have been identified to be further developed, and participants now have the 
opportunity to apply for funding for resources and time in coming months through the online 
proposal application available on the project website. The ICT & Art Connect/FET-ART project 
will provide mentoring and support for these residencies, and there will be further opportunities 
for pairings to showcase their subsequent outcomes, and to share collaborative processes at 
the conclusion of the project. 
 
Waag Society facilitated discussions about the nature of ICT and Collaborations throughout the 
workshop and the linked events programme in Brussels, which aimed to be a participatory 
investigation of methodologies of collaboration - learning through doing. Since this is a recent 
event, they will be reflecting on the extensive documentation they collected (video, notes, email 
feedback) and are currently preparing a survey for all participants to interrogate the benefits and 
issues of ICT and Art interaction and collaboration. Using their experiences at the workshop, as 
a focus, and combined with past experiences, organisers will find out what participants need in 
order to take these suggestions forward in the Waag Society’s forthcoming event in Amsterdam. 
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3 -  CONCLUSIONS 
 

For the first period of the project, and from what have been observed during both events, key 
performance indicators of the first objective of the project have been mostly reached. 
 
Although of a smaller size than what was stated in the Description of Work (mainly because of 
environmental factors), the two first events have however succeeded to gather high-quality 
participants, representing a wide spectrum of ICT and Art practitioners.  
 
The attendees’ feedbacks are all positives, showing the important of undertaking such activities 
for the future of the project. These two events have proven their raison d’être as a large number 
of promising pairs have been formed, ready to be involved on pilot projects at the end of the 
event, as seven residencies will soon be funded: four by Stromatolite and three by Sigma-
Orionis, leading to WP3 scope of activities.  
 
Looking at the outcomes, we can definitely state that the FET-ART project is from now, 
connecting the European ICT and Art communities, fostering productive dialogues and 
collaborative works.  
 
This progress report will be followed at the end of the project by a final report, which will details 
all events organized during the whole duration of the project.  
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