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ABOUT EXPERIMENTA

WHERE CREATIVITY AND TECHNOLOGY MEET

=

06

ME

Experimenta drives the development of
Australian contemporary media arts. Far over
seventeen years Experimenta has fostered
innovation in Australian film and media arts
by providing a creative and interdisciplinary
context to bring together artists and audi-
ences in new cultural environments. In a
society so powerfully driven by the vehicles
of technological change and an information
based economy, Experimenta’s relevance to
the national creative community has become
increasingly significant.

Experimenta supports and exhibits the work
of artists experimenting with digital media,
film, video, installation, performance and
sound art through a variety of projects.
Recent projects include Fusion: a perform-
ance, screen and new media collision held in
partnership with St Kilda Film Festival; Shoot
Shoot Shoot: a major retrospective of the
London Filmmakers Cooperative held as part
of the Melbourne International Film Festival,
and Prototype Interactive Media Exhibition
held as part of Interact 2002 Asia Pacific
Multimedia Festival,



In 2002, Experimenta was also busy on the
international stage, representing Australian
film and new media art at a variety of exhibi-
tions and festivals in Brazil, Mexico, China
and Canada.

The Experimenta House of Tomarrow Inter-
active exhibition, net.art and cinema program
will tour nationally to capital cities and
regional towns in 2004 and 2005. The pro-
gram will be complemented in each location
with artists’ talks and workshops.

In addition to exhibition events, Experimenta
facilitates the production of new media proj-
ects through it's New Visions Commissions
program. This initiative aims to build mutu-
ally beneficial partnerships between arts
and industry.

As part of its ongoing commitment to the
development of the media arts sector, Exper-

imenta provides a vehicle for discourse and

critical examination via forums, discussions
and a fortnightly email bulletin,

Experimenta reflects, celebrates and stimu-
ates the dynamic convergence of multiple
media across technologies and in various
spaces of engagement, challenging and
extending the aesthetic, formal and concep-
tual potential for experimental artforms.
www.experimenta.org

arcel Borrack

IN A SOCIETY SO POWERFULLY DRIVEN BY

THE VEHICLES OF TECHNOLOGICAL CHANGE
AND AN INFORMATION BASED ECONOMY,
EXPERIMENTA'S RELEVANCE TO THE
NATIONAL CREATIVE COMMUNITY HAS
BECOME INCREASINGLY SIGNIFICANT.



HOME SWEET HOME

LIZ HUGHES, SHIRALEE SAUL AND HELEN STUCKEY

Experimenta House of Tomarrow explores a
new world of mightlihoods; of future dream-
ing, of future fear and future fun.

It asks, “how much do our fantasies of the
future shape its design?”

It asks, “what does the home become when
you never need to leave it?”

It asks, “will your home stil| be a reflection
of your personality when it's got a mind of
its own?"

It asks, "where’s my robot housemaid?”

It asks, "are we there yet?"

SHOW HOME

The home and its environs have long been
the front-fine in the battla for the future. The
Australian intellectual and architect, Robin

Boyd identified the home and suburbia as the

'real Australia’ and the battleground in which
the forces for good, Madermism and Mini-
malism, battle ‘The Australian Ugliness' and
the coca-colanisation of Austerica. In 1949
his House of Tomorraw featured in the Mod-
em Home Exhibition at the Melbourne Exhi-
bition Buildings. It was a mack-up of a two
story flat-roafed building fully furnished in
the latest Australian designs. It was less of
a vision for the future than a plea for gond
design in the present.



Both Experimenta’s and Boyd's House of
Tomorrow belong to a strong twentieth cen-
tury tradition of Houses of the Future that
featured at exhibitions, World Fairs and on
screen. Sometimes these homes represented
innovations in planning, design and construc-
tion whilst others offered futuristic visions of
the transformation of the living environment
through new technology. Sometimes, as with
Boyd's, they provided a forum to critique the
present, to parody and play. Jacques Tati's
Mon Oncle presented ultra-modernistic
notions of the house—all moulded surfaces,
gadgets and automated everything, right
down to the fountains, The candy-coloured
space age home of The Jetsons came com-
plete with neurotic housebot and automated
dogwalker.

It was Le Corbusier who first, infamausly,
envisaged the home as a "machine for liv-
ing in". His Pavillon de I'Esprit Nouveat at
the Exposition Internationale des Arts
Décoratifs in Paris (1925) idealised the indus-
trialisation of domestic life. R. Buckminster
Fuller's Dymaxion Owelling Machine (1927)
looked like a fin-topped flying saucer and
was designed for mass production. The pre-
fabricated Aluminaire House (1932}, “for con-
temporary life,” included built-in furniture,
inflatable chairs and discreet ultraviolet light-
ing for easy indoor tanning, Architects William
and George Keck's The House of Tomorrow
(1932) for the Chicago World Fair had two
garages: one for the family car and one for
the airplane its designers believed all families
waould one day own. Disneyland's Mansanto’s
House of the Future (1967) was made almost
entirely from the latest plastic technologies.
It too looked like a landed spaceship

—although not nearly so much as Matti
Suuronen's Futuro [ 1968), a wonder of pre-
fabrication and modern “luxury’ which looked
like it could fly you to Mars.

Today the home of the future is looking
increasingly mediacentric: digital technolo-
gies are already colonising our households
on every level. Ubiquitous computing means
that the fridge can now restock itself via the
internet, the microwave can help you plan
halanced meals and even provide the recipes.
You can turn on the house lights, set the ther-
mostat and start the washing from work and
you can check your children over the Internet.
People now shop, pay their bills, have sex
and gamble from the comfort of their own
couch. Today, the home is less of a castle and
mare of a media command centre.

The British telecommunications compan
Orange turned an ordinary suburban hous
into a remote-controlled show home fo
wireless technologies. MIT's House-n, ("n
for "variable") is working with informatio
technology and communications companie
whoare "|ooking to the home as the next bi
market." House-n promises a more individu:
and customised vision for the future—
plug-and-play system for individual need
including active health monitoring.



BETTER LIVING THROUGH TECHNOLOGY
The promise that ‘the house of the future
will be like having a servant’ really appeals
to a generation with a flotilla of remotes and
a passion for instant everything. But is the key
to better living really a bigger home theatre?
MIT's researchers talk about the house of the
future as achieving a net-zero status where
the house produces as much energy as it
consumes. Smart houses are being designed
that work at being energy-efficient for heat-
ing and cooling. As ‘green’ ethics permeate
the consumer market, more companies are
investing in sustainable living. Washing
machines with artificial intelligence are able
to calculate just how much water is required
for each individual load. Dishwashers that
clean sonically, rather than with water, are
currently in development. It is easy to imag-
ine these innovations installed in our own
homas tomarrow, but what ather possibilities
are there in the future?

Current research offers even mare extraor-
dinary technology. The Institute of
Nanoscale Technology (University of Tech-
nology, Sydney) has produced a ‘cold’ light-
ing system that channels white light, allow-
ing sunlight falling on one end of a cable to
travel like water to the other. Nan-
otechnolgies offer more fantastic possibili-
ties like the self-cleaning bathroom that
chemically rejects dirt and mould.

SIMS: SYNTHETIC FAMILIES AND

THE GLOBAL VILLAGE

New technologies are reshaping the 'soft-
ware' as well as the hardware that surrounds
us. When Marshall Mcluhan predicted that
electronic communications would reconstruct
the world as a global village, a meta-commu-
nity, he didn't envisage that the neighbour-
hood would turn out so trashy. Celebrities
have replaced our families and friends, we
often know more about the day-to-day lives

of American supermodels than we do of our
own relatives; they have become the social
glue that equally binds workmates around
the NASA watercooler as Russian schoolkids
chattering on the bus. Families are taking
increasingly heterogenous forms; test-tube
bahies, surrogates, genetically modified and
cloned babies are just the beginning. Chang-
ing work and earning patierns, atomisation of
family members into separate demographic
markets and specialisation of media all
ensure that we can inhabit different planets
whilst living in the same house. The popular-
ity of anline waorlds, RPGs and quasi-Artificial
Life games such as Petz or SIMFamily all
indicate that real-life is failing to live up to
expectations.

FORTRESS OR COCOON?

As the gap widens between the rich and the
poor, as society becomes ever less civil, and
as the enviranment degrades, the home
becomes the sanctuary of those who can
afford it It protects and it nurtures, It becomes
a filter that excludes everything that threatens
its occupants whilst containing everything
that these occupants might need. Many of us
already live in a climate-controlled filtered-
waterworld; air-scrubbers and radiation-filters
may soon become equally as common for the
planet’s ‘haves’ whilst the rest drink polluted
water and breathe carcinogens.

A man’s home is no longer just a castle, It is
becoming a redoubt. Entry is filtered by ever
more sophisticated and ubiquitous security
systems. As discontent simmers, fortifica-
tions cease to be sufficient. Deterrence is
rapidly becoming aggressive and promises
to become more so.



Staying in is the new going-out. Neigh-
bourhoods become dormitory suburbs, and
stranger-danger doesn't threaten just chil-
dren. As the environment degrades around
us, and the streets become ever more threat-
ening, new services, new products and new
entertainments are generated for the domes-
tic market. Electronic commuting, home
shopping and personalised media make not
leaving hame a real choice.

MEDIA SATURATION

Whilst the home is turning inwards, excluding
or ignaring most aspects of the outside world,
it is becoming ever more permeable 1o a flood
of media. The medium is the massage—
ane-to-many or many-to-many, broadband,
narrow-channel, free-to-air ar pay-by-view,
indie or pirated, print or electronic. A never-
ending wash of information, opinion, and
exhortations to "buy buy buy!” aimed at each
of us individually and drowning all of us
equally. New ways to meet new people or
catch up with friends. New entertainments
and activities to distract us from our increas-
ingly circumscribed lives. Electronics are
already embedded in many consumer com-
modities; this will increase. Screens are
multiplying and the air crackles with the
static generated by the wash of information
swilling through them.

KNOCK, KNOCK..

The heterogeneaus and convergent site that
the home is becoming is mirrored in Experi-
menta House of Tomorrow, This is "House' as
Rosetta Stone; a translation device between
yesterday's Modernist exhortations and
tomarrow's technophiliac commercials. It
presents palimpsests of past imaginings,
each bearing the traces of familiar utopias
and dystopias, parallel with fantasies of
future plenitude. Experimenta House of
Tomorrow does not promise anything; rather
it is a snapshot of potentialities, a 'note to
future self.’ Both archaeology of impossible
dreams part-realised and klaxan wake-up
call, this House sums our contemporary nos-
talgia, @ messy equation of fear and desire.

It suggests that, whether we cower withir
the electronic carapace of our future home!
or wear them as infinitely metamorphi
extensions of cut own psyches, the hom:
will continue to be a battleground of fiercel
contested ideologies. When the future come:
calling, will you be at home?






EXPERIMENTA HOUSE OF TOMORROW
EXHIBITION

CURATED BY LIZ HUGHES, SHIRALEE SAUL AND HELEN STUCKEY




ZIZI THE AFFFECTIONATE COUCH

STEPHEN BARRASS, LINDA DAVY AND KERRY RICHENS
AUSTRALIA
2003

EXPERIMENTA HOUSE OF TOMORROW
<14]15>



DIRTY PILLOWS

SALLY BLENHEIM
AUSTRALIA
2000

Dirty Pillawsis an interactive video installa-
tion which explores the need for intimate
human companionship in a digital age. The
useris invited to lie down on an empty bed

next to a television monitor. Slowly, the i
screen awakes, leaving you face to face

Sally Blenheim is @ Melbourne-based RMIT
graduate working in video, animation and
ns‘kalla‘ﬁnn Her animation works hava screened

y
and the Whatever Sessians) and in the St Kil
Filrrl Fastrual Sha has Ethbrte;i her \ndeoanli

withablack and white image of aresting

woman. Captured in a perpetually passive
loop, her mesmerising gaze {s interrupted
only by slow, occasional blinking. Although
Dirty Pillaws lulls us into a state of emotional
attachment to the screen, the clinical, sterile
surrounds suggest the ultimate emptiness
that tele-visual relationships offer.



MIMESIA

RICHARD BROWN
UK
2003

EXPERIMENTA HOUSE OF TOMORROW

<16|17>

:oped 0 assnst-peapla unable to use a mouse

1o operatea computer, the interaction of the
wurk" cantralled by haad mwamems alone,

fnrthem isno story, ms mta-gfam farthere s
is no quest—it is an evocation of a dream,
an unfolding memory.




CHURCH ON 5TH AVENUE,
FIFTH AVENUE CUTAWAY #2 &
FIFTH AVENUE CUTAWAY #3

JIM CAMPBELL
USA
2001

N

These three works are from Campbell’s
Ambiguous leon series. Video images taken
from New York street scenes soon after Sep-
tember 11, take on new life on LED display
panels. A sheet of plexiglas in front of each
panel alters our perception of the image. In
Fifth Avenue Cutaway #2 the sheet is close
to the panel surface, allowing the viewer to
perceive each LED. Because the plexiglas is
further from the LED surface in Fifth Avenue
Cutaway #3, the image is blurred, taking on a
dream-like quality. In Church on Fifth Avenue
the sheet of diffusing plexiglas is angled in
front of the grid, so that as the pedestrians
move fram left ta right, their form becomes
increasingly indistinct. Using largely redun-
dant technology in a new way, Campbell thus
creates a metaphorical transition from the
digital image made from pixels to the filmic
analogue image.

Jim Campbell is a prominent figure in international
media arts. He received two Bachelor of Science
degrees in Mathematics and Engineering from
MIT. In 1892 he created one of the first permanent
public interactive video artworks in the U.S. in
Phoenix, Arizona. His work is in the ¢ollections
of the Whitney Museum of American Art,

San Francisco Museum of Modem Art, Berkeley
Art Museum, and San Jose Museum of Art.
Although he has-exhibited extensively interna-
tionally, this is the first time his work has been
seen in Australia.

These works are presentad with the assistance
of the United States of America Consulate
General, Melbourne.

These works were created with the financial
assistance of the Daniel Langlois Foundation.



REMOTE CONTROL

SHANE COOPER
GERMANY
1999

Where does truth end and fiction begin on
television? In Remote Control, a regular news
broadcast appears to be in progress on &
television, butin fact, it is entirely computer
generated, All graphics, the character, the
vaice, and all images are generated in real-
time. The news itself is continually accessed
from internet news sources, as a live, self-
updating television program. A remote control
unit near the television has only twe but-
tons: Truth1 and Truth2. On one channel, the
anchorman supports the truth of the news,
and on the other channe| reverses it Because
of the underlying linguistic manipulation pro-
gram, the effect is that the channels report
the same information, but their versions of
the truth are opposing. Aemote Conirol makes
us question our often tacit acceptance of
news—news as the truth.

Shane Cooper is a software engineerand digital
artist, whose work has been seen internationally.
Remote Controf was shown at the ZKM Media
Museum in Germany in 2000, and was later pur-
chased for permanent exhibition. From 1956-99,
Shane Cooper worked at Frotozoa Inc. developing
software to create and control realtime virtual
characters for television and the world wide web.
—software used by companies including the BBG,
MTV and Disney. Currently, Shane Cooper develops
cutling-edge computer effects for “Lard of the Rings:
The fellowship of the Ring”. This film wan three
Oscars, including the Oscar for Best Visual Effects.

Realisation, management, guidance, planning
Jeffrey Shaw

Realisation, management Peter Weibe

Audio Tarsten Helschner

Concept, management, planning Annika Blunk
Design Matthias Gommel

Remata control construction Dirk Heesakker
Lead madeller Safine Hirtes

Additional modelling, documentation
Christina Zariman

Remate Controfis presented with _1]19 assistance
of 7KM | Centre for Art and Media, Germany,

Photo Franz Warmhof



MIRROR D

MARCO BRESCIANI AND SAM DE SILVA

AUSTRALIA

2003

The digital mirror provides more than just a
reflection of a person's face. If the outline
of the users face can be detected, random
effects will be inflicted on his/her face. Per-
haps the eye, nose and mouth regions will
shrink down or bulge out, or a ripple effect
could warp the face. Your image might be
cloned to produce multiple live reflections; or
your eyes could even be replaced by those
of a previous user—hopefully one whose
appearance yau fancy! If the mirror cannot
detect the outline of the face, itwill still apply
digital effects to the complete image creal-
ing a mavement in the reflection. In this age
of surveillance, Mirror D's facial analyses
have sinister implications. Like the mirrar
that never lies, technology is often imagined
as impartial. Miror D however demonstrates
how easily digital technology can manipulate
visual truths.

Marco Bresciani is a programmer and part ime

Inventor, who experiments in computer vision a
image processing. Sam de Silva's work investigate
creative and altermative ways of engaging with

broader audiences.

Mirror 015 an output of the Digital Mirror Projec
produced with the assistance of Film Victoria's
Digital Media Fund, a work in progress that
explores stereotyping and categorisation.



INFO.TABLE

INSTITUTE DF ADVANCED MEDIA ARTS AND SCIENCES
JAPAN
2000

lnfo. Table is interactive furniture in the form
of a reading table. A blank white book is
placed an a table underneath a projecior.
Info. Table recognizes the page of the book
that is opened on the table by ID-Chips
embedded in each media object. According
to this ID infarmation, the contents or appli-
cations corresponding to the particular page
are invoked from a contents server and pro-
jected onta the page of the book. A user can
access the contents of books on /nfo. Table,
just like reading books on a desk as usual.
This imagery can even be operated interac-
tively—by moving your hand over the sur-
face of the page you can manipulate its
projected contents.

The Institute of Advanced Media Arts and Sciences,
based in Japan, is a unique multimedia academy
where students [earn various multimedia skills
and knowledge vital in today’s information-oriented
saciety, sueh as film, design, audio, networking
and programming. The |AMAS team for lnfo, Table
was: Kei'ichi Irie idirection and design manage-
ment), Takahiro Kobayashi (programming and
engineering management), Kyo Akabane (design
management), Akira Fujiwara (sub-management
and content design / student), Kenji Ueda, Shin'ya
Fukuda, Nobuhisa |shiduka, Kei Onedera, Shunsuke
Sakurai, Satoshi Shibata, Tetsuma Doi, Takuo
Yamada {zontant design/students). The following
people also assisted in the project; Takahisa
Suzuki [system programing / student graduate]
and Takuya Sakuragi (content design / student).

[nfo.Table s presented with the assistance of
The Japan Foundation.

Experimenta alsa thanks IAMAS for is support in
presenting this work.



EXPECTING

ISOBEL KNOWLES AND VAN SOWERWINE
AUSTRALIA

2003

AN EXPERIMENTA NEW VISIONS COMMISSION

EXPERIMENTA HOUSE OF TOMORROW
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isclation and detach




SLOW SERVICE

MARCUS LYALL
AUSTRALIA
2003

This series of portraits depict strange amor-
phous shapes moving towards a person on
screen. The anticipation of the arrival of the
substance, and the revelation of what the
substance is, creates an alluring tension.
As the substance arrives, |iterally on the
face of the person, it is revealed to be food.
Lyall has used a high-speed digital video
camera, normally used to film mine detona-
tions and military tests, to capture the action
in incradibly slow maotion. The images have
remained entirely digital, from the capture
of the moment to their presentation. With an
almost scientific visual accuracy, one secand
of real time becomes forty seconds of screen
time. In this elongated moment, we see the
transition from artificial to natural—the sub-
ject’s formal pose involuntarily changing in
reaction to the food hurtling towards them.

The baroque effect of airborne custard, like
a gilt flourish, suggests the material extrav-
agance that underlies the formal simplicity
of Slow Service. The work took a film crew,
a large studio, 50,000 watts of lighting, a
large supermarket trolley of food and ten
days of post-production to produce.

Marcus Lyall received & BA in Graphic Design
with Audiovisua| Studies at the Central St. Martin's
Schoal of Art and worked extensively in London
before maving to Melbourne in 2001, Heis currently
based at Great Southern Films, as & commercials
and music video director. He is also involved in
making video sequences for rock tours including
recent work for The Ralling Stanes and UZ.



ORBICULUM

LYCETTE BROS.
AUSTRALIA
2003

Constructed from machine parts, computer
hardware and electronic components,
Orbictlum takes the form of a strange oma-
mental device. On the screen of the instru-
ment appears a stylised representation of a
suburban backyard, around which the user
can navigate 360° by altering both the phys-
ical position of the screen and its vantage
point. Moving past a barbeque, a leman tree
and the obligatory garden shed we are led
down the path to a Hills Hoist. Despite the
familiarity of itall, the space is unavaidably
synthetic. The snow that perpetually falls
around the garden creates the impression
that the whole space is enclased in a snow
dome, making the scene even more fantastic.
In this nostalgic recreation of the archetypal
Australian backyard, Lycette Bros. speculate
on the fate of the suburban dream.

Mark Lycette has studied Graphic Design at Ballaral
University, Computer Aided Art and Design and
Animation and Interactive Multimedia at RMIT.
He is currently undertaking his Master of Arts in
Animation and Interactive Multimedia at RMIT.
He has worked in design in Austria and Australia
and currently lectures in the Bachelor of Arts,
Multimedia department at RMIT University.

John Lycette is also undertaking his Master of
Arts in Animation and Interactive Multimedia at
AMIT University. He lectures in the Department
af Creative Media at RMIT. Lycette Bros. wark
on avariety of artistic and commercial projects
inart and design.

30 Programming Kenneth Mok, Mok Meda.
3D Modelling Lucas Licata

New Visions Commissions Partners
Manaeo Electronics
Mother’s Art Productions



SATURATION
BRUCE MOWSON AND PIA EDNIE-BROWN
AUSTRALIA

2003

AN EXPERIMENTA NEW VISIONS COMMISSION

EXPERIMENTA HOLWSE OF TOMORROW

<24 | 25>

When in the shower we often driftintaa B

semi-conscious state. Based on notions ofa
media shawer, Saturation uses architecture
and sound to create an immersive environ- |
ment for individuals. The translucent and
glowing module into which users stepisa |
small, extremely tactile enclosure, that is |
filled with sound. Users can feel their way |
across the elastic and skin-like surfaces, and
navigate across the detailed textures and

thythms of the sound field. Bringing together g\ RIS S

the elusive and temporary nature of sound
and the concrete solidity of architecture, _
Mowson and Ednie-Brown eritique some  The
future directions for media experiences in - |[V'®
domestic space. The effect is a sensorial
huoyancy and consciousness of the moment:
a liquid suspension.




COMPLIANT

SCOTT SNIBBE

USA

2002

KPERIMENTA HOUSE OF TOMORROW
(24|25 >

Gompliantcreates a projected white screen
that seems to be malleable and soft to the
toueh. As visitors walk into its field, the shad-
ow of their bodies causes the screen to dis-
tort and realign. With effort, the viewer can
even pick Up the projected screen and push it
completely out of view. Multiple viewers can
ambush the screen from all angles to hasten
its disappearance. Once touched by hodies,
the pristine rectangle of the screen is irre-
trievably distorted. Viewers may attempt to
re-place the screen in its proper location, but
this is nearly impossible. After visitors have
Ieft this field, the work will slowly reset itself.
Like a minimalist artwork made interactive,
the collaborative and multi-user experience
of the work has an almost slapstick quality,
recalling Charlie Chaplin endlessly chasing
his hat In The Little Tramp.

Scott Snibbe has a Masters in Computer Scienc
from Brown University, where he also completes
his Bachelor of Fine Arts. He also studied
Experimental Animation at the Rhode Island
School of Design, His work ranges from large-scal
body-centric physical installations to interactive
sculpture and screen- and web-based works,
and has been seen at international venues
including the [nterCommunications Center, Toky
Ars Electronica, Linz, Austria; Eyebeam, New Yo
City; New Langton Arts, San Francisco; [CA, Londo
and The Kitchen, New York City. He is currently
based in San Francisco.

Compliantis presented with the assistanca of
the United States of America Consulate Genera
Melbourne:



BIO-TEK KITCHEN

JOSEPHINE STARRS AND LEON CMIELEWSKI

AUSTRALIA
1999

<26

Bio-tek Kitchen is a darkly humorous take on
domestic consumption. By applying a game
patch to shoot-em-up Marathan Infinity,
Starrs and Cmiglewsk have changed the 3D
gaming enviranment to a kitchen: [nstead of
monsters and machine guns, players battle
mutant vegetables using dish claths and egg-
flips. Perhaps these genetically engineered
vegetables are part of a corporate conspiracy
to take over the food chain. While the game-
play of Bio-tek Kitchenis full of the machismo
expected from violent video games, the
kitchen implement artillery and domestic
setting provide a comic twist, recalling the
feminine rage of Martha Rosler's video
Semiotics of the Kitchen (1975).

Josephine Starrs and Leon Cmielewski are
Australian artists who have been working together
since 1993. In 1997 they [ived in Berlin at the
Kiinstlerhaus Bethanien where they made
Diagnostic Tools for the New Millennium.

They were artists in residence at the Banff Centra
for the Arts working on Dream Kitchen, shown in
Experimenta Waste. Leon has a background in
design. film and animation: His short film Writer's
Block has been sereened at numerous intemational
film festivals. Josephine works in photography,
video and new media and was a member of the
cyberfeminism collective VNS Matrix.



FLYING CARPET

PETRA TREFZGER
UK
200m

EXPERIMENTA HOUSE OF TOMORROW
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KEITH [RP11-345A12]
CRAIG WALSH, DAVID AND STEVEN THOMASSON (GODLAB)

AUSTRALIA
2003

Whatis Keith fP11-3454127 Godlab Enter-  Whethe
prises explains: “Keith RP11-345A12 repre-
sents a new mode! in our collection of family  lifestyle
members, targeting the ‘Alternative’ market  dig

and average income couples, 15-30 years. 1
Unlike organic offspring, digital offspring pro-
vide breeding solutions for couples wanting
o fulfill public expectations to become par-
ents without the associated time, labour,
responsibility and embarrassment associated
with the organic variety, Potential parents D
cen choose the type of digital offspring they &8
wold like based on individual interests and
lifestyle befiefs. Digital offspring can clearly
extend and enhance acouple’s ‘public image’,  MStal1a
For example, Keith RP11-345A12 is not
adverse to loud music ill early in the morning ~ visu
and displays all the brandings associated 1°
witha rock and roll lifestyle sure to be a hit

when friends drop over for a drink after a gig.




VIRSUAL—

THE DIGITAL ROCKING HORSE

STEVEN MIESZELEWICZ, NIMROD WEIS AND ASAF WEIS (ENESS)
AUSTRALIA

2003

AN EXPERIMENTA NEW VISIONS COMMISSION

Virsual—The Digital Rocking Horseisa  Nimod:
wireless, 1 "mckmg hurse' Uippad

of the futirs,



Vil s >~ P it "_'. ——
BOW WOW This virtual guard dog responds to your voice,
ELIZABETH VANDER ZAAG As you approach the work, a motion sensor
CANADA alerts the virtual animal to your presence.
2003 Vander Zaag's Speak and Yell (SAY) software
analyses the pitch and tone of the user's
voice to determine the response of the ani-
mated pet. Talking loudly provokes growling
and snarling, a medium level voice inspires "
tail wagging, and soft speech encourages
EXPEAIMENTA [HOUSE OF TOMORROW the dog to lie down and relax. The guard dog’s
<3031 > role as the protector of private property is
updated by Vander Zaag to create a new
visual interface for the home security system.




PANOPTICON

TAN TECK WENG
MALAYSIA
2002

31>

By interacting with the miniaturised space of
Panoptican, the user is transformed into a
controlling giant. Although the link is not
immediately apparent inthe gallery, when
the user picks up a box on a plinth, the furni-
ture on the screen in-front begins to move.
Depending an the actions of the user, it can
slowly creep across the room, or dance about,
viclently smashing into walls. It has been pro-
posed that the possibility of being watched
is the regulating force of modern society.
In Panopticon, the viewer can take pleasure
in their contral of this Lilliputian space, but
anly with the knowledge thata surveillance
camera is probably over their shoulder.

Tan Teck Weng was born in Malaysia.

He completed his honours in Visual Arts at Curtin

Institute of Technology in 2002, His work explores
how technology can become a tool of abuse.

A version of Panopticon was featured in Hatched

003 at Perth Institute of Contemporary Arts.



SCOTT BRANDEN
AUSTRALIA
2003

The design of this minjaturised television is
pure futuristic fantasy. Branden describes
his metallic creature as a mating between
an abandoned Astor Television set and a Mr
Potato Head toy. A custom made lens overa
deeply-recessed screen produces a parallax
error so that the screen appears to move
according to the viewer's position, With its
metallic-like surface and blue glow, AstorBug
pays homage to the utopian aesthetics of
the space age.

Scott Branden is an industrial srtist. He has
completed a Bachelor of Science in Environmental
Design from University of Canberra. Scott has
been developing Machine Creatures and Lighting
Sculptures as part of his "Electroentomorphics’

since October 2000. He has just completed & rasi-

dency at Woaollongong City Gallery,

Branden thanks Shane Hambling of Woonona
Eyecare for the design assistance and supply of
the optometric lens in AstorBug.

ALAN DORIN
AUSTRALIA
2003

Like a virtual garden pond, Meniscus is an
interactive, electronic ecology located at the
interface between representation and reality.
The inhabitants of Mentscus depend upan
the organisms of the physical werld to provide
a suitable environment for their activities.
The electronic creatures wandar across the
bitscape, subject to interactions with other
patterns, pseuda-random events and to the
pressure of digital evolution. These biolog-
ically inspired processes place Meniscus as
part of an emerging practice of generative
arts that draw upen scientific disciplines.

Alan Dorin is co-director of the Centre for Electronic
Media Art, Monash University, Australia and an
organiser of the intemational lteration conference
series on generative electronic arl. His interests
cross a broad range of scientific and artistic
disciplines

Darin thanks Christa Sommerer and Laurent
Mignenneau for providing the opportunity to
develop some of the ideas for the Meniscus
softwara at the [nstitute for Advanced Media
Arts and Sciences, Gifu, Japan in 200Z.



ENTERING A BIOLOGICAL

ABSENCE OF LIGHT

JAMES CECIL AND GEOFF ROBINSON—AUSTRALIA—2003

of blackness.

Geoff Robinson is an installztion artist who warks
with sound, light, video and objects: His work
investigates the perceptual alterations that occur
with time, space and scala when exterior sites are
rendered interior, Geoff completed his Masters in
Media Arts in 2003 and has recently exhibited at
Bus, Westspace and as part of the Next Wave
Festival. James Cecil is a musician and sound
artist working in Melbourne. He is currently
completing his Masters at RMIT’s Schoal of Media
Arts, concentrating on installation-based sound
art, having completed the undergraduate program
there in 2000. In 1996 he completed a Bachelor
of Arts (Art Histary) at University of Melbourne.
James also plays the drums in Architecture [n
Helsinkl.

ELECTRIC CHAIR

PETER PRASIL
AUSTRALIA
2001

The menacingly machined aluminium fittings
of Electric Chair make it appear dangerously
futuristic. However, the function of Prasil's
scientific instrumentation is unclear: it
appears as though the sharp instruments
could harm the user, if only they could figure
out how it all works. A connected couch for
the disconnected mind/bady, Prasil's black
leather eyber-recliner features integrated
audio entertainment powered by a solar
panel. Flectric Chair predicts furniture that
uses in-built technalogy to empower the
[ounge-chair traveller in their net-enabled
guest for global entertainment.

Peter Prasil completed his PhD at the University of
Tasmania in 2000 and his Master of Fine Arts in
19496, also at the University of Tasmania. He has
exhibited at SOFA in Chicago and New York and
at the Smithsonian Institute of Technolagy, USA.
His wark also featured in the touring exhibitions
Future Factor and SDI: Strategic Defence Initiative.
In2001, Peter recaived an Australia Council Grant
fior New Work:
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HYPER KITCHEN

MICHAEL TRUDGEON
AUSTRALIA
1994

.‘E

The Hyper Kitchen is a protatype system of
modularfm:d storage, preparation, ¢ ‘nkmg

Michae! Trudgeon is the principal designer with

Crowd Productions P/L, a transdisciplinary design
practice engaged in industrial design and research
an the deployment of new teehnalogies in industrial
design and architecture. His work was included in

The Unprivate House exhibition at MaMA, New

Yark. In 1998 he won the Seppelt Contemporary
Art Award at the MCA in the Environmental Design
Category. Trudgeon has a Masters degree in archi-
tecture and has taught over the past 15 years in
industrial design, interior design, graphics and
architecture.

Hyper Kitchen was develuped for the exhibition
Thé Domestic Revolution, curated by Michael
Bogle at the Hyde Park Barracks, Sydney 1994.

Desian Michael Trudgeon and Anthony Kitchener
Prototype maguette David Poultan

Computer program implementation Joseph Brabet
Further computer graphics Glynis Teo

HOUSE OF TOIVIOHRDW FACADE

CHRISTOPHER LANGTON
AUSTRALIA
2003

Outside BlackBox. the Arts Centre
Christopher Langton has created an inflatable
facade for Experimenta House of Tomorrow.
Constructed from sheets of heavy duty PVC,
customised paintand hi-tech glue, Langton's
slick retro-futurist aesthetic takes its specific
design cues from Matti Suuronen’s pod-like
Futuro {1968). Like a UFO landed in frant of
the Arts Centre, the colourful entrance gives
the impression of the front of a futuristic
house, hinting at the contents of the exhibi-
tion for the passing public.

Christopher Langton isa Melbourne based artist,
Born in Johannesburg, South Africa in 1954,
Langton migrated to Australia in 1973. Langton’s
work explores the blurring af art and popular culture
and the tensions between surface and substance.
Uther areas of exploration include the changing
relationship between the ‘artificial’ and the
‘natural’ in the age of information technology.
Langton has exhibited extensively within Australia
and internationally.

Christopher Langton is represented by Talamo
Galleries, Melbourne.



CICADA
AUSTRALIA
2003

Outside BlackBox, the Arts Centre,
evening viewing only

Some futures are best viewed in reflection.
In Retroflectiva futuristic city is seen in the
front window of Experimenta House of
Tomorrow. The work allows the nocturnal
passer-by a peek at the Melbourne of the
future. A 'reflection” of a Metropolis-inspired
skyline from across the Yarra appearsin a
circular window of Christopher Langton's
inflatable fagade. Upan closer inspection,
the viewer meets his/her own real-time syn-
thesized reflection, melding with the reflec-
tion of a city future-scape.

Cicada is a creative partnership between video
artists Kirsten Bradley and Nick Ritar. Their work
centres around creating performance, community
and interaction in public space through projection,
subtle interactivity and audiovisual architecture.
Cicada's current work includes A Siuared, a series
of immersive audiovisual performances cammis-
sianed for City of Sydney’s & AMP's ‘Art & About’
and the MCAs Primavera’ exhibition, October 2003

Cicada thanks Jon Okeby (TDC), John Power. Kira
Aea and Marguerite Pepper Praductions.

THE NAUGHTY APARTMENT

NIGEL HELYER
AUSTRALIA
2003

RMIT PROJECT SPACE

23-27 Cardigan St, Carlton

The Naughty Apartment consists of a series
of miniature architectural models of Mikhail
Bulgakov's apartment, a central feature in his
novel The Master and Margarita, an alle-
gorical and darkly satirical tale of a visit to
Moscow by Satan’s entourage. Each model
contains a miniature scene interpreted from
the novel, that visitors are invited to inspect
with custom-built magnifying devices. Moving
the lens close to each madel allows the mag-
nifier also to receive a soundtrack associated
with the scene. Whilst technologically simple,
Helyer's method of audio transfer via electro-
magnetic induction is beguiling in operation
and evokes a guasi-magical effect resonant
with the ethos of the novel itself.

Nigel Helyer (a.k.a. Dr Sonique) is a Sydney based
Sculptor and Seund Artist with an international
reputation for his large-scale sonic installations,
environmental sculpture works and new media
projects. He is an honorary faculty member in
Architactural Acoustics at the University of Sydney.
Nige! is a co-founder and commissioner of the
SoundCulture organisation; a fellow of the Australia
Council for 2002/3, the winner of the Helen Lem-
priere National Sculpture Award 2002 and the
curator of Sonic-Differances as part of the Biennale
of Electronic Arts Perth 2004.

Nigel Helyer thanks collaborators Andrei
Shabanov and Neélia Justo for their assistance
with: The Naughty Apartment.

This project is presented in-association with
AMIT Project Space.



EXPERIMENTA HOUSE OF TOMORROW
> ASSOCIATED PROJECTS

Presented in association with the Arts
Centre, throughout the Theatres Building.
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DECOPHILIA

BRAD BETTS, AUSTRALIA, 2003

In this interactive animation, the user selects
an object that most reflects their persanality.
As the users attempt to decorate the room
to their taste, it becomes clear that design
perfection is unattainable,

Brad Betts racently completed his BFA at Victorian
College of the Arts. Decophilia uses mabile rear
projection interactive displays developad by
industry partner Xeon Digital. Betts thanks Kent
Finlayson, Amelia Easdale, Michagl Heskes and
Chloe Salvaris for their assistance.

DODG'EM

MARTINE COROMPT, AUSTRALIA, 1999
With the anthropomorphic appearance of
tays, Dodg‘em are futuristic kiddie versions
of real cars. In their full installation, partic-
ipants drive themselves around an ‘empty’
gallery space, triggering a spatial sound-
scape of an unseen terrain.

Martine Corompthas besn making interdisciplinary
installations since 1395, combining animation,
sound and sculpture, and her work has been seen
internationally. Marting is a lecturer in Experimental
Animation and New Media at Media Arts RMIT
University. She is currently undertaking an Australia
Council residency in Paris.

EXCELSIOR 3000—
BOWELTECHNOLOGY PROJECT

IAN HAIG, AUSTRALIA, 2001

These large-scale futuristic super toilet
installations feature digestion-aiding video
and sound material, redefining the relation-
ship of the body and technology to that of
the bowel. Excelsior 3000was featured in
Experimenta Waste (2001), and has subse-
quently toured internationally,

lan Haig is an artist who works across media and
is interested in such themes as the psychopathol-
ogy of digital culture and devalution. He recently

received a Fellowship from the New Media Arts
Board of the Australia Council.

THE FIELD

CHRISTOPHER LANGTON,

AUSTRALIA, 1396

Inspired by small battery operated flowers
that gyrate to sound, The Fiefdis a surreal
artificial landscape more suited to the shop-
ping mall where novelty ornaments abound
and where plastic decorations herald the
change of seasons.

Christopher Langton is a Melbourne based artist

wha has exhibited extensively within Australia
and internationally:



EXPERIMENTA HOUSE OF TOMORROW
CINEMA PROGRAM

CURATED BY LIZ HUGHES, SHIRALEE SAUL AND HELEN STUCKEY




EXPERIMENTA HOUSE OF TOMORROW
> HOME FICTIONS

Curated by Liz Hughes, Shiralee Saul
and Helen Stuckey

WE SHOULD CALLIT A LIVING ROOM

Dir. Aleks Danko with Joan Grounds,
David Lourie, David Stewart and Roger Frampton
Australia, 1974, 820, 16mm

Organic anarchy takes over when an unas-
suming domestic space is returned to nature.
A room with a single lounge chair is planted
with seeds, and gradually a jungle emerges,
captured by time-lapse photography. We
Should Call it a Living Room s part of a series
of collaborative performance works from the
1970's where suburbia and domesticity are
transformed into sanctuaries of sexuality
and fun.

Aleks Dankowas born in Adelaide in 1850 and grew
up in'suburban Edwardstown. He studied seulpture
at the South Australian School of Art, then maved
1o Sydney and Melbourne, and is currently based in
Daylesford, Vietoria, [n 1971 Danko was included in
John Kaldor's Art Project 2, in which international
art curator Harald Szeemann organised an gxhibition
of the wark of 22 up-and-coming artists from arpund
Australia. Since then he has exhibited extensively.

Danko was the 2002 Contempora Fellow at the lan
Potter Centre, National Gallery of Victona Australia.

EXHAUSTED DISCUSSION

Dir. Jan Svankmajer,

Czechoslovakia, 1982, 5'00, 16mm

Exhausted Discussion is the first chapter from
Jan Svankmajer’s acclaimed Dimensions of
Dialogue. A Giuseppe Arcimbaldo-inspired
figure of cutlery, crockery and kitchen Utensils
devours another figure made from fruit and
vegetables. The two then merge in a furious
meleg, but finally crockery and cutlery reform
themselves, and then vomit forth pieces of
fruit and vegetable, which immediately
regroup into another similarly shaped figure.
The cannibalistic cycle continues until a
perfect human head emerges.

Jan Svankmajer was born in 1934 in Prague where
he still lives: Svankmajer made his first film in 1964
and for aver thirty years has made some of the most
memorable and unique animated films ever made.
gaining a reputation as one of the world's foremost
animators, Svankmajer’s first feature film was Alice
(1887}, and he has subsequently completed other

features including Faust, Conspirators of Pleasure
and Little Otik.

THE FRIDGE

Dir. Howard Stringer,

Australia, 1989, 3'00, 16mm

In this homage to-the schlock-horror genre,
an unexpected serial killer finds his victims
ina suburban kitchen. The culpritis one
hungry Astor Refrigerator who, after seizing
the unsuspecting residents with a giant
power-cord, devours them whole. As black
and white linoleum turns bloody, we are
left wondering whao will be the next victim.
Howard Stringeris the writer and director of
three short films: The Fridge (1989), Discharge
{1991} and Lone Rider (1992}, as well asa couple
of longer, remarkably bad films he still ean't
believe he had anything to do with. Since 1995,
he has lived abroad. first in New York and

presently in Prague, where he works in book and
Imagazine publishing.

Stringer would like to thank Justin Brickle,
the cinematogiapher of the film-



SEMIOTICS OF THE KITCHEN

Dir, Martha Rosler,
USA, 1875, 6100, Video

A milestone of feminist video art, this short

black-and-white video turns routine food
preparation inta a violgnt gesture against ihe.
domestic confinement of women. A statiﬂf
camerais focused on a mid-shot of Rosler in
a kitchen. Fram A to Z, she picks up each
utensil that rests on a counier before her.:

Though her nama for each tool is familiar,
her use of it departs from expeciation, with
her enraged aclions appearing more samurai
than suburban.

York: and many other intemational venuss.

A retrospective of herwork has been shown in five
European cities and in New York at the Mew Muse- -
um and the International Center of Photagraphy -

© SEXY GIRLS, SEXY APPLIANCES
: ;DIF Emma-Kata Craghan,
Australia, 1981, 300, 16mm

The curvaceous lines of a Twin Tub washer:
[I'he sheer blazing animal heat of the Supsf
Chef Dven. The virile manliness of the Elec-
tralux Extra-Vac. Who would imagine lhat
household appliances could be so emtlu'-’
ESexy Girls, Sexy Appliances goes to shuw
why “housewife” should be the most demr—
‘able vocation in existence.

Emma-Kate Croghan completed her BA atthe

Victorian Collega of the Arts Fim and Talavision
* Sthool in 1993, whara she mada Sexy Gids, Seay |
- ‘Appliantes and Dasire. Her feature film diretiing i
Martha Rosterwas barn in Brooklyn, Mew York. Har
wark has been seen in saveral Whitney Biennials,
Documenta in Kassel, the Institute of Contemparary.
Artin Landan; the Museum of Modarn Artin New

debut was Love and Dthar Catastrophas [1996), .
‘and was followes by Strange Planet {1999},

t

{2000). She has published severzl books of photo-.

graphs and writings an public space, ranging from

airports and raads ta housing and homelessnass.

. SOLID ACTION LOVE FARTNER

i turturecl wifs and the metallic servant fall i

. Broadtasting, he directed his first cartoon at

* Hanna Barbera, a low-budget mockumentary
¢ The Banana Splits. His other short films includa
i Monster and La Oracida,

]

i
H i
Dir. Walter Williams, g

" Usa, 1998, 346, 35mm

St\rled after a 19305 silent melodrams, Sa!mi
Acﬁun Lova Partner plays on the fear that
domestﬂ: technology may render the house-
WIfB redundant. An abusive hushand replaces,
his wifa with a shiny, new robot. What seerns*
a him an ingenious scheme, and 1o us as!
horrendously sexist, goes haywire when hls‘
Icn.re As they plot his demise, vengeance |sf
i\nm:tught. and justice prevails!

i

Waiter Williams majored in painting at Danison
Uriversity in Dhio, After working at Turner

| KUNG-FU KITCHEN

:Di_r. Jeff Warmouth,
i USA, 1998, 500, Video
i
An.epic of vegatable proportionst This llve-
ction kung-fu satire with an ali-vegetable
cast is an ironis tribute to the martfal arls
film genre. E-qu-pah {Johnny Eggplant- UE
]aanies towrest ihe scroll of Ultimate Flavous
Enhancement from the evil Ka-Ba-Jl {Ray:
Imrmd Cabbage-Wang. In Vege‘mblasa with
Engl:sh subfitles.
Uef; "Jeffu” Warmeuith completed his BA at Univar-
SltnyMlmlgan and s MFA at Tufis University.
Uuer the last dexade; his work has been sean in
’smaemng and at exhibiiions including the Chicago
“Art Instifute, Boston Centre for the Arts and the
[Jallas Museum of Ari. JeffuPhanic, his mast recent
work, is a series of fully-functionel musical instn)-

ments made from household jtems, including tha
kitihen sink,




COLOR SAMPLES

ik Jim Simmons,

LISA, 2002, 1'00, DV

Dare Devil, High-Strung and Inner Child.
Copywriters title paint colours with such
unlikely names to increase our desire to pur-
chase their products. Their ridiculously pro-
found choices give our domestic spaces new
meaning. Simmans strings together in verse
the names of commercial paints, sequenced
with colours to match, to parody the exper-
imental film genre.

Jim Simmons studied film, photography and screen
writing at CalArts and Stanford and then spent 15
years creating electronic toys and computer games.
Now living in North Carcling, Simmons creates

mavies in the computer environment using digitised
found objects and 8mm film.

THE AMATELIR DEVELOPER'S HANDBOOK

Dir. Antonia Fredman,

Australia, 2002, 655, 35mm

Now that you have completed the Morocean
ceramic water feature, you're just about
ready to tackle something bigger. This fiction-
al guide ta high-rise property development
shamelessly borrows the visual language
and step-by-step structure of DIY ‘lifestyle’
media. Motivated by Sydney's current obses-
sion with real estate, Fredman amplifies the
seductively slick dream of ‘inner-city lifestyle’
to dizzying heights.

Antenia Fredman completed a Bachelor of Design at
the College of Fine Arts, University of New South

Wales before graduating from the Australian Film

Television and Radio School with a Master of Arts
{Film and Television), specialising in Digital Media.
She has worked both as a print and broadcast
designer and has recently co-directed and animated
two music video clips. The Amateur Developers
Handbookis her AFTRS graduation film,

| BINK
Dir. Alison Maclean,
NZ, 1983, 1400, 35mm
Half Frankenstein, half Pygmalion, this sur-
real story quite literally emerges from the
plughole. A housewife pulls a hair from her
kitchen sink. She refashions the hairy mon-
ster that emerges into a man, and finds her-
self falling for her creation. Whoever said ‘a
goad man is hard to find’, obviously wasn't
looking in the right place.
Alison Maclean was born in 1958 in Ottawa,
Ganada. She moved to New Zealand at age 14,
and currantly resides in New York. Her most
recent film is Jesus® Son, based on a book by

Denis Johnson. Maclean has also directed
episodes of Subway Stories and Sex and the City.

THE ELECTRIC HOUSE
Dir. Buster Keaton, 1922, 21 mins

Mistaken for a qualified electrical engineer,
Keaton is asked to automate a house. The
owners return to impressive results. We see
the staircase transformed into an escalator,
and the library revolutionised with a book
selector. In the bedroom, a bath travels out
along a track and stops next to the bed, which
in turn, folds up into the wall at the touch of
abutton. In the dining room the table has a
revolving track on which a toy train pulls
the evening meal. Keatan's interactions with
these fantastic inventions produce slapstick
results when everything begins ta ga harri-
bly wrong.

Buster Keaton's first movie was The Butcher Bay
(1917), fallowed by many more shorts up to 1918,
[n 1920 he went solo and created one of the best
sereen characters of all time. Keaton's best known
shortis The Boat{1921] and his most famous
features are The General(1926], Coflege (1927,

Stesmboat Bill Jr. (1928), The Cameramar {1928)
and Spite Marriage (1929).



FUTURO—A NEW STANCE FOR
TOMORRDW
Dir. Mika Taanila 1998, 29 min., 35 mm

Futuro—A New Stance for Tomorrow s a
Journey back in time to our recent futuristic
past. The Futuro house, designed by archi-
tect Matti Suuronen, was first introduced in
1968, Its Flying Saucer-like elliptic shape
reflects the |ate-60s optimism about the
fortheoming cenquest of Space. The docu-
mentary turns the history of this forgotten
milestone in Finnish design inte a story full of
international colour and drama, with Unique
amateur film and other archive footage high-
lights the enthusiasm that followed Futuro
around the world.

Director Mika Taanila's (b. 1965] previous docu-
mentary Thank You for the Music won a special
award in the national competition at the Tampera
Film Festival and the First Prize at the Avanca Film

Festival in Portugal in-1987. The film is still featured
at international film festivals.

EXPERIMENTA HOUSE OF TOMORROW
> UTOPIA APPROPRIATED:
THE FUTURE AS IT WAS

Curated by Rick Prelinger

This program takes a critical look at mid-
20th-century utopian promises as dramatised
in industrial and advertising films. Despite
the amusing anachranisms in these films,
many of the ideas they promote are still very
much part of corporate discourse, shaping
public expectations and attitudes towards
technolagy. Their promises of a bright, afflu-
ent future enabled by cybernetics, household
technology, transportation and communica-
tion remain central desires applied to new
technologies today.

Leave it to Roll-Oh Chevrolet, 1940

This tongue-in-cheek film of a domestic
robot freeing housewives of their chores
{and intimating that their work is hardly nec-
essary) was shown at the New York World's
Fair in 1940

Io New Horizons General Mators, 1940
General Motars’ Highways and Harizons
exhibitat the New York World's Fair included
the Futurama, an obsessively detailed model
thatimagined the world of 1960,

Color Harmony Chevrolet, 1338

In this scientific film, the march towards
utopia is compared to the transition from
black-and-white into colour.

Looking Ahead Through Rohn and Haas
Plexiglas Rohm and Haas Company, 1946

The necessity to convert wartime industrial
production to peacetime needs resulted in the
“Dream Suite,” an all-Piexi-glas living area.
Design for Dreaming Ganeral Motors, 1956
Set at the 1956 General Motors Motorama,
this is one of the key Populuxe films of the
18508, showing futuristic dream cars and
Frigidaire's Kitchen of the Future.

A Touch of Magic General Motors, 1961

This Motorama film presents new cars,
appliances and futuristic ideas at their most

banal, turning futuristic technology into

commercial style.

American Maker Chevrolet, 1960

This promotional film features sequences
showing the manufacture of futuristic appli-
ances that promise to change everyday life,
including telephones and transistor radios.

Hillsborough With New Hideaway Styling
Radio Corporation of America, 1960

Promotes a new cansole television that folds
into a piece of furniture so as to conceal the
all-seeing picture tube.

Rick Prelinger has presented “ephemeral” (adver-
tising, educational, industrial, and amateur) films
through public screemings, lectures, and a number
of anthologies published on CO-ROM and laserdisz
by The Voyager Company. He is the owner of the
Prelinger Archives, a collection of over 45,000 films,
Iocated in New York City and San Francisco, and
made famous on www archive.org. Since its begin-
ning in 1983, the goal of the archive has heen to
collect, preserve, and facilitate access to films of
historic significance that have not heen collected
elsewhere.



WRIA YOCTOPLUINAAL
SONIA KRETSCHMAR

Gopher 3000
Get your own electranic pal to run the
errands that are too dangerous for you.

Sonia Kretschmar is a Melbourne-based animator
and illusirator who completed post graduate
study at the Victorian College of the Arts in 2002
She is also President of the Victorian branch of
|lustrators Australia,

EXPERIMENTA HOUSE OF TOMORROW
> FUTURE ADS

These 25 second television advertise-
ments for imaginary products of the future
have been produced for Experimenta
House of Tomarrow.

Subdivision

Find space for the great Australian outback

in the future city.

ELIZABETH MCLENNAN

City Airs and Graces

Is your househald air a nightmare?
Breathe-ezy are the fresh-air experts.

Elizabeth Mclennan is an animater, painter and
\llustrator who holds degrees in Multimedia
(RMIT 2001) and Fine Art painting (Monash 1990).
Her awards include the Creative Media Award
for Excellence in Multimedia, RMIT, Video and
Animation 2001. Melennan thenks Gideon Cozen
(Composer| for his work on City Airs and Graces.

RMIT. ANIMATION & INTERACTIVE MEDIA

JAMES HUTSON
Witd House af Mars

Bio-See
This face powder allows you to see a new
world of information through your skin.

Gina Mogre isa painter, sculptor and animator with
a Grad Diploma from RMIT's Animation and Inter-
active Media. Pia Ednie-Brown is a researcher at
RMIT's Spatial Information Architecture Laboratory.
Jeremy Yuille is a sound artist and lecturer in
Communications Design at RMIT University.

BEC CHARLESWORTH

Domestic Gene Madulatar

Tune in to discover the plight of these endan-  Are you tired of your dirty, noisy offspring?

gered genetically modified dwellings.

Try this patented genetic modification kit!



RMIT, ANIMATION & INTERACTIVE MEDIA ARAIT, Al ION-% INTERACTIVE MEDIA AMIT ANIMATION & INTERACTIVE MEDIA

NDREW FERGUSON RAINER BAR-BARA AMRITRAJ GUPTA BELINDA HADIWIDJAJA
Xball Burger2Ga Dirtbuster3000 Pet-VR
This robatic child’s toy cleans up more than  Your live meal will deliver itself whenyou An autodirt detection system makes thisthe  Per-VA gives your pet freedom and happiness
just a suburban backyard! activate the Burger2Go implant. waorld’s best robotic cleaner. when you are tao husy for them.

Andrew Ferguson makes innovative short films:
He is currently developing his first feature film.
DOP David Aose

Sound Aobert Mackenzie and Marce! Borrack

New Visions Commissions Partners
Act3Animation, Finecut, Lemag, Cinevex, Anco,
Soundfirm, Ferguson Films
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WENTA ART I A MIT: MERIA ARTS VICTORIA UNIVERSITY, MULTIMEDIA

PERNILLE JORGENSEN \NODREW POCOCH MARCUS TURNER CHRIS TROTT

Morph-id Vapour Pest All'is not as jt seems House of the Future

Become your dream image with Morph-id!  You'll thank Vapour Pest too—the ultimate Contral your view with the Ambient Reality Featuring a Laser Lo, Bed-o-matic an
automated pest extermination! window. Or will it control you? Robp-vac, who could do without thes

smart rooms?



EXPERIMENTA HOUSE OF TOMDRROW
> FEATURE FILMS

<44

MON ONCLE (6]

Dir. Jacques Tat,

France, 1858, 126'00

Tati’s eccentric hero Maonsieur Hulot is let
loose in his sister's ultra-modern home, the
Villa Arpel. In this delightful satire of mech-
anized living, Hulot contends with electric
switches, slamming doors and malfunctioning
padgets in seamless spectacles of slapstick.
Jacgues Tati's feature-length directorial debut was
Jour ae Fete (1949}, His Mansieur Hulot alter ega
first appeared in Les Vacances(1953). As well as
Mon Oncle, which won an Oscar for best foreign

language film, the character went an to star in
Playtime (1987) and Traffic [1972).

SLEEPER (PG)

Dir. Woody Allen,
USA, 1973, B4'00

Waking up in 2173 after being crycgenically
frozen by accident, Miles Monroe (Wondy
Allen]is forced to masquerade as a domestic
robot. When he is assigned to the home of
Luna Schlosser (Diane Keaton) his interac-
tions with the fantastical technologies of the
future home will have you in stitches.
Woody Allen has directed, written and appeared
in films including Annie Half {1977}, for which he
won an Oscar for best director, Manhartan 1979),
Broadway Danny Rose (1984}, The Furple Rose of
Cairo (1985), Crimes and Misdemeanors [1989),
Manhattan Murder Mystery (1392), Bullets Over
Broadway (1934}, Mighty Aphradite (1995),

Deconstructing Harry{1397), Sweet and Lowdgwin
(1999) and Small Jime Crooks (2000).

THE STEPFORD WIVES (M)

Dir Bryan Forbes,

USA, 1975, 115'00

Visit the American dream of suburban bliss:
where children pile into station wagons,
neighbours offer casseroles, and women shop
in shiny supermarkets. But it soon becomes
clear that something is not quite right with
these all-too obliging wives. The Stepford
Wivesis a vision of the future that's horrif-
ically close to home.

Bryan Ferbes made his directorial debutwith
Whistle Down the Wind (1961), and subsequently
directed (and sometimes produced and/orwrote)
slich critical and audience favorites as: The {-Shaped
Room (1962), Seance on a Wat Aftarnoorn (1964},

King Rat (1365), The Wiksperers{1966) and
Hopscotef(1980).
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DOMESTIC EM.I,

SEMICONDUCTOR, UK, 2002

As our domestic lives become steadily
dependent on technology, our homes are
enmeshed in electronic circuits and appli-
ances. Emitting from these, as well as from
natural phenomena such as storms and the
earth, are vibrations in the form of electro-
magnetic interference. As we move in and
around an interactive architectural model—
executed as an isametric line drawing—
the objects in the Domestic EM.[ house
respond to actual sound waveforms. The
work focuses on the potential effects aof
magnetic interference in our personal envi-
ronment; changes to which we are becoming
increasingly sensitive.

Semiconductar are Ruth Jarman and Joseph
Gerhardt, media artists whose works explore
synchronicities between aural and visual content.
Their films are available on an excellent DVD
compilation, 'Hi-Fi Rise: Sonic Cities fram
Another Timeline’.
httn//www.semiconductarfilms.org

PUPPETTOOL & Z00.

LECIELESTBLEU, FRANCE/BELGIUM,
2001-2003

PuppetToolis an interactive animation tool
that allows yau to design and animate your
own virtual ereatures. In the future, genetic
engineering will allow us to design whatever
new pets we can imagine. For those of us
with allergies {or an aversion to pet food},
virtual pets can provide an equally pleasant
alternative. Using PuppetTool you can ani-
mate pets with highly expressive movements,
ranging from the nearly realistic to the absurd,
and these can be added to an online database
of user-generated creations. Your pets can be
shared with an intemational community, and
with such a broad selection ta choose from
yourself, you should never get bored of the
companions you keep in your home.
LeCielEstBleu are French and Belgian artists
Frédéric Duriey, Kristine Malden and Jean-Jagues
Birgé. Their net artworks are aesthetically beautiful
exploations of onlin interactiviy.

http A/ wwwilecielestblew.com:

BUIL DINGS

MICHAEL SELLAM, FRANCE, 2003

In Buil Dings we encounter a 3 dimensional,
virtual space whose walls are mapped with
photographs of building facades. Aural events
are triggered by the user's movement around
the space, and can be further composed using
small buttons beneath the images. Each hour
of the day there is a different set of images
and sounds. Buil Dings presents a protatype
for a domestic environment whose architec-
ture evolves over time and is responsive to
user intervention. For Sellam, this architec-
tural model is resonant with the structure
of the internet, where we collectively exist
as neighbours. Our individual contributions
to the content of the net make it a con-
stantly evolving, 'living and sharing’ space.
Buil.Dings is also a tribute to the electro-
acoustic composer and architect, lannis
Xenakis, who sought to draw the listener
into an architecture of sound.

Michagl Sellam is an audio and video artist,
and a member of the experimental web platform
incident.net. His artworks explore viewer's
adaptability to and discermment of the creative
potential of new technologies.

hitpi/fmichael incident.net
(PTIDN-SHIFT-HOME

PHILIP FOECKLER, USA/GERMANY,
2001-2002

The notion of home expands in meaning
when we consider the new generation of
digital-savvy global citizens. These jetset
multi-culture nomads cross borders with
astounding frequency, both virtually and
physically. They find their computer deskiop
the most familiar and permanent place of res-
idence. option-shift-home invites the user to
identify with their desktop in this manner,
explaring rooms filled with games, photo-
albums, pixels and domestic bliss. aption-
shift-home brings to light the increasingy
dominant role which technology plays in our



persanal lives. In particular, laptops success-
fully symbalise the additional freedom grant-
ed to us by technology, allowing us to travel
more easily geographically, and bridge dis-
tances in order to allow far virtually mediated
intimacy.

Philip Foeckler has been recognized and published
internationally for his student and professicnal
wark. He currently works at M.A.D in Sausalito.
http:/fwwnoption-shift-home.com
ERATIONAL, FRANCE, 2003

Since the house of the future could be [ocated
anywhere in the universe, why not start
thinking about your optians for a new neigh-
bourhood now? Betacity Game allows you ta
construct a posteard of your ideal city, offer-
ing & variety of phatographic locations, and
a drag-and-drop selection of infrastructure.
The game encourages creative use of ironic
pastiche as a methad for contemplating the
dichotomy of consumerist culture—which

advertises choice and free will whilst actively
narrowing marketplace options. Products for
the domestic environment are often affected
by this trend.

erational is a net artist specialising in innavative
Interfaces which, although highly sophisticated,
remain playful and whimsical. His deconsiruc-
tivist approach to the presentation of online infor-

mation has been highly influential.
httn:/iwww erational.org

SUBMITI0):IBODY

CHRISTIAN OYARZON ROA, CHILE,
2002-2003

Various artists have addressed the issue of
surveillance in the home and its relation to
a networked society; commonly streaming
video of themselves in their domestic envi-
ronment to the intemational audience online.
submit{0]:!body takes a reductive, minimalist
approach to this issue. Sensors in the artist's
home detect his location and mavements,
transforming bath the artist's body and his
domestic environment into a field of action.

Data generated by changes within this field
affects the display of images of the artist's
home, and the structure of a surround sound
audio piece at the online interface. The web-
user is alsoable to alter the images and the
audio. In this way the submit{G}:/body inter-
face acts as a junction point at which the
artist’s and the user's activities meet—both
reduced to a state of pure information. sub-
mitf0f:1body s a symbolic representation of
the often unnoticed, subtle methods by which
our private activities become information on
globalised networks, infruding on our privacy
with as much violence as videa monitoring
—but in an abstracted, mathematical form.
Christian Ciyarzon is & Chilean visual artist, who is
interested in how our experience of physical space
is mediated by information technologies.

He currently teaches in the Arts and New Tech-

nolagies Program in the Universidad de Chile.
fnyfwww.errord04.of

METARET

NATALIE BODKCHIN, USA, 2003

Your future domestic home will be so fillec
with entertainment and luxury that you'l
barely want to leave it, especially not to go ke
wark. Cloning and genetic engineering shouls
take care of this desire nicely—and Melape
provides us with an impressive mode| of ;
way in which this might occur. The Metape
species are genetically engineered human
who have had the Obedience gene from
trained dog included in their genome, makin
them more productive warkers. Using a
online interface, users can adopt a Metape
As a guardian, however, you become respar
sible for their productivity. Metapets are ju:
as vulnerable as hard-waorking humans t
vices such as a lack of discipline, ill-healt
and drug abuse and must be sent to there
py, medicated and even laid off as require:
There are many parallels between th
lifestyle of a Metapet and that of a currer



corporate employee, reminding us that future
technologies may not always solve the prob-
lems they purport to.

Natalie Bookehin teaches at CalArts. She was a
member of the collective ®Tmark from 1398 ta
2000, and was a Guggenheim Fellow in 2001-2002.
Her wark has been exhibited at institutions includ-
ing PS1, Mass MOCA, KunstWerke, Berlin, the
Generali Foundation, Vienna, the Walker Art Canter,
the Whitney Mugeum of American Art, and the
Shedhale in Zurich,

hittp:/rcalarts edu/~bookehin

ROOM OF EXCRETION

JODY BIELUN, CANADA, 2002

Room of Excretion—an excerpt from Living-
Rooms website visualises cycles of waste
and renewal in the domestic space. The work
playfully examines the way in which our
expectations of domestic locales affect our
behaviour within then. The user is invited to
explore the responses of each room tointer-
activity. However the user's control over the
enviranment is not complete. The rooms take
on their own behaviour, which signifies issues
that will be important to the future of the

domestic lifestyle; such as commadity culture
and information overload.

Jody Bielun is an interactive and sculpture artist,
currently complating her Master's degree in
architecture. A recurring theme in her work is
the connection between nature, technology,

the body and architecture.
http/www.hybrit-space.com/divingrooms
BOX1.CANT™

DR. OPTIMATOR AND KENNETH TIN-
KIN HUNG, USA, 2002-2003
6O0X1.CAM™ Ultimate Interactive Webcam
Surveillance System for Homeland Security
is an interactive, physical installation which
the user accesses via @ web interface. The
online portal is a mock advertisement for the
ultimate home security system. When fully
operational, common objects in the home,
such as a blender, a massage chair, a televi-
sion, strobe lights etc. can be employed for
the purposes of disarming intruders. These
devices are controlled from a web interface,
allowing this home security system ta be
monitored and operated from any locationin
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the world. For the duration of Experimenta
House of Tomarrow, interested customers
will be able to trial 60XT.CAM™—whilst it
isinstalled inan American ‘home’. 60X1.-
CAM™ poses questions of power, choice
and privacy in a medium that remains largely
unchecked, serving as a satirical prediction of
the relation between our menitored domestic

lives and governmental contral.

Docior Optimator holdsa Ph.0. in homeland Secu-
rities, and a Master's Degree (n Repressive studies.
With a firm belief in the Republican eld school’s
“kinder, gentler” America, doctor Optimator under-
stands that the most effective repression is self-
repression, Kenneth Tin-Kin Hung's media artwaorks
appropriate potent, nationalistic visual styles
atdressing palitical analogies between cumrent
and historical regimes,

hittp.weww. 60CAM.com/

THE EMPTY SHOW

VARIOUS ANONYMOUS ARTISTS,
AUSTRALIA, 2003

For many people the ideal house of the future.
will rely less on architectural innovation and

more on political and artistic intervention.

The Empty Show was a one-day detourne-
ment that reclaimed a disused and boarded
up Hotel for an art exhibition. Fourteen artists
took paint and stencil to the bars, band room,
and accommodation suites of the pub, deco-
rating every surface with the kind of artistic
content they might ideally desire in their own
homes. The Empiy Show highlights the excit-
ing possibilities of housing not based on
affluence and desire, but rather on needs and
creative re-usa of existing infrastructure. Their
situationist approach subverts the lifestyle of
consumption complicit with utopian readings
of futuristic domesticity, At the same time it
signposts the potential for our domestic
environments to become the main context in
which we marry artistic expression with the
gveryday; where our own homes become
an art gallery for our personal lives.

More installations like The Empty Show are

being planned in the future and will be documented
on their website. hitp.//theemptyshow.org/
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