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At the beginning of the 21st century there is an important paradigm, a symbiosis of 
the biological and technological, as one of the possible methods of survival of Homo 
sapiens. Technology has advanced so much that it is now assuming the place of the 
cognitive principle of nature. The contemporary technology is no longer understood 
merely instrumentally, but as a means to achieve the aim. Technological innovations, 
throughout the history – from mechanical automats driven by clock mechanisms to 
electro-mechanical devices, space and telecommunication technologies, genetic 
engineering and robotics, are not only some neutral tools, but they actually co-
create the new essence of a man.

Art, science and philosophy represent cohesive elements to the understanding of 
the human genesis, as they – in synthesis – found a new culture of our species. 
To see, think, justify, and be informed, do not represent only the qualities of the 
physical relation to the world, but they reach into the field of metaphysical and 
psychological. They complement the picture and the thought of self-awareness. 
Productional perception in the field of contemporary visual artistic practices 
includes into the term also socio-scientific researches on the situation in the field 
of existential problematics of a human being as a unit. The speed of the changes 
generated and dictated to us by the technological development of digital and 
virtual components inevitably effects also the socio-economic politics within the 
principle of globalization. At the first sight, the chaotic development of consumer 
culture and the new-media society seem unstoppable. All these tours and detours 
of the evolution of our civilization are also marked by the production of the visual 
works, presented at the Speculum Artium 2013 Festival.

The topics of the current festival edition problematize anthropomorphic robotics. 
Nowadays, robots represent one of the most complex technical achievements of 
the humankind. It is the paradigm of how to adjust the world to our own measures, 
found already established throughout the entire history of art and science, that is 
swiftly taking over the space of the natural by the development of new technologies. 
The historical transformation of the body is reaching new peaks in connection with 
the artificial technological structure. There is a time frame being established, based 
on the recognition that nothing is ever going to be the same as before, when exactly 
the robots, as well as artificial bio-organisms are going to be the ones who will 
reason for us what the essence of life is, or what it means to be a human. The 
mimesis of a robot, a device with a series of sensors, controls, and pneumatic drives 
is becoming a simulacrum of the presence of human emotions.
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CURATOR: Maša Jazbec, prof. fine arts

Na začetku 21. stoletja predstavlja pomembno paradigmo simbioza biološkega 
in tehnološkega, kot eden izmed možnih načinov preživetja homo sapiensa. 
Tehnologija je tako napredovala, da prevzema mesto kognitivnega principa 
narave. Sodobna tehnologija ni več razumljena zgolj instrumentalno, temveč kot 
sredstvo za dosego cilja. Tehnološke inovacije, skozi zgodovino, od mehanskih 
avtomatov gnanih z urnimi mehanizmi, do elektromehanskih naprav, od vesoljskih 
in telekomunikacijskih tehnologij, genskega inženiringa in robotike, niso zgolj 
nevtralna orodja, ampak sooblikujejo novo bit človeka.

K razumevanju geneze človeštva so umetnost, znanost in filozofija kohezivni 
elementi, saj v sintezi utemeljujejo novo kulturo naše vrste. Videti, misliti, osmisliti 
in biti seznanjen, niso zgolj lastnosti fizičnega odnosa do sveta, temveč segajo v 
polje metafizičnega in psihičnega. Dopolnjujejo sliko in misel o samozavedanju. 
Produkcijska percepcija na polju sodobnih vizualnih praks vključuje v izraz 
tudi sociološko – znanstvene raziskave o stanju na področju eksistencialne 
problematike življenja in človeka kot enote. Hitrost sprememb, ki nam jih narekuje 
tehnološki razvoj digitalnih in virtualnih komponent, nujno vpliva tudi na socialno 
ekonomsko politiko znotraj principa globalizacije. Na prvi pogled kaotičen razvoj 
porabniške kulture in novomedijske družbe je neustavljiv. Vse te poti in stranpoti 
razvoja naše civilizacije označuje tudi produkcija vizualnih del predstavljenih na 
festivalu Speculum Artium 2013.

Topika letošnje edicije festivala problematizira antropomorfno robotiko. Roboti 
danes predstavljajo enega izmed najbolj zapletenih tehničnih dosežkov človeštva. 
Že skozi celo zgodovino umetnosti in znanosti vzpostavljena paradigma, kako si 
prilagoditi svet po naših merilih, z razvojem novih tehnologij bliskovito prevzema 
prostor naravnega. Zgodovinska transformacija telesa v povezavi z artificielno 
tehnološko strukturo dosega nove vrhove. Vzpostavlja se časovni okvir, temelječ 
na spoznanju, da nič več ne bo kot je bilo, ko nam bodo ravno roboti ter artificielni 
bioorganizmi osmišljali, kaj je bistvo življenja, kaj pomeni biti človek. Mimezis 
robota, naprave z vrsto senzorjev, upravljalnikov in pnevmatskih pogonov postaja 
simulaker prisotnosti človekovih čustev, in apologet nove civilizacije.

DIREKTOR: Zoran Poznič, mag. um.
KURATOR: Maša Jazbec, prof. lik. um.
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Prof. Dr. Hiroshi Ishiguro (JP) 
Predavanje in demonstracija Geminoida HI-4
www.geminoid.jp

Profesor Hiroshi Ishiguro je leta 1991 prejel doktorski naslov iz sistemskega 
inženiringa Univerze v Osaki, na Japonskem. Trenutno je profesor na oddelku 
za Inovacijske sisteme na Visoki šoli za inženirsko znanost (Graduate School of 
Engineering Science) na Univerzi Osaka, (2009-), zaslužni profesor na Osaški 
univerzi, (2013-) in Vodja skupine (2011-) laboratorija Hiroshi Ishiguro na Inštitutu za 
Napredne Raziskave na področju telekomunikacij (Advanced Telecommunications 
Research Institute, (ATR) in znanstveni sodelavec ATR. Med področja njegovih 
raziskav sodijo razvejani senzorski sistemi, interaktivna robotika, in androidna 
znanost. Objavil je že več kot 300 člankov v vodilnih strokovnih revijah ter na 
konferencah, kot na primer Raziskava robotike in IEEE PAMI.

Poleg tega pa je razvil številne humanoide in androide, imenovane Robovie, 
Repliee, Geminoid, Telenoid, in Elfoid. O teh robotih so pogosto poročali vodilni 
mediji, kot na primer Discovery channel, NHK, in BBC. Kar štirikrat je že postal 
prejemnik nagrade za najboljšega humanoida na RoboCupu.

Leta 2007 ga je Synectics Survey of 
Contemporary Genius 2007 (pregled 
sodobnih genijev 2007) uvrstil med prvih 
100 živečih genijev v svetovnem merilu. 
Leta 2011 je prejel Kulturno nagrado 
Osake, ki sta mu jo podelila Vlada 
prefekture Osake in Vlada mesta Osake 
za njegov velik prispevek k razvoju kulture 
v Osaki.

Professor Hiroshi Ishiguro received a Doctor of Engineering title in systems 
engineering from the Osaka University, Japan in 1991. He is currently a Professor 
at the Department of Systems Innovation in the Graduate School of Engineering 
Science at Osaka University (2009-), Distinguished Professor of Osaka University 
(2013-) and a Group Leader (2011-) of Hiroshi Ishiguro Laboratory at the Advanced 
Telecommunications Research Institute (ATR), and the ATR fellow. 

His research interests include distributed sensor systems, interactive robotics, and 
android science. He has published more than 300 papers in major journals and 
conferences, such as Robotics Research and IEEE PAMI.

He has developed many humanoids and androids, e.g. Robovie, Repliee, 
Geminoid, Telenoid, and Elfoid. These robots have been reported many times by 
major media, such as Discovery Channel, NHK, and BBC. He has also received the 
best humanoid award four times in RoboCup, Germany.

In 2007, Synectics Survey of Contemporary 
Genius 2007 has selected him as one 
of the top 100 geniuses alive in the 
world today. In 2011, he won the Osaka 
Cultural Award presented by the Osaka 
Prefectural Government and the Osaka 
City Government for his great contribution 
to the advancement of culture in Osaka.

Prof. Dr. Hiroshi Ishiguro (JP) 
Lecture and Geminoid HI-4 demonstration
www.geminoid.jp
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Dr. Leon Žlajpah (SLO) Lecture
http://abr.ijs.si/

Leon Žlajpah received the B.Sc. degree in automatics from the University of Ljubljana, Ljubljana, SLO, in 1982. From the same University he received in 1985 the M. Sc. degree 
and in 1989 the Ph.D. degree in electrical science. Since 1981 he has been a researcher at the “Jožef Stefan” Institute in Ljubljana, working in different fields of mechatronics, 
especially, robotics. Since 1998 he has been a Senior Researcher at the “Jožef Stefan” Institute and since 2005 the Head of the Department for Automation, Biocybernetics and 
Robotics at the “Jožef Stefan” Institute. He is also Assistant Professor at the Jožef Stefan International Postgraduate School for the “Module Intelligent Systems and Robotics - 
Intelligent robot control systems”. His personal interests include intelligent control, especially analysis and synthesis of control systems for redundant robots, sensors, applications, 
computer-integrated manufacturing, modelling of dynamic systems and their simulation. In addition, he has participated in the development of industrial robots, in the introduction 
of industrial robots in manufacturing processes, and in the transfer of robotic technologies into the field of medicine and sport. He has received several awards, including The 
Student Prešeren Award, the Bedjanič Award for his dissertation, Boris Kidrič award for patents and improvements and, together with collaborators, the National award for 
research excellence (Boris Kidrič Fund Award) for the research work in the field of robotics. He has organized several international robotics conferences and is a reviewer for 
many international journals. He is a vice-president of Slovenian Society for Simulation and Modelling, and a member of Automatics Society of Slovenia.

Dr. Leon Žlajpah (SLO), predavanje
http://abr.ijs.si/

Dr.Leon Žlajpah je iz avtomatike diplomiral na Ljubljanski Univerzi leta 1982. Na isti univerzi si je leta 1985 pridobil tudi 
naziv magistra znanosti, leta 1989 pa tudi doktorski naslov s področja električnih znanosti. Že od leta 1981 je raziskovalec 
na Institutu “Jožef Stefan” v Ljubljani, delal pa je na različnih področjih mehatronike, še posebno robotike. Od leta 1998 
je višji raziskovalec na Inštitutu “Jožef Stefan”, ter od leta 2005 vodja Oddelka za avtomatiko, biokibernetiko, in robotiko 
na Institutu “Jožef Stefan”. Je tudi izredni profesor na Mednarodni podiplomski šoli Jožef Stefan za “modulne inteligentne 
sisteme in robotiko – inteligentni robotski kontrolni sistemi”. Med njegovimi osebnimi interesi so tudi inteligentni nadzor, še 
posebno analiza in sinteza kontrolnih sistemov za odvečne robote, senzorji, aplikacije, računalniško-integrirana proizvodnja, 
modeliranje dinamičnih sistemov in njihova simulacija. Poleg tega je sodeloval pri razvoju industrijskih robotov, pri vpeljavi 
industrijskih robotov v proizvodne procese, ter pri prenosu robotske tehnologije na področje medicine in športa. Prejel je 
več nagrad, vključno s Študentsko Prešernovo nagrado, Bedjaničevo nagrado za svojo disertacijo, nagrado Borisa Kidriča 
za patente in tehnične izboljšave, in skupaj s sodelavci Nacionalno nagrado za odličnost na raziskovalnem področju 
(nagrada Sklada Borisa Kidriča) za raziskovalno delo na področju robotike. Je tudi organizator več mednarodnih konferenc 
o robotiki, poleg tega pa tudi recenzent mnogih mednarodnih znanstvenih publikaci.Je podpredsednik Slovenskega društva 
za modeliranje in simulacijo, ter član Slovenskega društva za avtomatiko.

SIMPOZIJ / SYMPOSIUM
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Philosopher Dr. Polona Tratnik (SLO) Lecture
www.polona-tratnik.si

Polona Tratnik is the Head of the SlovenHYPERLINK “http://www.sde.si/”e Society of Aesthetics (2011–); she has been a member of the Society’s Executive Board since 2000, 
and their secretary in the period between 2005 and 2011. She was  member in programme and organization boards of 18 international scientific symposiums, among them the 
Mediterranean Congress of Aesthetics (2006) and the symposium Philosophy of Media (Opatija, Croatia, 2011), and the head of the programme and organization board at the 
colloquium  Surplus Art: Art – Science – Philosophy. She is a member of the Advisory Board of the Society for Phenomenology and Media (2011–), a secretary of the Association 
of Innovators of Ljubljana (2006–), and a member of the International Society of Aesthetics (2006–). On several occasions, she has moderated debates at public events; amongst 
others she presented and moderated at the professional forum “Art, Technology and Science”, Wild Thoughts, at the instigation of the Ministry of Culture of Slovenia, (3rd March 
2011, MK RS). With her papers she has participated at 35 international conferences around the world and at several cultural institutions at home and abroad. She is the author 
of 5 scientific monographs, three of them already published (The End of Art – Genealogy of the Modern Discourse: from Hegel Toward Danto, 2008); Transart. Culture and Art 
in Contemporary Global Conditions, 2010; In vitro. Live Beyond Body and Art, 2010, one that is being published (Hacer-vivir más allá del cuerpo y del medio, Herder), and 
one, completed in August 2012 (Conquest of Body. Biopower of Biotechnology); an editor of Art: Resistance, Subversion, Madness, Surplus Art (2009) and Spaces/Places of Art.

Dr. Polona Tratnik (SLO), predavanje 
www.polona-tratnik.si

Polona Tratnik je predsednica Slovenskega društva za estetiko (2011–), med leti 2005 in 2011 je 
bila njegova sekretarka in je članica izvršnega odbora tega društva od leta 2000. Bila je članica 
v programskih in organizacijskih odborih 18 mednarodnih znanstvenih simpozijev, med drugim 
Mediteranskega kongresa za estetiko (2006) in simpozija Philosophy of Media (Opatija, 2011) 
in predsednica programskega ter organizacijskega odbora kolokvija Surplus Art: Art – Science – 
Philosophy. Je članica Advisory Board Society for Phenomenology and Media 2011–, sekretarka 
Društva inovatorjev Ljubljana 2006– in članica Mednarodne zveze za estetiko 2006–. Večkrat 
je vodila razprave na javnih dogodkih, med drugim je na pobudo Ministrstva za kulturo RS vodila 
razpravo Divje misli: umetnost – znanost – kultura (3. marec 2011, MK RS). S prispevki je sodelovala 
je na 35 mednarodnih konferencah po svetu in na več kulturnih ustanovah doma in v tujini. Je avtorica 
5 znanstvenih monografij, treh izdanih (Konec umetnosti – genealogija modernega diskurza: od 
Hegla k Dantu, 2008; Transumetnost. Umetnost in kultura v sodobnih globalnih pogojih, 2010; In vitro. 
Živo onstran telesa in umetnosti, 2010), ene, ki izhaja (Hacer-vivir más allá del cuerpo y del medio, 
Herder), in ene, končane avgusta 2012 (Conquest of Body. Biopower of Biotechnology); urednica Art: 
Resistance, Subversion, Madness, Surplus Art (2009) in Prostori umetnosti.

SIMPOZIJ / SYMPOSIUM
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Hiroshi Ishiguro (JP) - Geminoid HI-4

Geminoid

Androidi predstavljajo testne podlage za študij interakcije med človekom in 
robotom. Omogočajo nam neposredno primerjavo med razvitimi robotskimi 
tehnologijami in ljudmi. Posebno so lahko uporabljeni za preverjanje kognitivnih 
in psiholoških hipotez. Preverjene hipoteze so potem uporabljene za izboljšavo 
androidov. Ta tesna povezava med roboti in kognitivno znanostjo se imenuje 
androidna znanost. Do zdaj razviti androidi pa vendarle še ne zadostujejo za 
izvajanje različnih kognitivnih testov. Še posebno jim primanjkuje sposobnosti za 
dolgotrajen pogovor. Za izravnavo tega problema, moramo razmisliti o uporabi 
high-bridge sistemov, v katerih sta človek in android povezana. Ta integrirani 
sistem se imenuje geminoid.
Geminoid je nova kategorija robota. Je daljinsko voden android obstoječe osebe. 
Z uporabo geminoida se lahko lotimo nerešenih problemov in razširimo okvir 
androidne znanosti. Zakaj nas humanoidi in androidi privlačijo? Odgovor je 
preprost. Zaradi naše težnje po antropomorfizaciji ne-človeških stvari. Mi, ljudje, 
vedno antropomorfiziramo naše cilje komunikacije in interakcije. Zato gojimo 
visoka pričakovanja v zvezi z humanoidi. Z drugimi besedami, v humanoidu 
najdemo človeka samega. Nedavno se je raziskovalni interes raziskovalcev na 
področju robotike s tradicionalnega študija o navigaciji in manipulaciji preusmeril 
na področje interakcije z roboti.

Geminoid

Androids are testbeds for studying human-robot interaction. They enable us 
to compare the developed robot technologies and humans in a direct manner. 
Especially, they can be used for verifying cognitive and psychological hypotheses. 
Then the verified hypotheses are applied for improving the androids. This tight 
connection between robotics and cognitive science is called android science. The 
developed androids so far, however, are not enough for various cognitive tests. 
Especially, they lack abilities for long-term conversation. In order to compensate 
this problem, we need to consider high-bridge systems in which a human and  the 
android are integrated. The integrated system is called geminoid. 
Geminoid is a new category of robot. It is a tele- operated android of an existent 
person. By using the geminoid, we can tackle to the unsolved problems and extend 
the  framework of android science. 
Why are we attracted in humanoids and androids? The answer is simple. It is 
because of our tendency to anthropomorphize non-human things. We, humans, 
always anthropomorphize targets of communication and interaction. Therefore, 
we expect much with humanoids. In other words, we find a human itself in the 
humanoid. Recently, researchers’ interests in robotics are shifting from traditional 
studies on navigation and manipulation to interaction with the robots.
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Telenoid

Univerza v Osaki in Mednarodni raziskovalni institut za napredne telekomunikacije (ATR) sta v medsebojnem sodelovanju razvila novega prenosnega daljinsko-upravljanega 
androidnega robota, “Telenoida™ R1,” ki je sposoben uspešno in učinkovito prenesti navzočnost ljudi. V preteklosti so bili daljinsko upravljani roboti, kot na primer Geminoid™ 
HI-1, ki ga je razvil ATR, ter Geminoid™ F, ki sta ga razvila Univerza Osaka in ATR, fizično podobni dejanskim ljudem, namenjeni pa so bili prenosu navzočnosti dejanskih 
oseb. Novi Telenoid™ R1 je bil narejen z namenom, da izgleda ter da se vede kot minimalistični človek; na prvi pogled bi Telenoida™ zlahka zamenjali za človeka, saj se 
Telenoid™ pojavlja v moški in ženski obliki, kot star in mlad. S tem minimalističnim oblikovanjem daje Telenoid™ ljudem občutek, kot da je oddaljeni znanec poleg vas. Še več, 
Telenoidova™ tekstura kože je mehka in prijetna, njegovo telo pa je majhno, otroške velikosti.
Beseda Telenoid™ predstavlja nov strokovni izraz, skovan iz predpone Tele-, kot v besedah Telefon in Tele-vodenje, ter Latinske pripone -oides, ki označuje podobnost, kot v 
besedi Humanoid. Z uporabo Telenoidov™ bomo raziskovali bistvene elemente za predstavljanje in prenašanje človeku podobne navzočnosti. Kar se tiče praktične uporabe 
pričakujemo, da bo Telenoid™ uporabljen kot nov komunikacijski medij.

Telenoid

Osaka University and Advanced Telecommunications 
Research Institute International (ATR) have collaboratively 
developed a new portable teleoperated android 
robot, “Telenoid™ R1,” that can effectively transfer 
peoples’ presence. Teleoperated android robots in the 
past, such as Geminoid™ HI-1 (developed by ATR) 
and Geminoid™ F (developed by Osaka Univ. and 
ATR), owned appearances similar to actual persons, 
and were intended to transfer presences of actual 
persons. The new Telenoid™ R1 was designed to 
appear and to behave as a minimalistic human; at 
the very first glance, one can easily recognize the 
Telenoid™ as a human while the Telenoid™ appears 
as male and female, as both, old and young. By this 
minimal design, the Telenoid™ allows people to feel 
as if an acquaintance in the distance is next to you.
Moreover, Telenoid™’s skin texture is soft and 
pleasant, and his body is small, a child-like size. The 
term Telenoid™ is a new term coined from a prefix 
Tele-, as in Telephone and Teleoperation, and the 
Latin postfix -oides which indicates similarity, as 
Humanoid. Using Telenoid™s, we will investigate the 
essential elements for representing and transferring 
humanlike presence. In practical usage, we expect 
Telenoid™ to be used as a new communication 
media.

RAZSTAVA / EXHIBITION

Hiroshi Ishiguro (JP) - Telenoid
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Oddelek za avtomatiko, biokibernetiko in robotiko, 
Institut Jožef Stefan

Institut Jožef Stefan je vodilni Slovenski znanstveno-raziskovalni institut, ki 
pokriva velik spekter osnovnega in uporabnega raziskovanja. Raziskovalna 
področja so proizvodne in nadzorne tehnologije, komunikacijske in računalniške 
tehnologije, tehnologije znanja, biotehnologije, novi materiali, okoljske tehnologije, 
nanotehnologije in jedrski inženiring.

Raziskovalni odsek za avtomatiko, biokibernetiko, in robotiko sestavlja 
interdisciplinarna skupina raziskovalcev, specializiranih za elektro-, strojni- in 
bio-mehanski inženiring, računalniške znanosti in uporabno matematiko z 
raziskovalnim žariščem na področjih avtomatike, robotike, (vključno z inteligentnim 
nadzorom, humanoidi, kognitivno robotiko, in robotskim vidom), biokibernetike, 
kineziologije, ergonomike in okoljske fiziologije. Skupna tema vseh naših 
raziskovalnih prizadevanj je optimizacija “vedenja človeka in stroja”, vključno z 
interakcijo z okoljem. S kombiniranjem inženirskih znanosti in življenjskih znanosti, 
smo uspeli opazno prispevati k razvoju novih metod za senzorimotorično učenje s 
posnemanjem in treningom, k opremi in pripomočkom za  simulacijo planetarnega 
habitata, sistemom humanoidnega vida, modelom človeškega telesa, ki služijo 
kot osnova za oblikovanje antropomorfnih sistemov, itd. 
Oddelek obsega tri skupne, katerih cilji raziskovanj se 
prekrivajo: Avtomatika in inteligentni robotski nadzor, 
Humanoidna in kognitivna robotika, ter Okoljska fiziologija 
in ergonomika.

Na začetku je bil skupni imenovalec raziskav in razvoja v 
robotskih skupinah interakcija ljudi z avtomatiko, tehnologijo 
in roboti, saj se navezujejo na procese industrijske izdelave, 
biomedicinski inženiring, in rehabilitacijo. Zdaj pa so se 
raziskave razširile na človeško gibanje ter človeško-robotsko 
partnerstvo in sodelovanje. Naše teoretske raziskave pa 
imajo za cilj razvijanje vrhunskega strokovnega znanja, ki je 
potrebno za razvojne in izvedbene projekte, kot na primer 
zahtevne naloge s področja avtomatike in robotizacije, ki 
presegajo standardne ter lahko vpeljive rešitve.

Department of Automation, Biocybernetics and Robotics, 
Jožef Stefan Institute

The Jožef Stefan Institute is the leading Slovenian scientific research institute, 
covering a broad spectrum of basic and applied research. The subjects concern 
production and control technologies, communication and computer technologies, 
knowledge technologies, biotechnologies, new materials, environmental technologies, 
nanotechnologies, and nuclear engineering.

Department of Automation, Biocybernetics and Robotics is an interdisciplinary 
group of researchers specializing in electrical, mechanical and biomechanical 
engineering, computer sciences and applied mathematics with the research focus 
in the fields of automatics, robotics (including intelligent control, humanoids, 
cognitive robotics, and robot vision), biocybernetics, kinesiology, ergonomics and 
environmental physiology. The common theme in all our research endeavours is 
optimising “behaviour of man and machine”, accounting for the interaction with 
the environment. By combining engineering sciences and life sciences, we have 
been able to make significant contributions to the development of new methods for 
sensorimotor learning by imitation and coaching, a planetary habitat simulation 
facility, humanoid vision systems, models of human body that serve as a basis 

for the design of anthropomorphic systems,  etc. The 
department has three groups with overlapping research 
foci: Automation and intelligent robot control, Humanoid 
and Cognitive Robotics, and Environmental Physiology and 
Ergonomics.

Initially the common denominator in the robotic groups’ R&D 
was the interaction of humans with automation, technology 
and robots, as it relates to industrial manufacturing 
processes, biomedical engineering, and rehabilitation. 
Present research has now expanded this to include human 
movement and human-robot partnership and co-operation. 
Our theoretical research is aimed at developing the 
proficiency necessary for development and implementation 
projects, like demanding automation and robotization tasks, 
which surpass standard and easily applicable solutions.

RAZSTAVA / EXHIBITION



7

Fakulteta za računalništvo in informatiko Ljubljana
Dr. Borut Batagelj (SLO), Bojan Klemenc (SLO), Robert Ravnik uni. dipl. ing. (SLO), Prof. dr. Franc Solina (SLO)

Computer Vision Laboratory

An ongoing collaboration with the New media department of the Academy of Fine 
Arts at the University of Ljubljana supports the creation of interactive art installations 
using the latest information technology. The art projects serve as an excellent frame 
for testing our research results in practical applications, in particular, we applied 
face detection in the installation “15 seconds of fame”, body position tracking in 
“Virtual skiing” and locomotion-based person identification in “Coincidence-matrix-
dating club” project.

The laboratory is involved in basic research in computer vision, trying to extract 
as much information from pictorial material as possible, with emphasis on object 
segmentation, recognition and tracking, face detection, face and iris recognition, 
panoramic imaging, texture processing, range image interpretation, real-time and 
multimedia applications.

The big brother is watching you!

The installation is housed in a dark room  where the only illumination comes from the 
video projection. When you enter the room you will meet the eyes of the Big Brother 
from the film 1984 after George Orwell's novel of the same name.

The eyes of the Big Brother will follow you wherever you will move in the room since 
he will know exectly where you are in the room. There will be no way to escape 

his gaze. This should be a rather unnerving situation. The 
system will know your position by tracking your face with a 
video camera. The video projection will deform in real-time 
so that the face of the Big Brother will appear the same 
wherever you move in the room. In contrast to traditional 
perspectival anamorphosis which requires an accurate, 
often\textit{eccentric} viewpoint, this installation uses 
anamorphosis to separate the human spatial orientation 
from the visual cues and can thus provoke a crisis in the 
visual faculty-- -wherever you move in space, you see the 
same re-formed image.

On a symbolic level the installation epitomizes the 
personification of ubiquitous video Surveillance systems 
and Surveillance in general since we are followed 
wherever we go and whatever we do.

Laboratorij za računalniški vid

Že dolgo sodelujemo z Oddelkom za nove medije na Akademiji za likovno 
umetnost Univerze v Ljubljani, ki nam omogoča ustvarjanje interaktivnih umetniških 
inštalacij z uporabo najnovejše informacijske tehnologije. Umetniški projekti 
služijo kot odličen temelj za testiranje naših raziskovalnih rezultatov v praktičnih 
aplikacijah: iskanje obrazov smo uporabili v inštalaciji “15 sekund slave”, sledenje 
poziciji telesa v inštalaciji “Virtualno smučanje”, identifikacijo oseb na podlagi 
gibanja pa v projektu “Coincidence-matrix-dating club”.

V laboratoriju se ukvarjamo z bazičnimi raziskavami na področju računalniškega 
vida, s poudarkom na interpretaciji globinskih slik, razpoznavanju objektov, 
sledenju objektom, iskanju in razpoznavanju obrazov, panoramskih slikah in 
večpredstavnostnih aplikacijah.

Veliki brat te gleda!

Instalacija je umeščena v temno sobo, kjer edina svetloba prihaja le z video 
projekcije. Ko stopiš v sobo se boš soočil z Velikim bratom iz filma 1984 posnetem 
po istoimenskem romanu Georga Orwella. Oči Velikega brata te bodo sledile 
kamorkoli se boš premaknil v sobi, saj bo vedel točno kje v sobi se nahajaš. Nikakor 
se ne boš mogel izogniti njegovemu pogledu. To te bo najbrž kar vznemirilo.

Sistem bo zaznal tvoj položaj v sobi s sledenjem tvojega obraza z video kamero.
Video projekcija se bo temu primerno deformirala tako, 
da bo obraz Velikega brata na pogled enak ne glede 
kam se boš premaknil v sobi. Za razliko od tradicionalne 
perspektivne anamorfoze, ki zahteva natančen, običajno 
oster zorni kot, ta instalacija uporabi anamorfozo, da bi 
ločila naš občutek za gibanje v prostoru od naših vidnih 
zaznav in nas na ta način zmedla - - - kamorkoli se bomo 
premaknili v prostoru, bomo videli povsem enako sliko.

Na simbolični ravni instalacija uteleša vseprisotne video 
nadzorne sisteme in nadzorne sistem na sploh, saj nam ti 
sledijo kamorkoli gremo in karkoli počnemo.

RAZSTAVA / EXHIBITION
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JedinicaJedan / UnitOne, 2013
The fluorescent light - electromagnetic field orchestra

Are we romantic?
Probably it happened at least once in your lifetime that you were wondering about 
how lightening and thunder occur and what is the relation between the two? 
JedinicaJedan excites a viewer with a similar wondering – how the visual and sound 
materialization of physical phenomenons function and what is the relation between 
the sound and the visual effects produced by Doepner's device? JedinicaJedan 
consists of three antennas made from enameled copper wires to which fluorescent 
lights are attached.
The ignition of the lamps is controlled by PC and micro-controller board – when the 
fluorescent lamps are starting to light they emit electromagnetic frequencies which 
are caught by the antennas. By connecting the antennas to a sound system, the 
electromagnetic frequencies become audible, after being additionally tuned on the 
mixing desk by the artist.

Stefan Doepner (D)
JedinicaJedan / EnotaEna / EnotaEn, 2013
Fluorescentna svetloba – orkester elektromagnetnega polja

Ali smo romantični?
Verjetno se vam je pripetilo vsaj enkrat v življenju, da ste se spraševali, kako pride 
do groma in strele, in kakšna je povezava med njima? JedinicaJedan EnotaEna / 
EnotaEn vznemirja  gledalca s podobnim spraševanjem – kako delujejo vizualne 
in zvočne materializacije fizikalnih fenomenov, in kakšen je odnos med zvokom in 
vizualnimi efekti/učinki, ki jih proizvaja Doepnerjeva naprava? 
JedinicoJedan EnotoEno/EnotoEn sestavljajo tri antene iz emajlirane bakrene 
žice, na katere so pripete fluorescentne luči. Prižig luči nadzorujeta PC/osebni 
računalnik in mikro-nadzorna plošča; ko se fluorescentne svetilke začno prižigati, 
oddajajo elektromagnetne frekvence, ki jih lovijo antene. S povezavo anten na 
zvočni sistem postanejo elektromagnetne frekvence slišne, potem, ko jih umetnik 
uglasi na mešalni mizi. 

RAZSTAVA / EXHIBITION
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Jorge Gálvez Gabarda (SP) 
Jurišniki 

Jurišniki so serija fotografij, večina katerih kombinira fotografske in sintetične 
podobe. Uporablja različne vire podob za ozadja, pred katerimi potekajo 
intervencije. Ti viri obsegajo tako podobe svetovno znanih umetniških del, kot 
podobe priljubljenih lokacij v Trbovljah. Proces intervencije vključuje sintetično 
simulacijo in integracijo 3D modela figure Stormtrooperja, (vladni vojak iz sage 
Vojna zvezd) znotraj slike, ki ustvarja osebno vesolje med realnostjo in fikcijo.

Troopers

Troopers is a series of photographs mostly combining photographic and synthetic 
images. It uses different sources of images as a backdrop where intervention is 
preceded. These sources range from some world famous art pieces to popular 
local venues of Trbovlje, and social panorama. The process of intervention involves 
a synthetic simulation and integration of the figure of a 3D model of a Stormtrooper 
(Imperial soldier from Star Wars saga) inside the picture, creating a personal 
universe between reality and fiction.

RAZSTAVA / EXHIBITION
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Maja Smrekar (SLO) 
Zgodovina prihodnosti

Zgodovina prihodnosti nas popelje skozi časovno potovanje po kinematografskem 
arhivu mednarodne produkcije filmov znanstveno-fantastičnega žanra, sestavljeno 
v multimedijsko predstavitev vsebinskega sklopa reprezentacij možnih realnosti 
prihodnosti in sedanjosti, ki si kronološko sledijo od leta 1895 do 2009, v prihodnosti 
pa se pojavijo na časovnici, ki se konča v letu 802.701. Interaktivna infrastruktura 
multimedijske instalacije uporabniku ponuja izbor vsebin, v okviru katerih avtorica 
predstavi družbeno-politična ozadja, ki so izoblikovala duh časa posameznega 
zgodovinskega obdobja, v katerem so izšli izbrani filmi. Predstavitev poteka v 
obliki video predavanja in v slogu philoscifi (= filozofija znanstvene fantastike). 
Skozi tematiko medijske in sociološke strukture popularne kulture avtorica v 
projektu raziskuje antropologijo strahu, povezanega s spremembami v percepciji 
narave, tehnologije in posledično družbenih psihodinamik skozi fenomenologijo 
dojemanja časa, ki ga uporabniku ponuja v obliki jukstapozicije linearnosti in 
lateralnosti.

Produkcija: Aksioma - Zavod za sodobne umetnosti Ljubljana

The History of the Future

The History of the Future takes us on a time-travel through a cinematographic archive 
of international production of science–fiction films, composed into a multimedia 
presentation of the thematic set of representations of the possible realities of the 
future and the present. They come in a chronological sequence ranging from the 
year 1895 to 2009, in the future appearing on the timeline that ends in the year 
of 802.701. The interactive infrastructure of the multimedia installation allows 
the user to select the contents, within which the author presents the socio-political 
backgrounds that have created the zeitgeist of a particular historical period in which 
the selected films were produced. The presentation takes place in the form of a video 
lecture in a philoscifi (= philosophy of science fiction) style. In this project, the author 
through the topic of media and social structure of popular culture, investigates the 
anthropology of fear, related to the transformations in the perception of the nature, 
technology, and consequently, social psychodynamics through the phenomenology 
of perception of time that she offers to the user in a form of juxtaposition of linearity 
and laterality.

Production: Aksioma - Institute for Contemporary Art, Ljubljana

RAZSTAVA / EXHIBITION
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Študij videa in novih medijev je bil uveden na Akademiji leta 1988. Vključuje 
tako konceptualizacijo teoretičnih temeljev, kakor tudi načrtovanje produkcijskih 
postopkov ter izumljanje vmesnikov za interaktivno komunikacijo v realnem času. 
Vsak projekt vodi produkcijska ekipa, ki vključuje avtorja (študenta/študentko 
na Akademiji) ter študente Fakultete za Računalništvo in informatiko v Ljubljani. 
Dela so rezultat uspešnega modela mreženja ter interakcije med umetnostjo in 
znanostjo. 
Ti programi Akademijo uvrščajo med vodilne na področju izobraževanja mladih 
umetnikov s področja novomedijske prakse v Sloveniji. Njeni študentje so uspešno 
zastopani na medijskih razstavah in festivalih, tako doma kot v tujini. Zgolj v 
zadnjih dveh letih so bila njihova dela razstavljena na U3 – 7. Trienalu sodobne 
Slovenske umetnosti, v Muzeju sodobne umetnosti v Ljubljani, na 1.3 Mednarodnem 
festivalu videa in novih medijev, v Mestni galeriji v Ljubljani, na Real Presence, 
na Umetnostnem bienalu v Istambulu (2007), ter kot del razstave Entertain, v Sc 
Galeriji v Zagrebu, na festivalu Speculum Artium 08–13, na razstavi treh akademij 
Ljubljana – Trbovlje, ter Dunaj – Praga v Mestni galeriji Ljubljana, Immaterial, 
Atelier v Frankfurtu, in Oscillation v FabrikArte v Padovi.

Predstojnik smeri za video in nove medije na Akademiji, Prof. Srečo Dragan

Video and new media studies were launched at the Academy in Ljubljana in 1988. 
They include conceptualisation of theoretical foundations as well as the planning 
of production procedures and the invention of interfaces for interactive real time 
communication. Each project is managed by a production team that involves the 
author (student at the Academy) and students from the Faculty of Computer and 
Information Science in Ljubljana. The works are the result of a successful model of 
networking and the interconnection of arts and sciences. 
The programmes place the Academy among the leading educators of young 
artists in the field of new media practices in Slovenia. Its students are successfully 
featured at media exhibitions and festivals at home and abroad. In the last two 
years alone, their works have been exhibited at the U3 – the 7th Triennial of 
Contemporary Slovene Art, at the Museum of Modern Art in Ljubljana, the 1.3 
International Festival of Video and New Media, at the City Gallery of Ljubljana, 
the Real Presence, at the Istanbul Art Biennial (2007), and as part of the Entertain, 
exhibition at the SC Gallery in Zagreb; the Speculum Artium 08–13, exhibition of 
the three academies Ljubljana – Trbovlje, and Vienna – Prague, at the City Gallery 
of Ljubljana; Immaterial, Atelier in Frankfurt, and the Oscillation at FabrikArte in 
Padua, Italy.

Head of video and new media chair at the Academy, Prof. Srečo Dragan

Univerza v Ljubljani Akademija za likovno umetnost in 
oblikovanje

Tjaša Zmrzlak, Dunja Rosina in Sandi Gec (SLO)
Perkmandeljc

"Perkmandeljc v rudniku" je dvodimenzionalna igra, pri kateri je poudarek na 
interaktivnosti. Prav zaradi tega smo namesto miške uporabili kinect, saj ta naprava 
interakcijo intenzivira s tem, da mora igralec uporabiti celotno telo kot interaktivno 
kinetično platformo.
Perkmandeljc je pravljično bitje iz rudarskih legend. Po izročilu je ta škratek zelo 
nepredvidljiv, navihan in nagajiv. Interaktivna igra sledi tem glavnim postolatom, 
je naključna in nepredvidljiva.

“Perkmandeljc in the mine” is a very simple two-dimensional game, which focuses 
on the interactivity. That is why we use Kinect instead of the mouse, because this 
device is the interaction between the game and the players. The particiopant is 
playing the game with entire body, which is used as an interactive cinetic platform.

Perkmandeljc is a character from the miners legends. According to the stories 
Perkmandeljc is very unpredictable, playfull and mischievous. The game is also like 
that - unpredictable and mischievous.

RAZSTAVA / EXHIBITION
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Arnulf Rainer for Digital Performers, concert version

Arnulf Rainer for digital performers is a re-enactment from the composition Arnulf 
Rainer made by Peter Kubelka, which creates its visual aesthetic from the essence of 
the cinematic image: light and its variations. Like digital systems, it only comprises 
a binary alternation of light and no light. The storyboard is a composition which 
appears as a digital sequence. Arnulf Rainer for digital performers is based on 
software that analyses in real time a remade composition of Peter Kubelka, in order 
to extract the status (black or white) for each frame. Afterwards the main computer, 
metaphorically seen as the director, sends the status to a device ensemble meant 
as players, in order to perform the composition. Their interpretation becomes the 
real performance that underlines the visual property of each performer. Arnulf 
Rainer for digital performers is a concert played by visual media that propose a 
contemporary aesthetic of the original score.

Univerza za umetnost in dizajn Linz, oddelek Novih medijev - 
Interface Culture / University of Art and Design in Linz -New 
media department Interface Culture

Že devet let magistrski študij na oddelku za Kulturo vmesnikov na Inštitutu za 
medije (Institute of Media) na Univerzi za umetnost in oblikovanje (University of 
Art and Design) v Linzu, v Avstriji izobražuje študente na področju interaktivne 
umetnosti, vmesnikov in interaktivnega oblikovanja. Vsako leto so izbrani projekti 
predstavljeni na festivalu Ars Electronica v Linzu v Avstriji, več teh projektov pa 
potuje tudi na razstave v okviru drugih medijskih festivalov po svetu. Že tretjič smo 
se razveselili priložnosti, ki nam jo je ponudila Maša Jazbec, da predstavimo 
izbrane študentske projekte na festivalu Speculum Artium v Trbovljah, v Sloveniji. 
Sodelovanje na tem festivalu je za nas velika priložnost za mednarodno promocijo 
naših aktivnosti, ter da hkrati poiščemo nove talente na področju Slovenije. Več 
študentov je že prišlo študirat v Linz, to pa je vodilo v bogato kulturno izmenjavo 
in plodne osebne povezave. Letos se bo oddelek za Kulturo vmesnikov (Interface 
Culture) predstavil prek interaktivnih letečih planetov Chiare Esposito, svetlobno-
zvočnega performansa v realnem času, ki se nanaša na Avstrijske umetnike 
in eksperimentalnega cineasta Petra Kubelko, avtorja Alessia Chierico, ter 
kontekstualno vizualizacijo urbanih okolij, avtorja Jaaka Kaevatsa. Bodimo 
interaktivni!

Vodstvo oddelka za Kulturo vmesnikov (Interface Culture) Linz, Univ. - Prof. Dr. 
Christa Sommerer

For nine years the Interface Culture master study programme at the Institute of 
Media at the University of Art and Design in Linz, Austria has been educating 
students in the areas of interactive art as well as interface and interaction design. 
Each year selected projects are presented at the Ars Electronica Festival in Linz, 
Austria, and several of these projects also travel on, to be shown at other media art 
festivals around the world. For the third time we are glad to have been given the 
opportunity by Maša Jazbec to present selected student projects at the Speculum 
Artium festival in Trbovlje, Slovenia. The collaboration with this festival is a great 
chance for us to promote our activities internationally, and also to find new talents 
in the Slovenian region. Several students from Slovenia have already come to 
Linz for their studies, and a great cultural exchange and many fruitful personal 
connections have been spawned through these activities. This year the Interface 
Culture programme will present itself through the interactive flying plants by Chiara 
Esposito, a real time light and sound performance in reference to Austrian artists 
and experimental film maker Peter Kubelka, by Alessio Chierico, as well as a 
contextual visualisation of urban environments by Jaak Kaevats. Let's interact!

Head of department: Univ. Prof. Dr. Christa Sommerer

Alessio Chierico (IT)
Arnulf Rainer za digitalne performerje, koncertna oblika

Arnulf Rainer za digitalne izvajalce je  reenactment iz skladbe Arnulf Rainer, dela 
Petra Kubelke, ki ustvarja svojo vizualno estetiko iz bistva filmske podobe: svetlobe 
in njenih variacij. Enako kot digitalne sisteme, jo sestavlja zgolj binarna alternacija 
prisotnosti svetlobe in odsotnosti svetlobe. Snemalno knjigo predstavlja skladba, 
ki se pojavi v obliki digitalnega zaporedja. Arnulf Rainer za digitalne izvajalce 
temelji na programski opremi, ki v realnem času analizira prenarejeno skladbo 
Petra Kubelke, z namenom, da bi iz nje ekstrahiral določeno stanje (črno ali belo) 
za vsak kader. Zatem glavni računalnik, ki ga metaforično vidimo kot direktorja, 
pošlje to stanje ansamblu naprav, ki predstavljajo izvajalce, da izvedejo skladbo. 
Njihova izvedba postane resnični performans, ki poudari vizualno lastnost  
vsakega izvajalca. Arnulf Rainer za digitalne izvajalce predstavlja koncert, ki ga 
igrajo vizualni mediji, ki s tem uvajajo neko sodobno estetiko originalne partiture.

RAZSTAVA / EXHIBITION
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Sometimes a plant dreams of flying.

Movements in plants are usually imperceptible and only associated with growth, or 
following the sun. Plants that are capable of rapid movements look like animals or 
strange chimeras. But some plants indeed have an affinity for the air and the flight: 
some have no roots and get their nutrients from the air, others use the wind to let their 
seeds move quicker, or need the action of insects or birds to reproduce. Dandelions 
let their seeds fly gently; other plants spit them out like rockets. Every plant reacts to 
the environment in a different way. In the artwork The Dream of Flying, an interface 
enables a plant to control a body extension: a small flying device. The interface 
measures the electrical activity of the plant and uses the gathered data to control 
the flight. Here, the plant works as an actor and a sensor, creating an open system 
in which visitors and the environment are actively participating in influencing the 
pattern of the flying device.

Chiara Esposito (IT)
Včasih rastlina sanja o letenju.

Gibov v rastlinah po navadi  nismo sposobni zaznati, povezujemo pa jih le z rastjo 
ali sledenjem soncu. Rastline, ki so sposobne hitrih gibov izgledajo kot živali ali 
čudne himere.
Vendar imajo nekatere rastline zares simpatijo do zraka in leta: nekatere 
nimajo korenin in hranilne snovi dobijo iz zraka, druge uporabljajo veter, da se 
njihova semena premikajo hitreje, ali pa potrebujejo dejavnost žuželk ali ptic 
pri razmnoževanju. Regrat pusti, da njegovo seme nežno leti, druge rastline 
ga izpljunejo kot rakete. Vsaka rastlina reagira na okolje na drugačen način. 
V umetniškem delu Sanje o letu vmesnik omogoča rastlini, da nadzoruje telesni 
podaljšek; majhno napravo za letenje. Vmesnik izmeri električno aktivnost rastline, 
in pridobljene podatke uporabi za nadzor nad letom. Rastlina v tem primeru deluje 
kot aktivni udeleženec in senzor, ter ustvarja odprt sistem v katerega so obiskovalci 
in okolje aktivno vključeni z vplivom na vzorec napravice za letenje. Street-Scape

Street-Scape is a contextual visualisation of an urban environment.
The walking direction of the people in the street is plotted in one direction on the 
5-minute timeline to make the relative distances between each other more apparent. 
The visualisations are rendered in a way that produces the people walking 5 km/h 
(average walking speed) in original proportions, while everyone moving faster 
becomes narrower, and everyone slower is mapped respectively wider.
Street-Scape renders the captured people anonymous while revealing their 
demographic qualities such as their approximate age and gender; thus, presenting 
the relative portion of children, grown-ups, elderly, cyclists, etc on a particular 
location during the visualised time.

Jaak Kaevats (EE)
Ulični pogled

Street-Scape je kontekstualna vizualizacija nekega urbanega okolja.
Smer hoje ljudi na ulici je grafično prikazana v eni smeri na 5-minutni časovnici, 
da bi s tem relativne razdalje med njimi napravili bolj očitne. Ponazoritve so 
predstavljene na način, ki prikaže ljudi, ki hodijo s hitrostjo 5 km/h (povprečna 
hitrost hoje) v originalnih proporcih, vsakdo, ki se giblje hitreje je prikazan ožji, 
medtem ko je tisti, ki je počasnejši, kartiran merilu ustrezno širši.
Street-Scape ohranja anonimnost tako zajetih ljudi, razkrije pa njihove demografske 
lastnosti, kot na primer njihovo približno starost in spol. Predstavi relativno število 
otrok, odraslih, starejših, kolesarjev, ipd., na določeni lokaciji v predočenem času.

RAZSTAVA / EXHIBITION



14

“Fashion as a whole is a farce, completely”.
(Edie Sadgwick)

This interactive project presents criticism of cruel fashion industry and its 
consequences which are shown in manifestation of child labour.
Since we live in a capitalist society, where consumption is part of the everyday life, 
fashion industry represents those goods that top this pyramid. Semiotics assumes that 
a visual image and its corresponding signs can be read as a text. Clothing and body 
decorations not only have their own language, but can be read as an explanation 
of a human personality and character. Semiotics of culture represents an important 
part of visual rhetoric as a dress code can be converted into conversation. Each 
individual has a modified set of beliefs and opinions, and with the use of the body, 
tries to project one’s own identity. The way one dresses articulates an individual. 
Fashion is a language of signs, symbols, iconography and body language. The 
lack of knowledge about the unconscious symbolism which refers to the shape, 

texture, human posture, colour, and 
other expressive elements of a given 
culture makes the understanding of the 
phenomenon of fashion quite complex, 
but, …
What happens when creation of a cultural 
achievement results in exploitation of 
labour, especially of children? What, 
when the fashion industry deprives 
children of their childhood; what, when they 
are victims of fatal working conditions, eye 
problems, lung ailments, heat exhaustion, 
cuts, and burns, ...

Đejmi Hadrović (SLO), Damir Raković (SLO)
"Moda je v celoti popolna farsa”.
(Edie Sadgwick)

Ta interaktivni projekt predstavlja kritiko krutosti modne industrije in njenih posledic, 
ki se kažejo v pojavu otroškega dela.
Odkar živimo v kapitalistični družbi, v kateri je potrošništvo del vsakdana, 
predstavlja modna industrija eno tistih dobrin, ki se nahajajo prav na samem vrhu 
te piramide. Semiotika predpostavlja, da se vidna podoba in njej ustrezni znaki 
dajo brati kot besedilo. Ne le, da imajo oblačila in telesno okrasje svoj lastni jezik, 
lahko se berejo kot razlaga človekove osebnosti in njegovega značaja. Semiotika 
kulture predstavlja pomemben del vizualne retorike, saj se predpise oblačenja 
(dress code) lahko preoblikuje v pogovor. Vsak posameznik poseduje modificiran 
niz prepričanj in mnenj, in s pomočjo telesa poskuša projecirati svojo identiteto. 
Način oblačenja artikulira posameznika. Moda je jezik znakov, simbolov, 
ikonografije in govorice telesa. Zaradi pomanjkanja znanja o podzavestnem 
simbolizmu, ki se nanaša na obliko, 
teksturo, človekovo držo, barvo, 
in druge izrazne elemente dane 
kulture, je razumevanje fenomena 
mode kompleksno. Vendar, …
Kaj pa, ko je rezultat kreacije 
kulturnega dosežka izkoriščevalsko 
delo, še posebno otroško? Kaj pa, 
ko modna industrija oropa otroke 
njihovega otroštva; kaj ko postanejo 
otroci žrtve pogubnih delovnih 
pogojev, težav z vidom, pljučnih 
bolezni, vročinske izčrpanosti, ureznin, 
opeklin, ...

RAZSTAVA / EXHIBITION
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INCITE (DE)

Elektronski avdio-vizualni duet iz Hamburga, Kera Nagel in André Aspelmeier, 
mešata očem privlačno eksperimentalno avdio-vizualno umetnost z dinamičnimi 
popačenimi IDM ritmi, duet med seboj križa svetova umetnosti in klubov, ter ustvarja 
intenzivna doživetja za uho in oko. Fragmentirani električni junk, krhki izbruhi 
statičnega hrupa, in posebno nabiti sub-bass udarci se pridružijo abstraktnim 
monokromatskim predstavam. Incite igrata resno čuden kleč in kvazi plesne ritme v 
sinhroni povezavi z intenzivno optiko prikazov sive skale, od abstraktnih do napol 
pripovednih.

The Hamburg-based audio-visual electronic duo of Kera Nagel and André 
Aspelmeier are mixing eye-catching experimental audio-visual art with dynamic 
distorted IDM grooves. The duo criss-crosses the worlds of art and clubs, creating 
intense experiences for the ears and eyes. Fragmented electric junk, fragile bursts 
of static noise and extra-charged sub-bass-kicks join the abstract monochromatic 
imagery. Incite play seriously weird glitch and quasi-danceable grooves in synced 
conjunction with intense grayscale visuals ranging from the abstract to semi-
narrative.

CADLAG (SLO)

CADLAG je noise/drone projekt, ki ga sestavljajo člani zasedb PureH, 
Dodecahedragraph, Extreme Smoke, Earslaughter itd.
Modus operandi njihovega pristopa temelji na dronersko orientiranih teksturizacijah, 
na plastenju nojzerskih gmot in randomiziranih oblik digitalno-algoritmičnih 
parametrov in analognih oscilacij, ki se sprevračajo po grid-pokrajinah z industrijsko 
kombinatoriko zvoka in erupcijami nojzerskega hrupozvočja. Vizualna instalacija 
njihovega performansa, ki podpira tovrstno masivno zvočno zgradbo, vključuje 
TV šum in VHS teksture.

CADLAG is a noise/drone project, brought to the fore by members of PureH, 
Dodecahedragraph, Extreme Smoke, Earslaughter etc. 
Their influences and output ranges from gri(n)dcore to live experimental music 
and electronic manipulations of sound, using both analog and digital means to 
compress the drone oriented grid-landscapes and cacophonic palletes of industrial 
sonorousness i.e. fuelled with spasmodic eruptions and convolutions of noise-
paroxysma-mathema-machinations. Their visual installation implements TV noise 
and VHS textures, tightened together with the massive building of overdrived walls 
of sound.
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The Chipolo Team - Nollie Apps in Geatronik (SLO)
Chipolo

Nollie Apps d.o.o. je start-up podjetje, ki je ustvarilo popularno igro Activity 
Original za iOS. Igra je popularna že več kot 20 let, in ima preko 6 milijonov 
igralcev po vsem svetu.
Poleg aplikacij za iOS naprave pa razvijajo tudi aplikacije za platformi Android 
in Windows Phone, ter spletne rešitve, ki temeljijo na HTML 5 tehnologiji. "Želja po 
zadovoljstvu naših strank, nas vodi k opravljanju naših storitev na visokem nivoju 
in brez kompromisov", je dejal Primož Zelenšek, direktor podjetja Nollie Apps.
Chipolo je rezultat izjemnega sodelovanja podjetji Nollie Apps d.o.o. in Geatronik 
d.o.o.. Produkt temelji na najnovejši Bluetooth LE (4.0) tehnologiji, izjemnem 
oblikovanju, ter uporabnosti mobilne aplikacije.
Chipolo je modni dodatek, ki je je povezan s pametnim telefonom. Tako omogoča 
brezskrbnost uporabnika, saj ima le-ta vedno vpogled, kje se nahaja Chipolo. 
Chipolo je v celoti izdelan v lokalnem okolju, iz najboljših materialov in najnovejše 
tehnologije.

Nollie Apps d.o.o. (Ltd.) is a start-up company that created a popular game Activity 
Original, for iOS. The game has been popular for over 20 years, and it has over 6 
million of players all over the world.
Beside the applications for iOS devices, they develop applications for the Android 
and Windows Phone platforms, and also web solutions based on HTML 5 technology. 
"The desire to satisfy our customers is motivating us for a peak performance, with 
no compromises"; says Primož Zelenšek, the director of Nollie Apps company.
Chipolo is a result of remarkable collaboration of the Nollie Apps d.o.o. (Ltd.) and 
Geatronik d.o.o. (Ltd.) companies. The product is based on the latest Bluetooth 
LE (4.0) technology, outstanding design and the applicability of the cell phone 
application.
Chipolo is a trendy accessory, linked to a smart phone. It ensures the user a carefree 
usage, as he/she always has the insight to where Chipolo is.
Chipolo is produced entirely locally, from most quality materials and the latest 
technology.
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DIGITALBIGSCREEN 2013

Sodelujoči / Participants
Ioanna Plessa				    Veil of Truth
Francesca Fini				    Whitenoise Generale
Francesca Fini				    Wombs
Lenka Klimesova				    Mimesis
Magdalena Samborska			   Birth of Decay
Marjan Korenjak				    Hey You
Paride di Stefano				    Atlante VIII Caos
Sandra Araújo				    Runtime Error
Sandra Araújo				    Tape Loading Error
Sarawut Chutiwongpeti			   Critical Time
Sophie Gateau				    Rivers
Suzana Švent				    Belief
Ulrike Asamer				    The Last Saturnalia - Revenge of the Tranimals
Urban Bradeško, Miha Janež			   The Angry Silence
Urša Meke				    1985 Wing For Tomorrow
Valerie Wolf Gang				    Spatium 2.0 / 2. nagrada - 2nd prize

Valerie Wolf Gang				    Lucidne sanje v mehaničnem svetu
Victor Arroyo				    Parc Mont Royal
Fenja Tsami, Ioanna Plessa			   ayloN
Alina Ozerova				    Semiotics of Aliveness / 1. nagrada - 1st prize

Ana B					     The Kingdom / 3. nagrada - 3rd prize

Barbara Jazbec V.A.T.			   errorism
Ekipa Luksuz				    Katarsys
Marjan Auguštin				    1234
Đejmi Hadrovid V.A.T.			   Replicant
Andrej Uduč V.A.T.				    Persistence of Digital Memory
Simon Šerc, Neven M Agalma		  Derivat
Vid Šteh V.A.T.				    Mesto iz papirja

Ana B
The Kingdom

In a near future, humans may well be imprisoned in their own technological 
creations: always in a quest for individual freedom, the fact is that the borders 
between humanism (freedom) and animalism (instinct survival) will still be the 
taxonomies that rule our social behavior and our imagery. This video is an allegory 
of the Human rituals while wildlife is in a danger of extinction.  The video is a 
tableau that explores the illusion of reality and the power of the false: amazingly 
human if still dangerous.

Valerie Wolf Gang
Spatium 2.0

Spatium 2.0 is an art installation game: it’s a making of a virtual person, divided on 
three parts: SUPEREGO, EGO, ID. The point of the installation game is that people 
find the parts by themselves through searching for it and simultaneously connect the 
meaning and the message that the installation holds. The installation was build on 
three floors, where Superego was on the highest floor, Ego in the middle and ID 
in the basement. The idea is that the public input into the installation happens only 
through Superego (which is collective unconscious) and by that we influence on 
Ego. Ego is made out of different social profiles and changes it’s profile every time 
someone writes something in Superego, like people change masks when society 
influences on them. In the meanwhile ID, which are our unconscious aggressive 
and sexual needs, is happening independently and we have no control on it but 
nevertheless effects us just the same if not more and it manifests as an unpredictable 
flashes through Ego.

Alina Ozerova
Semiotics of Aliveness

Aliveness – if consider it to be a semiotic process – in other words can mean that we 
are ‘moving images’ then (the images that we bear) in a broader sense. Individuals 
are born without built-in metal content or knowledge about what’s considered to be 
human or alive, to be corpus or an object, body or material. 
Semiotics of aliveness as a research includes the study of the difference between 
alive, mechanic, moving and reproducing through images, projections, three-
dimensional objects, human body parts and sounds. And how those visual and 
auditory symbols could be alienated if the perspective changes.
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