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Virtual Street Art

...

It is uncertain how to describe the street-art movement. As the name implies
they all use the outdoor city as a medium, but their strategies vary. The most
well-known street-art is predominantly 2D, pictural work. The paintings often
include strange, colorful, freehand words written on walls, or stencilled images.
However the scene also holds artists making 3D, interactive, performative, sound,
conceptual and new media works. Originating from the early eighties, street art
has gotten time to develop itself and its aggressive creators have used that time
well. And now street art movement is changing with the use of internet and social
networks.
Through the use of the Internet and social media, street artists have started
promoting themselves using street-art blog magazines, portfolio websites and
social networks. They have shaped their corner of the Internet to become their
own controlled media, a place where the message they want to share doesn’t get
tainted by the opinions of other, external, media. To find out more about the
ways in which street artists use new media, I interviewed Boya, an graffiti artist
from Suadiye, Istanbul. He is using «Boya!» as a slogan and as a nick name.
«Boya» means «paint it» in Turkish. He is using it to give an order to his
audience. Before we started the interview he wanted to explain himself.
Interview with Boya
Because we are discussing street art and graffiti, I will first tell you my point
of view. In Istanbul, where I come from, there is no street art scene, just
people illegally painting on the walls. Besides that, nobody is sticking posters
on the walls or placing sculptures in the street. Old-school graffiti has been
evolving over the years, but the act is still the same. I cannot call myself a
street artist, me and my friends around me describe ourselves as «graffitici»
(«graffiteers»)
How is the Internet affecting street artists, how is it affecting you? Also, how
does it affect your movements around the city, the way you select a place to
paint?
Thanks to the Internet, I can see a range of examples and the diversity of the
artworks developed in the public space. In the past, we got only in touch
with the direct audience, but now we are reaching people who are not present
in the artworks, in our environment. There are differences in commenting
on a picture on a website, and reacting after experiencing a real artwork. Even
if artists don’t see each other, they communicate through their artworks.
They get feedback from the people who have been exposed to the artwork,
and from other artists, by responses and interventions in the work. The
artwork generates respect for the artists. On the Internet there is a risk of
misinterpretation of the works. Now I can relate to a wider audience because
of the Internet. Even if they only do a few artworks on the street, the new
generation of artists can have a lot of reactions which can satisfy their need
for attention. When people exchange a lot of pictures on the Internet, these
will only be appreciated for a short time. When street-art images are shared
in that kind of context they will also share that kind of attention span, and
people will lose interest in them after a few seconds. No, I don’t feel the
Internet is affecting my action radius or movements when I’m out in the city.
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How is the Internet affecting the new generation of street artists?
The new generation is making strange stencils because of the Internet. They
resemble each other in shape and style and became popular in their territories.
In short, the Internet made stencilling popular. Triggered by the admiration
for street artists they see online, they are now also making stencils, which can
only be used once, and together they form a crowd of one-time performing

street artists. And for the others, those who try to make old-school street art,
the Internet is a database of styles and techniques.
Which street art magazines and networks do you follow on the Internet?
Ekosystem, Wooster, grafftube, deviantart and I get some information through
Facebook connections.
How do you exhibit your work on the Internet? What kind of social networking
platforms do you prefer?
I have a blog where I publish my artworks. There I use the same nickname I
use on the streets, and try to remain anonymous. Using this nickname I also
share my self-made music through Facebook. I also use it to communicate
with other people.
What kind of reactions do you get, on the Internet and in the real world?
If I don’t see anyone on the streets while I’m working, I won’t get any
response. I used to go back to the same place to investigate reactions. For
instance, finding a work painted over shows a problematic reaction. The
artworks I have made that have not been painted over for the last 3 years, I
regard as accepted by the community. The act itself remains illegal, and can
be enough for people to make the choice of not accepting it. This gives the
opportunity to destroy or cover up the artwork. Also the act can be stopped
by police or by bystanders. But bystanders can also show curiosity. The
artworks made in public spaces can provoke other artists to draw near them.
Waking up to see a big graffiti on the wall of your house will have a different
emotional response than seeing it on your computer monitor.
Can you say something about the audiences, on the Internet and in the real
world? Are there certain points where they meet?
The people following us over the Internet can be people that like to consume.
A reason for this may be that they don’t have a very strong relationship with
the life on the street. On the other hand, people can react in the same way
as they would have done on the street.
What do you think about fake street-art images over the Internet?
The networks I follow do not show fake images and honestly they don’t
interest me that much.
Can you say something about fake street art images as a medium for artists
and activists?
It won’t seem different to people who only see street art on the Internet. To
them, a picture of a cute cat can provoke the same reaction as a cool street
artwork. For real and fake street artworks, these reactions would be the same.
A real street art image can look like a sketch for a fake image. I can’t say
whether someone making a fake image instead of a real one is a bad thing.
Can you explain the differences between viewing anonymous Internet memes
and viewing anonymous online street art images?
Seeing an image on a computer screen can saturate a person for some time.
As a guy drawing on the streets, I don’t spend time looking for the new street
art online. The sheer number of funny, scary, pornographic, or dramatic
pictures online all reduce the value and impact of any particular image. The
amount of interest is scattered because all these images together become a
kind of visual abuse. In the end all the images will have the same effect.
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Decentralized Street Light
The “Decentralized Street Light” can be seen as a kind of circuit breaker within
the electricity system. It is a protest against the centralised character of public
fixtures and furniture in urban space. Through a simple shade which can be
opened or closed by pulling a string, the piece gives individuals the ability to
turn the streetlight off or on whenever they desire. A mock-up was initially
placed on the Mauritsstraat in Rotterdam. As a prototype, the work was open
for feedback and improvements.
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Darija Medic
I was born in Belgrade, SFRJ on the day when Tito died, five years later. The
country changed various names, but didn't seem to find a comfortable
identity ever since. Struggling with my own comfortable definitions, I am
interested in the instabilities in patterns that cast light on cultural systems of
representation and comprehension. Often dealing with and in public space,
the topics of my work tackle the construction of meaning and knowledgepower distribution through speculative interventions.
http://protopage.com/basilic.and.cinnamon
needles.and.pinheads@gmail.com
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Attention: recalculating

DAR

Modifications of a GPS navigation software that offer
customised ways of taking longer routes through
speculative scenarios.

«We become the codes we punch.» Katherine Hayles

«What is important to the individual user is that they
‘simply work’.» Wikipedia, «Cloud computing»,
http://en.wikipedia.org/wiki/Cloud_computing

Taximeter counting the maximum cost route.

«Attention: recalculating!» reflects upon the challenging nature of implicit
belief in technology through implementing customized modifications of a
navigation software.
These modifications consist of three different navigation scenarios which
range from pragmatic to speculative depending on how the software is
contextualized. Each scenario serves to negotiate the control one
(un)consciously hands over to a certain type of naturalized technology, while
the underlining code of the customizations remains identical – rather than
taking the default setting of the shortest route, it takes a convoluted one.
Contemporary technological devices mediate our perception, communication
and activities, moreover they are personalized through individual use and the
constant sophistication of software. The GPS navigation system is the
physical embodiment of technology as a guiding hand, the ultimate principle
of functionality taking the shortest way from point A to point B. It is also a
technology of locating facilitating control mechanisms on a personal level and
simultaneously «from above» by corporate and state infrastructures.
Habituated uses, expectations and in a certain sense, surrendering to
technology can become apparent through physical experience. This
experience reveals the users´ inherent trust in the accuracy and consistency of
the device that comes by automatically relying on it.
By considering scenarios of longer routes, this project «detournes» the
paradigm of efficient, fast and linear technology, offering an alternative type
of efficiency not based on destination, but on the intention behind traveling a
certain path. Through different levels of belief in what technology is capable
of, it explores how the gap between code and human language offers endless
possibilities for interpretation, speculation and manipulation.

Psychogeophysical measuring of electromagnetic fields
in order to find places in cities with less EMF
activity

Raymond Dijkstra, the maker of the shortest route
algorithm, introduced the idea of minimum cost
for the calculation of the most efficient path from
one point to another
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The first device gives taxi drivers the possibility of
earning more money by planning prolonged routes
that are undetectable by the customer.
The second makes use of the implications of
modified routes by interpreting them as directions
for escaping the police through taking less
frequently used streets.
Finally, the third scenario is the most speculative
because it is meant for reassuring the co-driver´s
sense of well-being by taking routes with less electromagnetic frequency.
Presented as implementable software, the various navigational approaches and
manners of soft manipulation can be easily practiced in everyday situations.
They are based on Navit, an open source software, which can be installed on
many proprietary navigation platforms in parallel to the default software used.
The main hack in the source code changes the manner of determining a route,
modifying the Dijkstra algorithm, a standard which navigation systems use.
All other modifications used to differentiate the scenarios are stylistic and do

RIJA
not alter the behavior of the navigation.
Customization of software (the fitting of an interface to a specific set of uses)
is broadly regarded as an addition of functionalities, which scarcely deals with
the inherent habituated uses of that software and the authority of
representation. By customizing the «look and feel» of each interface these
devices become choices similar to lifestyle products which influence our
perception of their usage. While all three strategies of navigating have the
same source code, their nature is still that of a «black box», where packaging
and customizing rhetoric come into play to hide the underlining code and
offer specialized features that persuade the user(s) into perceiving the device
accordingly. Ultimately, because of their incomprehensible inner workings,
the only way to use these promisingly manipulative devices is by believing
their appearance, therefore handing power over to them. One question that
these offers ask is how much does technology come to fit our characters and
how much do we choose our customized selves through the predetermined
functionalities offered? In the world of the ubiquitous Internet of things and
nanotechnology, the growing complexity of the technological environment
requires simplification and abstraction of parts to a minimum required for
interaction with a device. This goes beyond the proprietary mechanisms into a
general hermeticism, where the threshold of access and comprehension
outgrows the individual human capacity.

«In science and engineering, a black box is a device,
system or object which can be viewed solely in
terms of its input, output and transfer
characteristics without any knowledge of its
internal workings, that is, its implementation is
‘opaque’ (black). Almost anything might be
referred to as a black box: a transistor, an
algorithm, or the human mind».
Wikipedia, «Black box», http://en.wikipedia.org/wiki/Black_box

Through the thin line between a «deus ex machina» (Kluitenberg) and a
Frankensteinian model, the image projected onto technology becomes a mix
of expectation and fear of the sublime. This in turn gets implemented into
the progress driven production of new, always improved devices as
supplements for our biological needs, as prosthesis for our deficiencies and as
empowering enchanting objects.
Mackenzie, Adrian, «The strange meshing of
impersonal and personal forces» in Technological
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Related projects
Blast theory, Can you see me now?
http://blasttheory.co.uk/bt/work_cysmn.html
(first presented in Sheffield, UK, 2001)

http://selectparks.net/~julian/psworld/
Friedrich, Verena, Endo, 2007
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Two sides of human fascination with EMF fields:
http://psychogeophysics.org/ — Psychogeophysics
proposes a series of interdisciplinary public
experiments and workshops excavating the
spectral city and examining the precise effects of
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through pseudo-scientific measurement and
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Kircher’s acousticon, an example when high creativity
meets power-invention of an imaginative control
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Virtual», Ben Wright Film Productions, UK,
2004
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The South
Collection
The South Collection is an attempt
to understand the process of institutionalizing an object of material culture into an artifact (or how is a work
articulated to be considered as art).
Specifically, how does a contemporary public sculpture become to exist,
through creating a public artwork, by
appropriating soon to be torn down
buildings as public sculptures. The
project consists of 1) a museum/gallery entrance setup, with the official
South Collection website, catalog
and souvenir stand, with postcards
and cups, and 2) an audio guide,
mostly meant to be used in situ, on
location of the actual buildings,
while walking the district and observing them. Using the form of the
museum, the project is battling a typical understanding of public space as
being an open, participatory space for
debate. Institutionalizing freedom
(avant-garde, public actions, street
art) lessens the sole possibility of actual freedom of speech, exactly because
it becomes accepted and appropri-

ated. So if we surrender our idea of
public art coming from the public,
and accept broader interests concerning public space, who are the actual
public artists? The South Collection
leaves its authors anonymous, but the
artifact itself draws possible conclusions. In a large scale canvas of the
city, public artists become nothing
more than appropriate tools fitting in-

CI
to planned city landscapes.

Candy 2.0
This project is a comment on visual
pleasure in a visual culture. Crocked
from information, we feed ourselves
with semantic web. Information can
be of various tastes, but we rarely are
capable of observing, knowing the
content of what we consume, hardly
the effect. What do we feed ourselves
with everyday? What we see is the
package, wrapped around and
labeled. Web 2.0 proclaims semantics. Proclaims the use of signifiers-tags, which form new relations-tag
clouds and cover the sky of our information surrounding.The touchstone of our visual memory. A spider
web map of meanings.
The bon-bon- sweets (packed
information) have stickers with tags,
the same as we glue a meaning to a
certain term. They can be taken off,
4

or exchanged, as we all have different
images of the world. The colors stay,
though, so do some implicit
meanings. Some of them fall off.
Diabetes, because you should
fight against it. Junk food
information, has energy, but low
quality. An unpredictable amount of
bad sugar we take in from hour to

hour, but still stay hungry for more.
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Birgit Bachler
Birgit is an Austrian media artist with a background in interactive, audiovisual
media and programming. Her work and research focuses on the influence of
emergent media on our everyday lives and how technology is used to manipulate
social behavior. In her projects she combines the straightforwardness of code
with the unpredictability of humans and tries to create a space for playful
reflection on new media.
http://www.birgitbachler.com
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Discrete Dialogue
Network

BIR

A telephony-based communication network for leaving
anonymous voice messages to strangers in public space.

Sometimes it occurs to me that writings on bathroom walls or other forms of
simple doodling in public spaces, are more interesting to me than what I read
from people on Facebook. Most of those people we are connected to on social
network sites, we might have met once and often only briefly. I believe that the
experience of having visited the same location is a stronger connection than the
social-network favored «weak links».We know these people from school or work,
or we have some sort of shared experience with them in common. Just because
technology offers us endless possibilities to easily communicate with each other,
does that really mean we constantly should keep in touch with every person, and
know about every little step in their lives?
The Discrete Dialogue Network is a medium that works outside the business of
profile pictures, status updates and «Like»-buttons. People can leave anonymous
voice messages in public space via their mobile phones. A sticker showing a
unique number serves as the link between a location and a voice mailbox. When
calling, a person has access to all previously left messages and can record its own
voice message. The system embraces exchange with people outside one´s known
friends list, and draws invisible connections between strangers as they leave voice
messages on the same location. Unheard poetry in a backyard, the secrets of an
abandoned lot, gossip in the ladies´ room, insults at the coffee dispenser, wisdom
from a park bench, threats of the red-light district — share with the people you
do not want to meet, and would never add to your LinkedIn profile.
With this project I try to combine the concept of the social network habit of
«tagging» everything with the challenge of setting up a temporary peer-to-peer
network between strangers in public space. The tagging of a location requires a
Discrete Dialogue Network sticker containing a phone number and a unique
code. These connect callers to the messages of a particular space. Every newly
printed sticker opens up a new extension to the phone number. Sealed in an
envelope it is released in public space, inviting the finder to tag a location of its
choice and leave their voicemail for future visitors. The callers will be notified
as new messages of others are being added to the location.
All audio content is solely available through calling and is not accessible on
the world wide web. Therefore the only way to access the network is to find a
tag that have been stuck in public space. The network does not require any
conventional registration procedure that asks for personal data. Sharing on
common online social network sites is mainly about visual content, such as text,
photos and videos, and generally demands a person to first create an account and
fill in a profile. Within the Discrete Dialogue Network, recording a message is
the only step for becoming a part of the network´s narrative. In order to share
your voice you only need to have a simple mobile phone to place one call. Since
holding a cell phone to one´s ear in public has become a familiar sight, recording
a message can be done subtly, without the need of showing off any other device.
Participating means to have the ability to hear what other people have to say
without having to enter a public relationship with them. The fragility and
temporariness of the emerging links between people when listening to each others
messages are the charm of a network like this. People can remain anonymous
while still being able to connect closely to strangers, just by placing one call on
one location, leaving an invisible message in space behind.
The infrastructure is based on the Open Source telephony software
Freeswitch. Enthusiasts are encouraged to build their own Discrete Dialogue
2

RGIT
Network through an online toolkit.

THESIS ABSTRACT
«People treat Facebook as an authentic part of their lives, so you can be sure
you are connecting with real people with real interest in your products.»
https://www.facebook.com/advertising/, 2011
The trade with user-data will remain big business as long as we believe that
clicking a button can really improve our social status. In my thesis I discuss the
issue of social network sites disguising commercial interest as an enhancement
of friendship and communication. I analyze the interface of Facebook as a tool
to lure people into the business of social marketing. By doing so I set out to
criticize how this business is turning our relationship and thoughts into material
for consumer analysis.

3

Bonuskaart
Friends
2009 Bonuskaart-friends is a social
network that connects people
according to their shopping behaviour.
Just provide the system with your
bonuskaart-number and a nickname and
you will find like-minded shoppers.
Your profile does not require any
further maintenance — it creates itself
completely out of the shopping data
you give to albertheijn by swiping the
barcode of your card every time you do
your groceries. Enjoy photo galleries

RE L

of your purchased products, have a
look at your detailed shopping list and
get to know your new friends.
To counteract the mechanism of
datamining and creating profiles of
customers that could lead to false
conclusion about the person, the card
number 2620496071032 is available as
a sticker to paste onto your personal
card in order to conceal your shopping
behaviour and share one identity with
many other shoppers.

The Audiobook

Windowstills

2010 The ongoing trend towards electronic reading and the growing popularity
of e-reading devices inspired me to take a step back and have a look at the
possibilities the old-fashioned paper book offers when combining its analogue
character with electronics. As a prototype I built a drawing book that connects
to an Arduino Board and creates sound according to the drawings people make.
The book consists of six pages that include contact points which trigger sound
output when connected by a stroke. The sound changes according to the different
lengths and thicknesses of the pencil traces. Through time the book fills with
different visual traces that simultaneously create an individual sound output.
These sounds can be sequenced by scrolling through the book or altered by adding
drawings or removing streaks with an eraser.

2010 Windowstills is an interactive
map that allows the viewer to explore
Rotterdam as if the city was a social
network in which the profiles are the
windows of the inhabitant’s
apartments. The content of those
profiles is determined by the
decoration items people have put in
their windows to be seen publicly by
pedestrians. The map can be sorted by
tags and categories in order to create a
new view on the window landscape.
Very popular are symmetric
constellations of plants, figurines and
candlesticks, but also political posters,
animal motives and maritime elements.
The work questions the thin line
between public and private space based
on a typical Dutch tradition of open
curtains and the intentional decoration
of this exposed area.
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Net News Now

http://pzwart3.wdka.hro.nl/~rmonnikhof/cgibin/blog.cgi

Net News Now is an automated newspaper, programmed to run with no
assistance from professional journalists, editors or designers. It allows the user
to type in any topic and then goes on to gather the latest news, blogs, forums,
images and videos and places them into a familiar newspaper format. As
newspapers compete with the Internet, which saps their advertising revenue,
they are now resorting to putting up paywalls around their on-line versions to
finance journalists, editors and designers. However, Net News Now needs
neither adverts nor paywalls to survive. It feeds off readily available
information and makes no distinction between professionally researched news
and amateur opinion. Net News Now examines whether we need professionals
to continue to inform us, or whether the future is on the side of the
automised agent that constantly feeds our need for news.
Newspapers have been changing for decades, in form, size and content because
the needs and habits and the manner in which readers structure their day-today activities is so different. It would be absurd to think that the classical
newspaper design would be sufficient. In the past people had the time and
the patience to read a large newspaper every day. The papers would have long
descriptive stories each containing extensive analysis. Newspapers then, where
seen as a vital medium of obtaining information about what was happening in
the world. Today we are bombarded with information, from the TV, radio,
flat-screens in train stations, Internet (blogs, Twitter, free news sites), etc. that
a newspaper has simply become just another medium amongst many. To
compete in this market for people´s attention, newspapers must change their
design as well as their content in a way that stands out and offer something
unique. As Abraham Zaleznik states «Design is directed toward human
beings. To design is to solve human problems by identifying them and
executing the best solution». It has become painfully obvious that the old
newspaper model is broken. The question is what will take its place? Clay
Shirky writes, the answer is «nothing will work, but everything might. Now is
the time for experiments, lots and lots of experiments». Newspapers do not
need a digital facelift, instead they need to be re-invented and repurposed to
fit a new scene.
We find ourselves now right in the middle of a transition from print to digital,
and like all transitions there is a time in the middle where experimentations
are crucial in figuring out what the best solutions are. These experiments can
only succeed if one can accept the fact that not everything will work. In
Dutch we have a nice saying which is: we can only learn by falling down and
getting right back up. To know what will work, you first have to know what
does not. The newspaper industry needs to accept the fact that the old form is
dying and need to start focusing their attention more on how new forms, such
as websites or even the iPad can be used to their fullest potential to spread
quality news. When tabloid newspapers appeared it created a big statement
that times were changing. The newspaper industry knew that their audiences
were massively migrating to the web and they decided to take elements from
the new medium (such as blogs) and place them back into the old medium in
an attempt to regain popularity. Others, such as Arianna Huffington, figured
out that it would be better to re-think what news is and how it best works in a
society such as the one we find ourselves today. Thereby creating the
Huffington Post and having a sharing community as its core identity. Rupert
2

Murdoch goes completely against sharing, and has tried to keep others from
using his content by someone else, thereby blocking Google and creating paywalls around all his newspapers in the hope of gaining enough subscribers who
are willing to pay for quality un-shared news. It is very important that the
newspaper industry start to focus their attention on bringing news to the
world in the best way possible rather than putting their energy towards
preserving the current institutions. We do not know who the Aldus Manutius
of this age is, it could be Ariana Huffington, Craig Newmark (from craigslist),
or maybe it is Rupert Murdoch. It could even be you. Every experiment will
take us one step closer to the answer we are so eager to hear (Shirky, 2009).
Net News Now will be the future if experimentations into different formats
does not take place. Nothing will ever completely replace the experience we
had with news on paper but over time there will be an answer to how news is
best channelled according to our new needs and expectations.

References
Shirky, Clay, «Newspapers and Thinking the
Unthinkable», Clay Shirky´s Internet Writings,
1/03/2009
http://www.shirky.com/weblog/2009/03/newspap
ers-and-thinking-the-unthinkable 16/05/2011
Massing, Michael, «The News About the Internet»,
The New York Review of Books, 13/08/2009
http://www.nybooks.com/articles/archives/2009/a
ug/13/the-news-about-the-internet 16/05/2011
Massing, Michael, «A New Horizon for the News»,
The New York Review of Books, 24/12/2009
http://www.nybooks.com/articles/archives/2009/s
ep/24/a-new-horizon-for-the-news 16/05/2011
Boxer, Sara, «Blogs», The New York Review of Books,
14/02/2008 –
http://www.nybooks.com/articles/archives/2008/f
eb/14/blogs 16/05/2011

3

Internet News
Graph

This is an interactive graph that
focuses on four different newspapers
from four different continents. The
graph collects headlines of each
newspaper and places them within
the graph according to the time and
date that they are released. In this
way you are able to see the exact
time that headlines are being
published and the delay some
newspapers have according to others.
The graph also allows you to search
for particular words, the words are
then highlighted thereby giving you a
visual image of the published time of
each newspaper and the amount of
headlines that are being written
about your particular word search.
The graph gives you an
understanding of what the
newspapers of each continent are
more focused on, how long it takes
the newspapers to publish and allows
you to read the same articles in four
different view points.
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Shifting Center

Rotterdam's Shifting Center is a project in which I focused on how the
center of Rotterdam is shifting throughout the day. Rotterdam is a city in the
Netherlands that does not have a clear geographical city center. Instead its
center is based on what is open when and where. In this project I focused on
the opening and closing times of all major chains within the city. In this way
I had something solid and concrete to work with, and it would give me a good
approximation to how, where and when it was shifting. I started off by
compiling all major chain stores, pharmacies, bakeries, restaurants, cafes,
clubs etc. and recorded individually their opening and closing times on a
regular Saturday. Then I looked up all the addresses and placed them onto a
map, and made them appear and disappear according to their times. In this
way I was able to get a moving image that showed me exactly where and when
the city sleeps and re-awakes.
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Albert Jongstra
Albert, born in Sneek, Netherlands, 1983. Graduated in June 2009 as a
Communication and Multimedia designer at the NHL University of
Leeuwarden NL. Worked as an intern at WORM Institute for Avantgardistic
Recreation in Rotterdam NL. Initiated and organized exhibitions, workshops,
events and a record fair. Runs the small independent record Klemtoon Records
and publishes fanzines. Interested in audio culture, counterculture movements,
self-publishing and culture jamming.
In my projects I don´t want to force participation on to people. If you look
for example at online networks and advertisements from companies it is visible
that most of the messages contain invitations that ask you to participate. It gives
the feeling that everyone wants something from someone. This economy is based
on information, time and money. My economy is focused on the experience and
trying to trigger other people to create something with their own ideas.
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Collaborative creation of an edible fanzine.

This workshop I initiated is based on my fascination with collaborative and
participatory exchange within a nonhierarchical structure. Aim of the workshop
is creating pages for an edible fanzine publication. During the process there are
three rounds of each twenty minutes. Every participant chooses a color to draw
with, participants cannot have the same color. The color is used to identify the
work of each individual participant. In the first round participants are making
three drawings related to the topic consuming. With the second round
participants are trading the drawings, they cannot keep their own drawings. The
participants can now modify, edit or change the drawings with their own color.
In the last round the participants make editorial discussions and choices for the
final six pages for the edible fanzine that will be published. The final printed
fanzine will contain the six pages made and chosen by the participants of this
workshop. Produced drawings are printed on edible paper with edible ink.
Interview with Amy Wu, one of the participants in the Edible Fanzine workshop.
What were your expectations of the workshop before you decided to
participate?
I actually expected something quite different. Perhaps it was because I
misheard something you said when you presented it in class earlier that day.
I had expected that we, the participants, would consume our end product
immediately after it was completed. I guess I ignored the technical aspect of
needing to take it to a professional printer to transfer it onto edible paper
with edible ink after the workshop took place. In my mind, the poetry of
eating it directly thus leaving no obvious traces of our «production» was
important. That is why, I thought we were talking about the process as the
actual artwork and not the end result itself in class.
Can you describe what you did during the workshop?
I sat on the edge of the table and was the closest to the cake and camera. I
had expected to eat the paper that evening so I didn´t really think about
dinner. I believe I used the orange marker to draw with during the workshop.
My drawings were done in a kind of free associative state. In the beginning I
refrained from looking at people sitting beside me as I didn´t want to be
influenced.
During the workshop there were three rounds of 20 minutes each. How did
this time frame influence your way of working and thinking?
After that experience, I discovered that twenty minutes is actually quite
sufficient for these events. When we all started the first round, I had the
feeling that everyone was rushing to finish theirs in time. But realized after
ten minutes that they were in fact done. So we spent the next ten minutes
refining the pieces. The second round was a little more thought out and I
took the time to contemplate on the subject of «consumption» a little more.
As we swapped between each round, a new image could be re-worked and recontextualised. In my opinion, I must say that some turned out visually
strong but others were buried under too many layers.
Do you think the rules about the time, trading and editorial decisions for the
workshop were important for the collaboration?
To begin with, I believe that the rules were very limited. I guess it worked
2

BERT

for our group because most of us already knew,or had at least met each other
previously. Out of the six people, I knew three from my immediate social
circle and one who I´ve seen around on a few occasions. I think the rules will
be treated and dealt with differently depending on the group and the dynamics
of their interactivity.

Did these elements affect the outcome or the way you participated in the
workshop?
Yes of course, they were the parameters of the workshop. Not to say that they
determined the outcome, but they definitely played a role in helping me find
my role.
Did you enjoy the workshop during the creation of the edible fanzine and (if
so) what influenced this feeling?
Yes, I enjoyed the workshop. Since I already knew most of them I was in a
familiar atmosphere and could relax and take it easy. Not to say that if it was
another more unfamiliar group, that it wouldn´t have been so cozy, but that
it definitely made the environment productive because it was easier to speak
up. At the same time, I can image the situation being more complex and
interesting if the group was more diverse with a wider age group, socioeconomic background, etc.
Related to this, were there things that didn´t work? If so, what could I do
differently or how could I improve the workshop in the future?
All in all, I think it went well. But again, to spice up the mix a bit, perhaps
a larger difference between the participants could benefit.
If you would do the same workshop again, in what way do you think this will
influence the process and outcome?
Another group of people would obviously change the dynamic. For example,
I remember after the third round, we all had to collectively choose the best
six works to be printed. After picking out three or four works, most people
were afraid to decide the rest. I guess for many reasons, but personally I think
that some participants who already had their drawings in a lot of the works
didn´t want to continue selecting works with their drawings on it, as it would
seem overtly bias.
When you are participating in other projects, in general, what is the most
important trigger for you to become an active participant?
Interesting group dynamic, mutual respect and lots of good energy.
If you participate in a collaborative project, what is the most important, the
process, the product or both?
Ideally, both! Although sometimes it doesn´t always work out, but that´s
what gives me the drive. Otherwise whats the point?
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Rotterdam=Har One Truck, One Parade
d
The One Truck One Parade is based on a first years assignment of the Networked
Medium: fanzine, printed
Each anonymous contribution to
the Rotterdam = Hard fanzine is
guaranteed publication and a free hard
copy of the fanzine. New participants
are introduced by word of mouth. My
projects are based on my fascination
with collaborative and participatory
exchange within a non-hierarchical
structure.
Do you want to be in the next issue
of Rotterdam=Hard? Send your work
in A5 format to:
albert@klemtoondesign.com

Media Design master studies. The assignment involves getting information from
the streets of Rotterdam (SUCK), processing and rearranging the collected
information (DIRECT), and give this processed information back to the city in
a newly organized way(RELEASE).
Paradoxical interest of the government confront organizations behind festivals
and events with new restrictions amongst security. On one hand the city of
Rotterdam profiles itself as a festival-city with a long tradition on free festivals
and unique events (Grand Départ van de Tour de France, Dance Parade, Metropolis
Festival, Dunya en Bavaria City Racing). On the other hand the government
decided on a aggravation of
conditions in the event-policy of 2010. This decision was based on a bad
experience during the Liberation-festival in Rotterdam, and the COT-analysis of
the riots in Hoek van Holland.
This project is focused on the cancellation of the Rotterdam Dance Parade
due to stricter rules and regulations. The final result of this project is a protest
parade in public space against Ahmed Aboutaleb organized in the Rotterdam
city center.

The most important and musical
skilled band member of the Full
Contrast Boys. Picture taken before a
live performance from the Full
Contrast Boys during the
DISRUPTING SYSTEMS Graduation
Show of the Piet Zwart Institute in
2010.
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One truck, One Parade protest
parade in public space against the
cancellation of the Rotterdam Dance
Parade due to stricter rules and
regulations. The masks showing the
face of the mayor of Rotterdam are
used by the protesters during the
protest parade.

STRA
Ulrik Holme Kristensen visiting the studio space at the
Piet Zwart Institute for the 'ROTTERDAM = HARD”
exhibition.
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Megan Hoogenboom
Megan, born 1988. First studied at the Willem de Kooning Academie in
Rotterdam, for a bachelor in Graphic Design. During this study I followed an
internship at GRRR interactive design and graduated with two practical
projects: A new design identity for the Holland Festival, based on codes for
every festival entry. And a book about the differences and similarities of the
area's Kralingen-Oost and Nieuw-Crooswijk in Rotterdam. Both projects
follow a system, and a design strategy. This interest in systems can also be
found in the work made at the Piet Zwart Institute. The user, or visitor, plays
a bog role in most of the projects. Information can be gathered and edited,
but it can only change or mean anything after it is given back to the user. The
interest in abandoned or abnormal spaces in both the digital and analogue
world, can also be found back in the works, for instance in the graduation
piece and from previous work: the abandoned online spaces.
http://www.meganhoogenboom.nl
http://www.delicious.com/meganhb
http://www.linkedin.com/in/meganhoogenboom
meganhoogenboom@gmail.com
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An offline darknet, to demonstrate the differences
between the public Internet – www – and darknets like
Freenet. The project enables users to write encrypted
messages, to comment on anything in the room. The
encryption can be with one of the public keys, or with a
private key for more safety and privacy. It is meant to be a
bit uncomfortable and elaborate, to create a similar
experience to going to an online darknet.

The Freenet, developed by Ian Clarke in 1999, is one of the Darknets that can
be found online. The software is distributed freely. As Clarke puts it Freenet
is «a Distributed, Decentralized Information Storage and Retrieval System»
(Clarke 1999). Freenets architecture works «as a peer-to-peer network of nodes
that query one another to store and retrieve data files which are named by
location-independent keys. Each node maintains its own local datastore which
it makes available to the network for reading and writing, as well as a dynamic
routing table containing addresses of other nodes and the keys that they are
thought to hold. It is intended that most users of the system will run nodes,
both to provide security guarantees against inadvertently using a hostile
foreign node and to increase the storage capacity available to the network as a
whole.» (Clarke, Sandberg, Wiley, Hong 2000) Unlike other anonymity
programs and software, Freenet enables its users to store files anonymously.
This also means that one can publish websites, which are called Freesites, and
build databases, all in an online anonymous environment.
The starting point of this project was the difference between the public
Internet (the World Wide Web) and darknets (such as Freenet). The public
Internet started with specific intentions and motivations, but these changed
over time. It became more and more ruled by companies who started to offer
free services in trade of the privacy of the users. But not everybody agrees with
this development. Freenet is one of the havens, a bit paranoid, users can go
to. Because Freenet offers anonymity and the option of an even more secure
and private dark-darknet, people can exchange certain thoughts and content
without it being traced back to them.
This project stands as a guideline for the users and non-users and is a
promotion against censorship and commercializing of the public Internet.
My project enables users to write encrypted messages, to comment on
anything in the room it is in. The darknet can be placed anywhere, just like a
darknet can exist anywhere on or next to an existing network. On the one
hand it invites users because it is an interesting way to post anonymous,
encrypted messages. Thus, one can write more honest or sincere messages and
feelings. Or be more offensive or hurtful. The network has no censorship of
messages or limitations to the placing of the messages. Categories can be

2

GAN

followed by the instructions or be created by the users themselves. On the
other hand the darknet discourages visitors to engage because the encrypting
or decrypting of messages takes time and effort. This is also the case in many
darknets online, they are safe and anonymous, but because of this, they are
also slow and difficult to use. What is the most important: to be anonymous
and have private conversations, or to be able to communicate fast but not have
the option to be completely honest?
The encryption works as a number encryption system, based on the system
spies used in the Second World War. For this encryption, a key and an
alphabet translated into numbers are needed. To create a message: distract the
alphabet number of the letter you want to use from the appropriate position
key number. Place this on the appropriate position in the encrypted message,
and continue until the message is done. Thus, all the letters of the message,
the encryption key and the encrypted message work with the same positions;
the first position corresponds with the first and the second position with the
second, and so on. For the encryption key the given keys can be used, to
create a message readable for people who have access to this key. If more
privacy and discretion is preferred, a private key can be created and only
distributed among trusties.
The messages can be placed or filed into categories, these categories can
sometimes be offensive or unappropriated to communicate about in the
normal network, on this darknet they are open for discussion.

The design is based on the structure of a networking protocol. All elements
align with each other, have the same length, distance and proportional size.
This is important in a network, because, just like in an online network, if one
element doesn´t fit it will look like a bug and cannot be executed by the
software. What I provide with this project is the translation of an anonymous
darknet into the physical world. With this translation I hope to make people
more aware of the fact that the public Internet is not everything, that it is just
a network. Darknets can be weird, unsafe, uncomfortable places, but the users
themselves fill it with content.
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The first thematic project, done by
Megan Hoogenboom, was about
abandoned websites, and what the
resemblance is with physical abandoned spaces. The issues that came
up with abandoned spaces in both worlds, were quite similar, but
developed in their own way. The outcome of this project was an online
book, which contained all the elements of 6 abandoned websites taken
apart. I researched the elements and looked at the design, that made a
website into an abandoned website. I showed of each website a screenshot, the domain-name, links and parts in the HTML-code, the meta-data of
the images and the part where you can see that this website is abandoned. At
the second part of the book I made a
template on how to make your own
website look abandoned. This is because
a lot of people use online, standard
For the second thematic project, done at the Piet Zwart Institute, was the
templates for their own website. And
translation of a poem from Paul van Ostaijen, from paper to an Ebook reader.
with this template you can make your Paul van Ostaijen was one of the first poets who began to use text as image in
website look unique, with a new
his poetry, at the beginning of visual poetry. This is inspiting to know, and
approach. The abandoned websites
question what would happen to his poetry, once you transform it into Ebook
cover an alternative place on the net.
format. Al the elements, opportunities and limitations, of the Ebook reader
These places are hard to find, you can
were used in this project, to make the translation as good as possible. Some
only reach them by surfing the net, not elements were added to the poem, other elements, like the notion of the page,
by searching with a search engine like
were discarded. The font that was used is an open source font, this is a
Google. Because these places are
reference to the woodcut and pressure print that was used in the original
somewhat hidden, they become more
poem. This project was an ongoing research to this new medium; the Ebook
interesting and special.
reader.

Translation of Boem Paukeslag

Phobias in
Rotterdam
The third thematic project focused on
Rotterdam and existing phobias, to see
what the most experienced phobias
were. The work started as a project
about the risks of Rotterdam, and
developed into a research/parody to phobias in Rotterdam. 50 People were
asked to answer 31 questions about if they experience certain fears in
Rotterdam. The questions and fears were based on selected phobias, all which
you can develop in the city. The results were transferred into percentages and
corresponding info-graphics. The phobias were split up into 5 different
categories: Social phobias, Personal phobias, Street phobias, Nature phobias
and Space Phobias. I made 5 posters, each for every category. In the end 5
Rotterdam specific phobias evolved from the research, based on the five
highest scoring phobias. The sixth poster displayed these five Rotterdam
specific phobias, with new names. The new names are completed with the
location, or specific situation, were most responders experienced this fear.
The last step was to make stickers of the five Rotterdam specific phobias and
place them on the accompanying locations. When you walk in Rotterdam you
can see the stickers and be more aware of the fears that live there.
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