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INTRO: To End, or Not To End  

Dr. Billy Kluver (1927-2004), the Swedish-

born scientist who formed the influential Experiments in 

Art and Technology (E.A.T.) with Robert Rauschenberg, 

Robert Whitman, and other artists in 1966, and had a 

hand in several contemporary art-and-technology 

milestones in 1960s, died of melanoma last Sunday, on 

January 11, 2004. Jack Burnham (1931- ), a noted 

American historian of art and technology who bitterly 

devalued Kluver’s E.A.T. collaborations and the big 

experiments of 1960s and 1970s in his essay "Art and 

Technology: The Panacea That Failed" in 1980, is also 

heading to the terminus of his life. According to the 

development of advanced technologies in the twentieth 

century, such as Telecommunications, Artificial 

Intelligence, Immersive Environments (Virtual Reality) 

and so on, many avant-garde artists have challenged 

themselves to collaborate with scientists to open the next 

generation of art, and to more closely approach the public 

with them. In this historical atmosphere, it is unfortunate 

that many arguments have been intensively brought up 

by art historians, artists, scientists, and others who are 

involved in their own potential benefits from this issue, 

especially in many capitalist countries. However, 

contrary to Burnham’s reasonable but impetuous 

criticism on the activities of art and technology from the 

‘60s throughout the ‘70s, and George Orwell’s prediction 

of the tragic end of advanced media society in his science 

fiction 1984, a variety of new challenges and 

experiments have continuously kept the relationship 

between art and science on course around the world. 

Today, in the era of rapid propagation of advanced 

technologies, we can see much evidence that art and 

technology is naturally approaching a point of successful 

balance between the two different positions, with the 

support of many art institutes, media art centers, and art 

and technology conferences around the world. 

Burnham’s washed-up projections critique the half-

cooked intercourses between art and technologies in this 

essay:  

 
While E.A.T. and other art groups held out the boon 
of “new discoveries” to corporations funding them, 
most companies were cynical and wise enough to 
realize that the research abilities of nearly all artists 
are nil. What companies could expect is a limited 
amount of good press for appearing “forward 
looking.” P
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By examining some cases of highly recognized 

organizations involved in art and technology research 

from 1980 to present in the world, I will show the 

positive relationship between the art and science from an 

artist’s point of view. Again I am asking: How can media 

art create a successful future for the public based on an 

apt partnership with science, and what responsibility do 

new media artists have for the future? My 73rd birthday 

gift for Burnham would be the consideration of the 

serious progress of art and technology. 

 

 

 

PlaceboⅠ. Ars Electronica 

Contrary to art and science being combined 

only by collaboration between experts of electronics and 

selected artists especially from the 1960s to 1970s, Ars 

Electronica attempts to open this relationship up as an 
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“art-for-all.” TIt was Testablished in Linz, Austria in 1980, 

as Ta festival for art, technology and society.P

3
P TWhile 

advanced technologies found friends in art and culture, 

this festival created an enjoyable public atmosphere that 

allowed for the natural participation. Early Ars 

Electronica believed that they could open a way for art 

and technology to be accessible to all. TThe interaction 

between art and technology, as well as man and 

technology is shown in multi-media concerts Tin the early 

festivalsT such as Linz “Cloud of Sound” Twith almost 

100,000 peopleT, T"Join-in Concert" with thousands of 

participants who played instruments made by themselves, 

and electronic musician Klaus Schulze’s “Steel 

Symphony” which used real sounds from an iron 

manufactory in Linz. The Tsymposia also created serious 

discussions on the meaning of these festivals.T 

Furthermore, Prix Ars Electronica, the core event which 

has been awarding prizes to serious media artists and 

their works since 1987, is noteworthy, as it has relatively 

been reflecting the tendency of new media, presenting the 

apt vision of new media art around the world, and 

continuously promoting new researches and experiments 

of art and technology. 

 

Klaus schulze, 1980 concert in Linz, Austria 
© kdm archives 

 
 
 
 
 
 
 

Rafael Lozano-Hemmer 
TVectorial Elevation, Relational Architecture #4T 

TGolden Nica Interactive Art, Prix Ars Electronica 2000T 
 

TVectorial Elevation transformed Mexico City"s historic center for two 
weeks with a light installation of impressive dimensions. Internet users 

could create their own light architectures and experience their 
implementation via Webcam. Cyberarts 2000 presents a documentation of 

this site-specific intervention.  (Source: Lozano Hemmer)  
 

Tco.in.cideT 

TArs Electronica Future Lab 
 

Tracks+Traces formalizes the interrelationship of two "places"-one in 
Judenburg, one in Graz-by means of a system of interaction that mediates 

between them-the "third place." Whenever the visualizations of visitors' 
bodies/movements coincide with those of their telematic counterparts, they 
can open up a channel of verbal communication and establish eye contact.  

(Source: Ars Electronica Futurelab) 

 

 

 

PlaceboⅡ. Zentrum für Kunst und 
Medientechnologie  
 

Zentrum für Kunst und Medientechnologie 

(ZKM / Center for Art and Media), established by art 

historian Heinrich Klotz in Karlsruhe, Germany in 1992 

is a positive example of experiments of art and 

technology as a successful movement in new media art. 
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Utilizing the huge building (25 x 312 x 56 meter) of a 

former World WarⅡ weapons factory, the center has 

three museums including the Media Museum, Museum 

for Contemporary Art, and Museum for New Media, two 

research laboratories, two theaters, and so on. In 

particular, the Media Museum, one of the first interactive 

art museums in the world, takes charge of development 

of new genres such as interactive film, simulation 

technology for virtual space, unification and connection 

of software used on the Internet, and so on. ZKM 

describes itself as a cultural institution, it responds to the 

rapid developments in information technology and 

today's changing social structures.” Its work combines 

production and research, exhibitions and events, 

coordination and documentation. Working closely with 

the Staatliche Hochschule für Gestaltung (HfG) in 

Karlsruhe, which is an art school specializing in media 

art and design, the Center provides a forum for science, 

art, politics and finance, and can immediately 

communicate with emerging artists and students. The 

center has cooperated with the Institute of Research and 

Coordination in Acoustics / Music (IRCAM) of Centre 

Pompidou in Paris, France, and the InterCommunication 

Center (ICC) in Tokyo, Japan, as well as Stanford 

University and the Guggenheim Museum in the United 

States. As seen here the center is different from other 

former organizations, and has a characteristic system 

which can constantly breathe with the public, students, 

and artists, as well as the world. Mainly focusing on 

interactive art and net art, recent ZKM organically 

connects variables of experiments and theories to expand 

itself through many lectures, publications, and 

presentations. With the International Media Art Award, 

ZKM has been encouraging new media artists in the 

world, and spreading creative visions and ideas among 

the public each year.P
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Jeffrey Shaw, The Legible City 
Computergraphic installation with Dirk Groeneveld, 1989 
Collection of ZKM-Medienmuseum, Karlsruhe, Germany 

(image source: http://www.jeffrey-shaw.net/images/083_001.jpg) 
 

Wolfgang Muench / Kiyoshi Furukawa, Bubbles 
Interactive Installation, ZKM Karlsruhe, 2000 

(image source: http://hosting.zkm.de/wmuench/picture$83) 
 

The multi-user installationT 'bubbles'T enables participants to interact with 
the realtime simulation of floating bubbles. By entering the light beam of 

the data projector, the participant throws a cast-shadow onto the 
projection screen. The screen area is captured by a video input system 
and each bubble is able to independently recognize both the shadows' 

touch and its direction.P

5
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PlaceboⅢ. Three Challenges of Art and 
Science that Failed 
 

While you may have seen some of the failures 

of art and technology in the middle of twentieth century, 

it is important to note that not all challenges could 

succeed. In the late 1960s in the United States, the faith 

of science and technology gained momentum through the 

most advanced scientific means in the world, landing 
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Neil Armstrong, a US astronaut, on the moon in July 

1969. Even though the 1970s started with optimism 

about technology’s social influence, this gave way to 

many wars and the disruption of our environment. As a 

result, most people started to wake up from their sweet 

dreams of technology. Due to this historical process, 

some ideals of art and technology have faded from their 

original vision in some way.  
 

The tragedy of the Vietnam War with the Napalm Bomb attack 
TPhoto by Nick Ut,T TJune 1972T 

(image source: http://www.globalsecurity.org/military/systems/munitions/Im 
ages/napalm.jpg) 

 
Kim Phuc was the subject of a Pulitzer-Prize winning photograph during 

the Vietnam War taken in 1972, when she was a child, running naked 
down a road, screaming in pain from the napalm that was burning through 

her skin. The photograph has come to epitomize the tragedy of the 
Vietnam War.P

6 

 

PlaceboⅢ-1. Electronic Visualization Laboratory 
For many decades, the Electronic Visualization 

Laboratory (EVL) in Chicago, USA, which is famous for 

the 1992 invention of the CAVEHT®TH (CAVE Automatic 

Virtual Environment), has profoundly contributed to the 

development of new media art, especially the research of 

virtual reality (VR) as a medium of the new generation of 

art. However, upon visiting VR artist Todd Margolis last 

week, I certainly realized that the EVL is not its former 

self. VR research projects lean more towards commercial 

and military training purposes, partly because their labs 

are kept up and running by sponsors with capitalist 

interests. At the same time, most researchers feel Virtual 

Reality as art has become a dead end in art. VR 

experiments are still too expensive for individual artists 

and even art organizations to use –VR is the possession 

of a select few. VR is also not yet portable, too difficult 

to exhibit in other places, as the equipment can be too 

sensitive, expensive and big to ship out. Therefore the 

laboratory is changing its main direction from artmaking 

to networking.  
 

JuxtaView, PerspecTile Display 
Naveen Krishnaprasad, Shalini Venkataraman, Luc Renambot, Jason 

Leigh (Image provided by Luc Renambot, EVL) 
 

JuxtaView is a tool designed specifically for scalable tiled displays to 
visualize extremely high-resolution images. Pictured here is EVL's 

Perspectile showing a stereo image of the Grand Canyon. This image 
from USGS provides a topographical map of the canyon, generated from 

satellite bathymetry data.P
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CAVE® (CAVE Automatic Virtual Environment) 
The Electronic Visualization Laboratory (EVL) 

at University of Illinois at Chicago (UIC) 
(Image source: Byeong Sam Jeon Art Studio, 

http://www.BSJeon.net/images/img-etc/UIC-CAVE-1.jpg) 

 

PlaceboⅢ-2. MIT Media Laboratory  
The MIT Media Laboratory was established in 
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1985, and has produced many invaluable achievements in 

the rapidly evolving landscape of new media and 

information technologies. Yet, it also shares the same 

vulnerabilities that are shared by EVL. The Media Lab 

still gives the impression that science reigns over the art 

like, functioning in a rather unequal top-down structure. 

Unlike the other degree-granting programs of many 

different institutes around the world, the lab offers only 

science degrees in the courses of Media Arts and 

Sciences, rather than offering the option of dual degrees, 

such as MS and MFA. In addition, like EVL, much 

research in the Media Lab has been used in ways that 

deviate from purposes, due to the lab’s sponsorship by 

the U.S. Department of Defense and big capitalistic-

industrial companies. Burnham referred the connection 

between art and technology research and war in his 

essay:  

 
One should remember that in 1969 the Vietnam War 
and student-faculty protests were at their height. 
Speculation abounded that the Center (the Center 
for Advanced Visual Studies) was M.I.T.’s gesture 
towards the humanities, perhaps a means of 
focusing attention away from the presence of so 
many Navy and Air Force contracts.P
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MIT Media Lab 
(Limor wearing the 

first MIThril vest.) 
 

This demo vest 
displays the MIThril 

components and 
placement on the 

body. 
(image source: 

http://www.media.mit
.edu/wearables/mithr

il/photos.html) 
 

MIThril is a next-
generation 

wearables research 
platform developed 

by researchers at 
the MIT Media Lab. 

The goal of the 
MIThril project is the 

development and 
prototyping of new 

techniques of 
human-computer 

interaction for body-
worn applications.P
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TSMART CLOTHES: TTThe US Army's smart vest will be able to transmit 
data to and from a soldier's wearable computer, 

Steve Smith / TU.S. ARMY SOLDIER SYSTEMS CENTER 
(image source: http://csmonitor.com/2002/0829/csmimg/0829p11a.jpg) 

 
The US Army is collaborating with MIT, having recently promised the 

university $50 million for a new Institute for Soldier Nanotechnologies. The 
aim is to improve soldiers' protection and ability to survive using new tiny 

technologies to detect threats, and automatically treat some medical 
conditions.P
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PlaceboⅢ-3. ACM SIGGRAPH Conference 
The ACM SIGGRAPH Conference, one of the 

most comprehensive art and science conferences in the 

world, has been bringing countless technological 

progress in media art together with researchers, artists, 

developers, filmmakers, scientists, and other 

professionals who share an interest in computer graphics 

and interactive techniques for the past thirty years.P
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however, is true that we unfortunately feel such a 

spiritual vacuum, despite the material prosperity that is 

showcased during the festival. Falling into the temptation 

of money, the symbol of capitalism, SIGGRAPH seems 

to go adrift from its original direction. No matter how 

much money ACM spent on the each conference, there is 

no deep insight or philosophical vision, nor is any 

paradigm presented for the next generation of art 

anymore. There is only technology which comforts itself 

by moving and talking to itself. When Sony announced 

the cute little entertainment robot “SDR-4X” at 

SIGGRAPH 2003 amidst a thunderous applause, I was 

ridiculously confused about how SIGGRAPH differs 
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from Saturday Night Live, NBC’s comedy showcase. I 

thought, “OK. Who is next? Who can be more funny?” 
 

SDR-4X, humanoid robot from Sony 
SIGGRAPH 2003 in San Diego, July 27-31 

(image source: http://www.mauriciovives.com/siggraph03/robot.jpg) 
 

The highlight of the "Android Dreams: The Present and Future of 
Autonomous Robotics" session was a segment where Sony had their 

SDR-4X dancing to some music, and you could see child-like delight on 
the faces of Stan Winston and the other presenters. P
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Still from the “Saturday Night Live” 
NBC’s late-night comedy showcase 

(image source: http://nbc.com/photos/Late_Night/Saturday_Night_Live/ 
2SNLcn03.jpg) 

 

 

 

PlaceboⅣ. Digi-Arts in UNESCO, and 
International Academy of Media Arts and Sciences 
 

Fortunately, many positive challenges of art 

and technology are constantly arising from various parts 

of the world. Simply implying the importance of our 

relationship with technology, this is a quotation from the 

essay “If We Are Digital (Crossing the Boundaries)” 

written by Charles H. Traub and Jonathan Lipkin:  

 
Digital technology, if addressed with meaningful 
values rooted in the great history of our ideas, can 
evolve as a means of helping us organize the great 
pool of information necessary for being human.P
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I would like to mention that there are two groups that 

have positive philosophical visions for combination of art 

and technology: Digi-Arts in UNESCO and the 

International Academy of Media Arts and Sciences 

(IAMAS) in Japan. Digi-Arts describes itself as a part of 

the UNESCO Knowledge Portal, which aims at the 

development of interdisciplinary activities in research, 

creativity and communication in the media arts space. It 

has a number of diverse activities according to different 

objectives and target audiences: promoting arts, science 

and technology to permit practicing artists, scientists, 

engineers, and technologists to work together on new 

forms of expression rooted in computational models; 

bringing digital technology to young people to bridge the 

many barriers that separate them from the world; creating 

cultural content based on diversity for ICT 

communication.P

14
P Alike the hopeful vision of Digi-Arts, 

the International Academy of Media Arts and Sciences 

(IAMAS) established in Ogaki, Japan in 1996, also has 

well-balanced attitude towards the technology. This 

organization is well known around the world for its 

educational and research activities, as well as its Artist in 

Residence program and the Interaction series of 

interactive art exhibitions.P

15
P Promoting digital art as an 

innovative and artistic reflection on our information 

society, these two groups associated to hold the 

UNESCO Digital Arts Award 2003 that rewards young 

emerging artists for outstanding creative achievements. 

THere it is the concept of “TDigital Pluralism”: UNESCO 

Digital Arts Award 2003 in association with IAMAS:  

 
How does technology shape cultural identity and 
how has it changed the way we live together? Can 
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digital technology promote dialogue between people 
from different cultures, creating a better, fairer and 
more peaceful world where cultural diversity and 
tolerance prevail? And how can an artist’s vision 
and sensibility reflect and contribute to cultural 
diversity and digital pluralism? P

16
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CONCLUSION: To Be, or Not to Be 
 

Beyond copying, imitating, or documenting an 

artwork, technologies, especially electronic technology in 

the middle of twentieth century, started out as a new 

method of art expression with early video experiments 

and music generated by computer. This is the origin of 

media art that we think about. Today, as media 

technologies can more actively be used in art due to rapid 

scientific development, some people utilize them to draw 

a beautiful picture of the future. On the other hand, other 

people suppose that the technologies will manage to 

make a mess of the future, and will destroy life. Who 

knows the future? In this situation, I ask the person in 

question: As a media artist, what are your responsibilities 

for a better future, and how can keep a successful 

relationship with scientific technologies?  

 

At first, to be an upright person by oneself, the 

young media artist should firmly develop a philosophical 

foundation, just as much as knowledge of technology. 

Then the artist should try to find a new vision and 

paradigm for the future of society by using digital 

technology. As it is easy to be exposed to the temptation 

of commercial and military industry while the artist 

works with advanced technologies, he/she absolutely 

need to strengthen a firm vision toward the beautiful 

future of world peace by studying philosophy, history, 

and ethics. If not, the artist will fall in to the dilemma of 

art and technology, which can result as a future in a 

vicious circle. So, it is important to do a great deal work 

in self-culture. Can you imagine the depletion of earth 

and mankind due to the inappropriate combination of art 

and technology?  

 

To have true development in new media art and 

a healthy future, the artist needs “a concrete philosophy 

beyond the exploitation of available technologies.”P

 17
P It is 

important to have knowledge of technology, and yet 

having the theoretical and philosophical foundation and 

how one can apply technology in life is much more 

important. I think that young and active organizations of 

media art should lead these challenges with new media 

artists. Unfortunately many media art centers still set 

priorities the mere appearance of joining of art and 

technology, rather than true exploration. I assert that 

institutions should make educational opportunities for the 

next generation of media artists to stand upright and go 

their ways in to the field. “The curriculum for the 21P

st
P 

century must teach people how to use knowledge, not 

necessarily how to accumulate it.” P
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As Benjamin and Heidegger believed that 

technology is not inherently evil, technology is just 

technology. This means that the usage depends only on 

the will of human beings. Although nobody can tell the 

future, we should try to do something to change the 

future. Infusing the effect of medicine into the placebo 

that does nothing depends on the faith of mankind. 

Unless you have absolute belief in the medicine, the 

placebo will be just a placebo, which in itself has no 

effect. We need faith in our potential and abiding hope 

towards the future. The placebo of art and technology 

may or may not work. However, that future is entirely up 

to you. 
 
 
 
 

<End> 




