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We are happy and pleased that we have successfully
organized and presented to the audience the first
edition of the international design festival – Plan D –
this new, but also old festival with a 7-year tradition,
under a new, but familiar-sounding name and with
new content in the old format.
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Plan D is the new skin of the old D Day Festival that
was first held in 2010 in the abandoned space of a
former slaughterhouse and in the last seven years
it was a place where design students and young
professionals had a chance to present their work,
but also get involved in the conceptualization,
organization and production of the festival itself.
It was a nomadic space for affirmation, education
and networking, which over the years had taken
over and brought back to life abandoned and
forgotten spaces in the city and made the public
aware of the importance of these pieces of
architectural heritage.
The change in direction for the D Day Festival
and the name change to Plan D are the result of
inevitable development and improvement, but
also the flexibility of the festival to respond to the
needs and transformations of the cultural scene and
audience within which it had formed. Today, seven
years later, the scene where D Day had emerged
as the first regional, and later also international,
festival for young authors, is teeming with new events,
festivals and exhibitions opening new spaces for
representation and promotion of authors from the
fields of design and related disciplines. Considering
the newly established cultural and design landscape,
the time has come to rethink the existing role of D
Day and set new directions, content and niches of
activity in which we can meaningfully contribute to
the forming of a design culture. This self-reflexive
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process and the need for the festival to develop in
new directions that will contribute to maintaining its
relevance in the production of quality content, but
also further affirmation of the design profession, has
led us in the direction of a programming upgrade for
the festival, that in the long-term will be focused on
education as well as internationalization of design
content and stronger networking between foreign and
domestic students and professionals. Although we’ve
made a change in the direction of the programme and
structure, we are still keeping that well-known D Day
character, marked by unconventional event locations
and openness to new progressive design content,
at the same time nurturing the role D Day had in
professional training of young authors in realizing
their programmes.
This change in programming direction and the
festival upgrade have taken shape as an educational
platform which will conduct a yearlong educational
programme, but also hold a festival as its culmination.
The platform will provide the space for the lectures
and workshops of different formats and content,
residencies and exchanges, while positioning itself
thematically and content-wise at the intersection of
design and technology, with the goal of building a
multidimensional approach through collaboration of
designers and other professions.
At the same time, the festival remains positioned
as the vital and central point of activity which,
through its exhibition, conference and education
programme, will tackle relevant technological
topics of broad social interest, but from the position
of the design profession. Adhering to these tenets,
the theme of the first edition of the festival is
“Techno-optimism / Techno-pessimism”. On the one
hand, this is a theme that is capable of gathering

and interconnecting different actors in the cultural
scene, as well as both the professional and general
public. On the other hand, it is open in order to
present a long-term thematic focus of the platform
and the festival, which is at the intersection of
design and technology, i.e. the way in which the
design discipline and practice shapes technologies,
uses technology, but also questions this same
technologically-shaped everyday life.
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We conclude this short introduction with a brief
acknowledgement of everyone who supported
us in this enthusiastic endeavour and actively
participated in the process of devising, creating and
realizing the programme. We especially thank the
Croatian Designers Association who recognized
and supported our new strategy, associates who
helped us in creating better-quality content by
providing a lot of useful advice, the young team of
graphic designers who designed the progressive
visual character of the festival, the exhibition
design team who transformed a dilapidated and
abandoned municipal space into an exhibition space,
and our volunteers who devotedly worked with us to
bring you the first of hopefully many great editions
of the new Plan D festival.
P E T R A M I L I Č K I , K A R L A PA L I S K A ,
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that was called the Internet. The Internet got replaced by the current situation,
which is much bigger in scale and population and has more of a business model.
The simplest solution to the Stacks is to just drive them over national borders, in
the way the Russians and Chinese did. It wouldn’t surprise me if the European
Union did that eventually. Or, the Stacks might just collapse. Although they are
“feudal” in some ways, they’re certainly not going to last as long as the Middle
Ages, because their computer business is inherently unstable.

BRUCE STERLING &
JASMINA TE ŠANOVIĆ
K A R L A PA L I S K A A N D P E T R A M I L I Č K I

B R U C E S T E R L I N G is an internationally famous sci-

It seems like our technological futures are always described in one of the extremes – utopian fancy or dystopian horror – why do you think this is?

ence fiction writer, leader in the cyberpunk genre, publicist, editor, theoretician and futurist, who has been writing
about design for the last 20 years. Jasmina Tešanović is a
feminist, political activist and writer. Together with Bruce
Sterling she initiated the project Casa Jasmina – the first
open source house and incubator which is focused on researching the potential of domestic electronic networking.
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With Plan D being primarily a design festival, first we would like to focus a little bit
on you, Bruce. Although you are mostly known for your sci-fi novels, in the past
25 years you have been writing and talking about design as well. How did your
engagement with design start?
B R U C E My engagement with design started when the Japanese invited me to

a meeting of international designers in Nagoya in 1989. I have no idea why the
Japanese organizers did that, but of course I went to the conference. After eating
and drinking with industrial designers and listening to a few panel presentations, I
realized that they had a lot to teach me.
In Shaping Things, your industrial design manifesto for a technosocial world, you
coined the term design fiction. This idea became a design method that utilizes
narratives in order to imagine new technologies and contexts for their use. What
is the most important idea or method that design can learn from sci-fi and vice
versa?
B R U C E I’m deeply interested in speculative technologies, but most of the
gadgets in science fiction stories are poorly designed. That’s because they’re
dramatic props, rather than being soberly and
We live in an era of moguls carefully thought through with industrial design
It turns out that
and oligarchs. In general skills.
speculative design with some rigor can really
terms, though, "whatever interest people.

happens to musicians will
happen to everybody."

In your book The Epic Struggle of the Internet
of Things, you define the IoT as the “all-purpose
electronic automation through digital surveillance by wireless broadband” and describe its development as a battlefield where
the Big Five (Facebook, Amazon, Google, Microsoft and Apple) struggle “over
power, money and influence”. This is forming a new political situation that you call
digital feudalism. If the Big Five, bandwidth, storage, chips and sensors are taking
us straight to the contemporary version of the Middle Ages, is there a chance for a
more egalitarian, monopoly-free digital society and how?

B R U C E I don’t like to be discouraging about the Big Five, or the “Stacks” as I call
them, but they’re not “big” for nothing. These are the dominant industries of our
era. We did have a chance for a more egalitarian, monopoly-free digital society;
PLAN D: TEHNO-OPTIMISM / TEHNO-PESIMISM
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B R U C E People like to think in terms of the worst thing that could happen and
the best thing that could happen. It helps to frame a potential situation in people’s
heads: best-case scenario, worst-case scenario. Utopias and dystopias are dramatic and easy to publicize. They’re romantic. If you actually read Thomas More’s
original book Utopia, or pretty much any utopia, you can see that their daily lives
are dull. They’re unsurprised, contented. Nothing exciting happens. The real world
is too various to be utopian or dystopian. Reality can never be fully captured in
words.
J A S M I N A I think that black-and-white thinking is a cultural problem and not a

scientific issue. By living between fear and faith humans avoid living in truth.

Jasmina, you are mostly known as an author and a political feminist activist – what
is the correlation between your practice and your interests in design?
J A S M I N A I wrote a book, an activist feminist book called The Design of Crime,

also published in Croatia. It is about the trial of the Scorpions, a paramilitary group
indicted for the genocide in Srebrenica. I reI think that black-and-white
alised that somebody had to have designed
massacre where 8000 people were
thinking is a cultural problem that
killed and buried in three days. Nowadays
and not a scientific issue. By everything goes by the word design, it is a
hot, trendy word. It is a way of thinking and
living between fear and faith very
important people who deal with real
humans avoid living in truth. issues in the present, past and future are
actually designers: from bio to why-not fashion! To tell you the truth, that was not my first impulse, to be fashionable or trendy.
On the contrary, I am an activist and a women’s writer. I am always on the dark,
invisible side of the issues and groups. But that is exactly how I got involved in
design issues, by speaking from the forgotten sides and views. And the designers
started listening to me and inviting me to speak. However, I still have the imposter
syndrome whenever I have to confront important designers to whom I do not deny
priority. But the funny thing is that they do the same to me and at this point I just
try to work on my ideas with them.
Even though lately there has been more women engineers, computer scientists
and technologists, they are still being pushed to the margins of the tech industry.
How should feminism address the issue – should we hack or reinvent technology?
J A S M I N A Women are a really big minority in the tech field, especially when it

comes to power. But the tech field nowadays is a place of money and power and
as such it is male-dominated. Once it becomes second-hand it will be handed
over to women.

After setting up Casa Jasmina, I became fully aware of this, painfully isolated as
the sole woman in the house called the home of the future. I sat down, talked to
INTERVIEWS

B R U C E I like having a laboratory space where I can get hands-on with the grain
of the material, as well as critically study concepts, trends and ideas. To think and
to do, to speculate and to live: one should enhance the other, the way theory and
field research do in science.

some women and wrote this manifesto: internetofwomenthings.tumblr.com

J A S M I N A Since then, women and men started inviting me all around the world

to speak and present shows about the Internet of Women Things. Recently, I
collaborated on another manifesto in London, with young high-tech girls. Just to
shut up all those who think that feminism is dead or is something that belongs in
the seventies. I only wish!

Just to follow up on your answer referring to creativity, Bruce talked a lot about
how the case of the music industry being disrupted by the Big Five is just an example of what is going to happen to everyone else in the creative industry and beyond.
So on the one hand, creativity-based industries are being constantly threatened
by the Big Five, but on the other hand, it is the sector most resilient to automation
– because creativity is impossible to automate and reproduce. So what does the
future bring for the creatives?

B R U C E Feminism is centuries-old. I don’t expect feminism to suddenly stop
because women have decided that the cause of women has triumphed. “Tech”
is an interesting sideshow in contemporary gender politics, but feminism will
still be around when there is no more Uber, Facebook, Google, Apple, Amazon or
Microsoft.

J A S M I N A The creatives bring the future, they are the future and they should

In 2015 the two of you initiated the project Casa Jasmina – the first connected,
open source home which you describe as a “laboratory for experiments in home
automation and the Internet of Things”. How did you come up with this project and
bring it to life?
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J A S M I N A It was my private idea, to make our home different from the ones we

inherited. Being both nomads and fans of technology, hanging out in the fablab,
in an abandoned FIAT building in Turin with excellent Internet and brilliant geeks
around us, we wanted to become the change we wanted to see. It was almost
a performance when we spent the first nights in the space without windows or
heating, in the company of rats and pigeons and with some good Barbera wine.
However, Massimo Banzi thought the idea was great for all the people there so it
became a bed and breakfast, an IoT test bed with my name!
B R U C E We’re from Austin and Belgrade, so we find that living in Turin together tends to fertilize our eccentricities. That experimental house project has
helped us a lot with the practical issues of our everyday married life, in Italy and
elsewhere.

You have both been strong critics of the IoT and its marketing products like “smart
homes”. What is your idea of a future home? How do you reconceptualise the idea
of a “smart home”?
J A S M I N A A smart home is first and foremost a home and I look at it from

the point of view of current needs and affordances. I don’t believe in the future,
hahaha… I cannot predict the future. I wrote a book about it, My Life Without Me!
Who could have predicted the
Open source is good, but nothing is fall of Yugoslavia in bloodshed,
for example! And these days I
completely open source. So I advise am
writing an essay on time. But
everybody to learn a little bit of
I do believe in technology and
and people. You can
coding and what’s inside a machine, creativity
kill everything, but not creativity
from an iPhone to a war machine.
and joy. IoT is a big topic, big deal,
big field of many different things,
good and bad, including the Big Five and many others. Bruce is good at explaining
all of them. I don’t want to give up on any of them, for me it would be like giving up
on electricity and medicines. But I do not want to give up on controlling the means
of power only for them to enslave me. So I guess my best path is that of a political
tech hacker. Open source is good, but nothing is completely open source. So I
advise everybody to learn a little bit of coding and what’s inside a machine, from
an iPhone to a war machine.

PLAN D: TEHNO-OPTIMISM / TEHNO-PESIMISM
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never forget it. They should stay true to themselves. It’s hard to survive when your
economic model collapses, but only the creatives can reinvent themselves. The
world has collapsed many times and for many people, but it got reinvented. Crises
are opportunities too. Casa Jasmina is a typical example of alternative, possibly
not privately-owned, smart housing.
B R U C E I don’t single out “creatives” in the current situation of extreme disparities of wealth and power. We live in an era of moguls and oligarchs. In general
terms, though, “whatever happens to musicians will happen to everybody.”

The robot, as an idea and a product of imagination, has always been ambiguous.
Although it has been the ultimate technological fantasy, and despite the tremendous technological development, robots still haven’t become our everyday
domestic products in a ubiquitous way. Is this due to technological feasibility or
the lack of their compatibility with the everyday?
J A S M I N A Robots are too much of a toy of the rich who play games. I have an

example of an 80-year-old granny from Vojvodina, who lives alone and saw a
Roomba and exclaimed, “Oh, how
Unfortunately, the stereotypes are cute! I only wish I could afford one
so I didn’t have to bend my back or
still there. I am an old hardcore
hassle my granddaughter to clean my
feminist and I didn’t expect this, home!” Or my daughter, who as a kid
screamed with terror whenever my
but technology is a new field for
father, an engineer and geek, would
old gender divisions.
buy her anthropomorphic smart toys
and dolls. Robots should be simple,
cute, practical, soft, cheap companions for those who really need them. Only
afterwards, let the boys make their toys on the Moon!
BRUCE “Robot” is a vague term. The word was invented by a playwright and a painter who were two brothers. The Capek brothers weren’t technologists or engineers.
If you state that a “robot” is technically understood as a “more or less autonomous
moving and/or manipulation device with three or more degrees of freedom”, then
you don’t have all that exciting existential vertigo about “robots.” Instead, you just
have a class of machines that you have to interact with. And you can ask critical
questions like “who owns them and why did they invest in them,” which are better
questions to ask than “will drones wipe out humanity.” Real drones are already
wiping out a certain class of humanity, so if you really want to know about robots,
you should be engaging with some of the authentic details there.

INTERVIEWS

So, would you say that robots and the colonisation of space – are the ultimate
technological male dream? You mention two types of robots – on the one hand, robots as practical, but also cute and soft, and on the other, robots as toys made by
boys for the Moon. Is this reflecting the existing gender stereotypes of femininity
and masculinity when thinking about robots – their function and form?

S I LV I O L O R U S S O
PETRA MILIČKI

J A S M I N A Unfortunately, the stereotypes are still there. I am an old hardcore

feminist and I didn’t expect this, but technology is a new field for old gender
divisions. I spoke to Samantha Cristoforetti, who is the woman who has spent the
most time in outer space. She was among men, she never dared think of herself as
a woman and yet, when she speaks about space and her experience, it is from a
woman’s point of view. She provided great insight for my manifesto.
B R U C E There are no “ultimate” dreams. Also “existing gender stereotypes” are
temporary. For instance, in contemporary industrial design for women, the reflex
is to “shrink it and pink it,” but you don’t see any small pink objects in the lives of
women before the 20th century.
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You said that robots should also be companions. There has been a lot of debate
about ethical and social consequences of social robots. Currently, there is a lot
of research being focused on the development of robotics for elderly care, especially for companionship. This function of companionship has been based on the
emotional benefits of pet ownership, and even though robotic companions don’t
require the care pets do, that is quite demanding, it is said that mostly through
this nurture for another being the emotional bond is made. For some, the idea of
social robots is a way to navigate and skirt intimacy, and for others a solution for
the aging population, but also, paradoxically, the demands of intimacy. What are
your thoughts on this?
J A S M I N A I don’t even like the idea of real pets as emotional substitutes. As a

matter of fact, I find it obnoxious and cruel. People need people, old or young. It’s
a pathetic, sad and ugly way of coping with loneliness and helplessness. So people are people, pets are pets and robots are robots. I would get worried if I started
loving my Roomba or my dog in the same way I love my child. For heaven’s sake,
what are we talking about here?
B R U C E I actually rather like to listen to robot ethicists, but they’re philosophers
and metaphysicians. We’ve got bigger ethical challenges than our robot technologies, such as our hydrogen bombs and our climate crisis, for instance.

On the scale between technological optimism and pessimism – where do you
stand?
J A S M I N A From one to ten, I stand on the seventh step of the staircase taking us

to new worlds. Yes, I do believe that a huge social tech change is underway, whether we want it or not. That’s why we must take care of it here and now.
How about you, Bruce?

B R U C E I think historically. It’s like asking a historian if he’s an “optimist” or
a “pessimist” about the year 1837. It doesn’t help to be delighted about 1837, or
to think that everything in 1837 was somehow terrible. The proper attitude is to
observe and be engaged, to try to sympathetically understand the events of 1837,
rather than making yourself feel personally better or worse.

PLAN D: TEHNO-OPTIMISM / TEHNO-PESIMISM

S I L V I O L O R U S S O is a designer and

researcher who primarily deals with topics of e
xperimental publishing and explores the relationship
between entrepreneurship and precarity. He is
currently collaborating with the Institute of Network
Cultures in Amsterdam.
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Designer artist, designer intellectual, designer researcher, designer activist,
designer coder, designer entrepreneur, designer decorator... In your opinion, what
constitutes the role of a graphic designer today, when the profession takes so
many permutations that tend to, as you say, dilute, integrate or erode it? What
does this hybridization tell us about the profession itself?

S I L V I O The longer the clock ticks, the more the (graphic) designer’s activity intermingles with other practices and fields of knowledge. Is this the much coveted
triumph of multidisciplinarity or rather an expression of professional dilution? It
seems to me that this urgency to hybridize design is a (sometimes desperate)
response to the progressive loss of its specific content. In other words, if no one
takes me seriously as a graphic designer, defining myself as such is no longer neither sufficient nor strategic. So, I become an entrepreneur, a writer, an activist and
so on. However, the actual added value provided by my field of expertise remains
unclear. As Thomas Castro appropriately
A designer full of qualities is
asks in a recent talk, “What are we still
as designers when we’re living in
actually the mirrored image of doing
template culture?” One needs to be "dea designer without qualities.
signer as X" since "designer as designer"
is not enough anymore. Thus, all these
design permutations might be understood as a permutation of the "Don’t Get a
Job… Make a Job" motto. A designer full of qualities is actually the mirrored image
of a designer without qualities. I see graphic design, a category that nowadays
sounds a bit passé, as a souvenir, so to speak, of the generalization of creative
work, its mutation into cognitive work, i.e. the process through which a profession
turns into a function.

Relating to the topic of the festival, what do you think graphic designers should be
techno-optimistic/techno-pessimistic about when it comes to the future of their
profession?
S I L V I O One particular development comes to mind, which I find interesting
because it can lead to either techno-optimism or techno-pessimism depending
on one’s place in the supply chain. I’m talking of the emergence of design systems
such as D LS, the one employed by AirBnB whose aim is to build products “better
and faster”. While it makes sense to develop design systems to be able to scale
and manage complexity, they fundamentally change the function of the designers that make use of them. To put it simply, design systems imply a tiny elite of
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designers setting the rules and a great majority applying them. Clearly the latter
won’t get the same paycheck as the former since their work won’t require particular expertise. The smarter the system, the dumber will be its application. Adam
Michela, who led to the creation of Airbnb’s DLS, speaks of the ‘"industrialization
of interface production". What this industrialization means in terms of labor, compensation or skill acquisition is yet to be seen.
You say that graphic design (including web design) has already undergone a
substantial automation process with the introduction of digital technology that
brought about technological democratization. Having survived it, what have designers learned from this process and will it help them survive the next big round
of automation?
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S I L V I O While the first democratization process you mention was about access
to tools, the current one has to do with access to markets. If platforms like Fiverr
become as widespread as, say, Uber, clients will trust the algorithm when it comes
to choosing freelancers, which will in turn become an appendix of the software.
And beware: as the motto goes, “the best place to hide a dead body is page two
of Google”. Graphic designers, videomakers, web developers, translators, etc.,
without some sort of peculiar specialization or cultural prestige, will have to
compete globally while dumping their local fees. As it happened with Chinese
manufacturing, this process will bring short-term benefits to emerging economies
and to the customers enjoying the delights of outsourcing. But at the same time it
will produce within affluent societies an understanding of foreigner freelancers as
enemies who don’t play fair. Designers and creative workers in general are already
in survival mode, but the struggle is neither against machines nor against foreign
competitors. The real struggle is about redistribution of wealth.

With new technologies like machine learning, big data and AI getting more and
more important, is a designer’s cultural role more important when embracing
them or critiquing them?
S I L V I O I can hardly imagine ways not to embrace machine learning and the like

improving the world, while being at the mercy of job instability, erosion of professional prestige and generalized uncertainty. Sometimes this entrepreneurial identification becomes a way to ground one’s
hardly imagine ways not place in the world, even if only at a level of
personal and professional narrative.

I can
to embrace machine learning
and the like when simply
solving a captcha contributes
to the training of an AI system.

In your art/design practice, such as "The
Best Is Yet to Come", "An Attempt to
Explore the Medium of Leisure" (in collaboration with Sebastian Schmieg) and
"Shouldn’t You Be Working?" (the last one
being exhibited as part of the main Plan D exhibition) you address the issues of
hyperemployment, lazy-shaming and productive anxiety and the designed solutions (apps) that encourage it. How can we fight this trend?
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S I L V I O Before being a technical issue, the tyranny of the work ethic is a cultural
one: we must be productive because everybody else is and if we aren’t, we will
succumb. But if we consider, for instance, the context of art and design, we soon
realize that working 24/7 is seldom a good deal. While many students and fresh
graduates spend day and night crafting their online portfolios, only a few obtain
fair compensation both in financial and social terms. Most art and design schools
are themselves designed to enhance competition among students. A competition
that is later exacerbated, at least here in the Netherlands, by the grant economy.
Keeping this in mind, it seems better to invest time in building protected spaces
for convivial cooperation, even within rarely convivial contexts, such as higher
education. Cooperation might be one of the antidotes to what David Frayne calls
"the work dogma".

On the scale between technological optimism and pessimism – where do you
stand?
S I L V I O Let’s just say that I’m optimistic about the utility of pessimism.

when simply solving a captcha contributes to the training of an AI system. What
at first glance seems like a technical issue is actually a matter of political economy. This is what Sebastian Schmieg and I tried to address with our Five Years of
Captured Captchas, a series of five leporello books that span a total length of 90
meters, chronicling every single captcha that we have solved over the course of
five years. Once the books were ready, we wrote a letter to Google – the company
which most of our work was done for
Most art and design schools are – to present our ‘quinquennial report’
to celebrate such a fruitful collabthemselves designed to enhance and
oration. By framing captcha solving as
competition among students.
work we wanted to highlight the value
extraction in terms of technical improvement happening in the background of such a tiny action. So, I guess that the
point is the usual one, which is that it is good to question the biases embedded in
technology per se, but also the powers behind and around it.
You’ve done a lot of research and writing about what you call entreprecariat, which
is the relationship between entrepreneurship and precarity. How is this phenomenon reflected in the design profession?
S I L V I O Broadly speaking, the entreprecariat is a dysphoric condition, a sort
of cognitive dissonance in which the subject develops (forcedly or not) an entrepreneurial urge while dealing with diverse forms of precarity. Most designers
are asked to identify with pompous narratives that attribute them the agency of
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A U T O M AT O . FA R M
K A R L A PA L I S K A

A U T O M A T O . F A R M is a design studio based in

Shanghai which consists of Simone Rebaudengo,
Matthieu Cherubini, Saurabh Datta and Lorenzo
Romagnoli. In their work, which is placed at the
žintersection of product and interaction design,
they are using their knowledge of computer
science and electrical engineering in dealing
with the relationship between ethics and design.

26

Okay, first of all, thank you so much for doing this interview. I would like to start by
asking a couple of short questions that map out a short history of the collective. So,
how did this collective get together and what is the motivation that runs your work
and practice? As a collective, what binds you and what is it that “separates” you?
S A U R A B H D A T T A I think one major factor for me is that we all come from
somewhat different backgrounds and so the things that we do now have flavours
from different sectors. I met Simone at frog where I currently work. Around the
same time others were also there in Shanghai and while we were here and since
we are, as Lorenzo mentioned, nerds; we decided to do this.

S I M O N E R E B A U D E N G O We started automato almost two years ago to find
a good excuse to work together and to explore more our common interest in the
implications of future autonomous systems in everyday life. Most of our work
comes from thinking and discussing about the future, but explored less in words
and more in objects, code and electronics. We are united by this idea of building
a research practice that jumps
between present/future and real/
How can a human take a decision
and perform an action to influence fictional. We all come from different
backgrounds (computer science,
a system? Should humans be in
robotics, engineering and industrial design), but we all converged
control over things?
towards interaction design. This
gave us a common language and focus, but the separation of skills is also what
makes it great to be able to work on the whole spectrum, from stories and vision
to components and pcbs.

In your projects Ethical Objects and Autonomous Ethical Vehicles you are researching and questioning the process and design of programming ethics in
autonomous systems and objects. Even though the concept of moral judgment
being made by a machine is not without controversies, it is here – looking to be
integrated in more and more domains of our everyday life. What is your position
when discussing moral reasoning being left to algorithms? Should moral reasoning only be done by humans (regardless of the context)?
M A T T H I E U C H E R U B I N I It is a very complicated question, when I started
my research into that I was very opinionated (against letting machines doing
moral reasoning), but after three years of research I’m not so sure anymore. The
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interesting thing that happened is, by questioning moral reasoning done by machines, you have to question yourself, about your own moral reasoning. In Europe,
we have this romantic view of the human as a “moral creature” – so we will be
instinctively reluctant towards a non-alive artefact (or alive, if we talk about a dog,
for example) being able to
In Europe, we have this romantic view have moral reasoning, as we
value our morality as one of
of the human as a “moral creature” –
our greatest human features.
so we will be instinctively reluctant
But is it the case? Is it better to
towards a non-alive artefact being
have a lethal battlefield robot
or
a human soldier killing a huable to have moral reasoning, as
man being? Is it better to have
we value our morality as one of our
an autonomous vehicle or a
greatest human features.
drunk driver that kills a pedestrian? However, we think that
designing moral reasoning into machines could lead to some design issues that
should be addressed. One of the issues that we tried to research into with these
two projects was “how can we design something as subjective as ethics into a generally manufactured product”. If BM W designs an autonomous vehicle that works
well in a German context and this car is exported to China, how are its ethical principles going to adapt to such a different driving culture? Another issue are moral
dilemmas which will require the system to proceed a certain type of inputs under
a certain type of belief system in order to come up with a solution/output. How are
these certains defined and by whom? Is it right to let few tech leaders decide for all
the human users what is the correct ethical belief that their autonomous product
should operate under?
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Expanding on the topic and question from before – programming ethics in autonomous systems – what are the other key questions that have been derived from
and are driving your research? Also, what would be the main challenges when
approaching this issue from a design perspective?
L O R E N Z O R O M A G N O L I I think that most of the time when we discuss topics
of algorithms, artificial intelligence and automation no one consider where people
stand in the system; we like to bring people back into the loop. How can a human
take a decision and perform an action to influence a system? Should humans be in
control over things? Or better not to leave too much freedom (especially to some)?

We envision futures that are not that far away, however most of the topics are quite
difficult to discuss. By creating artefacts, designing interfaces and connecting
buttons we can teleport an issue of the near future in to the present, or vice versa
accompany a person on a trip in the near future (hopefully in a fun, compelling way).
S I M O N E R E B A U D E N G O Most of our recent projects tried to look deeper into
this topic by designing alternative systems and interfaces for autonomous systems.
For example, in Ethical Things, we created a mundane autonomous fan that rather
than taking decision by itself it tries to find support of humans online. Humans on
mechanical turking service become the subjective backend on less quantifiable
decision, so in this case the controls for the objects rather than regulating the
object itself they are used to finding the right profile of people (sex, education, age,
religion) that would help the fan. In Politics of Power we took a different route, rather than making controls for switching the belief systems of a product, we designed
extremely transparently biased objects. We imagined a possible future in which
even simple products might be imbued with specific belief, but rather than hiding
them, we made them drive the shape, behaviour and overall design of a mundane
device like a power plug. The choice would be placed in the moment of purchasing
of a product for a person, buying into a specific belief for an autonomous thing.
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industry to go beyond the standard and boring use cases of the corporate future
visions. Think of how many smart fridges or car interiors that look like a living
room are there. In automato we seldom have a client that gives us a barrier, so
we can go full on weird and exploring wider and wider spheres of futures and this
is very useful for commercial work too. It’s something like stretching a muscle, if
you stay in the commercial work only it’s hard to be flexible, instead automato is
our stretching routine, to get to do weirder and weirder poses, but also be very
relaxed and effortless in more simple work.

Through your work you stress the importance of digging deeper into the black box
in order to explore, understand and make transparent the technological processes in it. How does this affect the design and design practice?
S A U R A B H D A T T A I think it’s a very fundamental thing to even start with.
Today we are living and breathing in a world where everything, to a certain extent,
has been touched by technology. Acknowledging that fact will make the design
decisions more informed, rather than vague. At automato we focus on taking a few
of those moments, enlarge them and put them on the table for people to see and
while doing so we tend to focus not just on the technology, but also on the factors
that affect the technology itself.

In your project White Box, but also the three-week course you held at CIID –
“Domestication of Technology” you are dealing with the concept of “smartness” and
“intelligence” in designing functions, forms and interactions of objects. These concepts when applied to artefacts, are rather tricky and they don’t really always live
up to our expectations – is this because of the flawed technology that just needs
technological upgrades or the flawed design of “smartness” .

L O R E N Z O R O M A G N O L I Understanding what software, intelligence and algorithms are, what’s their role in society, what’s the limit and the potential of technology is really important: it is a bit like knowing where the meat in your meatballs
comes from. In our practice we like to be transparent and as open as possible, we
use plenty of open source software and hardware, and when we can we like to give
back by releasing code and writing little tutorials.
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S I M O N E R E B A U D E N G O I hear so many times in design and tech circles
about “smart”, “‘intelligent” and “learning” things that will create the “best” experiences, this approach is some sort of blind religious trust that these things will
make our life better. From a consumer’s perspective, it gives unmet expectations
and very opaque interfaces. From a designer’s perspective, it makes for a very
lazy design process, as “algorithms” become some sort of a magical solution to
all issues that some technologist will solve. So we like to stress this because we
think it is a needed step for designers to move forward: to actually understand
and design deeper in machines,
Today we are living and breathing rather than leaving it to hope, which
is ultimately nothing more than a
in a world where everything, to a
dude coding near you.

certain extent, has been touched
by technology.

What are the most important questions and challenges that you are
facing? The work part of the collective is just one side of your design activity, you
are simultaneously partially employed designers, developing commercial design
products. Do you manage to merge those two engagements and how?

L O R E N Z O R O M A G N O L I Research and commercial work are quite linked.
With automato, we can just explore freely, develop brutalist interfaces, focus on
the meaning of things and have fun. On more commercial project (that most of
the time are not that fun) we cannot have this freedom, but sometimes it happens
that one practice influences the other. The research that goes in automato can be
applied to small pieces on a client work and sometimes it’s the other way around.
S A U R A B H D A T T A I have recently seen my day job being influenced by the
philosophy of automato. We have been quoted and exemplified in design agencies. What I hear often is people saying that they love our work because they all
have these the same feelings, but under the circumstances they just cannot do
something about it while in office. It’s hard to keep both things running in parallel,
but we are trying different models of collaboration between ourselves and clients/
institutions.
S I M O N E R E B A U D E N G O We have started to see more and more interest
among certain commercial clients in the work we do, partially in the output, but
more in the approach to thinking about future, design and technology. There
is definitely a growing hunger for design-fiction-like approaches in the design
PLAN D: TEHNO-OPTIMISM / TEHNO-PESIMISM
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S I M O N E R E B A U D E N G O The issue is definitely in the limited meaning that is
given today to “smartness” by the design and tech industry. Smart= Efficient and
Intelligent=Talking Butlers. Not every action in our life is a problem to be solved that
needs an efficient solution. In my country as many others, cooking is not a problem,
rather a very important moment in culture and social life. So I don’t need technology
to “solve” my life, but rather to explore, expand, imagine, augment, surprise it...

Similarly about intelligence, we seem to be stuck in this metaphor of talkative butlers that do things for you when you talk to them, but I would rather live in a future of
less talkative things that go around your home, things that you might need to shepherd rather than command, things that, as BERG used to say, are more as smart as
a puppy... Luckily there are quite a lot of people thinking in a similar way and writing
and pushing projects in this direction, like James Auger in his CrapFutures blog, or
the Near Future Lab. Hopefully soon enough we can get some of these thoughts
into a more commercial world...
Last question – how would you define your position on the scale between technological optimism and pessimism – where do you stand?
L O R E N Z O R O M A G N O L I I’m an optimist in general, and I love technology. I can
say I’m a technology optimist (all of us probably are). The problem is not with technology, the problem most of the time is with the people that design and use it.
S A U R A B H D A T T A It’s a grayscale for me. As much as I love technology I also
fear it from the way it shapes me. Hence the responsibility of the person designing
it, becomes utmost. I would say I keep an eye out and don’t just buy easily into it.
M A T T H I E U C H E R U B I N I It would be hypocritical to say we are pessimists, we
all use technology and are increasingly dependent on it. It is also very broad – what
technology are we talking about? For example, I’m very optimistic when I look at
how new technologies are applied in the healthcare industry, from 3D printing to
replace dysfunctional bones to advancement in research against cancer, it’s amazing. I’m way less optimistic when I see all these start-ups from the IoT area, where
everything is dumbed down with the only aim to jump as fast as possible into a potential money pit. I think it is important to be critical – and being critical shouldn’t be
a synonym for being pessimist – towards both optimists and pessimists, because as
it has been said above, probably the issue is not in the technology in itself but all the
schemes around it: how we are using it, how it is advertised, how we are educated
about it, how a piece of technology is designed.
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S I M O N E R E B A U D E N G O I’m positively critical. As Matthieu said, it is very
important to keep a level of criticality in your practice and about what you see
around you. It is very important to say “No” and not only “Yes and” if you truly do
not believe in something. Certain things do not have to exist and it should be OK
to disagree and have a discussion about it. This is a problem that arises from the
design thinking processes that are now spread across companies and start-ups,
where being critical is often being labelled as a negative and time-consuming
practice. So I’m pessimistic about hyper-optimism and determinist-driven futures, but very optimistic if we might manage to turn the design back into a more
critical, self-reflective and optimistic practice.

DI SC OU R SI V E
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P E TA R JA N D R I Ć
Why Techno-Optimism /
Techno-Pessimism? Notes on
Relationships Between Utopian
Thinking, Scientific Inquiry, and
Technological Praxis

T O M I S L AV M E D A K
Blackboxing Politics — How
Technosolutionism Obfuscates
Social Antagonism
T H U R S D AY 2 8 / 0 9 / 2 0 1 7 1 8 . 3 0 — 1 9 . 0 0

T H U R S D AY 2 8 / 0 9 / 2 0 1 7 1 8 . 0 0 — 1 8 . 3 0
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In this talk I look into evolution of
scientific approaches to our understanding of technology and suggest
the need to expand them with inputs
from fiction, fantasy, and utopia. I
briefly outline some definitions of
utopia and utopian thinking. Looking
at rich body of research on utopia, and
particularly recent works developed
for the occasion of last year’s 500th
anniversary of Thomas More’s Utopia
(1516), I break utopian thinking down
to its main building blocks including
but not limited to dialogue, critique,
imagination, eschaton, play, thought
experiment, social change, hope, and
design. Turning these building blocks
into a loosely defined theoretical
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framework, I analyse two influential
utopias – Edutopia and Cybertopia
– and link them to techno-optimism
and techno-pessimism. Preliminary
analyses indicate that utopias are ubiquitous, serve as reality checks, and can
often be generative. Situated between
reason and feeling, utopias are sites
of struggle which make our individual
and collective paths toward the future.
While they obviously depict restricted
and one-sided worldviews, therefore,
techno-optimism and techno-pessimism provide important theoretical
and practical insights into our understanding of relationships between
utopian thinking, scientific inquiry, and
technological praxis.

P E T A R J A N D R I Ć is Professor and Programme Director of BS c (Informatics)

at the Zagreb University of Applied Sciences, and visiting Associate Professor at
the University of Zagreb. His research interests are situated at the intersections
between technologies, pedagogies and the society, and his current research is
focused to collective knowledge-making and postdisciplinarity. Jandrić's latest
book is Learning in the Age of Digital Reason ( 2017, Rotterdam: Sense).
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Should the world fail at a coordinated effort to rapidly reduce its carbon
emissions, it is set on course of global
warming well above the 2ºC limit resulting in an unprecedented environmental
disruption. The global capitalism is
betting on momentous innovation drive
to accelerate material flows and restore fresh blood to its sclerotic growth
rates. The coming automation is feared
for it's going to leave large swaths
of population jobless amidst a workbased society. Enter the fourth industrial revolution. It promises to fix it all:
negative emission technologies that
will save the radical decarbonization
scenarios, AI's super-human capacity
of optimization that will overcome the
choke-points of involuntary economic
stagnation, robot-based Elysium that
will obviate the need for onerous toil of
work. Yet the parallel needs to reduce

energy intensity and to intensify material-based growth, to disrupt the labor
arrangements and to create blanket social security are evidently contradictory.
In my talk I'll highlight how technological hype serves to obfuscate real antagonisms of socio-economic structure
and defer costly political decisions on
growth and direction of technological
change that need to be taken now in order to enable our maneuvering space in
the coming decades. I'll highlight how
"luddite" disruption of the unquestioned
business-as-usual of technological
innovation is fundamental to re-politicising the future development. And I'll
highlight the role of (post-)human-centered design in aiding that disruption.

T O M I S L A V M E D A K ’ S research is in structural unevenness of technological
development and post-capitalist transition. He’s part of the theory and publishing
team of the Multimedia Institute/MAMA [1], shadow librarian for the Memory of
the World project [2] and part of the Zagreb-based experimental theatre collective BAD co [3].

He has authored two smaller volumes: The Hard Matter of Abstraction – A
Guidebook to Domination by Abstraction (Stuttgart, 2016) and Shit Tech for A
Shitty World (Ljubljana, 2015), and has edited a number of essay collections,
including Public Library (with Marcell Mars, Zagreb, 2015), The Idea of Radical
Media (with Petar Milat, Zagreb, 2014) and Time and (In)Completion: Images and
Performances of Time in Late Capitalism (with Goran Sergej Pristaš, Zagreb, 2014).
[1] http://www.mi2.hr [2] http://memoryoftheworld.org [3] http://badco.hr
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DARIJA MEDIĆ
Black Box, White Magic

BRUCE STERLING
Precarious Utopia

T H U R S D AY 2 8 / 0 9 / 2 0 1 7 1 9 .1 5 — 1 9 . 4 5
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Ever since technology started developing outside of a predictable, controlled environment, both the positivist
progressive utopian vision and the fear
of its outgrowing humans became a
subconscious ghost that stayed ever
since, with every new invention.
This talk will focus on the the principals of magical thinking in technology
through the languages and design paradigms that construct them. What are
the integral elements that help build
the myth of technology as a promising
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compensation machine (Kluitenberg,
2005), making amends for human deficiencies and at the same time offering
fertile ground for imaginative paranoia
and conspiracy theories?
By opening the black box we will open
a series of questions regarding the
conceptualization of technology: the
question of its inherent and absolute
functionality, the process of obscuring
it’s internal working, and the effects of
this process.

D A R I J A M E D I Ć is a digital practitioner and researcher, working in the fields
of media art and design, critical writing, curating and production. Since 2012. she
has been a core member of the organization Interkultivator that focuses on the
decentralization of cultural production in Serbia through creating experimental
educational platforms, and since 2015. she is a member of Napon, institute of
flexible cultures and technologies. Her work resides mostly in the context of the
public domain and its shaping, language and its social practices, media and its archaeology, technology and its philosophy. The majority of her works are speculative interventions into the imperfections of systems that penetrate the principles
of building social meaning and dynamics of power distribution.

She graduated from the Networked media department at the Piet Zwart Institute,
in Rotterdam, Netherlands and the New media department of the Academy of
Arts in Novi Sad, Serbia. Darija has exhibited in Serbia and internationally, showing her work on projects such as Device art (Croatia, Czech Republic), Mindware:
Technologies of dialogue (Poland), Karasssuite (Slovakia, Belgium), Make me festival (Serbia, Austria), Hacker space festival (France), Unlimited liability (Germany),
MEME FEST/festival of radical communication (international), Viral communications conference (Netherlands).
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B R U C E S T E R L I N G , internationally famous science fiction writer, leader in the
cyberpunk genre, publicist, editor, theoretician and futurist, will be joining us for
the first Plan D festival. His literary works, the most famous of which are the short
story collection Mirrorshades and the novel The Difference Engine, co-written
with William Gibson, are seminal genre works, whose influence is reflected in different aspects of culture – from music to film. He has published a number of nonfiction works: The Hacker Crackdown: Law and Disorder on the Electronic Frontier,
Tomorrow Now: Envisioning the Next Fifty Years, Shaping Things, Utopia Pirata: I
racconti di Bruno Argento and The Epic Struggle of the Internet of Things in which
he deals with the vast array of his interests – from hacker culture and futuristic
design of everyday material objects to the fates of people in the post-world and
the hidden tendencies of technological imperatives.

He has written, among others, for Wired, Discover, Architectural Record and The
Atlantic. He has taught New Media and science fiction at the European Graduate
School, while his project researching dead media technologies – The New Media
Project – provides a significant contribution to media archaeology.
Primarily a visionary, but also a social diagnostician, who works at the intersection
of science fiction and the everyday, Bruce Sterling poignantly unravels the present in order to take us to the future.
The lecture is organized in cooperation with MaMa — Multimedia Institute.
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IVICA MITROVIĆ
The mediterranean speculative
approach or how to imagine
different futures in the real world

JASPER OT T O
EISENECKER,
YURI VEERMAN,
MARTIN WECKE
short lecture block
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As the radical design was challenging
the modernist paradigm as the dominant ideology of the time, the new
(speculative) design practices are
also confronting current social, political, economical and environmental
issues. However, it still remains to be
seen whether the speculative practice
has the potential to become the new,
post-design practice or if it's to be yet
another utopia and a historical footnote.
New designers are questioning emerging technologies, social and economical contexts, and status quo politics,
bein often criticized for their remote
position, out of the so-called Real world.
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The Mediterranean speculative approach is dealing with “big” global technological, economic, social and political
issues within the local context that is
the best known and inside of which one
can best contribute. Practice at the Arts
Academy in Split tackles dystopian scenarios in line with the Mediterranean
approach (“from the edge of Europe”,
removed from the European urban and
technology centres) and challenges
them from a humanist perspective.

J A S P E R O T T O E I S E N E C K E R (1985, DE ) is a Leipzig-based graphic desi-

gner. His personal work is research-based, seeing the profession as a possibility
to reflect upon society-related developments. The process-driven outcomes are
following a specific interest in virtual phenomena and its dichotomy in printed
matter. Previous projects circulated around topics such as digitalization, privacy, and internet censorship. He studied at ArtEZ Arnhem (NL ) and Hochschule
Hannover, where he graduated in 2015. Since then he focuses on print- and
typography-related projects for clients in the cultural field. In addition to this, he is
enrolled at the Academy of Fine Arts Leipzig to obtain his Diploma.

Y U R I V E E R M A N (1982, NL ) is an artist, designer and performer whose work

I V I C A M I T R O V I Ć is the assistant professor at the department of Visual
Communications Design at the Arts Academy in Split, where he teaches
Interaction Design and Interactive Media Design. He holds a Ph.D. at the
University of Split (Human Computer Interaction) and he also specialized at several other international institutions. As a guest lecturer and workshop leader he was
invited to various eminent international institutions. He acted as a leader, mentor
and co-mentor for numerous exhibited and awarded student projects on national
and international design exhibitions.
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deals with cultural symbols. If you remix a flag, are there still traces of home in
each colour? If you grind a coin to dust, where did its value go? If you translate
the Dutch anthem into Arabic, who does it address? By reconstructing these
elements, Veerman’s works create space for a new narrative. Veerman graduated from the Sandberg Institute in Amsterdam. He teaches graphic design
at the Utrecht School of the Arts and is one of the founders of the Platform
Beeldende Kunst (Platform for Visual Arts), an active Think Tank for the arts in
the Netherlands.

M A R T I N W E C K E (1986, DE) is a graphic designer and coder based in Berlin.
After studying Architecture and Visual Communication at the University of the
Arts Berlin his practice oscillates around experimental interfaces, the cultural and
social implications of digital technology and the use of code as a design tool. His
works were featured, among others, in Kunstforum International (2016), D-DayFestival 2016 (Zagreb, HR, 2016) and Kongress der Möglichkeiten (Berlin, DE, 2015).

DISCURSIVE PROGRAM

S I LV I O L O R U S S O
What Design Can’t Do

N I N A PA I M I
EMILIA BERGMARK
Assignments in Design Education
− from ‘Taking a Line for a Walk’,
to ‘How to Do Things with Objects
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In this talk Silvio Lorusso examines how
technical and social transformations
have affected the professional and
cultural value of the graphic designer.
Looking at the impact of automation,
visual relativism and intellectualization,
he focuses on the professional and cultural dilution of graphic design into online customization and meme-making.
Lorusso addresses how the abstract
do-good grandeur of design education
often obscures a more concrete financial and existential insecurity.
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In opposition to this, his proposition is
to conceive design schools as 'temporary autonomous élites' that celebrate
the marginality of the designer without
qualities and serve as a base for an
emotional counterculture.

S I L V I O L O R U S S O is a Rotterdam-based artist, designer, and researcher. He’s
currently busy investigating the relationship between entrepreneurship and precarity, i.e. entreprecariat. His work was presented at Re:Publica (DE), MaXXI (IT),
Transmediale (DE), Drugo More (HR), Vögele Kultur Zentrum (CH), N RW-Forum
(DE ), MoneyLab (NL), Impakt (NL), Sight & Sound (CA), Adhocracy (GR), Biennale
Architettura (IT). He holds a Ph.D. in Design Sciences from the School of Doctorate
Studies – Iuav University of Venice. His writing has appeared in the Immaterial
Labour Union Zine, Prismo, Printed Web 3, Metropolis M, Progetto Grafico, Digicult,
Diid, and Doppiozero. Currently, he is an affiliated researcher at the Institute of
Network Cultures of Amsterdam and he works as a mentor at the Amsterdam
University of Applied Sciences’ PublishingLab. His work has been featured in,
among others, The Guardian, The Financial Times, and Wired. Since 2013, he manages the Post-Digital Publishing Archive (p-dpa.net). He lectured at Royal College
of Art (UK), Sandberg Instituut (NL), Royal Academy of Art (NL); Willem de Kooning
Academy (NL), École de recherche graphique (BE), Coventry University (UK).
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In 2014, the exhibition Taking a Line
for a Walk, presented at the 26th
International Graphic Design Biennial
of Brno, Czech Republic, shed a light
into something which is often neglected: assignments as a pedagogical tools
and verbal artefacts of design education. Functioning as as an extended exhibition catalog, the homonymous book
published by Spector Books Leipzig
in 2016, presented a more extensivecompendium of written instructions. In

2017, at Plan D, How to Do Things with
Objects looks upon assignments from
yet another angle: as oral instructions.
In this lecture, Nina Paim and Emilia
Bergmark will present their past collaborations and discuss the ways and lines
of assignments and the many forms
and formats they can take.

N I N A P A I M is a Brazilian designer and researcher living and working in
Switzerland. After a detour into economics and philosophy, Nina studied graphic
design at Esdi (BR) and the Gerrit Rietveld Academie (NL). Her bachelor project was
the Escola Aberta, a temporary and free-of-charge design school, which took place
in Rio de Janeiro in August 2012. In 2014, Paim curated the exhibition Taking a Line
for a Walk which dealt with the subject of assignments in design education, and for
which she received a Swiss Design Awards in 2015. In 2017 Paim concluded her MA
in design research at the Hochschule der Künste Bern (CH), investigating the history and publishing strategies of Verlag Arthur Niggli. She has recently received a
grant from the canton of St. Gallen (CH) in order to develop her Niggli research into
a book. Paim is also currently a research assistant at the Institute of Experimental
Media and Design Cultures at the FHNW Basel, coordinating the conference Beyond
Change, which will take place in March 2018.
E M I L I A B E R G M A R K is a visual artist living and working in Copenhagen,
Denmark. Bergmark is currently finishing her master's degree at the Royal Academy
of Fine Arts in Copenhagen (DK). Previous education includes studies in art and
graphic design at the Gerrit Rietveld Academie (NL), with a special focus on art and
research, as well as a year of studying at, and running the alternative educational
initiative School of the Damned in London. Emilia co-designed the exhibition about
assignments in design education Taking a Line for a Walk.
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URO Š KRČADINAC
Data Storytelling
— from Inventor to Narrator

N I KO L A B O J I Ć
Looking Back
− Designing the Future
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“The current system of power is fundamentally pretty invisible to us. It
resides in finance, in all sorts of new
kinds of management, and within computers and the media, which involves
invisible algorithms that shape and
manage what information we get. (...) I
think what’s waiting to be invented is a
new kind of imaginative language that
describes the world of power, which is
invisible to us, and I think both journalists and art can do this, because the
present languages are just so boring
and so obscure and so dull that people
turn away from them.”
– Adam Curtis
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In order to speak about new processes
and new relations of power we need
a new language. This language will
simultaneously be textual, visual and
programmatic, interactive and rich in
expression, a language in which both
books and portals will be written, which
will describe feelings, databases and
computer learning algorithms, which
will use the lexicons of film and cartography, Internet memes and emoticons,
which will be used for communication
between people themselves, but also
between people and the machines.
It will be a language of both propaganda and poetry. Let’s create it together.

U R O Š K R Č A D I N A C connects in his work experiences from the field of
information technology, visual arts, storytelling, animation and design. He currently works as a lecturer in the Department for Digital Arts at the Faculty of
Media and Communications in Belgrade. He wrote a book about his three-month
journey through Africa (Bantustan), he created software for visualizing emotions
(Synesketch), he successfully defended his doctoral thesis and made several animated films. He is interested in personal geographies, unusual languages, maps
and graphs, gardens and swings, no man’s lands, spaces with unclear identities
and, in general, works that are hard to categorize.
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Whose instruments are we thinking and
designing the future with? Inside whose
socio-technological predictions are we
living? Whose future is it that we are
creating anyway?
At the moment when speculating
about the future once again becomes
a mechanism of colonization, it is important to make several radical steps
back and look for the future in our own
past. Grounded in the specific past, the
future isn’t just a temporal phenomenon, but also a spatial one. Situated in
space, the future can be reclaimed and
re-choreographed.

Following the line between proto-cybernetics and post-cybernetics, the
lecture will will connect several points
in time and space. It starts in Zagreb in
the 1960s, moves to the M IT Media Lab
in Cambridge at the very end of last
year, and ends in a demilitarized NATO
base 50 km southwest of Reykjavik.
The lecture will interconnect a large
number of diagrams, unpublished
archival sources and design projects
created in an open dialogue between
artists, designers, theoreticians, but
also organisms like the bacteria and
algae.

N I K O L A B O J I Ć is a designer and art historian focused on the relationship
between politics, space and technology. He graduated in art history and information sciences at the Faculty of Humanities and Social Sciences in Zagreb and
completed his postgraduate study at the Harvard Graduate School of Design. His
artistic and design works have been shown at the Museum of Contemporary Art in
Zagreb and The Milan Triennial. Nikola is an author of the artist book Excavations
and a guest editor of the 96th issue od Život umjetnosti magazine.

As a visiting lecturer at M IT, Nikola co-created and taught the Advanced Studio
in Production of Space (fall 2016). The class was part of the Program in Art, Culture
and Technology and dealt with developing art operations on scientific and technological models. He is currently a PhD student and research assistant at the
Institute for Art History in Zagreb and research affiliate at the M IT School of
Architecture + Planning.
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L ORENZO ROMAGNOLI
Automato − Design Practices
from 7 Hours in the Future

NOTHING MORE WORKS
Solutions and Problems in the Field
of Extra Tonal Composition

S AT U R D AY 3 0 / 0 9 / 2 0 1 7 1 9 .1 5 — 1 9 . 4 5

42

Bridging and blurring physical and digital interfaces, digging into algorithms
and behaviors of products, translating
complex black boxes into interfaces
and using connectivity and intelligence
as new materials to be shaped.

SOUND PERFORMANCE

S AT U R D AY 3 0 / 0 9 / 2 0 1 7 2 0 .1 5 — 2 1 . 0 0
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In a time where problems are designed
to be solutions, and industrialised
rubbish predominates our everyday life,
speculative composer Niek Hilkmann,
general theoretical practitioner JoaK
and sound poet Michael J. Muik will
intervene with extratonal performances, compositions and poems. With the
support of custom-made instruments,
obsolete writing techniques, special
notation systems and alternative applications of existing technologies, they
will explore advanced obstacles and
trigger new input for the debate around
extra tonality during an exclusive Plan
D conference.

L O R E N Z O R O M A G N O L I is an interaction designer with an expertise in
digital media, physical computing and digital fabrication. He was a member of
the team that founded and ran Italy’s first Fablab in 2011. In 2015 he collaborated
with the Arduino team, coordinating the Casa Jasmina project. A research project
around the role of open source hardware and software in the design space of
the connected home. Lorenzo currently works as a consultant between Italy and
China, designing and prototyping near-future products and services.
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TECHNO-OPTIMISM /
TECHNO-PESSIMISM
EXHIBITION
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Technology has always been the embodiment of antagonisms and ambivalences.
We often think about it as being either good or bad, reliable or unreliable, making
things easy or difficult for us, thrilling or horrifying us, but we rarely give it neutral
treatment. The reason for that is that technologies have an undeniable role in our
lives and are inextricably interconnected with the world in which we live.
It is difficult to simplify such a complex and tangled relationship between technology and society, precisely because technologies are not merely neutral tools that
help us in everyday activities, but also methods, techniques and skills, i.e. all the
ways in which we intervene, explore and transform the world around us and produce its meanings. It is a feedback process in which every attempt at transforming our surroundings always returns to its source where it irreversibly shapes and
transforms the individual and society. While one part of technologies has become
so immersed in our everyday and intertwined with our life patterns that we rarely
even think of them as technologies, the other part comprises the new ones – inventions and innovations – that by their very emergence remind us of the inherent
instability and unsustainability of our established technological environment and
that bring with them more or less – radical, deep and comprehensive changes.
It is exactly the emergence of those innovative technologies, which demand
the most significant alterations and modifications in the tissue of the economy,
politics and infrastructure, that becomes the driving force for a cluster of processes of technological changes and culminates as a technological revolution. The
period of technological revolution in which a new set of technologies replaces
or transforms the old is marked by turmoil and turbulence and that process is
unavoidably reflected directly, explicitly and visibly, but also subtly, in people and
their established ways of interacting with the world. That is why technological
changes are a source of fear and frustration for some, while for others a source of
new opportunities that they enthusiastically embrace.
These polarizations and divisions in opinion, i.e. the forming of a wide range of
social and individual reactions, viewpoints and arguments about the usefulness
of technological changes for man and his environment, have always rung out in
public and professional discourse – from techno-optimism and those who recognize in the coming changes the opportunities for solving universal social and
environmental issues, to techno-pessimism and those that more cautiously and
sceptically approach the promises given by technology.
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The extremes of the reactions to new technologies are located between the need
for preserving the existing tools, techniques and methods with which we do things
and that seemingly unstoppable process of developing new and improving the existing technologies, while the common denominator of the antagonism is embodied in technologies and their development processes.
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The issue of technological effects on increasing the quality of life, although always
present, is louder, more frequent and more severe in public debates today and
causes more intense divisions and harshening of opposing discourses. That can
serve as a sort of indicator and time reference because although today we are 40
years removed from the beginning of the technological revolution of information
and communication technologies, we are now in its most turbulent period. Carlota
Perez, an economic historian, calls this unstable, turbulent and hectic period a
turning point – a period of coexistence of two opposing economic and technological paradigms, one of which is on its way out, while the other is just starting its
proliferation. This paradigm change is characterized by system recomposition,
i.e. adapting the social, economic, legal and cultural context to the logic of new
ICT technologies on the rise. At the same time, it is accompanied by economic,
political and environmental crises that make us examine whether the technological solutions failed and why, as well as question technological development as a
legitimate source for articulating solutions.
Although considering the complexity of the subject, it is impossible in this text format to offer more than a superficial and brief overview of the causes of this rise in
utopian and dystopian characterization of technologies, the issue of effects, goals,
usefulness and consequences of technologies is what we always come back to
and what directly concerns everyone. While some are at the focal point in creating
goals and technological policies, others are engaged in expert analyses and prognoses of its processes of formation and effects, but we are all living through those
consequences every day.
Precisely because of the urgency of this issue, we want to follow up on this topic
and debate from the position of the design profession and practice, which is too
rarely taken as the point of view on technological changes and crises, while its
capacity to unify professions and the public in a debate is overlooked.
The reasons for it can be partially ascribed to the consequences of the public
perception of design and its broad field of meaning. Namely, although the word
design often echoes in public discourse/speech as a ubiquitous term used to describe and explain different objects and situations, its meaning is simultaneously
acutely familiar, but also vague. Design is primarily the process of shaping the
material world that surrounds us, i.e. the process of planning and shaping products and systems that serve people in carrying out either collective or individual
purposes. This process of shaping and planning is directly tied to technology
because, while on the one hand, design is a way of naturalizing technology, on the
other, the technological possibilities set the scope of and challenge for the design
activity.

significant and useful or hasty, fetishistic technological solutions, but develops as
a tool and debate strategy that does not affirm the existing processes of technological development, but questions, examines, demystifies and analyses them.
This is a design that only seemingly exclusively exposes the defects of technological activity. It is a design that simultaneously exposes “itself” as a normative and
rhetorical practice that stands behind the material world that we accept, take for
granted and so rarely question. Because, in other words, the constructed material
world that surrounds us and that we are used to is in fact a collection of material,
tangible and intangible arguments about how we should live.
Therefore, instead of giving proposals and suggestions, this time, design is turning against all suggestions and is provoking us with questions, opening a window
for us into closed technological systems and exposing the other side of contemporary technologies and paradigms. For example, while artificial intelligence can
enrich the interaction between man and machine, its imitating life can also devalue the authenticity of life. As long as ubiquitous computing can continually supply
us with information and “keep us networked and up to speed”, it can simultaneously conduct surveillance and control over us.
It is not in dispute that technologies can in many ways improve our lives just as
endanger them, but any sort of fetishization or condemnation of technological
solutions clouds the fact that it is our finger on the switch and our voice in the
background. Therefore, by choosing the theme of this festival we do not wish to
remain on the techno-oppositions of optimism and pessimism, utopia and dystopia, where it is all too simple to disqualify ones as short-sighted technologists
and the others as old-fashioned progress stoppers. We want to consolidate, add
up and contrast different thoughts and positions on the coexistence of people
and technologies from the point of view of the design profession. In relation to the
aforementioned, we will present designer works that, through criticism, speculation, scenario, concept and commercial products, and by using different media
and practices, express attitudes, doubt or faith in the progress promised by the
new information and communication technologies and the social phenomena
linked to them. In short, we will present a design that, through these new practices, forms new methods and strategies of action, with which it strives to suspend
precisely the lack of faith in the possibility of change of everything that is imposed
on us as dominant and unavoidable.

The development of technologies is continually reflected in the fields of the
design discipline and practice and in the last decade we have been witnessing
an intense rise and predominance of the sphere of digital design, i.e. the design
of digital products, interfaces and interactive experiences. As always, alongside
commercial activity and design niches, its altogether more interesting counterpoint, within which dissident designer practices and activities are being developed, slowly but ever more evidently matures on the margins. Here, design does
not act as a tool for shaping commercial products and systems – be it socially
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NOT HERE NOT NOW
DUNNE AND RABY

I N V E S T I G AT I N G
V I RT UA L B O R D E R S

F U T U R E F I C T I O N S , Z 3 3 , H A S S E LT 2 0 1 5

JASPER OTTO EISENACKER

PRODUCED FOR: KAREN VERSCHOOREN/ FOR THE EXHIBITION:
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The future is a fiction, how are fictions represented through
design and how are designs used to present fictional
realities?
Not Here, Not Now is a speculative design project in which
Dunne & Raby present different interfaces for an alternative
world, not here not now. The large photographic prints present images of different interfaces. The titles hint at the function and purpose of these interfaces in that given society. As
such, the interfaces are portals to those alternative societies.
The work in itself is not so much about the interfaces or the
actions one performs with them, but about the society they
sit in, the world they evoke and the values and norms that
make that world go round.

2015
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Online censorship is a phenomena, which is almost always
occuring inside political borders. This circumstance gives
the virtual network a body. Translated into printed matter, the invisible topic becomes a tangible representation.
Speculations into possibilities to overcome these borders
were a central aspect during the process.

Visual languages of representation locate the values and
ideologies contained in alternative future scenarios within
very specific contemporary cultural frameworks that can
limit the effectiveness of the proposal in an effort to make it
familiar and accessible.
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R & D : A L OW- E N D
RICH MEDIA
P U B L I C AT I O N

WE ARE HUMAN
BEINGS
S I LV I O LO R U S S O

2011

ROEL ROSCA ABBING I DENNIS DE BEL

2016
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We Are Human Beings connects two contrasting attitudes
towards information technology as a mean of control. The
text derives from the founding manifesto of the Free Speech
Movement, pronounced by Mario Savio at Berkeley in 1964.
In his perspective, the machine was the dehumanized wing
of a technocratic society. Computers and punch cards (those
early devices to store data) were contributing to turn citizen
in mere numbers. One way to protest against this was to
punch holes through the punch cards in the shape of letters
that the machine couldn’t read.
After more than forty years CA PTCHAs were developed.
Universally adopted as a tool to discern humans from bots,
they consist of a series of alphabetic glyphs that have undergone various distortions generated by a computer. The
user is asked to face a problem that the machine cannot
solve and spam is prevented.
For the protest movement of the ‘60s, punch cards were a
symbol of alienation, therefore the conversion to a system
of signs understood by human beings was an act of revenge.
On the contrary, CA PTCHAs are means of access to the
machine. The machine is now the one who judge the human
nature of the user, while the user relates to it performing a
mechanical process. There is neither ideological nor political claim in this action, it only works as a procedure for
identification.
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Part showcase, part recipebook, this publication is a bloglike overview of works by Dennis de Bel and Roel Roscam
Abbing. In the almost 200 pages of R&D: a low-end rich
media publication their prototypes, try-outs and designs,
which they created during a two year collaboration, make a
playful case to rethink and reconsider media and communications technologies.
Swiping through its pages you can find designs for D IY
smartphones, a guide on making internet connections
via a walkie-talkie and experiments in feline filesharing.
Besides a project documentation, the book functions as a
tool to literally develop and etch your own electronic circuit
boards. As we favor the obsolete and the inefficient, the
book comes with a complimentary optical disk (read-only) featuring inclusive bonus material such as the source
code, electronics schematics and a digital edition of the
publication.
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TA L K T O M E

THE INTERNET
EXPRESS

JONAS LUND
2017

JONAS LUND
2017
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Talk to me is a conversational chat bot, a chat bot that has
been trained and modelled on all previous instant message
conversations (Skype, WhatsApp, Facebook Messenger)
as typed by the artist himself to create a smart, machine
learned, automatically talking version of the artist.
As you converse, the chat bot will reply speaking with a voice
that is a text to speech synthesised version of the artists
voice, created by recording over a 1000 sentences. As a gesture towards eternalisation, the T TS voice of the artist is free
to download and use in replacement of Siri or other smart
speaking devices.
Talk to Me was introduced at the Virtual Perception exhibition at Huset For Kunst og Design in Holsterbro, Denmark.
At the exhibition you can have a conversation with the artist,
without the artist being present.
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The Internet . Express is a new arcade game by Jonas Lund. On
the Information Superhighway big corporations are out to capture your clicks and subject you to their ads. This game puts you
to the test: can you avoid the big five, racing against you, or will
you crash into them and be subjected to even more ads?
“Last week Sakrowski passed by the studio and we started
searching for domain names containing internet, all of our top
picks were taken, such as internet.club, and internet.surf, and
even theinternet.club, yet after a while we found theinternet.
express. I registered it for $3,95 for the first year, next one will be
significantly more expensive I’m sure. Browsing often feels like
you’re on a high speed express train, surrounded by companies
that want to capture your clicks, show you ads and monetise your
behaviour, so the internet.express puts you to the test.”
– Jonas Lund
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EUTROPIA

KO P P I E KO P P I E
YURI VEERMAN

IVICA MITROVIĆ, OLEG ŠURAN

CLIENT: SETUP UTRECHT

2014

2014
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If you’ve ever put pictures of your children online, there’s a
chance that Koppie Koppie is sell- ing them on one of their
coffee mugs. The selected images have been uploaded by
the photographers on Flickr under a Creative Commons
license, which allows for their commercial reuse. Therefore
Koppie Koppie does not break any laws in making a profit
from the sale of these mugs.
Koppie Koppie is a campaign that aims to spread a serious
message about the difficulty of controlling images once they
have been posted online. Parents of children that appear on
the mugs can request to have the image removed from the
webshop. Koppie Koppie will comply within the same day.
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Eutropia is a Mediterranean city-state living in absolute
material security and social wellbeing for more than 30
years. During the great global recession of the 21st century,
the city government signed a contract with an international
consortium regulating trade of information generated by the
city. City developed a state-of-the-art infrastructure for collecting data generated by its citizens (from privately-owned
apartments, public institutions, leisure and entertainment
facilities to public urban areas). Citizens voluntary cooperate
in order to assure a constant flow of information. The new
information-based economy, or rather, the export of data,
guarantees independence and welfare to all citizens. In
this city there is no unemployment and work belongs to the
sphere of leisure.
In Eutropia, a consumerist welfare oasis, privacy is nothing
but an ideological misconception.
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P OST-PRISM.NET

SHOULDN ’ T YOU
BE WORKING

MARTIN WECKE

2014

S I LV I O LO R U S S O

2016
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post-prism.net reflects on recent discussions on internet
surveillance and the user’s privacy with a set of speculative
and experimental online tools. Each of these tools transforms a well-known everyday online activity into an experience of irritation and subversion illustrating what different
modes of publishing, production and sharing could look and
feel like.
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Shouldn’t you be working? is the text that StayFocusd, a
browser plugin with more than 600,000 users, prompts when
your allotted time on social media and other procrastination
sites is over. But why keeping lazy-shaming only on screen?
With the Shouldn’t you be working? sticker, work anxiety will
always stick around.

By chosing the form of pseudo-productive online tools postprism.net suggests that change on how we and others deal
with our data has to start with the user’s everyday behavior.
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EXERCISES IN
STYLE OF THE
E V E R Y D AY: G L O B A L
INTELLIGENCE FILES

INTO THE BLIND
DARIJA MEDIĆ

2011

DARIJA MEDIĆ

2014
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Exercises in style of the everyday is an artistic exploration
of language and translating- interpretation in the age of
software mediated information, using Google Translate with
the method of Chinese whispers (As an homage to Raymond
Queneau’s concept of Exercises in style). The content that
is retranslated is taken from excerpts of the hundreds of
e-mails of the intelligence company STRAFTOR.
Apparently STRATFO R had been Google Translating large
amounts of data, while investigating confidential information
of interest in the East and Middle East, which are afterwards
sold to clients. Using Google Translate as the common algorithmic way of translating, the work questions the ever more
common techno-positivist belief in a computerized substitution of every human task on the example of language.
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Into the blind — Model 300 series is a techno-psychological navigation experiment − a navigation device reflecting
on the paranoid interpretations of technology, looking for
routes of less electromagnetic frequency in urban spaces.
The aesthetics of Model 300 is inspired by the presentation
style of companies specialized in shielding devices, most
notably LessEM F. It builds on the material basis of the suggestiveness of today’s software — the vast communicative
gap between human perception and the code that resides
in a specific complex technology, as well as the increasing
speed of software and device development in the direction
of intuitiveness. The greater gap between code and human
logical understanding, the greater the possibilities of interpretation. Stemming from an urge for a physical and figurative opening of the black box of closed systems, this technological intervention investigates the space between human
perception and technological structures, in order to render
visible the decisions existing behind every "neutral“ technology through exploring the fruitful field of interface rhetoric.
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UNINVITED GUEST

HACKING HOUSEHOLD S
L E O N A R D O A M I C O , T H I B A U LT B R E V E T,

SUPERFLUX

C O R A L I E G O U RG U E C H O, J E S S E H OWA R D,

2015

J U R E M A R T I N E C , N ATA Š A M U Š E V I Č , T I L E N S E P I Č
2014

62

PROGRAMMING OBJECTS

Creating software has become a flexible, collaborative, and
adaptable process: projects develop as code is openly
shared, reviewed, adapted, and distributed. Simultaneously,
home appliances are increasingly dependent on inflexible
standards of production leading to a lack of reparability, less
adaptability, and more waste. With affordable technologies
of digital manufacturing and electronic platforms, translating code into matter is becoming possible for everyone.
Programming object thus seek to bring open source software practices into the world of (open hardware) appliances.
Moving away from a top-down approach from corporation
to consumer, to one where objects are designed, developed,
and produced democratically within open communities.
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Uninvited Guests is a short film by Superflux that explores
the frictions between an elderly man and his smart home.
Thomas, aged 70, lives on his own after his wife died last year.
His children send him smart devices to track and monitor
his diet, health and sleep from a distance. But Thomas has
always been fiercely independent, happy to live in an organised mess. He struggles with the order and rules imposed on
him by the objects that are meant to make his life easier. In a
world where "smart objects" will increasingly be used to provide care at a distance, how will we live with these uninvited
guests?

CLONING OBJECTS

How can an object control its own reproduction? The information surrounding the production of a typical product
tends to be quite guarded: plans and techniques are protected by patent and “owned” as the intellectual property of
a single company or manufacturer. Cloning Objects presents
an alternative scenario in which a collection of products are
each embedded with all of the information needed for their
own reproduction. Scanning the object with a software interface allows a user to “inspect” the components of an object,
revealing the digital 3D-definition, files for reproduction
with digital fabrication tools, information and schematics for
electronic components, and the source-code for any software used to control the object. Distributing this information
within the objects allows them to be reproduced and distributed without a structured, formal network. The autonomous
objects and their components are made accessible on an
individual level, and can be freely shared, modified, and
redistributed.
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OBJECTS OF
RESEARCH: WHO IS
THE OBJECT IN THE
INTERNET
OF THINGS?

T B D C ATA L O G
T H E N E A R F U T U R E L A B O R AT O R Y
2013

IOHANNA NICEBAUM

2015
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Imagine a print distribution network with cloud-connected
street vending/printer boxes. Overnight, algorithms APIshazam content for those boxes to print. Printed stuff piles
up every night in those boxes, including cheap copies of a
location-specific, regionally tuned catalog selling stuff for
your normal, ordinary everyday life. This is TBD Catalog. It’s
an awkward attempt by an awkward business to attract more
eyeballs and sell more stuff in a near future where the screen
world has become so saturated and overrun that other
mediums, like paper and street vending boxes, have become
a natural spillover. It’s a printed catalog you ritually pick up
every morning to browse on your mostly boring, everyday
ordinary driverless commute. You may even look forward to
it, the way you look forward today to the free daily commuter
news, or the Skymall catalog, or an entertaining bit of junk
mail.
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The Internet of Things has the potential to deeply influence every aspect of our lives. Thanks to their connectivity,
Things are expected to become more autonomous – adjusting to complex situations without our intervention and
even anticipating our needs or act on our behalf. What are
the implications of giving objects more power? What is our
new role as humans in these systems? And who is the real
object in The Internet of Things?
Objects of Research explores the scenario in which artefacts in the house would not only collect data, but also
manipulate information to do research with us. Through
four fictional devices, it shows the risk of transforming our
houses into labs, and becoming the objects of the systems
we have created.
A/B TOASTER

This smart toaster is trying to find the perfect toast for you,
by using a common method: the A/B test. Every day it will
present you with two options (A/B), from which you have to
choose the one you like the most. Thus, the toaster learns
from your preferences. The problem is that once it finds the
perfect toast, it will start charging you for it!
TERMS OF SERVICE PRINTER

This printer automatically prints the terms and conditions
of every device that connects to your network. We constantly accept the terms of the digital services we use,
without even reading them. How will this look like when the
services become physical and are part of our everyday life?
What would be the terms of our houses? Would we still have
the chance to decline these services?

PLAN D: TEHNO-OPTIMISM / TEHNO-PESIMISM

TECHNO-OPTIMISMT / TECHNO-PESIMISM EXHIBITION

ETHICAL THINGS

W H I T E B OX

A U T O M AT O

A U T O M AT O

2015
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When it comes to discussion around the ethics of machines,
the focus is often put on extreme examples where human
life and death are involved. But what about more mundane
and insignificant objects of our everyday lives? Soon, "smart"
objects might also need to have moral capacities as “they
know too much” about their surroundings to take a neutral
stance.
Ethical Things looks at how an object, facing everyday
ethical dilemmas, can keep a dose of humanity in its final
decision while staying flexible enough to accommodate various ethical beliefs. In order to achieve that, our "ethical fan"
connects to a crowd-sourcing website every time it faces an
ethical dilemma.
The fan is designed to let the user set various traits (such
as religion, degree, sex, and age) as criterion to choose
the worker who should respond to the dilemma, in order to
assure that a part of the user’s culture and belief system is in
line with the worker, or ethical agent.
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The White Box, is a transparent interface to tweak your home
behavior; It is accessible in the same way you can control
the main electric switch box at your home, and you can
tweak the experience by accessing simple sliders. It is a new
concept for a home control system that would be “transparently smart” to its user, which was developed in collaboration with Casa Jasmina, the first open-source smart home.
The White Box exposes the user with a higher level of intelligence than a simple control interface. It’s an evolution of the
“backend” of an home of the future, a switchboard, allowing
people to turn on and off and tweak the new inputs and
outputs that a home of the future will have.You choose which
data you want to feed the box, ( Biometric data, Location,
Environment, Market data etc..) While with the slider you can
tweak the home behavior: choosing how much you want your
home to remember or forget; if you want to publicly express
what you are doing or keep it private; whether you home
should learn from you or teach you best practices; finally, if
you want the home to behave in a selfish way or just doing
what’s best for the environment and the other .

TECHNO-OPTIMISMT / TECHNO-PESIMISM EXHIBITION

E T H I CA L AU T O N O M O U S
VEHICLES

ASCETIC ESTHETIC

A U T O M AT O

OF INTERACTION DESIGN (CIID)

CHARLIE GEDEON, LEILA BYRON, MONIKA SEYFRIED
I NICOLAS ARMAND NA COPENHAGEN INSTITUTE

2014
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Many car manufacturers are projecting that by 2025 most
cars will operate on driveless systems. While it is valid to
think that our roads will be safer as autonomous vehicles
replace traditional cars, the unpredictability of real-life
situations that involve the complexities of moral and ethical
reasoning complicate this assumption.
How can such systems be designed to accommodate the
complicatedness of moral and ethical thought processes,
especially when human lives are involved? Just like choosing the color of a car, ethics can become a commodified
feature in autonomous vehicles that one can buy, change,
and repurchase, depending on personal taste.
Three distinct algorithms have been created – each adhering to a specific ethical principle/behaviour set-up – and
embedded into driverless virtual cars that are operating in a
simulated environment, where these autonomous vehicles
will be confronted with various ethical dilemmas.

2016
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As we welcome artificial intelligence into our homes, we will
not only have to make it adapt to our lifestyle, their designs
will make us change as well. Objects will become increasingly aware of us and companies will design proprietary
ecosystems in the name of user benefit. These technologies
are promising a better life and users are adopting them,
unaware of the downsides and without considering why they
need any of it. Our project goal was to point at the increasing technological presence in our homes and see how they
might be controlling us more than we control them. These
devices have motives that are often hidden from us as users,
and the companies that make them have profit motives that
may or may not always be in our best interest.
We used religion to highlight the aspects of AI that are obscure and not adaptive, to exaggerate the point as it is also a
fixed mysterious governing rule set that promises well-being
for the individual without any clear reward system. To create
objects which do not respond to the user but rather have
the user respond to them. Even though each of the seven
objects individually isn’t immediately threatening but the
collection of 7 creates a system where the user is blissfully
happy following the rules but doesn’t question why they
need those rules.
Through the creation of a product catalogue of these beautiful yet disturbing objects, our aim is to spark a discussion
about the future with the following questions: What happens
when more objects communicate to each other about your
status? What happens when different AI are present in the
same space? At what point would there be conflict between
the different religions that have been created?
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USB KILLER

O D M I TA ( - 1 .0 0 )
D O MO ĆI (+1.00)

NIKOLA BOJIĆ, DAMIR PRIZMIĆ

2016

M A N E T TA B E R E N D S

2016

70

I read an article about how a dude in the subway fished
out a USB flash drive from the outer pocket of some guy’s
bag. The USB drive had “128” written on it. He came home,
inserted it into his laptop and burnt half of it down. He wrote
“129” on the USB drive and now has it in the outer pocket of
his bag…
After circulating on the Internet for quite some time, the
story about the USB flash drive which can burn a computers hardware inspired the realization of one of the worst
USB scenarios. Russian hacker Dark Purple has designed
a seemingly standard flash drive, which can burn the U SB
controller and motherboard of a computer. Although originally the USB killer has not been designed as open source,
the story soon became very popular on the Internet. This
USB killer is the improved version of the original project. As
the result of the exhibition named Objects of Dangerous
Intentions, the project does not originate in an open source
scheme. It rather relies on a semi-fictional narrative collectively distributed over the Internet. Continuing as a manifestation of the urban legend, it speculates about near future
of open source and authorship, which are both constrained
by the rigid legal regulations. When we reach this point, the
networked collective fiction becomes the only free form
of design, regardless of potential dangers and possible
outcomes.
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From myth (-1.00) to power (+1.00) is a poster series and
linguistic mirror reflecting on the subject of certainty in text
mining.
The series of statements are the product of a poetic translation excercise based on a script that is included in the text
mining software package Pattern (University of Antwerp),
called modality.py. This rule-based script is written to calculate the degree of certainty of a sentence, expressed as
a value between -1.00 and +1.00. The concept of certainty is
divided into nine values each linked to a set of words. This
poster series is part of i-could-have-written-that, a practise
based research project that explores ways to use machine
learning techniques as writing tools.
This project is supported by C BK Rotterdam.

US B Killer is a part of the Objects of Dangerous Intentions
exhibition, originally produced and presented in HDD gallery
in January 2016.
Production: Marko Golub / Croatian Designers Association
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O N L I N E DAT I N G

CLICK CLICK CLICK

JASNA DIMITROVSKA

MONIKER

2013
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Online dating has never been preciser, faster, more ubiquitous. Dating prosthesis is an attempt of telling a speculative story about the future of our romantic life aided by the
possibilities of the new body extensions.
How can we fill in the gaps of the “love algorithm” in our
search for love? How far can we go providing information
that could “prevent failure” and match us most accurately with our possible partner? While the emotional side of
these processes is still very individual and works enigmatically it’s greatly influenced by the social behavior and the
environment of the partners.
One major problem of dating applications is that they are
unable to collect a lot of crucial information. Because they
gather data from singles who have never met, the sites
have no way of knowing how two people will interact once
they have been matched.
Reviews of the literature on this subject reveal that aspects
of relationships that emerge only after two people meet
and get to know each other — exactly things like communication patterns, problem-solving tendencies and sexual
compatibility — are crucial for predicting the success or
failure of relationships.
By using the measurable data in which the humans interact
in realtime these objects are trying to predict the perfect
match.

2016
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Online behaviour is now measured continuously. Every click
has value, every mouse movement is analysed. But how far
does this go? What does your click behaviour say about you?
Moniker and VPRO Medialab created Clickclickclick.click:
an addictive online experience in which your online click
behaviour is observed and commented on down to the finest
details.
On the clickclickclick.click website, you become the personal subject of an anonymous researcher. The only thing
visible on the website is a green button. The story begins
when the visitor moves his mouse. Everything, even the
smallest mouse movements and clicks are noted, measured
and annotated by the researcher. You hear the voice of the
researcher who draws conclusions about your character
based on your mouse behaviour: “Aggressive, fast clicks.
Mmm, the subject is probably a man trying to prove himself
is het subject”. Your behaviour is also compared to that of
other visitors. “Noticeably slower than the average subject
— boring.”
On the list with Achievements you can see which behavioural
traits you have already displayed and which have yet to be
disclosed. Exploring all possible interactions is worthwhile.
Without revealing too much: adventurous click and scrolling
behaviour will be rewarded.

Photos: Evi Oravecz / Models: Youyou Yang,
Kristina Jagodic, Anni Tritscher, Eike Harderm /
Costumes: Kristina Jagodic
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I N T E R N AT I O N A L
EX HI B I T I O N

O F YOU N G
AU T HO R S
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I N T E R N AT I O N A L
EXHIBITION OF
YO U N G AU T H O R S
P E T R A M I L I Č K I , K A R L A PA L I S K A , L U K A B O R Č I Ć ,
M A Š A M I LO VA C , M A Š A P O L JA N E C
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The PL AN D International Design Festival selection committee, consisting of
Petra Milički, Karla Paliska, Luka Borčić, Maša Milovac and Maša Poljanec, has
selected 16 out of 66 works that had been submitted and whose authors are young
designers under the age of 30, coming from nine countries.
The committee feels that the selected works meet the criteria as specified by the
call for tenders and that they represent a cross section of the design production
of young authors that have distinguished themselves with quality, innovative
approach and the level of development within the framework of the given subject.
The selected works will be presented as part of the Exhibition of Young Authors,
which will thematically tie in with the central festival exhibition and contribute to
the integrity of the exhibition programme on the subject of “Techno-optimism
/ Techno-pessimism”, whose goal is to present a diverse array of designer positions, approaches and practices in dealing with the subject of the ambivalent
relationship of man and modern technologies. The exhibition was conceived as an
incentive and guidance for students and young professionals and as an opportunity to present their ideas to an international audience.
In selecting the works, the committee focused on those that stand out creatively in tackling the relationship between man and technology – who examine the
direction of technological development, explore and articulate the implication of
technologies on the quality of everyday life, demonstrate the potential of the design profession for shaping sustainable technological solutions and who transfer
knowledge of technologies that is useful for everyday life.
During the festival, the Plan D International Jury will select and reward the best
work/project with a cash prize.
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P O RTA B L E R A P I D
PROTOTYPING
MACHINE

THE DRONES
MADE HONEY IN
THE LION’S SKULL

DOMINIK BADEL

C H E R E W AT Y R YA N & R O T E M - S T I B B E N A D I N E

MENTOR: ANDREA HERCOG, SCHOOL OF DESIGN, ZAGREB
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Portable Rapid Prototyping Machine is
a product system intended for a quick
prototype development (production).
The machine is specially adjusted to
suit the needs of beginners in CA M
and CAD modelling, it connects via
wi-fi to computers, smartphones or SD
cards and has a control dashboard with
a screen and a circular control area.
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The drones made honey in the lion’s
skull is a 4’00” looping audio/visual installation that presents interpretations
of texts on the use of drones in military
applications, in conjunction with a
video of a simulated drone bombing
flights in locations where the US Air
Force has utilised them.

Since the machine is equipped with changeable tools, it can
be used for 3D printing and processing different materials
(such as tin, wood, plastic etc.). With a 3D printer, one can
produce different artefacts on one’s own, which reduces the
need for industrial products, expensive transportation and
large factories.

As technological innovations distance the physical presence of the aggressor from their actions, the role of human
agency in warfare is becoming increasingly intangible. This
phenomena is most apparent in the use of drones.
An interface has been designed that separates the user
(pilot) from the physicality of their actions – what effect does
this have in the use of asymetrical warfare? And to what
end will this system be designed, as it is arguable that if
these systems are optimised using artificial intelligences,
the human element will become extraneous. Will political
implications affect the morality of these machines? Within
this work, we are interested in questioning the implications
of this interface, and breaking it.
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SYNS

O U R AU D I B L E /
P R O F I TA B L E E C O N O M Y/
EXHIBITION

BASTIEN KERSPERN & ESTELLE HARRY

(DESIGN FRICTION)

NIEK HILKMANN, JOSEPH KNIERZINGER,
MICHAEL J. MUIK
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What if data and synthetic biology
are commonly used to customise our
food? Syns explores this hypothesis by
considering a whole new monopolistic
food system (distributing fresh and
personalised food to all its subscribers)
and explores a possible convergence
between biotechnologies and information technologies applied to the food
industry.
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In our audible/profitable economy/
exhibition financial microtransactions are transformed into extratonal
soundstructures.

The project consists of several machines that visitors can
activate by inserting a 2 Kuna coins. This triggers the machines to become performers, carrying out a specific task
either mechanically, electrically, pneumatically, kinetically
or imaginary, in order to create an unique sonic event. When
an investment is made in all machines at the same time, they
will perform one superior composition. In that way they form
a micro economy that supports both their manufacturers
(empty) pockets and themselves. The work examines the
peculiar relationship between man and machine by focusing
on the link between mechanized labor and cultural industry — the automatons are part of a micro economy in which
machines earn money through their labor and enable the
artists to maintain the machines and create new coin operated artworks.

By first analysing individual’s health, psychological and
lifestyle data, the service creates optimised diet’s profiles
for each of its customer. Each profile is then converted into
DNA sequence to create engineered plants producing
food fitting perfectly one’s specific nutritional needs. Once
harvested, the food is directly transformed into packaged
meals that are then delivered to one’s door. On one hand, it
questions the increasing life appropriation and privatisation
by corporations leading to a decrease in food variety and resilience. On the other hand, Syns highlights the current and
mostly invisible data profiling practices developing in the
digital realm, especially on the Internet, where all our online
behaviours are carefully monitored and analysed in order to
customise our digital experience.
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POCKET HANDBOOK
F O R DATA P R O T E C T I O N
A N D AV O I D I N G
S U RV E I L L A N C E

THE ME S SAGE
BEDEKOVIĆ VINKA, LAPKOVSKI NIKA, BOROVEČKI IVOR,

K I R I N Č I Ć L E O , N J E G U Š J E L E N A , S E M O L I Ć A N Đ E L O , Ž A J A M AT E
M E N T O R I : O L E G Š U R A N I M A R T I N S K E L LY

LEO KIRINČIĆ, LUKA RODELA, MARKO-LUKA ZUBČIĆ
PRODUCED FOR: DRUGO MORE
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The handbook was created for the festival “MINE , YO URS, O URS: surveillance”, produced by Drugo More NGO,
and was distributed for theme lectures
at primary and secondary schools. The
aim of the lectures and the handbook
was to raise user awareness about the
possibilities of personal data abuse, familiarising young people with this issue,
and sparking critical thinking about
(surveillance) technology.
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The Message is an object consisting of
a box and a microphone, inviting users
to criticise the Government.

The object responds to every criticism and “punishes the
user with a slap” – a punch executed by a stick and a hidden
electrical engine driven by Arduino. The object’s surprising
response illustrates the government’s lack of mercy and
interest in citizens’ needs, highlighting the parallel between
the objects and the aforementioned problem, and sparking a
discussion about the importance of critical thinking and action. The object was inspired by the current state of the Karlo
Rojc Civic Centre in Pula, denied support and subsidies from
the local government – Karlo Rojc is not a solitary case; the
same problem repeatedly appears with other organisations,
as well.

The handbook informs about the way data can be abused
and systems used to breach communication, safety and
privacy rights. So far there have been over 15 lectures in
primary and secondary schools of Rijeka.
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FRAGMENTS
—WO M E N ’S
A N T I - FA S C I S T Z A G R E B

REAL FEEL
MARIJA POLOVIĆ

M E N TO R S : DA R KO KO K I Ć , I V I CA M I T R OV I Ć , A S S I ST E N T: O L E G Š U R A N

ART ACADEMY SPLIT

T E A PAV I Ć

M E N TO R : S T I P E B R Č I Ć , C O - M E N TO R : K A R L A PA L I S K A ,

SCHOOL OF DESIGN, ZAGREB
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The aim of this project was to restore
(historically marginalised) stories of anti-fascist women fighters in the collective memory of the city of Zagreb and
reinstall them as part of the communal
identity by using new technologies and
interactive media. The work focuses
on the marginalisation of women’s
anti-fascism, but also deals with speculations about the ways new ‘hybrid’
spaces could be used with the help of
augmented reality technology – the
anti-fascist women’s stories are told
as the user moves around geo-tagged
locations and gathers, i.e. creates fragments of content in these new "hybrid"
spaces, on the verge of physical and
virtual.
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Real Feel is a speculative campaign
conducted in 2030 with the aim of
informing the public about the importance of a physical contact to create a
sense of deeper connection between
men and nature, as well as improve
overall mental health. In this world of
the future, on the brink of virtual and
real, there is less and less "touch" and
individuals rarely or never become
intimate.
A man has become colder, more depressed and more
alienated. Real Feel is a speculative work questioning and
challenging today’s life and modern technology, and its longterm implications due to over-saturation with social networks and addiction to mobile devices that lead to neglect
and loss of a need for physical contact and communication.
The work is a video format depicting how technology of the
future could be implanted into human bodies and how it
could advertise through the campaign.

Instead of a conversion of already occupied physical spaces
(e.g. street names), this project occupies the spaces important for these heroines’ stories and expand to include details
pertinent to their lives beyond the political government’s
actions, thus creating a space for participation, democracy
and discussions about the past.
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THE CLOUD
INSTITUTE

MINES

NOEMI POLO (AMORE AGENCY)

SCHOOL OF DESIGN, ZAGREB

Twenty years ago the Internet used
zero percent of human energy consumption, while today the digital
economy uses 10% of the world’s total
electricity — it is the same amount that
was used to light the entire planet in
1985.

MARTIN PERANOVIĆ

M E N T O R : N E N A D D O G A N , A S I S T E N T I C A : R O M A N A K A J P,
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The application MINES is a project
aiming to warn of the high risk of
landmine-infected zones, to inform
via clear and easily accessible
information about landmine-suspicious areas and to enable planned
movement in these areas.

This research project declares datacenters to be the
“churches” of digital society and proposes a new type of
a publicly accessible data center. By uncovering these
ordinarily inaccessible spaces, we have the opportunity to
physically interact with the essential infrastructures they
virtually engage on a daily basis. Pursuing this architectural
idea, the intention is to change the public perception of the
internet as a non-physical thing and raise question as digital
transparency, internet privacy and government’s data laws.
The utopistic project is sited in Silicon Valley as it wishes to
set itself at an apparatus for start- ups to use the facility as
well in order to develop new companies and to tight it to the
place where all this technology originated from.
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Smartphones have become a certain standard today and
a large segment of the population use them, among other
things, to navigate an unknown space more easily. Therefore,
this application was designed as a map showing layers of
landmine-infected areas and areas that used to be deemed
as such. Suspicious territories are clearly marked and available to everyone, visible at every moment on users’ every
location, and updated according to the progress of demining
activities. As one approaches the marked locations, the
application automatically sends out a warning. There is also
a plan of movement according to the locations of suspicious
areas. The project was designed during the first semester
of Visual Communications BA course in Zagreb in 2013. The
task was to design a socially useful self-initiated project.
I N T E R N AT I O N A L
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O N A D E AT H WAT C H

POST POSTCARD

TIHANA ŠARE

PA U L A Š O B AT

The essay On a Deathwatch offers a
critical exposition of the lack of care for
archiving digital. Through the example of the attemped showdown of the
web “Geo cities” it deals with the way
shutdowns of online businesses are
destroying our recent creative history.
When business is driven by audience
growth the preservation of users’ blogs,
posts, photographs, illustrations and
similar is often neglected and archiving such content is not only a way of
preserving it but also a tool of collective resistance. With an interest beyond
surveillance or marketing, a digital
archive can enable collective action
and give us back control over our data.
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Post Postcard challenges and plays
with the purpose and symbolism of a
postcard as a certain kind of reminder
of a particular moment. By showing a
figurative route of Google Street View
in the postcard, from the location represented on its backside to the location
of its receiver, it connects and confronts the manual and the digital, the
monotonous and the exciting, aesthetic detail and low-fi non-representation…

The work also delves into the public vs. private theme, i.e.
personalised vs. generic, and today postcards and letters
were replaced by feeds and social network inboxes. The
question is: can new technologies, ruthlessly trampling
over the older ones, assimilate their roles fully or every new
iteration, reducing content to laconic zeroes and ones, also
reduces their capability of specialty and intimacy? The work
was part of the project at the graduate course at Central
Saint Martins.

‘GeoCities, once the third most popular website in the 1990s, hosted
over 38 million user-built pages, and would have been almost completely wiped out by Yahoo! when it closed the site in 2009 were it not
for the Archive Team’s efforts. While storage is cheap, especially for
older, lighter files, Yahoo! could not, it seems, provide a couple of terabytes to save GeoCities, home to many lively, gaudy and sparkly sites
of personal expression. Accompanied by images and looping GIFs,
GeoCities was also a gallery, a proto blogging site before template
web design became ubiquitous. A treasure chest of 1990s web design,
viewed today they bear witness, again, to how exciting it was to mishmash every possible colour, font effect, and background option. But
perhaps these qualities also account for the failure to see GeoCities as
a prize collection of future historic artefacts. Yet, luckily, they are now
living their second life, and not just in private archives.’
Excerpt from the essay ‘On a Deathwatch’ in Meet me in the
Present: Documents and their Afterlives, a book on collective action
and the timely role of the archives. Published by students of Critical
Writing in Art & Design at Royal College of Art (2017).
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EXHIBITION OF YOUNG AUTHORS

EMOTION HERO

PUBLIC
S PAC E P U L A

V E N VA N D E R U B E N

M A JA D I K A , N I K A K R A J N O V I Ć , R O B E R TA PA L JA R , T E A Z B A Š N I K
M E N T O R I : O L E G Š U R A N I M A R T I N S K E L LY
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What does it mean to feel 25% surprised or 87% joy? Emotion recognition
software is being used as a tool for ‘objective’ measurements as well as a tool
for training one’s facial expressions,
eg. for job interviews. Emotion Hero is
a literal translation of the paradoxical
relation between these applications of
the technology. Emotion Hero, inspired
by Guitar Hero, is a two-part artwork.

On one hand is a video-game that is freely downloadable
for everybody with an Android device (see Google Play).
The user scores points by following given cues. It provides
detailed feedback on the mechanics of the face revealing
that rather than being a window into the brain, the face
is a controllable surface. The second part is a projection
that shows the aggregated scores of the game. In order to
substantiate their discourse, companies in facial expression
measurement employ a huge amount of data collection and
processing. The results are displayed in a fixed grid, recalling historical practices that, trough extensive measurement
and administration, also aimed to delineate something
which is conceptually undelineated: think of Duchenne de
Boulogne, Lombroso, and Charcot. Emotion Hero is an invitation to open up the box of expression analysis to reveal the
assumptions that underlie this technology.
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Public space is often a place of different commercial activities which occupy
public places and make it semi-public. Today the modern-day person is
expected to share more and more personal and private information, without
an insight into how they are used and
the values their use generates. This
project delineates a future in which the
public space we know no longer exists
and turns into a private and profitable
space. In this future, the citizens who
wish to benefit from it pay access by
sharing their personal data, collected
by way of special devices at the entrance points to the public space. There
are four currencies (blood, hair, saliva,
mobile device data), each bringing a
certain percentage of public space
access. By entering the public space,
people waive the right to personal data
use.
The aim of this project is to raise awareness of the use and
meaning of public spaces, as well as to consider the possibilities of using other people’s personal data to generate
profit.

I N T E R N AT I O N A L

EXHIBITION OF YOUNG AUTHORS

BINARIES

M O B I L I T Y AT T H E
END OF THE LINE

JA M E S TA E

TOMICI IOANA
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There will be a point in time when
technology will be able to flawlessly
mimic nature. As the line between
natural and artificial becomes
blurred, how will the relationship
between the two develop?
Binaries are objects that examine
this relationship. Set in a future
where humans and artificial intelligence coexist, these objects were
designed for an artificially intelligent being. Binaries was concepted
with the idea of taking phenomena
related to artificial intelligence and
constructing them into everyday objects. The objects and its correlating

phenomena have a natural tendency to be techno-pessimistic. The final objects shown are a featureless mirror, an
encrypted newspaper, an algorithmically generated flower
and frequency music sheets. Mirrors provide a way for us to
see ourselves and a newspaper traditionally is meant to inform the viewer on topics in a clear and direct manner. What
happens when information isn’t so transparent? Do tools
provide security?
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Mobility at the End of the Line is a
critical design project which envisions
an extreme fictional scenario, based on
mass-surveillance technologies and
data mining as an increasingly relevant
component of daily life. Similar to the
Sesame Credit System implemented
in the People’s Republic of China, this
project proposes government regulation and social norms as a result of
constant monitoring of individual behavior. Using the visual language and
location tracking services of Google —
specifically its subcomponents, Google
Earth and Google Maps — mobility
becomes a metaphor for a new form
of currency and exchange, in which
individuals have a certain amount of
meters to spend and specific civil obligations to meet on a daily basis.

This fictional scenario relies on multiple media as means of
speculating a potential socio-political ideology: software
and hardware employed to track and discipline the user; a
written text serving as a legally binding privacy policy and
terms of use around these technologies and a short film exploring how this technology would function and how it would
become intrusive.
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EXHIBITION OF YOUNG AUTHORS

EX P E R I M E N TA L
P U B L I SHI N G

EX HI B I T I O N
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E X P E R I M E N TA L
PUBLISHING
EXHIBITION
K A R L A PA L I S K A , P E T R A M I L I Č K I
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Experimental Publishing is a special theme exhibition leaning on the central festival exhibition "Techno-Optimism / Techno-Pessimism" and displaying works that
examine processes and possibilities in present day publishing, in the context of
design and technology.
The question ‘What is publishing?’ has always been hard to answer. From pillars
and public proclamations, to Facebook posts and YouTube tutorials, publishing
is a perpetually expanding and changing field. At a time when the publishing
process is becoming a multi-faceted permutation of new media technologies,
platforms and channels where everyone has a chance to publish almost anything,
the answer to this question is all the more difficult and important.
The utmost importance of publishing is also reflected in the direct and immediate
way of showing what happens to the processes of content production and dissemination when contemporary social phenomena, such as privacy, censorship and
copyright, clash with the phenomena of technical nature, like big data, automatisation and generative algorithmic modelling.
The selected works are experimental hybrids crossing the line between traditional
and contemporary, analogue and digital publishing, but also dealing with different
technological, political and economic hypotheses of different publishing systems.
The exhibition will display cutting-edge techniques, concepts and issues in (post-)
digital publishing, as well as unveil its processes as clearly reflecting the hidden
ideological structures of the world we live in.
As a discipline partaking in all the stages of the publishing process, design comes
across as something that, in an illustrative manner, through play, speculation,
provocation and humour, challenges the publishing protocols, both the inherited
ones and the ones yet to evolve, and points to different promises and fears implanted into the publishing world by technology.
These 12 ‘publications’ will surely not give an unequivocal answer to the question.
However, by experimenting on the borderline between media and technologies
taking part in contemporary publishing processes, they will launch a discussion
about the importance and vulnerability of this extremely dynamic socio-technological activity.
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I N T E R N AT I O N A L D E S I G N F E S T I VA L

IN SEARCH OF
LOST TIME

W E B FA C S I M I L E
LANA GRAHEK

2016

JONAS LUND
2011
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In Search Of Lost Time (1913 – 1927, À la
recherche du temps perdu) by Marcel
Proust, tweeted once an hour in parts.
Started in the end of October 2011 and
will complete around the same time in
2017. In Search Of Lost Time is known
for being one of the longest novels ever
written, the novel consists of 7 volumes
and has a total of approximately 1.5 million words (depending on translation),
which equals with the english translation 7485656 characters / 140 = 53469
tweets. One tweet per hour = 2228 days
or 6.1 years.
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“I’ve been wanting to read it for a long
time but haven’t been able to get
around it, so I thought if I can integrate
into my daily stream of information, I
would just read it on the go, without any
considerate effort. Just like a status
update from one of my friends, In
Search Of Lost Time can also become
part of my social graph.”
— Jonas Lund

The work focuses on the issue of
archiving web content. The archiving
approach method directly leans on
the notion of a facsimile. A facsimile
is a copy of a certain type of content
trying to be as similar to the original as
possible in its material qualities. The
Web Facsimile consists of a browser
plugin and the accompanying website
aiming to collect web content, and its
conservation in print – the medium
whose characteristics still make it the
most trustworthy for archiving. Turning
content into a facsimile functions on
the principle of screenshots and it is
responsive, i.e. it adapts to the format
the same way websites do.

E X P E R I M E N TA L P U B L I S H I N G E X H I B I T I O N

WORKING ON
MY NOVEL

56 BROKEN
KINDLE SCREENS

CORY ARCANGEL

S I LV I O LO R U S S O , S E B A S T I A N S C H M I E G

2014
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Working On My Novel is a book which is
based on a twitter feed that re-tweets
the best posts featuring the phrase
“working on my novel”. What does it
feel like to try and create something
new? How is it possible to find a space
for the demands of writing a novel in a
world of instant communication?
Working On My Novel is about the act of
creation and the gap between the different ways we express ourselves today.
Exploring the extremes of making art,
from satisfaction and even euphoria to
those days or nights when nothing will
come, it’s the story of what it means to
be a creative person, and why we keep
on trying.

2012
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56 Broken Kindle Screens is a print on
demand paperback that consists of found
photos depicting broken Kindle screens.
The Kindle is Amazon’s e-reading device
which is by default connected to the
company’s book store. The book takes as
its starting point the peculiar aesthetic
of broken E-Ink displays and serves as
an examination into the reading device’s
materiality. As the screens break, they
become collages composed of different
pages, cover illustrations and interface
elements.

All of the tweets collected in this book
are used with the permission of the
original authors.
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NETWORKED
O P T I M I Z AT I O N

P OST-FORDISM AND
ITS DISCONTENTS

S I LV I O LO R U S S O , S E B A S T I A N S C H M I E G

DIZAJNERI STØTTRUP LARSEN I ŽIGA TESTEN,

I KORISNICI AMAZONOVOG KINDLEA

UREDNIK GAL KIRN

2013
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"Our behavior is a function of our decisions, not our conditions."
— The Seven Habits of Highly Effective
People, Pos. 952
Networked Optimization is a series of
three crowdsourced versions of popular self-help books. Each book contains
the full text, which is however invisible
because it is set in white on a white
background. The only text that remains readable consists of the so-called
“popular highlights” – the passages
that were underlined by many Kindle
users – together with the amount of
highlighters. Each time a passage is
underlined, it is automatically stored in
Amazon’s data centers.
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Among the books with the most popular highlights, there is a striking number
of self-help books. This points to a
multi-layered, algorithmic optimization:
from readers and authors to Amazon
itself. Harvesting its customers micro-labour, the act of reading becomes
a data-mining process.
The series consists of The Seven
Habits of Highly Effective People, The
5 Love Languages of Love, and How to
Win Friends & Influence People.

2010
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The book Post-Fordism and its
Discontents is rethinking the recent
transformations of global capitalism in
the light of its manifold internal fractures and contradictions. It addresses
complex connections between culture
and economy in order to scrutinise
what underpins the logic of late capitalism. The volume, published with Lulu, is
one of four versions in which the book
appeared. Its cover becomes a space
to acknowledge the different editions,
as well as their prices and print runs.

E X P E R I M E N TA L P U B L I S H I N G E X H I B I T I O N

DEAR LULU

VOLUME

ALEX, ALICE , ANDRE , ANDREAS, ANJA , CHRISTOPH,

L U I G I A M AT O , R O B E R T O A R I S TA

F R A N K , J A M E S , J U L I A N E , M I C H A E L , PAT R I C K , R I M M A , T I M

2014

( H O C H S C H U L E D A R M S T A D T, F B G E S T A LT U N G
PRACTICE , LONDON)

2008
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Dear Lulu is a test book which was
researched and produced by graphic design students at Hochschule
Darmstadt, Germany, during an
intensive two-day workshop with
London-based designer James Goggin
(Practise). The book’s intention is to act
as a calibration document for testing
colour, pattern, format, texture and
typography. Exercises in colour profile,
halftoning, point size, line, geometry,
skin tone, colour texture, cropping and
print finishing provide useful data for
other designers and self-publishers to
judge the possibilities and quality of
online print-on-demand — specifically
Lulu.com, with this edition.
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"The most beautiful and perfect book
in the world is a book with only blank
pages."
— The New Art of Making Books (1975),
Ulises Carrión
VOLUME is the first of a series of
experimental publications involving the
book phisical form as specific meaning
of its production. The publication inquiries the book as an autonomous and
self-sufficient medium, a volume in the
space in which the physical aspects
(dimension, weight, pages, sequentiality) and the modes of fruition become
the content of the book itself. The data
made visible by VOLUME show the
continuous physical and perceptive
variations acting in/on the book during
the usage process.

E X P E R I M E N TA L P U B L I S H I N G E X H I B I T I O N

CAMOUFLAGED BO OKS

C . O . P .Y.

JASPER OTTO EISENECKER

MARTIN WECKET

2014
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Internet censorship is still a relevant issue as cases like China or Turkey show.
With this project, the author wanted
to comment on these developments
by pushing the boundaries of censorship in dependence of Lulu, a Print on
Demand service.

2013/2017
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After he got censored for publishing
off-limits gore content, he to develop
different visual strategies to camouflage questionable content. The
camouflaged version of the book was
republished successfully, because
Lulu’s proofreader-bots and -humans
weren’t able to detect the original content anymore. To share the knowledge
about strategies on how to camouflage
books, he has put together an instruction-manual, which can be downloaded
for free from Lulu.com.

The text Copyright, Copyleft and the
Creative Anti-Commons was published online in 2006. It traces back the
history of copyright and its underlying
power relations and offers a radical
conception of a cultural commons and
Copyleft.

The work C.O.P.Y consists of a book
developed for this text, exaggerating
the idea of Open Source and its main
principles of copy, modification and
distribution rights by applying them to
the realm of print publishing. For the
human eye the book’s pages remain
empty. Only xeroxing or scanning reveal its text making it more visible with
every reproduction.
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NUMEROLOGY T9
MORITZ GREINER PETTER
XXXX
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T9 (short for ›text on 9 keys‹) is a predictive text technology
developed in 1995. It was designed to optimize text entry
on 3×4 numeric cell phone keypads commonly used at that
time. On these standard 12-key layouts the number keys from
›2‹ to ›9‹ are assigned to a group of three to four letters each.
In T9, a sequence of single keystrokes is matched against a
stored dictionary. Words associated to the entered sequence
of numbers are then presented to the user to choose from.
Coincidentally and inherent to the working principle of T9,
one sequence of keystrokes can potentially represent many
different words. This guide book compiles an incomplete and
subjective selection of these so-called ›textonyms‹ to be
found in the English language. It exposes the collateral poetry, incidental truisms, and semantic comedy that are latently
lurking in encoding and compression technologies like T9.
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EX HI B I T I O N
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explored in the exhibition Taking a Line for a Walk, presented at the 26th International
Graphic Design Biennial of Brno, Czech Republic, in 2014. Conceived by Nina Paim
and co-designed by Emilia Bergmark, the exhibition was envisioned as an assignment in itself and developed through a series of workshops at design schools in
Switzerland, Portugal, Estonia, and the Czech Republic. The show finally unfolded
over seven rooms at the Moravian Gallery, presenting a selection of eighty assignments gathered from all over the world. In 2016, together with writer Corinne Gisel,
Paim and Bergmark conceived the book of the same title, which was published by
Spector Books, Leipzig, in 2016. The book presented a more extensive compendium
of written instructions. Now at Plan D, How to Do Things with Objects looks at assignments from yet another angle: as oral instructions. Assignments are most often given
by way of speech. Words fly out of a teacher’s or student’s mouth and quickly vanish
into thin air. If written down at all, assignments are rarely considered something worth
saving. Nevertheless, these verbal artefacts can take myriad forms, ranging from
direct instructions, to problems, rules, exercises, activities, games, processes, or
even questions. What is common to all of these is an underlying performative language, that is, a language that acts upon the world, a language that incites you to do
something.

HOW TO DO THINGS
WITH OBJECTS:
ASSIGNMENTS IN
D E S I G N E D U C AT I O N
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On the table are two green peas. Take two peas from the same pod, look at them carefully. How are they different from each other?1 This question is posed by the American
educator Corita Kent in her assignment ‘Nothing Is the Same’2. The peas are to be
picked up, handled, pondered upon, while listening to Kent’s instructions, which have
been rendered here as a spoken audio piece; and it is this interaction, to look, listen,
and act, which is explored in the exhibition How to Do Things with Objects.
The exhibition presents fifteen spoken assignments paired with fifteen object lessons
placed on old school tables, marked with the traces of generations of students. The
notion of the object lesson was coined at the end of the eighteenth century by Swiss
pedagogue Johann Heinrich Pestalozzi. He believed that teaching had to start with a
concrete object before introducing an abstract concept. ‘Words alone cannot give a
real knowledge of things’, Pestalozzi claimed3. Much as how Kent encourages her students to pick up the peas, look at them closely, compare them, feel their weight and
their shape, Pestalozzi would teach his students using material objects. Regard this
window. Consider that tree. What do they feel like, what are they made of? What can
they tell us? Design education is primarily learning by doing. But what sets this process in motion? Is it the instructional language, the words, that make you do things?
Or is it the objects, the models, materials, tools, and props in the classroom, that
enable us to learn new things? Or is it the hours spent practicing that make perfect?
The great task is to establish an intimate correspondence between eye and hand, so
that the latter will record what the former perceives. I think it very desirable to practice direct drawing to acquire certainty of eye and facility of hand; and one must not
mind failure at first, as this kind of power and facility is so much a matter of practice.4
The assignment ‘The Outline’ is taken from the writings of British artist Walter Crane,
and emphasizes the hours of trial and error required to gain the skills that make
a designer. Design education has always been distinctively practice-based. The
way design is generally taught did not develop out of the university system with its
emphasis on lectures and seminars, but is more closely derived from the workshop
model and the apprenticeship system. Though the skills required of a design student
have changed in pace with technological developments – analogue drawing is not as
important for the design student today as it once was – the grit, hard work, and sheer
hours required to master them are equivalent.
How to Do Things with Objects is the third collaboration between Nina Paim and
Emilia Bergmark investigating assignments in design education. The topic was first
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How do we use body language to stage gender? This exercise is meant to foster a
discussion on what is considered masculine and feminine. Its goal is to reveal how
uniform our ideas on gender are, and how the same ideas are internalized in our bodies, affecting the way we create images. This will lead to discussions on what we can
do differently.5
Performative language, in this way, can perhaps incite change. The assignment
‘Staging Gender’, by Swedish educators Joanna Rubin Dranger and Johanna
Lewengard, wants to do just that. And if the lesson is given well, maybe it even has the
potential to change the playing field, as British and Belgian educators David Blamey
and Sara De Bondt propose in their assignment ‘Creative History’:
Think about: How is design history constructed? Are we too obsessed with celebrity
designers? Are there too many design biographies? Should design history be anonymous? Looking at the published history of graphic design it becomes clear that still
today female designers are acutely underrepresented. Who has the authority to confirm such stereotypes and why do we put up with them? Who decides what becomes
design history? Isn’t it time for all of us to become responsible for our collective past?6
We invite you to sit at the tables, like generations of students have before you, to look,
listen, and act.

1) Corita Kent, ‘Nothing Is the Same’, in: Nina Paim, Emilia
Bergmark, Corinne Gisel (eds.), Taking a Line for a Walk:
Assignments in Design Education (Leipzig: Spector
Books, 2016).
2) Previously published in the Chapter ‘Looking’, in: Corita
Kent and Jan Steward, Learning by Heart: Teachings
to Free the Creative Spirit (New York: Bantham Books,
1992).
3) Henry Holman, Pestalozzi: An Account of His Life and
Work (London: Longmans, Green and Co., 1908).
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4) Walter Crane, Line and Form (London: George Bell &
Sons, 1908).
5) Joanna Rubin Dranger and Johanna Lewengard,
‘Staging Gender’, in: Taking a Line for a Walk.
6) David Blamey and Sara De Bondt, ‘Creative History’, in:
Taking a Line for a Walk.
Caption images: Page from Line and Form by Walter
Crane (London: George Bell & Sons, 1908)
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