





In many ways, these organizational challenges are not unique to the FutureLab. A
fundamental tension exists in the work environment of any interdisciplinary research
organization-—tension that is mostly stimulating but can be stressful. At the level of the
individual, employees in interdisciplinary labs are constantly engaged in addressing problems
from multiple perspectives. At the group level, project management teams (consisting of lab staff
and external collaborators) are continually evolving. Therefore, in addition to adapting to each
new research problem, team members are required to adapt to each new project team. At the level
of the lab, the entire staff needs to be aware of the totality of projects underway at any given time
and execute each project within deadlines so as to maintain the fluidity of the overall workload.
While an issue in any work environment, this situation is more complex in an interdisciplinary

research site as the nature and pace of projects tends to differ more greatly from client to client.

AEC management can help the FutureLab with organizational challenges by nurturing
and leveraging the FutureLab’s working model for collaboration with corporate partners. R&D
projects require that good lines of communication be maintained in order to meet project
outcomes and maximize return on investment. AEC management is increasingly conscious of
these same goals as public sector support for arts/culture gradually decreases. The organization is
looking to fortify its overall funding structure, moving beyond corporate sponsorships and rather
creating richer, mutually beneficial exchanges of human, technical and financial resources
through projects with private sector partners. The focus will be on multinational companies
(especially high-tech companies) since they are more likely not only to have these resources
available but more importantly, to be interested in co-developing projects based on corporate

research and corporate affairs strategies.

This kind of collaboration strategy stands to help each partner better fulfill its basic

mission. For the AEC, it would allow the organization to mediate public interaction with the
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latest technologies potentially at a faster pace, thus reinforcing the position of Ars Electronica as
an institution on the cutting-edge of digital culture. Another result of this could be that the general
public will have a more favorable attitude toward the corporate partners who are co-developers on
new projects versus those who just place their logo on Festival programs. For the FutureLab, staff
would be able to do technology development work with state-of-the-art tools and platforms
through the support of corporate partners. Although the pace of development work would not
necessarily change (and might even intensify), companies would likely dedicate significant
human resources to such projects to help balance the load. Likewise, working with any given
partner over a longer term would also make moving from project to project much easier. This has
already been proven in the case of the FutureLab’s series of projects in augmented reality
application development with Siemens. Corporations, on the other hand, would be able to take
advantage of the FutureLab’s research expertise to test out possible commercial applications of
new technologies that the corporate R&D lab might not have developed on its own. The Siemens
example also proves this point and the FutureLab’s proposed software development project with

SAP has the potential to do the same.

AEC management could take various steps to ensure the effectiveness and sustainability
of its overall collaboration strategy. The sustainability of the FutureLab itself is of course key to
this strategy. One of the most important steps will therefore be to carefully consider the
suggestions of lab staff for devising a workable strategy so that they remain onboard and
participate in shaping the next phase of Ars Electronica history. In addition to clear internal
communications, the AEC will also have to work closely with corporate partners on devising a
common media strategy. This will boost visibility for each partner’s innovative activities and
could possibly even attract other corporate partners to the AEC. At the same time, the media
campaign could curtail any possible public misconceptions about the intentions of partnership.
AEC and SAP seem to have gotten off to a good start with an effective media plan for their new
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partnership. The institution will have to address IP issues which will inevitably result from more
commercial projects. Perhaps the FutureLab could work with its university research affiliate to
negotiate patent filings in a way that would satisfy both AEC and corporate partner interests.
When these issues can be resolved, the FutureLab’s unique research model can also perhaps serve
as a framework for other interdisciplinary research programs within cultural institutions to

experiment with corporate collaborations.
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Appendix I: FutureLab Artistic VR Projects

NOTE 1: This is only a sample of projects. See the AEC website for a complete listing.
<http://www.aec.at/en/archives/pp_center_inst chronolog.asp>

NOTE 2: The FutureLab provided development support for all artists-in-residences listed.

1996

1997

1998

1999

2000

2002

Greek Temple (by the FutureLab, in cooperation with the Foundation of the Hellenic World)
The architecture of Antiquity brought to life in a Greek council building (Bouleuterion of Miietus)

restored in a manner faithful to the original.

World Skin (by Maurice Benayoun with Jean-Baptiste Barriére)

A "photographic safari into the land of war" where visitors armed with a camera and playing the
role of a war correspondent can wander through a world scarred by death—one populated by
human casualties and destroyed buildings.

Mitologies (by Hisham Bizri)

A potentially endless labyrinth that is dense with allusions, a hallucinatory landscape that leads
ultimately to a mosque which, to the musical accompaniment of Wagner, opens up into the
caverns from Dante's "Inferno”.

CAVE (by Peter Kogler and Franz Pomassl)
An installation that plays on the human need for orientation, calling into question the means

available to determine one's position in space.

Face a Face (by Louis Fleri and Catherine Ikam)
Enables users to get into those faces and the virtual characters behind them—VR clones based on
real people, equipped with a full repertoire of human expressions.

"Gesichtsraum" (by Johannes Deutsch with Christopher Galbraith)
Face space is a metaphor for the interaction with a human being and for the process of entering the
universe of his/her feelings.
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Appendix II: FutureLab Industry VR Projects

NOTE: This listing captures the majority of major industry examples. See the AEC website for a complete listing.
<http://www.aec.at/en/archives/pp_center_inst_chronolog.asp>

o  MCE (Voest)-Turbine (1996)
A virtual model of a Kaplan turbine that simulates the behavior of the water flowing through the
turbine making it possible to conduct elaborate simulations of currents in real time.

e  Siemens-Mobile Workshop (1997)
Organized for the celebration of Siemens’ 150" anniversary, a networked “VR conference” of one

of the world’s first networked CAVE environments, making it possible to establish audio and VR
contact via an ATM link between the Siemens Inter Communication Center in Berlin and the Ars

Electronica Center.

e  Fronius-Industrial Welding (1997)
An application illustrating the usage of a high-speed video technique for research in the field of

industrial welding, exhibited by the company on different fares for promotion purposes.

o  Wittman-Robots (1998)
A digital double of a robot unit for the robot manufacturer Wittman. Their innovative
programming device has been visualized in shape of a virtual menu control in the CAVE.

¢ VAl-Virtual Heavy Plate Mill (1999)
Another project for Voest Alpine Industrianalgenbau, presenting the operations of a heavy plate
mill from any possible vantage point and in the context of its realistic surroundings.

e SINUS Park (1999)
An architectural visualization of the Theodor Kémer Park residential development, in

collaboration with Linz developer Sinus Builders and Linz architectural firm Team M.

» VAI-Training Simulator (2000)
Developed for the steel manufacturer Voest Alpine Industrieanlagenbau, a 3D rendering used for

training on continuous casting plants as well for marketing/promotion purposes.

¢ Siemens-Hybrex Simulator (2000)
As the 3D-extension of the HYBREX-Simulator by Siemens for heavy plate mills, an application
that simulates the operational procedures of an actual plant facility and features a realistic setting
that was presented under the name I-Wall at the market launch of the simulator at the Metals and

Metallurgy 2000 trade fair in Beijing.

e Via Donau-Inland Waterway Craft (2001)
A CAVE application visualizing an inland waterway craft. The application was part of a
marketing campaign for a company named Via Donau.

e LL.V.O.-Logistics Center (2002)
A visualization of a large logistics center for I.L.V.O. (a joint venture of the Austrian Federal

Railway and Gruppo Lucefin), presented as part of a virtual groundbreaking ceremony.
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Appendix III: Useful Links

Cultural Policy

e CIRCLE (Cultural Information and Research Centres Liaison in Europe)
http://www.circle-network.org/activity.htm

e Compendium of Cultural Policies in Europe (a site maintained by the Council of Europe)
http://www.culturalpolicies.net

e FOKUS (Austrian Association for Cuitural Economics and Policy Studies)
http://www.t0.or.at/~fokus/welcome.htm

e MEDIACULT (International Institute for Audio-Visual Communication and Cultural

Development)
http://www.mdw.ac.at/mediacult

o Osterreichische Kulturdokumentation (Non-university institute in Austria for applied
cultural research and cultural documentation)
http://www.kulturdokumentation.org/eversion/index.html

Digital Culture Networks

e ENCART (European Network for Cyber Arts)
http://www.encart.net/

e EBN (European Cultural Backbone)
http://ecb.t0.or.at

e Index to other organizations
http://www.v2.nl/~andreas/links/networks. htmi

Private-Nonprofit Partnerships

e Association for Art and Business
http://www.aandb.org.uk/

e Austrian Business Committee for the Arts (member of CEREC)
http://www.iwk.at/en/iwk/default.html

e CEREC (European Committee for Business, Arts and Culture)
http:// www.cerec.org

e [EG (US-based association providing sponsorship consulting services for corporate
sponsors and recipient organizations alike)
http://www.sponscrship.com
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