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BAN’EM ALL!
MURAT DURUSOY _(TUR)
& AHMET TURKOGLU (TUR)

Ban’em all! is an installation in which
people can “censor” a web site and make
the site unreachable for further attempts.
This installation gives power to spectators,
which they can use for banning and censor-
ing websites from the terminal. Spectators
can also find information about Internet
Censorship, and what Internet Users do in
this situation to overcome the oppression.
Approximately 7000 websites are not
reachable from Turkey; in other words they
are censored. The range of censored sites
varies from Youtube to Grooveshark, from
Googlegroups to political groups.

Ahmet Tirkoglu holds a BA degree

in Visual Arts and Visual Communication
Design, Bahcesehir University Istanbul.

He is pursuing an MA degree from Sabanci
University VA-VCD program, teaching Inter-
face Design, and running 3rd year Project
Studio in Beykent University Communication
Design Department. Currently interested

in physical interfaces and the Turkish
contemporary art scene outside Istanbul,
Ahmet Turkoglu lives and works in Istanbul.

Murat Durusoy was born in 1985, in Istanbul,
Turkey. In 2008, he graduated from Sabanci
University with a BA degree in Manufacturing
Systems Engineering. He graduated with

a MA degree in Visual Arts at Sabanci Uni-
versity with a thesis titled “Rise of Subjecti-
vist Photography in Digital Era; Can There be
Photography after the Post-Modern Image?”
He is currently interested in photography,
digital arts, subjectivism, modernism, post
modernism, interactive and collaborative
photography.

GML RECORDING MACHINE
MUHARREM YILDIRIM (TUR)
& AYTAC KANACI (TUR)

GML (Graffiti Markup Language) Recording
Machine is a DIY device that is capable of
capturing and writing a spray can’s move-
ment to a microSD card. With two separate
strings attached to each foot of the graffiti
writer, the position of the spray can is
tracked during the tag writing process.

The length of the strings is measured by

a simple ball mouse and the strings are
retracted by two retractable tape measures.
These measurements are processed

by an Arduino and sent to the computer
which then projects the graffiti onto the
projection wall. Graffiti Markup Language is
an XML grammar defined by its team Jamie
Wilkinson, Evan Roth, Theodore Watson,
and Chris Sugrue to archive gestural graffiti
motion data into a text file. More information
on GML can be found at www.000000book.
com, the official open repository for sharing
and archiving graffiti motion data.

Muharrem Yildinm is a computer

science graduate who is currently working
as a teaching assistant in the Department of
Computer Science, Istanbul Bilgi

University, Istanbul, Turkey where he also
finished his bachelor‘s degree in 2009. He
spent six months in University of Aarhus,
Denmark and studied at The Centre for
Advanced Visualization and Interaction
(CAVI) in 2008. He is currently continuing
Visual Communication Design MFA pro-
gram in Istanbul Bilgi University. He creates
interactive work where users experience new
kinds of experimental and hopefully more
natural interactions.

Aytac Kanaci is currently studying at the
Department of Computer Science in Istanbul
Bilgi University, Istanbul, Turkey. He is in

his last year and writing his thesis about
processing gestural data and gesture
recognition on touch.

LIVING ISTANBUL
OSMAN KOC (TUR)

Istanbul is a city that never sleeps. It is like a
living organism connecting the two different
worlds, the East and the West. However,
what makes it alive is the people living in it.
It has its own addictive and chaotic vibe as a
result of the interaction between the dwellers
and the city. Flourished by its geographical,
social, cultural, and religious properties,
Istanbul is unique in several aspects. The
soundscape of the city is created by the
aforementioned properties of the city, as

well as the pace of the dwellers. The project
Living Istanbul focuses on the affiliation and
simulation of the soundscape of Istanbul
with the pace of dwellers or users, which is
measured by their heart beat, by associating
the relation between city and dweller to
human and heartbeat via sound. Different
sound identities of the city (bazaar, traffic,
music) are recorded and assigned to a
different user, which are placed in a dim
room, which also refers to the great Turkish
poet, Orhan Veli Kanik’s poem, “I’m listening
to Istanbul with my eyes closed.” The sound-
scape of Istanbul is generated in the room
according to the user’s heartbeat. In order

to enrich the sound, more concurrent use by
different users is encouraged.

Osman Kog is an Istanbul based artist

and engineer who studied Electronics (BSc)
and Mechatronics (MSc) Engineering at
Sabanci University. He has assisted and
given workshops about physical computing.
His research areas include biosensor

based interaction, sound design, interactive
stage design, and interactive installations.
His works have been exhibited in Turkey
(amber’08) and France (Centre des Arts,
Enghien les Bains).

SOUNDEDGE
SELIN OZCELIK (TUR)
& NAGEHAN KURALI (TUR)

In the project SoundEdge, we combine
architecture, light and sound via interaction.
With this play, people are invited to activate
a gate into a visual world. The visitors
encounter a microphone and a light stripe
on the wall. The microphone invites them to
interact, although it is not connected to the
loudspeakers. With the visitors’ involvement,
the line on the edge of two walls starts to
gain a characteristic of their sounds. The
sound produces more colors and more forms
as long as the interaction continues. The
line turns into a generative colorful collage,
which is controlled by the sound.

Nagehan Kurali was born in Bursa in

1983. After her graduation from VAVCD at
Sabanci University, she gained professional
experience in the Post-Production field. In
2007, she started her Digital Media Master’s
study at the University of the Arts Bremen.
During her residence in Germany, she
worked in companies; Urbanscreen and
Atelier Markgraph. Her works focus on
architectural projections and interaction
design. Currently, she co-founded the design
collective, In Situ (www.design-insitu.com)
with Selin Ozcelik in Istanbul.

Selin Ozcelik was born in Izmir in 1982.
She received her BA at Sabanci University
VAVCD in Istanbul. Afterwards, she studied
at Bremen University of Arts Digital Media
MA Program with a focus on Interactive
Design. She co-created many projects and
published papers about Persuasive Tech-

nologies, Social Networks and Spatial Inter-
action as User Experience. She focused

on Interactive Installations in Public Space

in her Master Thesis. After her education,
she worked at companies in Germany such
as GfG Bremen, MESO Digital Interiors,

and Atelier Markgraph GmbH. Currently

she co-founded the design collective In Situ
(www.design-insitu.com) with Nagehan Kurali
in Istanbul.

HEADBANG HERO

TIAGO MARTINS (POR),
RICARDO O’NASCIMENTO
(BRA) & ANDREAS ZINGERLE
(AUT)

Headbang Hero is a music videogame for
those who wish to test their headbanging
prowess with heroic disregard for their own
health. Contestants interact with the game
through a peculiar game controller, which
must actually be worn: a wireless, motion-
sensing wig with long hair. Points are
awarded for the vigor and timing of the
head’s motion as the player headbangs to
the powerful chords of heavier-than-metal
music. The game also provides a real-time
estimate of the damage the player is under-
going during his or her performance. When
the song is over, players are presented with a
personal report regarding their performance
—including score, amount of self-inflicted
damage, and even some advice. The report
is printed out so that players can keep
physical evidence of the experience (other
than neck pain) and compare other players’
results to their own.

Ricardo Nascimento obtained his Master
degree at Interface Culture, Kunstuniversitat
Linz. He investigates body-environment
relations focusing on interface development
and autonomous adaptive systems for inter-
active installations, worn devices, and hybrid
environments. During the last few years,

he has been working on the intersection
between fashion and technology.

Tiago Martins graduated in Computer
Science and is currently a PhD candidate

at Interface Culture, Kunstuniversitat Linz.
Between teaching and researching for his
PhD thesis, he also co-authors interactive
installations and media art projects that play-
fully explore bonds between the physical,
digital, and social.

Andreas Zingerle is an Austrian designer,
researcher and media artist. He is a graduate
of the New Design University St. Pélten and
holds a master degree from the University

of Art and Industrial Design Linz. In spring
2008 he did an exchange semester at the
Media Lab, Taideteollinen korkeakoulu
(University of Art and Design) in Helsinki,
Finland. During the last years, he worked on
several installations exploring a creative (mis)
use of technology and alternative ways of
Human Computer Interaction. His work has
been shown at several festivals in Europe,
Russia, America, Australia, China and Japan.

PUNCHOUT!!!

MAR CANET (ESP),
JAYME COCHRANE (CAN)
& TRAVIS KIRTON (CAN)

PunchOut!!! is an artistic installation that
remediates the classic Nintendo game of
the same title. It achieves its classification
through the design of a custom interface
that forces participants into a full-bodied
experience. The installation actually “fights
back” with a player — When the character
onscreen is hit during a boxing match, the
installation briefly flashes a bright light in an
attempt to create a sense of disorientation

for the player. The physicality of punching
the soft screen, hopping back and forth

in all directions, and the consequences of
being “hit” amount to a physically embodied
experience of a game that was originally
playable only with one’s fingertips.

Mar Canet is an artist and researcher

who likes to write software which explores
playfulness and expression. His work is
currently focused in the fields of computer
gaming, data visualization, and new media
art installations. Mar is a co-founder of the
art collective Derivart, from Barcelona, which
works at the intersection of finance, art, and
technology. Most recently, he co-founded
Lummo, a small studio which produces
media architecture works. He is currently a
MA student in the Interface Culture depart-
ment at the University of Art and Design Linz,
Austria.

Jayme Cochrane is an interaction designer
from Vancouver. He is proudly Canadian.
He has exhibited interactive artwork in North
America and throughout Europe, as well as
working as an interaction designer on both
continents. He currently resides in Linz,
Austria. He is a founding member of both
slant design + creative and artistic research
group Social Bits. He worked in the Ars
Electronica Futurelab as an interaction
designer from 2008-2010, and previously
worked at SAP BusinessObjects.

Travis Kirton is an Artist, Researcher, and
Interaction Designer specializing in the
production of performance and tangible and
interactive media. He is a graduate from the
School of Interactive Arts and Technology
(SFU) with a specialization in Interaction
Design and an MA Candidate at the Interface
Culture Department, University of Art and
Design Linz. Recently, he spent a year

and a half at the Banff Centre, Canada,
exploring media-art research, prior to which
he was an Interaction Designer at the Ars
Electronica Futurelab. His works are based
in interactive media, typography, and gaming
with a focus on joint production of art and
academic publication. He has exhibited at
Amber Festival (Istanbul), The Banff Centre
(Canada), TEI'10 (Boston), Over the Game
Festival (Sevilla), Medialab Prado (Madrid),
Santral Istanbul (Turkey), Ars Electronica
(Linz), ACM Multimedia (Vancouver), and has
published research papers and print works
in a variety of magazines and conference
publications.

RAMBLER

TIAGO MARTINS (POR)

& RICARDO O’'NASCIMENTO
(BRA)

This project presents a pair of sneakers
that take microblogging one step further

by literally posting your steps on a Twitter
account. Messages are comprised of repe-
titions of the word “tap” and “.” respectively
symbolizing the wearer’s steps and time

in between these. Rambler is a critical take
on near obsessive microblogging habits
and elicits reflection on the personal nature,
amount, and usefulness of information
generated everyday through blogging and
social platforms such as Twitter. It aims to
bring the practice of microblogging to one
of many possible extremes, turning it into an
automatic, thoughtless act of diffusing large
amounts of slightly ambiguous, repetitive
and arguably useless personal information.
The name Rambler was chosen for the
double meaning of the word “ramble.” On
one hand, to ramble is to take a pleasant,
even aimless walk; on the other, it is also to
digress when talking, losing clarity or even
turning aside from the main subject.

SOUND TOSSING
REINHARD GUPFINGER (AUT)

Sound Tossing is an alternative type of
electronic street art dedicated to activist,
public artist, and protesters. It is the practice
of throwing or hanging audio devices called
Sound Tossing Tools up to overhead wires
such as power lines or telephone cables

to subvert the dominance of sound and
advertisement that pollutes our cities and

to shape urban land and soundscapes.

Reinhard Gupfinger is an artist and resear-
cher working in the field of Sonic Interaction
Design and is based in Linz, Austria. His
work bridges the gap between art, science,
and technology; his areas of focus are per-
ception, documentation, and the manipulati-
on of acoustic space. Since 2000, he has
been primarily developing projects involving
interactive sound objects, electronic musical
instruments, sound performances, and
interactive sound environments. He studied
Sculpture-Transmedial Space and Music-
Media Technology in Linz, Austria and
Weimar, Germany. Since 2008, he has been
a student in the Interface Cultures MA pro-
gram at the University of Arts and Industrial
Design Linz.

THUMB FU!
VESELA MIHAYLOVA (BUL)
& TIM DEVINE (AUS)

Thumb Fu! is super enhanced thumb
wrestling. We use conductive fabric and
thread to create thumb suits. When the
characters touch each other, sound effects
are triggered. If somebody is pinned down,
a countdown begins and then a winning
fanfare is played. The audience is invited
to participate by creating their own thumb
wrestling costume during a workshop
session and to take part in Thumb Fu!
competitions. Join the workshop and create
your own thumb-wrestling suite!, Samurai,
or an angry bunny. What'’s your fighting
style?

Vesela Mihaylova was born in Sofia and
graduated in Visual Arts and Communication
at the New Bulgarian University, Bulgaria.
She is a Graphic and Web designer and is
interested in emotions in human-computer
interactions.

Timothy Devine followed artist residencies
at Experimedia in Melbourne, Kitchen
Budapest developing Newsleak and Media-
Lab Prado, Madrid where he developed The
Mexican Standoff — Creating a Hyperreality.
He presented papers at Technarte, Bilbao
and Computer Space, Sofia. His work

has been written about around the world,
with interviews on national radio CBC
Canada and radio Australia. He has been
commissioned for interactive installations
at the State Library of Victoria and Oxfam.
He recently completed his Master degree at
the Interface Culture department, University
of Art and Industrial Design in Linz.

TYPECITY:ISTANBUL
TRAVIS KIRTON (CAN)

TypeCity:lstanbul is a print-based/interactive
typographic-representation of Istanbul.

For amberFestival 2010, typographic works
were created using original software (called
Typels) developed by the artist which allows
for drawing with non-linear typesetting
techniques. TypeCity:lstanbul uses writings
and data from the publication “Istanbul:

City of Intersections”. Nearly all publications
concerning the city of Istanbul have been
written (in English or Turkish) by academics,
architects, and thinkers from around Turkey.
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