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Top of Form
 Bottom of FormAbout Us
The ICA was founded by a group of radical artists and writers in the 1940s as a space for experimental and challenging arts practice.
We are uniquely positioned on The Mall in central London in a Regency period building designed by John Nash. Since moving to its present location in 1968, the ICA has become the home of the British avant-garde and continues to foreground interdisciplinary art practice.
The Institute of Contemporary Arts is a registered charity, number: 236848, and a company limited by guarantee, registration number: 00444351. ICA Enterprises Limited is a company limited by shares, number: 01461527. 
Previous exhibitions:
http://www.ica.org.uk/17453/Archive/Previous-Exhibitions.html


For the blind man in the dark room looking for the black cat that isn’t there
3 December 2009 - 31 January 2010 
"A mathematician is like a blind man in a dark room looking for a black cat that isn’t there." 
Attributed to Charles Darwin 
http://www.ica.org.uk/22186/Visual-Art/For-the-blind-man-in-the-dark-room-looking-for-the-black-cat-that-isnt-there.html

Resources
We have a number of resources, both online and in the building, to complement your visit to the ICA. 
These include our Learning section, the Fox Reading Room, downloadable resources for Teachers, the ICA archives online and, if you are an ICA Member, you can view archive material in the ICA studio.
http://www.ica.org.uk/29669/Resources/Resources.html
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Bruce Nauman: Days
19 June 2012 - 16 September 2012
This is the UK premiere of Bruce Nauman’s seminal work Days, a sound installation which presents a continuous stream of seven voices reciting the days of the week in random order.
· 
SOUNDWORKS
19 June 2012 - 16 September 2012
In conjunction with Bruce Nauman’s Days, SOUNDWORKS presents a series of sound works by a hundred artists from around the world, online and in the Galleries. 
· 
Piotr Janas
3 July 2012 - 9 September 2012
The first London solo exhibition by Warsaw-based painter Piotr Janas.
· 
Bjarne Melgaard: A House to Die In
25 September 2012 - 18 November 2012
A close collaboration between Bjarne Melgaard and architects Snøhetta, who have exchanged drawings, models and documents as they work towards the realisation of a purpose-built house, where Melgaard will live and work.
· 
Hannah Sawtell: Osculator
9 October 2012 - 18 November 2012
Two linked, site-specific exhibitions of video work and and installation: Osculator at the ICA, and Vendor at Bloomberg SPACE , by current Bloomberg artist in residence Hannah Sawtell.
· 
Trojan, Works on Paper
9 October 2012 - 18 November 2012
Raw and uncompromising drawings and studies for paintings by self-taught artist, make-up artist and underground fashion icon, Trojan.

Bloomberg New Contemporaries
27 November 2012 – 13 January 2013
Bloomberg New Contemporaries returns to the ICA for the third year running with this year’s selectors: Cullinan Richards, Nairy Baghramian and Rosalind Nashashibi.










History & Mission
Nouspace Gallery & Media Lounge began in 1997 as Nouspace, a virtual environment aimed at experimenting with online, participatory communities. At the time browsers were still relatively new, and sound, images, and video, difficult to share over the net.  Hard as it is to imagine, Facebook and Twitter did not yet exist (Mark Zuckerberg was 13 in 1997).  So many early virtual communities took the form of MUDs and MOOs (or “Multi-User Domain Object-Oriented”). Nouspace itself was a MOO that brought people together from across the world in one space for poetry readings, lectures, meetings, and social gatherings.  Grigar had joined LinguaMOO in 1994 and defended her dissertation in it in 1995 (See Grigar and Barber’s article, “Defending Your Life in Cyberspace,” High Wired, Ed. Haynes & Holmevik, 1998). The development of her own virtual environment, Nouspace, while she taught at Texas Woman’s University, offered a place to continue thinking about what it means to live and work online and how one best interacts with and presents multimedia on the web.  Some of the highlights of Nouspace during this period included hosting 750 scholars to an online version of the 1999 Feminisms and Rhetoric Conference (hosted by the U of Minnesota) and teaching numerous university courses, like “Feminist Cyberculture,” “American Women and Literature” and “World Literature” synchronously online at the site.
In 2002 the ability to broadcast sound across the net improved due to the introduction of broadband technology. This development compelled Barber to add internet radio to Nouspace. “Nouspace Radio Café (with a tagline of “the sounds of intelligent cyberspace”) was used for experimenting with online streaming, work that eventually led to using the station for online teaching and learning (See Grigar and Barber’s article, “Winged Words,” Going Wireless, Ed. Hae, 2009).  The station’s “Wednesday Café” became popular for its broadcasting of local poetry readings over the net to an international audience.
When Grigar and Barber moved to Vancouver, WA in 2006 and took faculty positions with the Digital Technology & Culture program (now “Creative Media & Digital Culture program) at WSUV, Nouspace was set aside so that they could concentrate on building the program.  What remained of it was a website called Nouspace New Media Projects.  The growth of social media and the development of mobile media from 2006-12 meant that when Grigar and Barber did relaunch Nouspace, they would need to take it in a totally different direction––one that would make sense for the technologies at hand, the zeitgeist of the period, refinement of their own interests (Re: Grigar’s work with curating digital media, Barber’s focus on sound production), and, as importantly, the needs of the local community in which they teach and where they live.
Nouspace’s re-emergence in 2012 (15 years after its original founding), along with its transformation as a physical site in downtown Vancouver that takes the form of an interactive, multimedia gallery and internet radio station, mark major milestones in its history.
If you are wondering where the name, Nouspace, comes from,  ”Nous” (or “noos”) is the ancient Greek word for mind. It implies perception, sense and purpose. It represents one’s heart, the essense of oneself. Inherent in the word is the notion of humanness. “Nous” is the French word for we, us, to us, and each other. Pronounced “nou,” nous rhymes with the English “new.” So, Nouspace is a space for those who like new ideas, who want to experience new ways of expressing and enjoying art, who want to learn about interactive and computer-based media.
We launch on Friday September 7, 2012 at 5 p.m. with Touch:  The App Art of Jason Edward Lewis.
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Tue - Sat, 12 - 6PM / 212.937.6580 / 540 W 21st St. New York, NY 10011
About
Eyebeam is the leading not-for-profit art and technology center in the United States.
Founded in 1997, Eyebeam was conceived as a non-profit art and technology center dedicated to exposing broad and diverse audiences to new technologies and media arts, while simultaneously establishing and demonstrating new media as a significant genre of cultural production.
Since then, Eyebeam has supported some 245 fellowships and residencies for artists and creative technologists; we've run an active education program for youth, artists' professional development and community outreach; and have mounted an extensive series of public public programs, over recent years approximately 4 exhibitions and 40 workshops, performances and events annually. 

Today, Eyebeam offers residencies and fellowships for artists and technologists working in a wide range of media. At any given time, there are up to 20 resident artists and fellows onsite at Eyebeam's 15,000-square foot Chelsea offices and Labs, developing new projects and creating work for open dissemination through online, primarily open-source, publication as well as a robust calendar of public programming that includes free exhibitions, lectures and panels, participatory workshops, live performances and educational series.
Mission
Eyebeam is an art and technology center that provides a fertile context and state-of-the-art tools for digital research and experimentation. It is a lively incubator of creativity and thought, where artists and technologists actively engage with culture, addressing the issues and concerns of our time. Eyebeam challenges convention, celebrates the hack, educates the next generation, encourages collaboration, freely offers its contributions to the community, and invites the public to share in a spirit of openness: open source, open content and open distribution.
Atelier
The atelier model is fundamental to the concept of Eyebeam. The studio/workspace environment, in which the energies of artistic production, education and curatorial practice fuse, provides a unique, stimulating and vital working context for creating art. This tremendous energy, along with the dialogue exchanged between curators, artists and students of various practices and stages of development, can inform and inspire the creation of artworks that may not previously have been imagined or produced.
 
Events
What's happening at Eyebeam? Art exhibits, live performances, tech workshops, project demos, hackathons, art + tech lectures, panel discussions, and more . . . 
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	Music After Hours: CT-SWaM
17 Sep 2012 - 18 Sep 2012
CT-SWaM (Contemporary Temporary Sound Works And Music) is Eyebeam's late night concert series curated by Eyebeam Resident Daniel Neumann, happening intermittently in Eyebeam's Main Space. In addition to Neumann's work as a sound artist and sound engineer, he is also an active curator. 
Updated schedule and details:
Contemporary...
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	Meetup: Game Testing for Game Makers
15 Sep 2012
This is a monthly game testing event for independent game developers and enthusiasts run by former fellow Kaho Abe and Come Out and Play. The focus will be on play-testing, open dialogue and discussion around games in development.
This monthly meeting is a great opportunity for game developers to get valuable feedback for projects in progress. For game...
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	Open Hardware Summit 2012
27 Sep 2012
Eyebeam is thrilled to be hosting this year’s Open Hardware Summit, bringing home a dialogue launched at Eyebeam with the Opening Hardware workshops in 2010.   The one-day event features talks and panels on DIY biology, electronics, fashion and technology, digital fabrication, business and other topics by leaders in industry, academia, and the DIY community.  Started in 2010 by...


Featured Projects
Some of the exciting and innovative projects currently being designed and realized by Eyebeam Fellows, Residents, and Student Residents.
	http://eyebeam.org/projects

	


Browse Projects
Activism Animation Architecture Augmented Reality Bio-Feedback Biotech Choreography Comedy Dance Data Visualization Design Digital Cinema Documentary Electronics Engineering Exhibited Project Film Game Generative Art Green Hacking Hardware Immersive Installation Learning Motion Graphics Moving Image Net-Art Olfactory Open Source Performance Art Photo Physical Computing Public Art Robotics Science Software Solar Sound Television Ubiquitous Computing Urban Intervention Video Virtual Reality Visual Art Wearables Web Writing and Publishing 





Impulse:
Emerging video artist Danielle Gotell invites you to speak with your cardiac muscles. Built with the engineers at Limbic Media, Gotell uses a system of heart rate sensors to blend four heart beats into Impulse, a multi-media video installation.
Impulse draws on the vital actions of our bodies and amplifies the information they broadcast unconsciously. The unique heart rates of up to four participants interact with one another within the intimate space of Danielle Gotell’s sculptural installation. The inner space is kept private for the active participants to experience through individual viewports.
The Woods:
The Woods, an interactive window installation. The engineers at Limbic Media and artist Annie Briard tell a branching stop-motion tale that you explore with your mobile device.
The Woods is a handmade stop-motion world, explorable by the viewer via mobile devices, in ‘choose your own adventure’ style. Viewers can interact with her through text and movement, prompting different fable-like narrative moments and actions.
Along with engaging passersby with its unique aesthetic and playful interactivity, Briard’s work also prompts contemplation about the way we relate to one another and our environment, while investigating theories around the use of the uncanny and wonderment in moving-image art.
Shadows and Light:
Shadows & Light (Victoria), a new interactive window installation. Limbic Media has worked with artist, Yifan Wang (China) to blend traditional puppetry with light weight robotics and cast an old story in a new light. Using motion capture and robot-shadowing technology, Shadows & Light (Victoria) will be availible for public interaction in the window of G++ Gallery. Two real Chinese shadow puppets are equipped with mini-robots controlled by a motion capture system. Audience movements and gestures renact an episode of traditional Chinese shadow puppet opera. Shadows & Light teaches the forms and motions of this puppetry style as it plays out the narrative.
Atagomaton:
Atagamaton lets a user control electro-mechanical devices salvaged from gutted film projectors, old typerwriters, radios and other “obsolete” technologies to produce unique sounds and movements. To play Atagamaton, a user simply moves their hands over top of any of the nine devices. One or two users can simultaneous control up to four parts to create rich and expressive audiovisual compositions.


Ectoplasmic Scream:
Our Interactive Film and Video Series begins with Ectoplasmic Scream in collaboration with media artist Doug Jarvis. The window gallery has been reconfigured as a contemporary cabinet of curiosity. Acting as a spiritual medium, a digital Doug Jarvis will follow foot traffic with his eyes. If you stop to look, he will lock eyes with yours. Using facial tracking technology, the digital Doug will mirror movements made by your mouth opening and closing. Volumes of “ectoplasm” will project onto the screen if you scream, reflecting your face and surroundings inside the streaming substance.

Wearable Weapons
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Pushing the boundary of fashion to the absolute limit. 
Wearable Weapons awaken the power of vulnerability. 
Wearable Weapons is currently building visual and interactive wearable costumes for an entertainer or singer to wear during a performance or music video.
Right now we are focusing on building a new series of collars with hacked Violet Wands connected to software that pulses mini-electrical arcs through voice interaction.  This is part of a larger series of interactive costumes built with different forms of electricity, fire, sound sensors, open source software, hardware, plant fibers, confiscated scissors from airport security, recycled razor blades, and zip ties.
You might ask... and what are Violet Wands?
Violet Wands are electro medical devices recommended by Edgar Cayce as a healing tool and invented by Nicola Tesla. Violet Wands are also modern, electrical, kink or highly erotic electro-stimulation tools.  They are used for the application of low current, high voltage (min 25 kV to max 65 kV), high-frequency, electricity to the body.  Violets Wands are sold both to the police department and the S&M community. The wands have a variety of intensity levels that do anything from burn to arouse the end receiver.
http://wearableweapons.com
http://carriemae.com
The costumes of the Wearable Weapons series awaken the power of vulnerability. Carrie Mae Rose, in using materials that shock and injure, heightens our sense of caution and our understanding of the the fragility of life. Her work pushes the boundaries of the self and of fashion to their absolute limits. Being a fashion object, these pieces have a life beyond the window display, and can be worn by performers or presented in dioramic installation.
more... 





G++
About
G++ is a window-front art gallery that will open in Victoria, BC in September, 2011. The gallery will be the first in Victoria to focus exclusively on interactive multimedia. The space has been donated by Limbic Media, a company that specializes in real-time interactive multimedia control technologies for use in entertainment markets, education, research, and the fine arts.


Limbic Media Corporation is a company incorporated in early 2006 and based in Victoria, BC, Canada. Our objective is to realize:
1. a platform of real-time interactive media control technologies for use in multi-media entertainment markets, education, research, and the fine arts.
2. a new genre of interactive multi-media art we term “Limbic Media” – a genre which will have its own specific aesthetic vocabulary and theoretical basis.
3. a set of Limbic Media artworks, which will function both as proof-of-principal demonstrations of our technology platform, and as products in their own right.

Equipment/Space
G++ is a street-side windowfront gallery, with two windows, and display/projection equipment, as shown in the above diagram.
Our digital display equipment is as follows:
· 2x 55″ LG5400 LED TVs (1920×1280 max resolution each),
· 2x NEC M300XS short-throw projectors (3000 lumens, 1024×768 each), and
· 1x Matrox DualHead2Go, to create a single ‘virtual screen’ from any two of the above.
Our storage/processing equipment is:
· 1x 2.2GHz Intel i7 Macbook Pro, 4GB memory.
[image: http://cdn.limbicmedia.ca/gplusplus/files/2011/09/Gallery-Front.png]
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