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2015 MASTERCLASS SERIES ON CULTURE AND
TECHNOLOGY, AUGUST 28-29, 2015

CUTE is a yearly masterclass series on culture and technology, organized by the Numedi-
art research institute. We bring together a panel of world-renowned experts in various
high-tech fields and get them to meet all kinds of audiences (research, arts, industry) in a

series of “hands on workshops”...

Schedules

Friday 28th August Saturday 29th August
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10:25
10:35
12:00
14:00
Anthony Brooks James Morley
15:25

15:35
Anthony Brooks James Morley
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Prof. Petri Toiviainen
University of Jyvaskyla
Finland

Speech Title:
Introduction to the MoCap Toolbox

Abstract

The Mocap Toolbox is a Matlab toolbox for the analysis and visualization of data collected
with motion capture devices. It is mainly aimed at investigating music-related movement.
It contains tools for preprocessing and transforming motion capture data as well as for
kinematic and kinetic analysis and visualization thereof. Since the toolbox code is
available as open source, users can freely adapt the functions according to their needs.
The workshop will contain an overview of the content and functionality of the toolbox. This
is followed by hands-on work, in which various motion capture data are analyzed and
visualised.

Speaker’s Brief Bio

Petri Toiviainen is a Professor of Music at the University of Jyvaskyla and the leader of the
Finnish Centre of Excellence in Interdisciplinary Music Research. His research interests
include music and movement, perception of rhythm and tonality, emotions in music, sound
and music computing, and music visualization. He has published several articles and
given a number of keynote talks on these topics, and is an editorial board member of a
number of journals. He is also a co-author of several widely used software tools for music
analysis, including the MIDI Toolbox, the MIRToolbox, and the Motion Capture Toolbox.

Dr. Anthony Brooks
School of Media Technology
University of Aalborg
Esbjerg

Speech Title:
Control from Non-Control: Digital Media Plasticity — Human
Performance Plasticity

Abstract

This masterclass explores populating the human Kinesphere such that invisible cross-
referencing matrixes are established via volumetric, linear and planar sensing profiles.
The profiles are adaptable such that dense virtual interactive spaces of data are
mappable to selected content. The question is asked at what point does control balance
towards non-control.

The masterclass will showcase the history of the research, which has questioned from the
most profoundly impaired to traditionally developed participants as empowered
performers. As such the created environments act as an alternative strategy
supplementing physical rehabilitation intervention as well as in alternative stage
performance and installation art at MoMAs — where fun, engaging social interactions and
unique experiences have been achieved.

Speaker's Brief Bio

Associate Professor Dr Anthony Lewis Brooks (aka Tony) is director of the SensoramalLab
at Aalborg University, Esbjerg in Denmark where he is a founding member of the
Medialogy education (2002-present). His research within interaction design and human-
computer interaction with a focus on children with special needs originated in 1985 with a
focus on unencumbered gesture-based control of video games, art (making music and
digital painting), and robotic devices via sensor-based devices created under his
SoundScapes company. The research is responsible for a patent family on
Communication Method and Apparatus (US6893407) and EU projects (e.g.
http://www.bristol.ac.uk/carehere/). He is a past winner of the European Eureka Award,
(Stockholm, 1999), and the Danish Vanfoerefonden Research Prize (2006, Copenhagen).
SoundScapes has been featured at the Cultural Olympics, which runs parallel to the
Olympic Games and Paralympic Games at Atlanta 1996 and Sydney 2000. It has also
been featured at the Cultural Capital of Europe 1996 (Copenhagen) and 2000 (Avignon).




image3.png
Prof. Rebecca Fiebrink
Goldsmiths
University of London

Speech Title:
Machine learning as a tool for designing embodied interactions

Abstract

Machine learning algorithms can be understood not only as a set of techniques for
building accurate models of data, but also as design tools that can enable rapid
prototyping, iterative refinement, and embodied engagement— all activities that are
crucial in the design of new musical instruments and other embodied interactions.
Realising the creative potential of these algorithms requires a rethinking of the interfaces
through which people provide data and build models, providing for tight interaction-
feedback loops and efficient mechanisms for people to steer and explore algorithm
behaviours.

| created the Wekinator software in 2009 to enable composers, game designers, and
other creative practitioners to apply such an interactive approach to machine learning to
their work. In this masterclass, I'll share some of my findings from 6 years of observing
this software in use in creative contexts, and I'll give a demonstration of the new version
of the Wekinator software (released this summer). These will serve as starting points for a
discussion of the future of data and machine learning as design tools— techniques that
enable more effective human creative work, and techniques that can scaffold creative
work by a greater diversity of people working in different contexts.

Speaker's Brief Bio

Rebecca Fiebrink creates new technologies for digital music and art, and she designs
new ways for humans to interact with computers in creative practice. Much of her current
research combines techniques from human-computer interaction, machine learning, and
signal processing to allow people to apply machine learning more effectively to new
problems, such as the design of new digital musical instruments and gestural interfaces
for gaming and health. She is also involved in projects developing rich interactive
technologies for digital humanities scholarship, and in designing new approaches to
integrating the arts into computer science teaching and outreach.

Rebecca is the developer of the Wekinator system for interactive machine learning. She
has worked with companies including Microsoft Research, Sun Microsystems Research
Labs, Imagine Research (recently acquired by iZotope), and Smule, where she helped to
build the #1 iTunes app “| am T-Pain.” An active musician, she has performed regularly
with a variety of musical ensembles, including as a laptopist in Sideband, the principal
flutist in the Timmins Symphony Orchestra, and the keyboardist in the University of
Washington computer science rock band “The Parody Bits.” Prior to arriving at
Goldsmiths, she held a faculty position at Princeton University.
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M. James Morley
Creative Industries Community Developer
Europeana

Speech Title:
Creative re-use of digital cultural heritage — opportunities,
challenges, approaches, impact

£\

Abstract

After a brief introduction to define digital cultural heritage and outline the work of
Europeana, this session will set out to explore the following questions:

What opportunities exist for re-use of digital cultural heritage?

Using examples from Europeana’s developer and re-use community, this will explore the
diverse and inspiring ways that people are using cultural heritage

What challenges need to be addressed, and how can this be done?

To make the most of these opportunities, certain challenges need to be addressed. These
include providing re-usable content in a suitable form, open licensing, and developing a
technical infrastructure that facilitates easy access.

What approaches can be used to encourage and promote re-use?

Drawing on the experience of several recent projects such as Europeana Creative, this
will show how a wide spectrum of approaches can be used to engage creatives, and what
the pros and cons are of each. These include events, outreach, and direct support, from
technical help through to business incubation.

What is the impact of creative re-use?

Taking some of the top examples, the session will conclude by exploring the diverse ways
in which creative re-use of digital cultural heritage can have impact.

Speaker's Brief Bio

James has worked in cultural heritage for over 20 years, moving from science (botany)
through marketing and communications, to running digital projects. Having been
interested in open data and creative re-use on a personal level (he is an avid collector,
and sharer of early photography, and loves playing with open datasets and APIs) in April
2014 James got the opportunity to combine his skills and interests in this new role at
Europeana. He manages Europeana Labs (http:/labs.europeana.eu) which is the
showcase and outreach channel for Europeana’s re-use activities. The Labs site
promotes open datasets from Europeana, inspires creativity by showcasing things people
have created, and provides support in teh form of API documentation, contact points, and
increasingly routes into business support such as co-creation, incubation and
crowdfunding.
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