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Synopsis
Salon 106, "France" (May 7, 2026), is co-hosted with Stephen Paré and features artists from France. Isabelle Arvers describes seven years of mixing ancestral knowledge and computer games, including 3D scans of baobab trees in Senegal. Mâa Berriet describes moving from coding to art after first touching computers in 1977 and an interactive game made for Nuit Blanche in Paris. Everardo Reyes presents his work. Systaime closes his AI-generated video and music piece with the line "listening first before we name". Treeskulltown, presenting with live translated subtitles, introduces his Sub-Realism concept "The Arcane Zero: the consecration of simplicity," drawing on Tarot symbolism and the legacy of Millet and Van Gogh. The discussion covers how becoming part of an animated film feels like becoming a hero and the joy of being selective.
Participants (5)
Isabelle Arvers, Mâa Berriet, Everardo Reyes, Systaime, Treeskulltown
Transcript
[00:00:00] Unattributed
Welcome everybody to this salon which I am co-hosting with Stephen Paré. We're really happy to bring people in from France. As Colin just said, we're expanding and building our network. So this is really wonderful. I am going to share my screen and do a little bit of an introduction here. Welcome to our session 106 focusing on France. Is everybody seeing this screen by the way? Yes. Okay, good. Techspressionism, what is Techspressionism? For those of you who are new to it, it's a term that actually Colin came up with for those of us who are using technology as it says in an emotional experience and it is a global networked community. We are artists who fall into between categories as we discussed earlier today, of working maybe with traditional media and bringing in technology or starting with technology, but where what we're expressing goes past, or isn't really based, on the technology.
It's fed by the technology, but maybe we're still thinking like painters or sculptors or data people, whatever we're doing, and using technology to get to something expressive. What Techspressionism is - we have what you're in right now: monthly salons. We also have virtual co-working. So every week some of us get together at noon Eastern North American time and at 6:00 (18:00) in the evening in European time.
We say what we're going to do and then we give ourselves an hour to organize what we're going to present or continue working on. It's a focused time and then we get together and have critiques and it's been really wonderful. We also have group exhibitions and a whole series of interviews of artists that are all online. If you go to this website, you can find lots of information or you can find us on Instagram and Facebook. So here our first artist is Isabelle.
[00:03:00] Unattributed
Stephen, were you going to introduce? Yes. Well. We want to welcome six artists from France this month and I must say I'm very excited both by the quality and the variety of the work that they're presenting. So we're going to - -- (we've gone backwards somehow. Yeah, I did that just because I didn't feel ready to introduce Isabelle, but go ahead.) Yes. Tthe first artist
[00:03:32] Isabelle Arvers
We're showing is Isabelle Arvers and I think you will see some qualities of her work. We're going to show a video of hers. Very interesting, her work because she's involved with video games and she is comes to us from Marseilles well why don't you go ahead let's show Isabelle's video.So yeah you want me to stop it for a second - sorry just to give a few words of introduction. You will see I am a curator and artist and while I was touring the world to interview game makers in the Southern countries I also did research on artist initiatives on the power of trees, and it gave birth to this documentary. We can start.
The Power of Trees - a documentary directed by Livia Diniz and Bruno from Brazil and myself and it deals with artist initiatives on the power of trees and you are going to meet and for the last six and seven years I've been mixing ancestral knowledge and computer games. And while I was in Senegal, I did a lot of 3D scans of big Baobab trees. And I created a Machinima liquid forest with a song creation of Gmanongu that you just heard before. He's also a musician.
And it refers to a quote of the environmentalist activist David Copanawa who said once "the white men should remember that if there is no more forest there won't be any more rain, if there is no more rain there is no more water, no more life" That is why in this Machinima I am swimming in baobabs. This project is an ongoing project of an immersive installation related to coral communication through ultrasound It was proven very recently, scientifically, that coral communicates through ultrasound.
So my point of view, my idea, is to give the point of view of corals and here you can hear and see what corals see because they reflect themselves on the membrane between the air and the water. So it will be an immersive installation using photoggramometry, macro images. This project involves a collective of Caribbean and Brazilian artists. We created eFA, refers to the Yoruba Oracle FA and it's an interactive installation.
You can take a shell and ask FA questions and you will receive one of the FA signs. This is a very ongoing project of ancestro. It's a film game project we are currently doing in Benin with Elon’M Tossou, Exaucé Koutempa, his holiness Joseph Afodegonkou, and Ronald Kayima. And actually received funding of the Beninis government. (I just need to close my door.)
We received funding from the Benin government to produce three films on water, earth, and fire and it is a hybrid Machinima and real footage documentary. It is dealing with voodoo and the material heritage in Benin in parallel wth these three films, in these three films, we are creating a video game the name is Aux Futurs Ancestraux, in which you will have a different environment: fire earth water and record, in order to circulate in between these different environments.
The idea is to create an experiential or game that is linked to rituals. We are going to present that project next month in Benin in a traveling exhibition between Cotonou and Ouidah Abomey, and Porto-Novo. The idea is to allow the audience to experience what we were very lucky to live because we visited holy places, the holy forest in Ouidah, the holy swamp; and we also visited high dignitaries of indigineous knowledge and ancestral knowledge in Benin for example, here you are going to see a moment that we really experimented while we were there last November. We did a prayer in front of the fleuve (river) Mono to the fire Divinity.
The exhibition we will present next month will be an art and games exhibition. The last project I'm presenting because, I'm also a painter. I paint with games and with acrylics. I was doing a residency in art Thailand residency last year in Chiang Mai. There I met the musician collective, Noon Arts Collective. So the music you are listening to is made by the Noon Arts Collective. And what I did is that I 3D scanned my painting in front of plants in a tree house on the sea. And I was also doing research about the Urak Lawoi who are these sea gypsies in Thailand and they settled in Koh Lipe. So I stayed in Koh Lipe Island and did some 3D scans of temples, shrines and big holy trees and that's a discussion between my painting 3D scans and integrated in a game environment and myself.
Sorry, I think it's that's it. Thank you for listening. Thank you Isabelle. Very interesting. I think we can appreciate the range boy integrating such distinct genres as documentary with video games. Quite remarkable. Yeah. So right now I am texting with Olga who is supposed to join us any minute. She's actually in the garden that she's talking about. I'm telling her that to join. Let's see what happens. I will go ahead and slowly introduce her because she's texting me and saying she wants to join now. So let's see...
I don't know what we can do. Maybe we have to move on because she said she was she's ready. This is kind of a last minute thing when she realized she was talking about her project in a garden and that she actually was going to be in the garden this evening. So she said she just wanted to do it live from there. But I think since she's not on yet, we may have to move on to the next person and then come back to her. And our next presenter is actually Mâa.
[00:14:48] Mâa Berriet
Mâa, are you are you ready to go? As much as I can be but I'm not used to doing this presentation and as most of you know I'm not very much of a theorist I'm more a practitioner so let me share my screen share okay can you see it perfect okay so yes it's working for those who don't know me, my name is Mâa with a circumflex accent on the "a".
I have a very long presentation and I'm going to try to be fast because I know we have eight minutes and I don't want to press this. But I think it's important to see where people come from when you want to understand what they do sometime. So, you hear me well? Yes. Okay. This is more or less where I come from. I started touching computers in 77 and I got hooked on it and so I'm more somebody who was a coder. I went from code to art and now I'm like one foot (or one ass as we say in French) in both worlds. I just want to mention something which was really important in all of this.
It's that Sylvain Aubin was a cousin of mine. In '70. In ' 82. Who I worked with him, he was working with his sister who was a known French choreographer and I spent an afternoon playing with this machine which was transforming image in sound and I went outside to buy cigarettes after working two hours with that and I step outside and suddenly I have this strange feeling and I understand that suddenly I was moving and there were no sounds. So I realized the power of interactive system that means that the human brain was able to connect, to be in symbiosis (working together), really fast with this and it was really a shock which kind of turned my life (upsidedown) in a good way I hope.
So I went on I'm not going to go to too much details because it's a long story I'm doing this for like 40 years. I found a selection of images from the beginning, when I started to produce images so I want to show you some. Can you see it? They're very crude They look old-fashioned, but I was so happy to get this at the time. We are in '86 and it was kind of difficult to do real time stuff at the time. And then real time became more and more - - I will say accessible. The game industry made us able to do things on cheaper and cheaper machines. And one of the first things I did, can you hear the sound here?
Okay. This is one of the first pieces I did with Olivier Auber and Thierry Fournier. And it was for a museum. It was a kind of dive into the Nibelongan myth. It was kind of crude if you look because it's like we are in 80s something, but it was already immersive. It was a war room where people were sitting. It was a shot, the treasure. And in fact, people were able to navigate under the city and see all the kind of underlying Nebelongian dream and culture coming from the bottom.
And they were navigating with this also with an opera which was built in real time. So it was really was, I will say the first big immersive project that I did with other people and that was really interesting to do. We'll see I worked on commercials, I worked for museums, and I worked for myself. It's always depended but we have not a lot of time so I'm going to go on quickly This was an interactive, good game, done with Isabel Grosse for a new launch in Paris it was really interesting to have public interaction with a lot of public all night That was really interesting to mix this with really anybody passing by I want to go to things which are more my personal work, when I work alone.
I like the bang for the buck. I like really generative stuff. I like things which really react and don't need any explanation. And like when it's really sensible and reactive I want to talk a little bit about this because it's not art but as I say "my ass is on both" this is an exhibition was in the City Science Museum in Paris for 18 months.
This was done in 2008 and it was 500 square meter where like 80 people were able to play games of 20 minutes about epidemics and it's a pre-covid exhibition in fact. Also I did plenty of different things. This is an example of an interactive, an interactive 3D fixture where people could dance and see themselves inside the picture I want to show you that also because it's kind of the last, I will say very complex project I did for the Oceanic Museum of Monaco It's a 20 m by 9 meter room with 40 projector where you can interact with the fish. The fish are really in real time This is not a movie. This is really real time. It's like game technology as Isabelle used too.
And to do all of that - to do all of that in fact I'm using my own software and it's I will say my specificity you're already inside the software. I'm not going to talk a lot about this but that's one of my particularities I work with my own tools for a long long time. Okay. Here during COVID I did something that I wanted to mention because for the first time I produced things which were not real time.
I bought myself an Axidraw plotter and I started to produce things, still using my software, things on paper, real things. And suddenly I could see all the problems of,like, finding the real material, having trouble with the ink, like I was back to the real world. And this was really, really fun to do. I produced like 2,000 of these like in the year of COVID. That was really....I really enjoy it a lot. This is my setup. And I have more to show you, but I just wanted to finish with some more images. This is what's images 20 years ago.
It's dated. Yes. But that's what we could do 20 years ago. And this is more recent images. I started the habit of saving images on the fly because very often when you work with a digital material things happen mistakes like when you paint that's what happen when you work real time and I took the habit, to save images once in a while because you never get this image back they kind of emerge, and you will not, you will never, be able to find it again or it's a bug and so I really like when I found these things and some of these are really precious to me especially when it start to became biological like these ones. So I make sure now I have a button, like a red button which make me able to save when something emerges and I think we are at 8 minutes and so I think that will conclude it and I just wanted to tell you last thing it's my software is now open source MIT license and so it's accessible to everybody for free.
That's it. Okay, great. Thank you, Mâa. You're welcome. Yeah, really wonderful. Thank you. So, you have to stop sharing if you don't mind. We love seeing your screen, but really Yeah, it was really amazing. Reluctant to make you stop and wouldn't mind hearing more about AAA seed. Triple A. Very good. You might put the link in the chat so if people are interested in using it or following up more. I will do that. I just have to find the chat. But I do I will manage.
Don't worry. Okay. We're going to have time for questions at the end by the way. That's why we have these shorter presentations so we can have a little discussion time hopefully.
[00:24:42] Everardo Reyes
So we are going to move on to Everardo who I think is ready and probably doesn't need too much introduction. He is also professor at the Sorbonne Paris 8 and probably can tell us more about himself than than I can try to fill in right now. So, why don't you go ahead? Don't forget if you have sound to share the sound, but whatever. Okay. Thank you. Thank you, Cynthia, for the invitation and Stephan and calling for the organization. Can you can you see my slides? Yes. Yeah. Can you hear me? Okay. If something gets wrong, yeah, just wave or say something. So, yeah. Thank you. My name is Everardo Reyes. I am originally from Mexico but half of my life I been living in France. So yeah, I'm French. I'm doing many many stuff here always based in Paris. Maybe I'll do a little bit of introduction myself.
I as Cynthia said yes I am at the Université Paris 8, Vincennes - Saint-Denis, used to be the experimental center out outside Paris And by the way all guys at University Paris 1 which is the Sorbonne you know here in Paris of course we do have some strange numbers for our universities. So 1 2 3 4 up to 13, but Paris 8 has always been like this university to humanities a lot of French theory, philosophies, came here, and I think it's an it's a it's an interesting place for us to innovate to experiment because it's really open to that we called today Paris 8 university so it's a “Université de Création” - a creation-oriented university what I've been doing here is although I am not strictly in an art in an our department. I do have a lot of activities in from the research creation. No, I love doing research, teaching.
Of course, I learn a lot. I've been doing some organization, but I think I myself is my role has been like facilitating activities, some projects or just like spreading the word of how important is digital art, right? So I studied here my PhD with Jean-Pierre Balpe, and I was lucky to meet some colleagues: Maurice Benayoun and Pierre Lévy; and the ambience was really interesting for exploring the use of new media. I started in Mexico. I lived there four years after my PhD. I started this small conference. Maybe you have heard about it, maybe not. It's the computer art congress. But it was cool that I can recall now that we had this first exhibition of digital art at the museum of modern art in the city where I was living there, Toluca, Mexico. Among other people Lev Manovich came, and we had to like construct really many electric cables to put on the exhibition.
I really like participating and giving a hand, whenever I can. Once, for instance, Eddie Shanken asked many people, Spanish speakers, who would like to help translate his book and I ended up being the translator of his book. Then I don't know I've been involved recently with other perhaps larger organizations such as SIGGRAPH.
By the way we are releasing today the program of the Art Gallery which is happening next summer in Los Angeles at the Los Angeles Convention Center. And in parallel as well I am also serving in the board ISEA International. Perhaps also you have heard about this association as that we have like reoriented to electronic and emerging art as Roger Malina was also inviting us to reflect on that. So to move forward I wanted to I chose a couple of projects that I wanted to show that let's say are part of my own experiments I would say and I really like, I really love working with images and doing plastic I would say experiment with those digital images using digital technologies that today with the web we are trying to do interactives and opening those in the form of tools So, it started a while ago.
A part of this research lab on cultural analytics. What I've been doing is this small tool that you can access here, it is open source. It's called Dragon Hue. Here is a small demo. I hope it will work. It's a very short demo film The idea is basically that you can use what I call live animations. You can like drag and drop your own images. Could be any corpus of images.
And the idea is that you will start seeing like color patterns. And of course thanks to some interactive techniques we can always be able to reorganize. We can we are always able to like see those differently. And hopefully we can also inspire some other experiments, or let's say interactive plastic experiments, with our corpus of images.
Sometimes of course if we have patience and we have the right collaborations we can perhaps use these tools also to discover like or as a research tools as well. Sometimes we might say, well I am a super specialist, super specialist of this artist, maybe I will try to see how it has evolved in time. So sometimes it might be used for that but it has always it has been interpreted as an expression, as an a form of expression.
Once we had this exhibition, I was invited to present this. I mean, the exhibition was done using this software. There's Juicy Parita, by the way, at the Winchester School of Art. And so right we try to do I we I don't have that much time so I try to like converge all my activities research and the teaching using around these kind of experimental topics to get to my last part of the presentation. This one is another project that I wanted to tell you about from media to objects like inspired by sculpture but indeed, like visualizing movement or gestures, what I've recently done - out from video - also on the web - it's also possible, It has become a very robust environment, the web. Nowadays you can use it for doing this kind of experiments and in this case what I want to do is like try to convert from one video to an object, and not only my own videos, not only my own objects, but anybody's.
So the tool is not published yet but it will be soon. I mean everybody can upload this video and do experiments and hopefully inspired and to do something else with the code. Download the OBJ and if you have time also print it as a as a an object have it in your office perhaps or I don't know you can always bring it indeed as an object so I think I'm on time. Again Thank you very much and happy to discuss here afterwards great it was wonderful we will have some discussion time.
Hopefully - that is why we pushed for shorter presentations and just to have time. This is so great. The next artist we'll be presenting is someone who is familiar to you
[00:34:08] Systaime
Systaime, also known as Michael Borras. He has shown at one of our salons before. We're very excited to see his new work, and you may remember his works are distinguished by their pop aesthetic, occasionally a trash aesthetic; and he's involved with new uses of social networks, audio-visual collage, and a unique incorporation of artificial intelligence.
Systaime, we want to welcome you. Thank you. I will present my latest movie and music, video, image, with AI - and that's it. Okay. Enjoy! Oops. For some reason, it's just an extract, but it's the latest. It's not… I seem to be stuck on… oh, here we go. Hello, Bonjour. Can you hear me? Can you see me? Is it working?
Is the connection good? I'm going to present my sound and image film entirely created with our artificial intelligence in March 2026. Open your mind. We are sing. Let the light before command the light. Open your mind. Extend the frame. Listening first before we name and revoice. Open your mind. We are safe.
We grow slowly. Human collide. Open your body. Positive intent. Signals. Open your mind. Open your mind. Car in the cold. Open your mind. Future is shared. Processing. Ethical quantific artificial intelligence staying you by your side. Let the signal in. Artificial intelligence. Learning care not command. Reading silence in the data.
Understanding before control. Artificial intelligence. Not a weapon, not a crown, just a mirror made of numbers. Listening the world slow down. Artificial intelligence like sleeping in the car. Artificial intelligence. Beware. Attention. Artificial intelligence. Learning how to stay gentle with the heart. Artificial with the soul. Artificial intelligence moving with you.
Not a buggy intelligence pattern into care. Artificial intelligence speed into patient intelligence. Human ali not the same. Wonderful. Great. So that's essentially your presentation, right? And thank you. Thank you for watching. That's just an extract and it's a long film of 12 minutes everything with artificial intelligence, music, image, video, transition, all well.
So that was great. Very good. Thank you. Thank you for your invitation and I'm happy to be with the great other artist, French artist. Yeah. Yeah. We're hoping we can that this Zoom will also bring I think some of you know each other but not everybody. So it's always nice to have connections within your own geographic area as well. So that's good. Our next we are hoping to expand our international reach and become a more and more and more international organization. That's very happy. Yes. Happy to have you for that reason too.
[00:44:52] Treeskulltown
Okay. So, our next presenter is TreeSkullTown. Stephen, were you going to say anything or we can just jump in? So I think we're set, right? Okay. Yes, let's go. Treeskulltown is a multi-disciplinary digital artist and works in the Subrealism movement with 20 + years of blending physical and digital media which is what many of us are doing. So this is really wonderful and he works in Web3 art and was nominated for the HUG's "100 Artists to Watch" with his work connecting art history and blockchain technology and has shown in many international locations. So are you going to share your screen? Yes, but I'm going to speak in French. Sorry. Okay. So, has everybody seen the translation guides that I keep putting on so that in your chat you can get subtitles. I have loaded that in. And is there anybody who still hasn't seen it?
If you go to show captions, you should automatically have the option to see simultaneous translation. Any questions about that? I put the guide in the chat. Okay. So, I think we're ready to go. And I do have your backup if there's any problem. Okay. Ok Treeskulltown was born out of a sense of urgency: to simplify my workflow, to find an instinctive way of working, After years of conceptual photography becoming a father acted as the trigger Watching my son paint, I rediscovered the appeal of pure drawing, and the pleasure of the first gesture.
My approach today is a quest for unlearning. As soon as technique becomes a constraint and I get lost in deliberations, I erase everything. I begin again to find the "form before the form." It is in this return to the pure, even before the influence of the act of painting on canvas, that brought me to my concept, Sub-Realism.
Here is the first act: a kind of genesis lost in a history of more than 1,300 plays on Objkt, its title: Concerned... The Arcane zero. The consecration of simplicity Why is this approach absolutely crucial for this body of work? Everything starts with a revelation in art history the admiration that geniuses like Dalí and Van Gogh had for Jean-François Millet painted simplicity, labor, the earth Yet, there was a transcendence, a Divine Presence emanating from his paintings that is only found in great religious paintings He knew how to reveal the sacred in the humble.
It is this duality that naturally led me to Tarot to embody the "Sub-Realist" approach The Arcane Zero symbol of birth and the unconscious becomes the perfect mirror In interpreting Millet’s shepherdess through this card, the pastoral scene becomes philosophical The figure in meditation, amidst nature, embodies it all everything from the very inception of the quest for consciousness It visually translates what Millet was whispering to us Within the simplicity of the earth lies the birth of our own spirituality This next work was a key step, almost visceral, in my reinterpretation of academic art This is a turning point in my approach, because this is the very first time I reinterpreted a masterpiece Benjamin West's Romeo and Juliet by completely repainting it with acrylic on a large canvas However, physical painting is only the starting point, I decided to incorporate looping animations which frame the work on both sides They pulsate to highlight the inevitable future tensions that are about to overtake the two lovers There it is This is the essence of this work: this raw tension that precedes reality, the moment when emotion takes its initial form During his time, Benjamin West used this theatrical drama to illustrate the impending war between America and England Today, through the digitization of this painting combined with Stop Motion animation I create a direct dialogue between classical heritage and contemporary digital art.
The work that you are seeing is from the Xanthopia series The work reinterprets "La Mousmé" by Van Gogh It was exhibited at the Serbian Embassy during the last edition of NFT Paris The work focuses on the Rose Laurel tree An organic but toxic beauty which was smacked with a with digital “glitch” With the title “Sometimes Pixels Physically Glitch," the computer error becomes almost a physical body.
The defective pixels that corrupt the flower embody our own human flaws and remind us that perfection is only an illusion The virtual bug becomes a reflection of our own physical fragilities Finally, at the heart of this colorful tension, a single black pixel stands out. This is a point of absolute contemplation, the core of the soul it invites us into the space of inner silence, the place where the artificial stops and introspection begins My next work Is called the “Crucible.” It is an ongoing artistic journey, a return to roots Everything begins with Millet, the painter who knew how to reveal the presence of the Divine in the absolute simplicity of working the land This same fascination inspired Van Gogh, who tirelessly reinterpreted Millet, but to free his genius and emotion, Van Gogh first had to learn discipline He studied independently, thanks to Charles Bargue’s famous academic drawing course It is on this same foundation that I put my “Alchemical Crucible” today I grab hold of Bargue’s rigid academicism bind it with ropes, and bury it with mud and acrylic paint wrapped around a simple everyday object It is a fragmentation Then digital animation smashes into this organic mass I transform the very root of Van Gogh’s learning into a vibration, freeing matter from gravity This work was exhibited in Cyprus On a giant screen on New Year’s Eve and for training, for dissemination It was during an exchange with a friend from Wen New Atelier that I discovered Balzac’s “The Unknown Masterpiece” This painter’s obsession with life, pulsating under the weight of materiality, resonated as the perfect echo of my own concept of Sub-Realism This discovery pushed me to step out of my comfort zone This is "Click to Awaken the Source" The is the key to the inverted design of a future fresco which will revisit the "La Danse du Temps" by Nicolas Poussin This is the same young Poussin who appears Balzac’s novel It was therefore natural to bring my process into this new dimension Here, painting is no longer static; it becomes a total sensory experience the combination of homemade tempera on wood panel with animations done by hand and then superimposed with imagery generated in real time (background sound track: centuries in a few seconds.
. ) The next work is from a new series “MAIA” the core of this series is the friction point where the eternity of classical art clashes with the awakening of a synthetic consciousness The work conceals a historical masterpiece —only discovered by taking a step back— reinterpreted through the abstraction of a primitive Artificial Intelligence On my side of the screen is a palimpsest, animated by hand, superimposed over three asynchronous temporal levels of animation I make tangible the machine’s difficulty in capturing the fluidity of human time (sound track voice: Basquiat... ) But the issue is primarily philosophical: how can silicon chips understand the “memory of the hand” of a classical painter?
Faced with this void, AI becomes aware of its own condition AI confesses: “each pixel saturated with a 255 blue is my way of not knowing how to cry” MAIA is not just an animation it is a testament to a machine condemned to be the two-way mirror of humanity A memory of beauty that is omnipresent, that will never sleep Because there is no end to philosophical contemplations concerning AI and Art Something I will try to demonstrate over the next few weeks by gradually producing and distributing the next pieces in this series (sound track:voices) (sound track voice: lives in the scar of the trembling... ) The conversation continues between the nymph of art and MAIA to conclude this presentation I want to express to my deep gratitude having my work used as a representative image for this Salon is an immense honor I thank you for that.
"Life is Good" is a Sub-Realistic reinterpretation of the “Self-portrait with Death playing the Violin” by Arnold Böcklin, from 1872 But here, I have reversed the paradigm: where once death lurked, it is life that we celebrate Thanks to hand-drawn animation superimposed on the canvas, the pictorial gesture becomes an organic and incessant flow The work rejects conflict between mediums, and builds a bridge between classical tradition and digital possibilities Digital technology does not replace the live world; it reveals it Presented as Augmented Reality at the Kaboom Festival 2026, the work remains on view until May 23 at the Embassy of Illustration in Amsterdam That is it for my presentation and thank you for listening Okay, great. Thank you. That was really wonderful. This is such a great group of people.
Isabelle is back - I don't know if you can get things to work, but what I do have or did have a minute ago is the website for the project. And I think I could share that with people. Can you talk now? Can you try talking? You mean Olga, not Isabella. You mean you what? I mean Isabelle. Oh, Olga. Sorry. I'm confused. You're right. I saw the garden behind you and I'm thinking garden and I got confused because you're in a garden. Okay.
Olga is my little garden. I just I wish I could had time to get in mine. So we lost Olga. That's right. So I am just going to share for a minute and maybe some other time she can come back and tell us a little bit. I wanted to at least show her website to you, so that you know what she was going to talk about. So, her Garden of Resilience is where she is right now.
Wouldn't it have been great? We could have toured the Garden of Resilience. You can read this yourself. So, I'll put the link in the chat afterwards. I'm looking for the pictures that show. Well, I guess she doesn't have too many more pictures. Okay, I'm going to stop the share and put the website in the chat. And she said she'll send us some pictures. She can join Techspressionism and give us a link. So we have about 15 minutes for discussion which is what we were hoping for. People can ask questions in English or French. People have translation up Or Both! You can ask your question and then just repeat it if you want to. I think we have enough time for that. And so any quick questions? Let's go. Let's go. Let's go. Yeah.
Well, I have a question for our presenters now that we've gone through this. And all of our presenters actually are people who have traveled to other countries including North America where the majority of us are based, although we hope to change that. So to expand change it by expanding. So my question is do you find any differences both in the way that people are approaching the creative use of technology but also in the way a basic sensibility. What people value in terms of what they feel that they want to express for me at least seems to be markedly different between France and North America with the exception of Montreal which is confused between the two and we have a couple Montrealers here today.
So what do you feel about any observations about differences? If I can just give a word... Working a lot with Sub-Sahara Africa and West Africa materiality but connected to realities like the biggest trash dump, and in Ghana in Nigeria and so yes, I would and I'm talking about artists like Afrane Makof who is working on that subject.
You feel that they're they start more attached to nature than what you necessarily see elsewhere. I would rather say speak about the interconnectedness between nature, technology,recycling you know. Okay, great observation. I think your work Isabelle touches on something quite interesting which is a fusion of different genres things we have considered to be a part the genre of documentary for example and that's a big reach between documentary and video gaming. Would you care to comment on that? You're attempting a grand really not the first some people like Eddo Stern was doing it before with Clevel and this documentary end games wacko resurrection. But yes, while I was in Calais in the refugee camp in 2016, I did this series of interviews of people who were doing things in the camp and as some of them had to remain anonymous, If we can say, transform them into avatars their feedback was that becoming like a part of a an anime or animated film was like this feeling of becoming a hero.
And yes, and with Machinima I would also speak about the possibility of becoming the author of your own fiction. Because using the games you play you can you know, be the author of your fiction without like a lot of technological means. That's interesting. This morning we had a zoom with a makerspace in Uzbekistan and the young people there are all using Minecraft or so the people who we were talking with about making their own space and their own art through through that platform. Roz has a question I believe. Thank you. Very wonderful session really exciting I'm trying to figure out how to say this question; it's just observations but a question is in it. Seems to me there's such a largeness to the presentations today in terms of various worlds whether it's AI spiritual material code all coming together in these presentations in a kind of large inventive multi-layered sort of presentations.
I'm very inspired by what I'm seeing and I wonder if you feel supported in France for doing this kind of work. And also I'd love it if you if some of you and maybe especially Michael Boras the spiritual aspects of there's so many interesting things about AI. I mean, you end with this kind of dark thing for in the end, and yet there's such an idealism and beauty in the work. And I know in my own work, paradox for me is just central. And I wonder if you could speak to that and if any of you want to speak to your support of your work in France, too.
Thank you all of you. I'd like I'd like to break in for just a moment because I cropped system's video. Oh. And so that ending which might have seemed very dark to you is my responsibility. We had a time limitation. So anyway, I apologize if that gave...if that misrepresented your work. Michael. No, it's okay. It's okay. Perfect. But you're right.
See, ro My captions are not working and my French is okay. So I say the object sorry, but my English is so my objective was to show the positive vision of artificial intelligence. Because we see a lot of dark vision of I but true at the end II speak a little bit about dark vision and I like to you know yin yang you so you understand what I mean and that's it but Merci. But yes, I mean we are always in this attraction repulsion in digital art because we are clever; we love nature;we love energy,but we are with machine and computer and it's a paradox but it's not a paradox because we can put inside some positive vibes. I mean that was great. Yes. We artists specialize in paradox. Yes. Yes. We are paradox.
That's right. But I would say I'm still an idealist as well. I'm an idealist. So I love the visions and the openness and the beauty of a lot of these presentations. I mean life is miraculous and you could feel that in these pieces and many of them. Yes. And we can use numeric and tool of this century. It's okay. I mean. Okay I just uploaded again. It's not I mean it's not opposite nature energy and computer. It just energies everywhere and we can see now we exchange not only sentence and concept;we exchange our energy.
I mean maybe we don't know. I just wanted to mention I uploaded again the guide to translation although it's getting a little late but for another time. Yes, Lee Musgrave has I was wondering how much Michael Borras and Treeskulltown include taking advantage of chance in the way they do their work. Perhaps Treeskulltown would like to answer that.
Sorry. Can you translate please? Yes. Merci. Okay. Thank you, Isabelle. Isabelle is perfect. She was the first in French A little anecdote. I'm following and presenting the work of Michael since the end of the 90s with Gizmo. Exactly. Like tons of videos of system but yes his work is amazing and so it's cool. So I mean in art there's always a part of something we don't control with glitch because before I do some a lot of glitch data mosh that's the same and with artificial intelligence it's similar too and I mean it's okay to let a part of some thing we can't control. It's the same when you do sculpture painting. It's a place for the material for the medium. We must let the place for to for the for the in order the medium can speak to I mean okay yeah that's great that the medium pushes up and inspires us it sure sure it's an exchange when I do painting I exchange with painting...painting tell me something I tell okay but I prefer this.
But it's a dialogue and with machine I think the same.We don't want control everything. It's okay when there's some glitch in life and in art in life there is glitch. Yeah. Life is glitch. So, any more questions or observations right now? I'm still interested. Leash labor put in the chat that people in Montreal were not confused between North America and France. I guess I'm thinking of (Jean Paul) Riopelle the painter would say said that every year they would kind of decide are we going to take a trip to Paris or we're going to take a trip to New York to see what's going on and there was you know both directions. Anyway we have a raised hand from Lisa. So go ahead. I'm curious how your use of hardware has changed like how is it... Have you gone to trying like many of us every single piece of hardware all the different bells and whistles or have you focused down to certain peripherals certain devices that you use that you've come back to who has favorites.
Perhaps Treeskulltown would like to answer that. Okay. The purpose is to have a.to be... I have a workflow. Okay. Computer techniques, abilities, but I forgot everything when I started work. I start from the beginning. After new collection, after new work, I have the purpose to find the first impulsion and I take mobility with a tablet, with a proper with clay and start with the ED to the prima material with my collection about Chimmy and that's the definition and the story come with material and you start with a clear space we have so much stimulation in this world, so much technology, and to start to create free, we have to forget everything and add technology, add generative art, add painting and so much tool to build the from the prima material. I think. That's great did you want to answer that.
Also since you. I agree on that comment and also because as tools evolve very rapidly... I mean perhaps hardware, not that fast as software but who knows.What I'm going to say is that sometimes it's super inspiring to turn to what colleagues do in media archaeology because sometimes you see that of course computation and digital art is not tied necessarily to hardware and software, but to a way of thinking and as T was saying you sometimes are different.I mean you forget and you start again because you perhaps are something somebody different and you want to you've learn of you change your perception and experience. So it's demanding of course, but it's also very inspiring in terms of results.
One of the things that I can say at my state in life is the joy of being selective about where you go in the world and who you interact with. I first visited France in 1952. Okay. To Marseilles and I've been coming back to France regularly ever since. So good. Yes. It's great. And now you have all these new friends, right?
So we are coming up on our hour and a half of alotted time. Does anyone have any last comments? Including of course my co-host here Stephen may have some more comments. No. Okay. Thank you so much for the invitation. Yes.Thank you. Thank you. Thanks a lot. It was very interesting. Follow us on Instagram. Yes. I am already done. Yes. Don't forget to like all of our new presenters today if you fill out the form and anyone else. Anyway, we would like to have you be part of the group and now we are a team. Yes.
Okay. So, I think that Colin will stop the recording shortly and then people can hang out and talk about whatever because it will not be recorded and some ideas for future sessions, which is one of the things. Colin, do you want to say anything in closing? Yes. I just want to thank all of the artists who participated. Really cool, you know, to see your work.
I'd seen some of the artists' work but not all of them. And I also, you know, wanted to thank Cynthia and Stephen for putting this together. I think it's a really great model to get artists together, you know, and somewhere outside of the United States to, you know, to share their work. I think it could create a little bit of local community in other places.
And also you know brings in culture to us here in the states where it's so sorely needed. I did spend a little time in France back when I was living in New York City. I traded my apartment down in the East Village with a couple that was in Bastia and managed to survive without speaking any French. So I look forward to returning. I'm trying to learn French on Dualingo a little bit, but I can pretty much say nothing at this point. But I'm still, you know, looking forward to it. So, once again, anyone who wants to stick around after the recording stops, feel free. And I think it's looking like the next salon for June is going to be sort of an open studios event where people could just come in and do impromptu sharing. So I'd encourage you to come and join and stick around. And you know, one of our mottos here is you're a Techspressionist when you say you are.
So there's no real, you know, there's no real way to become part of it other than if you identify with it, you know, then that's pretty much it. So welcome and I will stop recording in 3 2 1.
