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CYBER HUMAN FORMS

Continual developments within the field of post-industrial or post-human (...) technologies are
making it all the more realizable for the human subject to modify its corporeality.
Ras Steyn in, Abstract Post-human Body and Identity Modification in the Art of Stelarc and Orlan,
Tshwane University of Technology, 2005.

Human existence, at least partially, has already been transferred to the web.
Tomas Kavaliauskas in Cyber-nating Humans, balphin, april 2010.

The body has been increased, invaded, and now becomes a host not only by technology but
also by remote agents. (...) What becomes important is not merely the identity of the body, but
its connectivity; not its mobility or location, but its interface ...

Stelarc in Visions parasitic alternating experiences, intimate and involuntary, Ars Telematica
(edited by Claudia Giannetti), L'angel, Barcelona, 1998.

The UAVM Virtual Museum presents 18 works focusing on several points of view, the work as
extension of the artist, a navigation device, a language, a digitized self, streams of mediated
realities, a medium between human and computer, on it's most natural common language: A.
Bill Miller, Aaron Oldenburg, Alan Bigelow, André Sier, Barry Smylie, Chiara Passa, David Clark,
Evi Apostolou, Henrique Roscoe, Katalin Tesch, lan Filtman, Ismael Louati, Jason Nelson, Jody
Zellen, Michael Filimowicz, Michael Takeo Magruder, Monika Mausolf, Stefen Riebel.

José Vieira



This video is exclusively shown here

Since 2007 Stefan Riebel is working on a sequence of short movies. They are designed to fit
into public spaces, in festival programs or on the internet. All of them are based on simple text
animations and inform about fictional or real circumstances, demand different actions and sharpen
the viewers awareness for significant details of the surrounding they are shown in. All these
movies focus on the interaction of the audience and the information provided through the moving
image.

Riebel understand these movies as a possibility of an apparative extension to he’s performative
work. They offer an interesting way of interaction within very short but clearly defined times apart

from the artist.

Untitled, 2007-08
video, 0:35
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Interactive, non-linear net art piece that, through a series of animated vignettes created in Flash,
explores the life and philosophy of Ludwig Wittgenstein. Each of the 88 sections corresponds
to one of the 88 constellations in the night sky. Each constellation becomes a navigation device
for the viewer to negotiate the associative relationships between these vignettes. As well, viewers
can interact with each collaged animation using their left hand to trigger events from the computer
keyboard (in homage to Ludwig Wittgenstein’s brother Paul — a concert pianist who lost his right
arm in WWI but continued his career performing piano works composed for the Left Hand). This
work considers questions that Ludwig Wittgenstein pondered in his career as a philosopher:
logic, language, the nature of thinking, and the limits of knowledge - all in relation to our
contemporary digital world.

88 constellations, 2008
Flash Animation



'Discos Sem Memoria' (No Memory Disks) is a collection of unique quicktime movies preserved

in diskettes, circa 2002, made from struct_1 application (André Sier, 2001). Each original movie
Is 256x256pixels stored in cinepak codec and during approximately 1 second. There are 53 short
movies which attempt to duplicate visually thought processes, each stored in a standard pc
3'1/2" diskette signed and numbered, existing only one copy for sale of all of the movies. This
online experience is a lower-fi approach to that experience, built with 25 fragment movies, each
having 128x128px. Struct_1 is an audiovisual app that explores the concepts of time and space-
time in the 3 possible tenses (what was, what is, what will be) and a spatial metaphor of the
consciousness as a segmented rectfield capable of being tinted with quicktime movies, stills.

Discos sem Memaoria No memory discs, 2002
Javascript, quicktime
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MERIDIEND is a work of net art combining literary writing and digital photography to explore a
variant of psychogeography, defined by Guy Debord as “a technique of rapid passage through
varied ambiences.”

The approach to psychogeography in MERIDIEND is to explore the interstices between writing
and the real places that served in some way as a point of contact for these texts. Neither text
nor image "explain” or "caption” the other, but rather viewing and reading relies on the memory
of each, as texts and images are not viewable simultaneously.

The interface instantiates a deérive for the interactor, who can drift amongst these texts and
images in either random or systematic fashion.

Meridiend, 2009
VJava Processing Applet



This is from a series of experimental video games exploring religious actions. As an
atheist who nevertheless feels religion to be a part of his life, Aaron choose certain
rituals, activities or mental games that people play to reinforce their faith and attempt
to simulate them. The rules of the game are meant to be learned through
experimentation. He began with the verb "Baptize" because the essential expressive
power of a game is through the repetitive performance of an action, and attempted
to create game mechanics that expressed feelings associated with that verb. When
the player makes a connection with a non-player character, the character gets pulled
toward the player and becomes part of the same mass, moving together, seeing
through imperfectly-merged eyes.

AARON OLDENBURG

Baptize, 2009
Video game



BARRY SMYLI E

Planet Treasure, 2010
Flash game



LT 2.2, (they
o T ) - " roveI

a languag “ Fo1l N until roads
in reflective ordering I han any, ' TN § switched |

Wr i~ G - § o lindin'g:

e and the wind

Nat _051!3' rhc Tords and their E@%@g frd apn pe
Britifh, Teutohd, Duteh Low and High, Oid Saxon, Gernidn, Danifh, nguu'u
and Modern” TR i

sXp .tin;.._.‘ 113 1 =
aind MF¥STERITES
Pronuntiation, (heal
def 932.7: &

- e o oan o o i\-\,

AcnicuLTys

. . _-_‘7.‘ \ . A ~C LA
and thefh KiE ’ or " R\ ;f ‘:=
: N A bR MATIGH S}
,r e\ N NS furaniv-g
r

0N,

(,]'I )
T[-I. " 1

o L H
v, Runprp U801, g

3 ON T“‘ ; - g i \
BB
N\ =

N \ 14 of

Video games are a language, a grammar or linguistics of various texts. The sounds,
the movement, the graphics, the rules or lack of rules, everything about a video game
is a component of language. A digital poetry game must combine all these elements,
strange and interactive stanzas, crossed out and obstructed lines, sounds and texts
triggered and lost during the play. Indeed the game interface becomes a road to
inhabiting the digital poem, to coaxing the reader/player into living and creating within
the game/poetry space. Using a top down, platform engine (without gravity) Evidence
of Everything Exploding is a game driven digital poem exploring various historical
and contemporary texts. Each levelis poetic content is built from the document’s sub-
sub texts and curious consequences.

Evidence of Everything Exploding, 2009
Interactive website
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Urban Fragments is an interactive website that functions as a repository for ideas
about the city and how the urban experience can be translated into an online
experience. From the opening users can peruse numerous avenues each accessible
through a different vertical fragment pictured on the home page.

JODY ZELLEN

Urban Fragments, 2009
Interactive website
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Pervasive mass-media in the information age offers us a continuous stream of mediated
realities. Countless events of varying and often questionable significance emerge as scrolling
columns of headline news and then quickly fade into the soon-forgotten annals of our time.
Within this saturated datascape of history, there are singular defining moments that rise
above the ubiquitous monotony of the everyday. These events shape the consciousness
of individuals and nations alike by transcending their epoch, and are indelibly situated within
greater historical overviews that inform the perceptions of both present and future generations.
In an era of unjust wars and monumental acts of terror, some of these events have eroded
our most precious institutions and sustained fear within all strata of society, while others
have instilled within us hope and offered us a means to reconcile our past transgressions.

Reflection (hope and reconciliation) re-mediates one such moment. Through the distillation
of its aesthetic elements - images, words, voice, music - we experience the event with
changed, but undiminished intensity.

Reflection (hope and reconciliation), 2008
Web Art; flash9+, stereo audio
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At the beginning there was the photography and then there was the cinema. The
webcam is the computer back to the origins of cinema: the invention of the Lumiere
brothers had the ability to be both a camera and a projection device. Nowadays, the
computer sees us at the same time it gives us to be shown by the others, the other
computers / the other humans. But what does he see? And what does he see in us?

At the beginning, there was the photography and the cinema, now there is the "video-
chat". "Visions of computers" attempts to bring back the video-chat at the beginning,
at the origins: to photography. But a photography that gesture, language and signs
are different. A photography that attempts to materialize the vision of the computer.

Visions of Computers, 2009
On line Gallery
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As high definition and 3D cinema take hold of popular culture, the self becomes relentlessly digitized.
The animated gifs in this website were created using ASCII drawing and use an old technique for
fostering a 3D experience: stereoscopic imagery. The content this was applied to are photographic
works farmed from the internet or from the work of Edweard Muybridge. Two views of the same image
or sequence were generated and the gif oscillates between the two views creating what is now
commonly known as "jitter stereoscopic" imagery.

The animated video presented in the center of the website is related in nature. | found an image used
to promote the hue Kate Brandt Pink. The color vibrated. | saved the file and went on working. Later,
| couldn't find it. | scoured my hard drive, but it was missing. It had disappeared. | wanted so much
to see that specific pink again. | looked even deeper into directories within directories. | found a few
traces left behind in bytes and pieces of code. | drew these images from those traces and my memory
of that vibrant pink. Created for and in conjunction with Kate Brandt Pink Exhibition at University of
Wisconsin - Milwaukee Union Art Gallery.

Grid Portraits, 2010
Ascii, animated gifs, video, glitch



“Virtual Prigione” is an interactive portrait video-sculpture inspired by the concept of the
latest “unfinished” sculptures of Michelangelo, named “Prigioni”. The website that hosts the
virtual sculpture becomes dynamic and interactive. The user can sculpt using the mouse as
a chisel. "The virtual Prigione" represents various states of being. The spectator can choose
to liberate the sculpture from the marble and its dependence material, so the body-statue
sublimates and the marble becomes virtual idea. Or the user can also choose to imprison
the statue into the marble, bringing it to the primordial state where the mass has a simple
geometric figure.

CH ARA PASSA

Virtual Prigione, 2008
Interactive video-sculpture. Demo version 2:30. Soundtrack by Netherworld.
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My family is possessed by laughter.

"Because You Asked" is the artist's digital self-portrait in sound, text, and image. It provides the
user with the opportunity to create the self-portrait, and then, if they wish, erase it. This work is
a commentary on the tradition of self-portraiture and its ongoing evolution in a virtual age.
"Because You Asked" is created entirely in Flash, and uses a synthesized combination of text,
images, and audio to complete the self-portrait. The piece is interactive, and requires that the user
click on a series of buttons, appearing as icons, to proceed through the work. It is only through
the user's participation that the self-portrait can be completed, and once completed, the user has
the option, through tools provided on the site, to erase it.

ALAN BI GELOW

Because You Asked, 2006
Flash Web Art



The People is an attempt to reformulate the soundtrack and film thought

itself. In it, lan filmed 50 people listening to a poem of the same name by
WB Yeats on an iPod on a City of London street. The poem is a remembered
conversation between the narrator/poet and their phoenix who cautions
against growing cynical about people. Soundtrack elements can be
individually selected to include the one, two or ten listeners with a different

voiceover, street music and choice of ambience.

| AN FI LTVAN

The People, 2010
Video with interavtiv soundtrack



The project, named Pre-creations includes 14 works which were made using photo manipulation. In
Mausolf works she’s interested in human creature. She try to explore its identity moving around the thin
line determining the sexuality and carnality of a man. In this special project the main matter is associated
with searching for ideal, perfect shaped face, eternal quest for beauty. Ideal shape that, according to
the general presumption of thinking about this matter, concerns faces which seem to be the most
symmetrical. In her project she copy part of her face and put it on the other side with the mirror effect.
Of course we see the upshot as ideal face-form but you only need to do something wrong, exeption
from the norm, finally bad imposition and there appears, before us, shabby face, almost like marked by
a genetic disease. Singularities with human shapes, monsters, that rise to an association with the
futuristic visions. The atmosphere of the pictures stored in the dark mist reminds the German expressionist's
film masterpieces and indirectly recent created film called the Sandman. The thema of the last mentioned
one is similar to the case that Mausolf is presenting here. Where the reminiscences of Hans Bellmer
fantasy is still alive.

Pre-creations, 2010
Photo manipulation



This is an interactive Flash animation, inspired by the gender theme, in which Katalin
mixed traditional paper dolls and rapid dating. Through the game we can pick up more and

more information about the woman we need - “I will be what you want me to become” - our
character is always reacting to the user’s wishes. However, this kind of instant “getting
closer” remains superficial; all the women are just the same.The project doesn’t follow the
traditional story telling, on the different levels of the application we can get new and new
visual and emotional pieces of information about the main character. The key-link between
users and the virtual girlfriend is the mouse of the computer. There are usually two or three
characters on the same level, reacting to the three types of pre-set mouse-speeds (slow,
normal, fast). The process of getting closer determines some unintended movements, kind
of body language from both sides of the communication. This point is very important - the
medium between human and computer, finding the most natural common language.

Virtual Girlfriend, 2005
Interactive flash animation



The work is a tour of affectionate memories. By passing the pages and explore each one, the visitor
makes a trip to the past through images of objects stored for years in a drawer.

1MPAR ( HENRI QUE ROSCOE)

Gavetas drawers 2008
Interactiv flash animation



A chip implant under the skin of a manis hand. A storage, update and identification device of all
the personal data of its owner. A history record, a repository of memories, the virtual self, an illusion.

EVI APOSTOLQU

Boundaries of the Age of Surreal, 2009
Web Gallery
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A. BILL M LLER UsA

A. Bill Miller received his MFA in 2008 from the University of Wisconsin Milwaukee. He currently teaches digital art related
courses at Penn State Altoona and has taught digital media, drawing, and internet courses at Milwaukee Institute of Art &
Design and University of Wisconsin Milwaukee. He works between drawing, animation, video, installation, and the internet
while focusing on grids and gridform. His works have been screened or shown nationally and internationally including new
media festivals in Oakland, Pittsburgh, Providence; Sao Paulo Brazil, Budapest Hungary, and Yekatenaburg Russia.
http://www.master-list2000.com/abillmiller/grid-portraits/grid-portraits.html

AARON OLDENGURG usA

Aaron Oldenburg is a game designer and new media artist whose primary interest is in game rules as an expressive medium.
His interactive work exhibited at art.tech in San Francisco, SIGGRAPH in Los Angeles, and VIDEOKILLS in Berlin.
He received his MFA from the University of Maryland, Baltimore County, and is an Assistant Professor at University of
Baltimore's Simulation and Digital Entertainment program. In October 2003 he finished two years as an HIV Health Extension
Agent for the Peace Corps in Mali, West Africa.

ALAN Bl GELOW USA

Alan Bigelow’s digital stories for the web have appeared in Turbulence.org, Los Angeles Center for Digital Arts, FILE 2008/2009
(Rio de Janeiro), Root Division (San Francisco), E-Poetry 2007/2009 (Paris/Barcelona), FreeWaves.org, Hallwalls Contemporary
Arts Center, and many other venues. Created in Flash and using images, text, audio, and video, these non-traditional narratives
employ poetic and occasionally humorous/ironic metaphors. Often they make statements about contemporary life, culture,
and politics. The stories are created for viewing on the web, but they can be (and have been) shown as gallery installations..
http://www.webyarns.com/BecauseYouAsked.html

ANDRE S| ER PORTUGAL

Artist-programmer. Degree in philosophy, studied also painting and sculpture. Makes objects that seek to unravel connections
in time and space using algorithmic structures. Highlights series 'struct’, '747', 'Space Race', works proposing emersing
experiences in abstract spaces, often using site-specific data from microphones and cameras, or synthesizing experiences
with generative and chaotic maths. Has exhibited code and installations in Portugal, Spain, USA, Italy, Germany, Brazil,
Slovenia, Poland. http://s373.net/x/DiscosSemMemoria

BARRY SMYLI| E CANADA
Professional artist since 1968 and internet content provider since 1997.
http://iwww.barrysmylie.com/flash/circ3/planetTreasure.htm

CHI ARA PASSA ITALY

Born in Rome, 1973. Studied at Salernois Artistic Lyceum and at Fine Arts Academy of Naples and Rome. Master in New
Audiovisual mediums. Lived two years in Lisbon and several years in Milan. At the moment she is living and working in
Rome. Chiara’s artwork combines different media as: animation and video installation, interactive projects on internet-art
and digital art in public space and site-specific artworks. http://www.chiarapassa.it/videoenglish.html

DAVI D CLARK TAYWAN

Media artist. Lives and works in Halifax, Canada. He is known for his website ‘A is for Apple’ (www.aisforapple.net) that has
been shown at over 50 film festivals around the world including Sundance, SIGGRAPH, Transmediale in Berlin and the
American Museum of the Moving Image. ‘A is for Apple’ won ‘Best in Show’ at the 2003 SXSW Interactive Festival in Austin,
Texas and First Prize at FILE2002 in Sao Paulo, Brazil. He has made a feature film; ‘Maxwell’s Demon’, numerous shorter
videos and installations works. He is a member of the new media collective ‘computer.says.no’ who have made an interactive
non-linear film “Meanwhile” and an interactive new media piece: “Touch and Go” for the Toronto International Airport. He
studied at the School of the Art Institute of Chicago, the Whitney Program in New York, and the Canadian Film Centre in
Toronto. He currently teaches film and media arts at NSCAD University in Halifax. http://www.88contellations.net

EVI APOSTOLOU GREECE

Evi Apostolou was born in 1977 in Patras, Greece. Studies: 1995-1999 Theology, 2003-2009 Painting, Athens School of Fine
Arts, Athens University. Solo Exhibitions: 2009 INTEAL, Patras. Group Exhibitions: 2010 Gallery Gora, Downtown Montreal
Contemporary Art and Design Gallery and Event Venue,Canada, 2005 Millenium, Patras. Projects: 2008" Recherches en Art
et Technologie: création d'un espace d'échange interculturel en réseau, Université de Paris.

HENRI QUE ROSCOE BRAZIL

Henry Roscoe is a digital artist, musician and designer. Audiovisual works in the area since 2004. In early 2008 started a
new project called generative audio-visual and conceptual Hol. Develops interactive installations, programming in processing,
max / msp and vvvv. Creates tools and interactive interfaces using sensors and everyday objects, creating unusual buildings.
It is one of the curators and creators of the FAD - Digital Art Festival which takes place in Belo Horizonte since 2007.
www.1mpar.com/gavetas/

| AN FI LTMANUK

lan Flitman is an English video artist dealing with new narrative and expressive forms in digital film. Past works include his
video diary piece éHackney Girli and a scenario generator for a script called éJanei. He works as an occasional contractor
for commercial clients while spending the rest writing, coding and editing lots and lots of video footage. He currently resides
in Istanbul.



| SMAEL LQOUATI TUNIS www.vimeo.com/ismaelvideos o

Tunisian filmmaker, videographer, phpt(_)l_grapher, %oet, writer and arts activist. ] o )

Born in 1981 in Tunis, ismall settled in Toulouse between 2003 and 2006. He participated in establishing the collective of

éoung contemporary poets "dixit". He published poems in journals, participates in recitals and creates performance.
etween 2006 and 2009, he is a member of the Tunisian Federation of Amateur Filmmakers and the Tunisian Association

for the Advancement of Film Criticism. In 2007 and 2008, he was the founder and the leader of the first independent "cine-

club" (film society) in Tunisia. In October 2008, he publlshed a book: "Cinema in Tunisia," an essay about Tunisian cinema.

He also publishes several articles in newspapers, magazines and websites. o ) ) )

He is involved with some of his photographic projects in the collaborative artistic website: ateliersanstitre.com

In June 2009, he directed his first experimental video. Follows a dozen of art videos, experimental films, music videos and
erformance videos. He is currently directing a documentary on the new wave of Tunisian filmmakers.
orn with significant eyes disabilities, the image In cinema, video-art, photography or poetry, is his main interest.

Now he lives and works in Tunis.

http://shownd.com/computersvisions

JASON NELSON Australia/lUSA www.secrettechnology.com _ _
Born from the computerless land of farmers and spring thunderstorms, Jason Nelson somehow stumbled into creating
awkward and wondrous digital poems and interactive stories of odd lives. Currently he teaches Net Art and Electronic
Literature at Griffith University In the Gold Coast's contradictory lands. Aside from coaxing his students into breaking,
Pla ing and morphing their creativity with all manner of technologies, he exhibits widely in galleries and journals, with wor
eatured around globe in New York, Mexico, Taiwan, Spain, Singapore and Brazil, at FILE, ACM, LEA, ISEA, ACM, ELO and
dozens of other acronyms. But in the web based realm where his work resides, Jason is most proud of the millions of visitors
his artwork/digital’ poetry portal attracts each year. www.secrettechnology.com/explode/evidence.html

JODY ZELLEN USA www.jodyzellen.com o _ _

Jody Zellen is a Los Angeles based artist who is currently a Visiting Artist at the School of the Museum of Fine Arts, Boston.
She works in many media simultaneously making photographs, installations, net art, public art, as well as artists' books that
explore the subject of the urban environment. She employs media-generated representations of contemporary and historic
cities as raw material for aesthetic and social investigations. Recent projects include "The Unemployed” a interactive data
visualization at Cerritos College (ZLos Angles, 2009), a site specific interactive installation entitled “The Blackest Spot" at
Fringe Exhibitions (Los Angles, 2008). Other interactive installations include "Trigger" (Pace University, NY, 2005) and
"Disembodied Voices" (Los Angles, 2004). Zellen's interactive website "Ghost City" begun in 1997 is an ever changing
meditation on the urban environment. "Crowds and Power" was the October 2002 portal for the Whitney Museum's artport.
Other recent net art projects include "Without A Trace™ (a 2009 turbulance.org commission), urbanfragments.net,
allthenewsthatfittoprint.net, talkingwalls.com and disembodiedvoices.com.

KATALI N TESCH HUNGARY. www.teschkata.hu _ _ _
Katalin Tesch’s studies have started with both of the field of music and arts. Since 2003 she has combined her works with
digital interactivity. After graduating at the MohoI%/_-Nagy University of Art and Design, Budapest in 2005, she continued her
studies in the Hochschule T,r Gestaltung und Kunst in Lucerne and Zurich. Katalin Tesch currently works as a video/multimedia
artist of the Spiritusz Gallery in Budapest. ) _ ) ) ) )

In her projects she explores new visual worlds and tries to widen our visual and physical Ferspectlve by cr_eatmgrunusual
images and spaces. Her works, mainly experimental videos, have been shown in many festivals, from the Vienna Top Talent
Award to the Seoul International Film Festival.

http://data.eschkata.hu/vgf.swf

M_CHAEL FI LI MOVI TZ USA

VERONI KA TAZANKOVA BULGARIAN ) ) ) N ]
Michael Filimowicz is a new media artist working in the areas of sound, experimental video, creative writing, net art, public
art and digital Ehotograth. He is on the faculty In the School of Interactive Arts and Technolog){_ at Simon Fraser University.
Veronika Tzankova has a law degree from the University of Istanbul and is researching %Ioba ization and new media as a
Praduate student at the School of Interactive Arts and Technology at Simon Fraser University.
http://www.sfu.ca/~mfal3/Meridiend/applet/

M CHAEL TAKEO MAGRUDER UK vvvvyv.takeo.or[g ) . ) )
Michael Takeo Magruder is an artist and researcher in the Visualisation Lab, Kmrq‘s College London. His work uses emerging
technol%gles; including high-performance computing, mobile devices and virtual environments, within contemporary creative
and academic practice. . o o ] ]
His artworks have been showcased in over 200 exhibitions and 30 countries, including venues such as the Courtauld Institute
of Art, London, EAST International 2005, Georges Pompidou Center, Tokyo Metropolitan Museum of Photography and Trans-
Media-Akademie Hellerau. His works are regular inclusions in international New Media festivals, such as Cybersonica,
CYNETart, FILE, Filmwinter, Rencontres Internationales, SeNef, SlggraEh, Split, VAD and WRO. His artistic practice has been
funded _dlrectéy by the EsmEe Fairbairn Foundation, the And?_f Warhol Foundation for the Visual Arts, Arts Council England
The National Endowment for the Arts, USA and numerous public galleries both within the UK and abroad. He is also recognised
fSor h|3tonllnetarts practice and has been commissioned by leading portals for Internet Art such as Turbulence.org and
oundtoys.net. . S - .
His work blends Information Age technologies with modernist-like aesthetics to explore the formal structures and conceptual
paradigms of the networked, digital world.

MONI KA MAUSCLF POLAND vvvvvv.mausolf;orTgs.pl _ _ _ . o

In July this year she graduated the faculty of Fine Arts in Torun in Poland. The main areas of her creative actions are painting,
drawing, objects, installations and recently photo manipulation. In her art she's focused on presenting the clash between
pure nature and technology,unbridled primordiality and artificial shapedt and manipulated world. She employs the language
of myth, stereotypes, magic, fantasy and every motif covered in delicacy, fragility, intricacy sheath with echo of mysterious
human habits. She's try to present the definitive counterpoint to the view of nature as something to be possessed.
http://precreations.orgs.pl/

STEFAN Rl EBEL GERMANY www.stefanriebel.de

Born in Halle / Saale. o ) ) ] ] o )

Studies of Fine Arts at the University of Applied Sciences and Arts in Hannover. Basic studies in Media Arts at the Academy
of Visual Arts in Leipzig, Class of Installation and Space, Class of Mass Media Research and Art in Public Media Space. Tutor
at the class of Prof. Gunther Selichar at the Academy of Visual Arts in Leipzig Studies at the Finnish Academy of Fine Arts
in Helsinki, with focus on sculpture.
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