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Greater Manchester’s International Centre for contemporary visual arts and film>I



LiveWire at Cornerhouse,
Manchester >bl

e Cornerhouse is Greater

Manchester’s International Centre

E)Ir CQIntemporary Visual Arts and
im>

e LiveWire is Cornerhouse’s
Informal education project for 14
- —19 year olds>|

* Projects have included
claymation, short fllmmakln%
VJing, digital photography, Critics
events and sFemallst igital arts

based work>

« Often collaborate with visiting
~ artists>|

Take place throughout the year Iin
evenln s, at weekends an
during olldays>l

CORNERHOUSE
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Top: First Light Award, Feb ‘07 >I >l R
* Free for young people to attend>|

Bottom: Virtual Lives, Mar ‘08>I






Technology in Galleries >bl

e Can you think of any exhibitions that
have used new technologies as part
of the artwork?>



New Technology In
Contemporary Art >bl

e Artist: Masaki Fujihata>l



Interactivity >bl

Interactive features>|
>]
Questions: Human

perception and
awareness>|



Communication >bli

e Artist: Shaina Anand>|
e |nterests: CCTV and live chat — people being

N

watched and people watching>|



Young People Handover >bl

» A collaborative research project between -
Cornerhouse, FACT, folly and LIMU>|

>|

 Develop a better understanding of the new
media technologies being used by the
young people of today, with the aim to
Influence and challenge the long-term
programming of media art organisations >I

>|
>|



The Idea>bl

 Technology has started to isolate people.
Those who become too attached to
computer games and chat rooms can
become closed off from the real world. We
aim to reconnect people using technology.>l



Virtual Lives >bl

* Young people interviewed and
recruited artist Dan Fox to help create
2 Interactive wireless body suits>|



 The suits enabled users to become
their own wireless VJ/DJ and create
a unigue audiovisual experience>|

N

>



Technology Inside and
Outside School >bI

« What technology do you use at home?>|

>

« What technology do you use in school?>I

>

* What are the differences between these
technologies?>|

>

* Do you think some of these technologies could
be used more in school as a learning tool?>I

>

 Would you like to see more technology used in
the gallery? If so what and why?>|

>



The Future  >I

* Games consoles transformed and placed
In the gallery>|

>

« Already media research labs in place as
part of many art galleries. These labs are

looking to recruit creative university
graduates.>|

>|

* E.g. The Pervasive Media Studio \
(www.pmstudio.co.uk) based in Bristol>|




