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In a transient moment, when wind, sun, water and technolo-
gy aligned perfectly, a sculpture of sunlight appeared. This 
was Halo: a circle of light created by an array of 99 robotic 
mirrors, which move like sunflowers throughout the day to 
catch the sun. Each mirror reflected a line of sunlight into 
the mist of water, with these beams interacting to create 
Halo.

Halo was presented in the Edmond J. Safra Fountain Court 
at Somerset House. When the artists, Kimchi and Chips, 
visited Somerset House, they were struck by the quality and 
colour of the sunlight in the courtyard, as it reflected from 
the surrounding building, and the way in which the archi-
tecture aligned with the midday sun. This isolated volume 
of natural light and wind, contained within the architecture 
of the building, presented itself as a canvas.

Kimchi and Chip’s projects explore the idea of ‘draw-
ing in the air’, often using light as a medium. Halo is the first 
large-scale project in which the artists have worked solely 
with natural light and embraced the unpredictability of the 
weather, collaborating directly with the natural fluctuations 
of the climate.

Halo
London, United Kingdom
2018

/  PRACT ICE /  SPAT IAL MEDIA ART



152

To create the sculpture the artists built a heliostat array 
to draw lines of sunlight into an atomised mist of water. A 
careful balance between nature and technology had to 
occur, so that the formation of the circle of light was both 
a coincidence and an inevitability. The viewer could never 
know at which exact moment Halo would form, only that it 
eventually would appear, if they looked for long enough. At 
the moment that Halo emerged in the air, the transience of 
life and the eternal nature of the sun briefly superimposed, 
creating a form that exists at the boundary between the 
material and immaterial.
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Wervel [Turmoil]
Groningen, The Netherlands
2019

Flowing through the centre of Forum Groningen is a force 
of nature made physical—a tornado hanging frozen above, 
its surface rippling with captured movement. Wervel [Tur-
moil] is an ingenious 20-metre-long, double-sided video 
LED sculpture. The artwork displays colourful video imag-
es of the patterns made by natural phenomena, such as 
turbulence and fluid dynamics, from the cosmic level to the 
macro and microscopic. The result is an immersive expe-
rience of light, movement and imagination that stimulates 
and amazes the senses.

The double-sided LED sculpture emits light through more 
than 1,300 flexible, thin LED panels, with over 2 million 
pixels. The sculpture consists of a hanging, steel structure 
with a complex construction of many, often double, twists. 
Electronics are placed inside the sculpture. Visuals display 
24 hours per day and can be viewed from all angles when 
walking or driving around the sculpture.
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Cities around the globe are increasingly becoming test-
beds for urban robotic experimentation. But these robots 
are mainly utilised to perform mundane tasks. What if 
we designed robots with the aim of facilitating more en-
gaging creative and playful public spaces? Woodie is a 
slow-moving urban robot that draws on the ground using 
luminescent sidewalk chalk. The area in which Woodie 
wanders around is illuminated with ultraviolet lights, turn-
ing the surrounding public space into a large horizontal 
canvas made of glowing words and drawings.

Woodie
Sydney, Australia
2019
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Woodie was a temporary installation designed by Marius 
Hoggenmüller, Luke Hespanhol and Martin Tomitsch and 
deployed in a quiet laneway in Chatswood for Vivid Sydney: 
a festival of light, music and ideas. Passers-by were attract-
ed to Woodie’s luminous shell, which has a low-resolution 
lighting display integrated into it. They were enticed to stop 
and contemplate the robot, and finally join in and draw with 
it and other people. Research has shown that conventional 
public displays in cities are often ignored by people due to 
the oversaturation of digital screens in our lives. Woodie 
instead combines hi-tech and futuristic design with a 
low-tech and traditional form of urban storytelling—chalk 
drawings on the street.
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Media architecture is no longer about simply illuminating the phys-
ical form of buildings. As media architecture practitioners, we need 
to ask ourselves questions, like who benefits and who is impacted 
by an urban intervention? This is where the book comes into play. 
It provides the concepts, methods and examples from practice to 
spark conversations and bring ideas to life.”

Jason Bruges, Founder of Jason Bruges Studio

Media architecture has evolved from illuminating iconic building 
facades at night to characterising all life in cities. Sometimes tan-
gible, at other times invisible, it is the fabric on which today’s cities 
operate. From wireless communications networks to autonomous 
mobility services, technological progress has transformed and 
continues to shape our urban environments. But technology can 
only be successful if it works for the city’s places and its people. 
Since its inception, media architecture has considered techno-
logical, environmental, cultural and social factors, promoting an 
interdisciplinary discourse. This compendium draws on academic 
research and global studies to present an evolutionary account of 
concepts that have defined the field and inspired practice, along-
side methods for bringing media architecture thinking into projects. 
Thirty media architecture installations that were nominated for the 
Media Architecture Awards in 2018 and 2020 illustrate the breadth 
and trends in the field, including a shift towards more-than-human 
futures. Through its three parts, capturing concepts, methods and 
practice, the compendium offers an accessible guide to media 
architecture for designers, architects, artists, scholars, educators 
and learners.
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