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Among the Machines is an exhibition of works from the  
Zabludowicz Collection examining how humans interact with 
machines and non-human entities. As artificial intelligence (AI) 
develops to potentially surpass us, how will we respond?  

Thirteen international artists from across the generations  
investigate the impact of technology on our individual and collective 
identity and our relationship to the planet. From disrupting the biases 
of datasets to exploring new types of consciousness and alternative 
evolutionary branches, the artists in this exhibition imagine and 
materialise new possibilities for co-existence with other life forms.

Taking its title from the prescient late-19th-century writings of 
Samuel Butler – in particular the novel Erewhon (1872), in which  
a civilisation destroys its machines out of a fear of being controlled  
by them – Among the Machines showcases artists who engage 
with various technologies to critically reflect on societal change.  
The exhibition asks how close machines really are to exceeding 
human capabilities, and shines a light on the mysterious workings  
of human consciousness.
 
Alongside installations of video, sculpture and interactive computer 
works, Among the Machines features newly commissioned 
augmented reality (AR) experiences for your smartphone, created  
in direct response to our gallery space. Created by Joey Holder, 
Lauren Moffatt and Theo Triantafyllidis, the new AR works are 
powered by Daata, an online platform that commissions and 
supports artists to realise ambitious projects in the physical and 
digital realms. Please see the back page of this guide for further 
information on the Daata AR app.

All works are from Zabludowicz Collection unless otherwise credited.
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b. 1986, London, UK. Lives and works in London and Nottingham, UK

The Evolution of the Spermalege, 2014–ongoing
3D prints, skin-safe silicon, spray paint, baby oil, acrylic, wallpaper

Ambunticoris sulawesicus, 2021
Polymer, spray paint, acrylic 
Courtesy the artist

Proetida, 2022 
Augmented reality experience 
Commissioned by Zabludowicz Collection and Daata 
 
Joey Holder creates fictional, constructed environments informed 
by her research into new technologies, natural history and 
conspiracy theories. Mutation and hybridity are constant themes  
in her work. The sculptural installations and videos Holder produces 
draw on visual material from synthetic biology, smart farming 
and deep-sea ecosystems. Each artwork or curatorial project is 
approached as an environment, with overlapping filmic, narrative, 
architectural, visual and audio elements.  
 
Holder’s immersive installations question the technological present, 
where everything, including our own bodies, is probed, imaged, 
modelled and mapped. We often wonder what alien life may exist 
on other planets, yet what is right under our noses is often stranger 
than we can imagine. The Evolution of the Spermalege (2014  –
ongoing) comprises 3D printed sculptures based on the genitalia  
of various insects, which have been increased in size to the scale  
of the human body. These hover over a printed digital collage, 
adapted for this exhibition and installed on the wall to form an 
architectural landscape.  
 
For this exhibition Holder has produced her first AR piece, Proetida 
(2022). A creature, based on a fossil of a trilobite, a group of 
extinct marine arthropods, rises up from the altar and squirms into 
the air, undulating and oscillating. The piece continues Holder’s 
interrogation of the hierarchies between species, and between  
living and non-living things.
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b. 1971, Seoul, South Korea. Lives and works in New York, USA

Others of Little Weight, 2015
Acrylic paint, brass, cardboard, resin, string  
 
Of All Things Orange or Macedonian Wine, 2015
Kombucha leather, metal, paint, stainless steel 

Anicka Yi’s work is concerned with ecosystems and how humans 
and machines might inhabit the world together in new ways. 
Tactility and scent are employed to reconfigure the sensorial order 
of a predominantly visual art world. Yi often uses organic materials 
such as tempura fried flowers, fish oil and bacteria, manipulating 
and transforming elements through a process that draws on 
scientific approaches and philosophical enquiry.

Presented here are two sculptural works from Yi’s solo exhibition 
7,070,430K of Digital Spit at Kunsthalle Basel in 2015, which 
focused on notions of loss of memory, in terms of both material  
and digital entropy, and the fragility of human experiences.  
In Of All Things Orange or Macedonian Wine (2015), kombucha 
is fermented into a leather-like material which is hung and splayed 
from metal poles reminiscent of a lab. Others of Little Weight 
(2015) is a more self-contained piece comprising two stacked 
cubes. The clear resin top cube has flesh tones of paint and  
thin coils of brass wire sealed inside it, suggesting a model or 
diagram of unspecified purpose.
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b. 1993, London, UK. Lives and works in London

Machine Learning Porn, 2016
Digital video, silent
12 minutes, looped
 
Machine Learning Porn, 2022
Audio file 
5 minutes 25 seconds, looped
Music by Breaka
Courtesy the artist

Zizi – Queering the Dataset, 2019
Digital video, 7 channels, silent
135 minutes, looped 
 
Searching for poetry and narrative in the successes and failures 
of AI systems, Jake Elwes investigates the aesthetics and ethics 
inherent to AI. Elwes’ practice makes use of the sophistication of 
machine learning, while finding illuminating qualities in its limitations. 
Across projects that encompass moving-image installation, sound 
and performance, Elwes seeks to queer datasets, demystifying  
and subverting predominantly cisgender and straight AI systems.  
While it may seem like the AI is a creative collaborator, Elwes is 
careful to point out that the AI has neither intentionality or agency; 
it is a neutral agent existing within a human framework. 
 
Machine Learning Porn (2016) visualises the output of an AI in 
response to online pornographic material. Yahoo trained a neural 
network to flag and censor sexual imagery from the internet:  
it learned to do this through being fed a dataset of thousands  
of graphic images, then independently working out what the 
images had in common to make them explicit. Elwes then  
reverse-engineered this neural network to create a distillation  
of pornography from a computer’s perspective. The rapidly 
flickering images flow across morphing painterly spaces of  
identity and gender. 
 
Zizi – Queering the Dataset (2019) aims to highlight the lack of 
diversity in the training datasets used by facial recognition systems 
and those that produce deepfake images. Elwes disrupts this neural 
network through the addition of 1,000 images of drag and gender-
fluid bodies. The resulting multi-channel video installation presents 
constantly shifting images of entirely fictional, artificially generated 
faces. Displayed here on standing LED screens, the work is 
celebratory, seductive and sometimes sinister, inviting us to reflect 
on the biases that underpin our data-driven culture.M
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b. 1984, Los Angeles, USA. Lives and works in New York, USA

Something Thinking of You, 2015
Live simulation, infinite duration, sound

Droning Like a Ur, 2014
Live simulation, infinite duration, sound

Drawing on the principles of video game design, cognitive science 
and screenplay writing, Ian Cheng’s work explores the ability of 
humans to relate to changing environments. Since 2012 Cheng 
has produced a series of virtual ecosystems populated by agents 
that are programmed with behavioural drives, but that have been 
left to self-evolve. This series culminated in the Emissaries trilogy 
(2015–17) featuring three characters whose motivation to enact a 
story and assert a belief system is contrasted with the open-ended 
chaos of the simulation. More recently the artist has developed 
BOB (Bag of Beliefs), an AI creature whose personality, body and 
life story develop across exhibitions. Audiences can interact with 
BOB, in what Cheng calls ‘art with a nervous system’.

Something Thinking of You (2015) tracks a creature’s movements 
and mutations as it moves through a rocky landscape. The piece is 
a performative allegory of the relationship between consciousness 
and intelligence, and is a free adaptation of the book The Origin 
of Consciousness in the Breakdown of the Bicameral Mind by the 
psychologist Julian Jaynes (1978). Cheng responds to the possibility 
that human consciousness violently shifted from an early historical 
state of being guided by hallucinations and voices to a later ego 
formation and the acceptance of responsibility for actions and 
consequences.

A second simulation, Droning Like a Ur (2014) addresses the 
importance of games for human growth and collaboration, and the 
role that games play in the systems that underpin our ‘big data’ era. 
The viewer moves through the simulation like a camera in a nature 
documentary as three archetypal games play out across the terrain. 
Players and props cluster and mutate, float and fall, as snippets  
of unsettling dialogue pierce the digital air.
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M

ai
n

 H
al

l &
 M

ez
za

n
in

e



b. 1986, Cholet, France. Lives and works in London, UK 
 
JOSEPHE, a female is drinking its own milk in a desperate 
self-cannibalistic gesture of survival. The creature’s soul 
has left its body, 2016 
Part A: High-density polystyrene, resin, fibreglass, white paint 
Part B: Powder-coated metal stand, acrylic, latex, nylon, sound 

Marguerite Humeau’s ambitious practice explores how it is now 
technologically possible to visualise and recreate natural and 
supernatural phenomena. Collaborating with academic researchers 
and scientists, Humeau extends the spaces of possibility opened  
by new discoveries, while highlighting gaps in evidence and 
knowledge and the importance of mystery for the human 
imagination. Rejecting the idea of a separation between the 
objective and the subjective, across her projects Humeau 
constructs a universe in which reality is formed like a palimpsest, 
and where logical thoughts are liberated to become dreams. 
 
JOSEPHE, a female is drinking its own milk… (2016) comprises two 
components in sculpture and in sound, delineating the ‘body’ and 
‘soul’ of a matriarchal elephant-like being. The work comes from 
a series related to Humeau’s research into the mutation of a gene 
called FOXP2. This event was responsible for the evolution of the 
vocal tract, which generated a dramatic change in the structure of 
the human larynx around 100,000 years ago, allowing our ancestors 
to form words.  
 
Humeau then contacted a number of zoologists, palaeontologists, 
biologists and psychologists and asked them to imagine what 
might have been the biological evolution of elephants if, instead of 
humans, they had become sentient beings able to use language. 
Perhaps elephants would have developed larger brains and slimmer 
bodies, while their tusks would have evolved into horns with 
sensory feelers at their tip. In her sculpture, Humeau gives life  
and form to these possibilities in an attempt at creating a ‘synthetic 
presence’, with a fraught near-death emotional state ascribed to 
the elephant in this exhibition.
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b. 1981, Novi Sad, Serbia (former Yugoslavia). Lives and works  
in Berlin, Germany

Kalbträgerin, 2017
Laser-sintered PA plastic, polyurethane, Soft-Touch, patinated 
copper and Kevlar-carbon fibre coating, Corian and foam

In her work, Aleksandra Domanović brings together a wide range 
of contemporary and historical phenomena, including scientific and 
technological developments, the power of popular culture, and 
the shaping of national and cultural identity. Domanović produces 
videos, sculptures, photographic images and installations that 
point to the adaptability of both bodies and ethical frameworks.

Kalbträgerin (Calf-Bearer) (2017) is a single piece from the 
larger project Bulls Without Horns, in which the artist looks at 
research carried out by Alison Van Eenennaam at the University 
of California Davis, who works on the breeding of certain genetic 
traits in cattle: for example, the lack of horns. Domanović uses 
computer modelling, 3D printing and casting in synthetic plaster 
to produce a series of sculptural stelae based on the sixth-century 
BC Greek sculpture of the Moschophoros (Calf-Bearer) found in 
1866 in the Acropolis of Athens.

Domanović’s sculptures feature human arms, sometimes holding 
votive objects such as animals and fruit. The cyborg-like aesthetic 
of the arms is a reference to the ‘Belgrade Hand’, one of the 
first robotic arms to be made, invented by Yugoslav scientist 
Rajko Tomovic in 1963: the artist has previously made work in 
response to this moment in history. With subtly and humour, 
Domanović invites reflection on the complex layers and tensions 
present in our past and our future. The inscription on the original 
Moschophoros dedicates it to Athena, the goddess of wisdom, 
and on her version Domanović has inscribed her own initials, A.D.
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b. 1988, Athens, Greece. Lives and works in Los Angeles, USA

Radicalization Pipeline, 2021
Live simulation, infinite duration
Sound by Diego Navarro

Genius Loci, 2021  
Augmented reality experience 
2022 Among the Machines version produced by Zabludowicz 
Collection and Daata. 
Courtesy the artist and The Breeder Gallery, Athens. Originally 
commissioned by Grand Palais and produced by Fabbula.

Theo Triantafyllidis works with digital and physical media to explore 
the experience of space and the mechanics of embodiment in 
hybrid realities. Utilising algorithms and gaming tech, virtual reality 
headsets and experimental performance processes, he creates 
interactions within immersive environments. In Triantafyllidis’s 
worlds awkward interactions and precarious physics mingle with 
uncanny, absurd and poetic situations, inviting the viewer to  
engage with new realities. 

Genius Loci (2021), an augmented reality (AR) piece, is a playful 
interpretation of the architectural concept of ‘spirit of place’.  
A giant worm-like creature with an elongated nose flies into space, 
floating, relaxing and talking to itself and visitors. Arrogant, goofy, 
sexy and sly, the entity comes to life on the screens of mobile 
phones, dripping ‘palm milk’ from its body as it flies overhead.

Lush visuals and overt humour sometimes operate as entry points 
into projects that also confront the troubling aspects of our online 
and big-tech era, such as social polarisation and data surveillance. 
In Radicalization Pipeline (2021), a live simulation video, two 
seemingly endless hordes clash in a violent free-for-all. Citizen 
militias and fantastical creatures enter the screen periodically  
and battle to the tones of medieval-style versions of familiar pop 
songs. Drawing on contemporary phenomena such as QAnon  
and conspiracy culture, which culminated in the January 2021 
storming of the US Capitol Building in Washington, DC, the  
artist suggests connections between gamification, fantasy  
and political radicalisation. 
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b. 1982, Auckland, New Zealand. Lives and works Berlin, Germany

“What is Blockchain?”, 2016
HD video, 3 minutes
 
Zug Blockchain Startup Case Mod: Ethereum, Tribal, 2016
InWin H-Tower, aluminium pallets, aluminium profiles, UV print on 
Hasbro B2606100. Magic: The Gathering board game, laser-cut 
Plexiglas, UV print on Alu-dibond cut-out, steel bearing, powder-
coated steel components 

Simon Denny adapts content from media history, management 
theory and the tech industry produce new responses to prominent 
structures and individuals who shape society today. Denny is 
fascinated by ideas of value and progress, both in visual culture and 
the real-world economy. He carries out rigorous research, unpicking 
the various threads at play – not to satirise or celebrate, but to 
reveal the strange forces at play.

“What is Blockchain?” (2016) is a video in the style of a 
corporate infomercial that sets out with precision the ideological 
underpinnings of blockchain technology. The video highlights 
a desire to decentralise power away from nation states or 
international institutions – a desire that unites the free-market 
libertarian right and the anarchist anti-authoritarian left.  
One of the first established artists to engage with the implications 
of the blockchain, Denny produced this piece as one part 
of a large installation for BB9: Berlin Biennale 2016. It was 
presented in a building that was formerly the site of the East 
German Staatsrat (State Council) and is now a management 
school. 
 
The sculpture Zug Blockchain Startup Case Mod: Ethereum,  
Tribal (2016) is a related work that is part of a series by Denny  
that identifies the language and aesthetic of the start-up culture. 
This piece operates as a kind of portrait of the origins of Ethereum, 
now one of the major cryptocurrency platforms, established in  
the canton of Zug in Switzerland. A high-end consumer motorised 
PC case contains a diorama collaged from the board game Magic: 
The Gathering, and contains an image of Ethereum co-founder 
Vitalik Buterin. The fantasy of new spaces of total freedom clashes 
with the harsh reality of the energy consumption involved in the 
computerised mining of the coins that are fundamental to the 
cryptocurrency system.
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b. 1982, Australia. Lives and works in Berlin, Germany, and  
Valencia, Spain 
 
Reverse Dive (Local Knowledge, Partial Truth), 2022 
Augmented reality experience 
Commissioned by Zabludowicz Collection and Daata 
With thanks to Fabbula 
 
Lauren Moffatt works between video, performance and immersive 
technologies. She explores the subjectivity of connected bodies 
and the friction at the frontier between the virtual and physical 
worlds. Drawing on Donna Haraway’s contemporary writing 
and thinking, Moffatt channels apocalyptic visions and early 
science fiction to deepen our sense of belonging in a complex, 
unpredictable universe. Often occupied by misfits, strange devices 
and artefacts, Moffatt’s digital worlds are fashioned as storytelling 
devices.  
 
In her new AR work, Reverse Dive (Local Knowledge, Partial Truth) 
(2022), a giant figure made of many varieties of flower towers 
above viewers. Petals and foliage float in space and sprout from 
the architecture, offering a fantastical immersion into possible 
human and non-human connectedness.

Moffatt is also presenting a virtual reality work in our 360 VR Room 
from 24 March to 29 May 2022. Of Hybrids and Strings (2022) 
is set in a moonlit forest and creates connections to plants and 
creatures through a series of interactive threads. The user is 
enveloped by Moffatt’s surreal environment, which simultaneously 
entangles and deconstructs space, offering a new way of being, 
spanning the natural and digital worlds. 
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b. 1953, Michigan, USA. Lives and works in Los Angeles, USA

The Bush Soul #3, 1999
Interactive installation. Generative AI live simulation. Infinite 
duration, sound

In the 1970s, Rebecca Allen was a rare female artist working in the 
early stages of computer design and digital technology. Inspired  
by the aesthetics of motion, the study of perception and behaviour, 
and the potential of advanced technology, today Allen uses new 
tools to make innovative forms of art while reflecting on how these 
machines affect society more widely. Allen’s pioneering practice 
across research labs, numerous creative collaborations and art 
production spans over four decades and takes the form  
of experimental video, large-scale performances, live simulations,  
and VR and AR installations. Her constant focus has been on 
questions of gender, identity, and what it means to be human  
as technology increasingly redefines our sense of reality.

The Bush Soul #3 (1999) is an interactive installation that  
responds to and subverts the characteristics of video games.  
It foregrounds notions of animism, non-verbal and non-visual forms 
of communication and open-ended exploration. The piece operates 
via the Emergence software system, designed by Allen, and one of 
the earliest 3D graphics engine and AI/artificial life systems.

To experience The Bush Soul is to visit a living artificial world 
populated with abstract life forms, which you explore as a ‘travelling 
consciousness’. A force-feedback joystick provides both navigation 
and tactile sensations. It serves as a connection between your 
physical body and virtual ‘soul’ allowing you to feel the energy of 
certain creatures and significant places in a virtual world that is 
alive and responsive. There is no objective or goal; you can wander 
around the world freely, but every twenty minutes – a full day in 
this world – a ritual takes place at dusk in which all the creatures 
congregate around the energy spirit, and your soul will fly from  
your control to this location.
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b. 1941, Cleveland, Ohio, USA. Lives and works in San Francisco  
and New York, USA

Dress Ray, 1966
Acrylic, watercolour, pen and pencil on paper

Roberta Multiples, 1977
Black-and-white photograph

Reach, 1986
Black-and-white photograph

Seduction of a Cyborg, 1994
Digital video, 7 minutes 

Roberta’s Physical Stance #2, 1997
Vintage photographic print with hand painting 
 
Lynn Hershman Leeson has mined the intersections of technology 
and the self for over fifty years through her interdisciplinary work. 
Often anticipating developments at the interface of humans and 
machines, Hershman Leeson has worked with mediums and 
techniques such as artificial intelligence, DNA programming and 
interactive videodisc. Her highly influential practice has often 
forecast trends, such as reality television and the consumption
of information through personal digital devices.  
 
Dress Ray (1966) is an early work from a period when Hershman 
Leeson was attempting to visualise – in drawings, collages and 
sculptures – how a female cyborg might manifest: a response to  
the fact that, by the mid-twentieth century, technology was  
already fundamentally altering human bodies and identities. 
 
Roberta Multiples (1977) and Roberta’s Physical Stance (1997) 
relate to Hershman Leeson’s alter ego, Roberta Breitmore. This 
ambitious performance project, which ran from 1973–78, blurred 
the boundary between art and life and questioned what was really 
authentic in the life of an artist. Roberta Breitmore carried out real-
life activities such as renting an apartment and seeing a psychiatrist, 
and had her own signature walk, gestures and handwriting.  
 
Seduction of a Cyborg (1994) features a short narrative in the 
form of a dystopian sci-fi. A proto-internet is presented as an 
addictive frontier into which people are absorbed. As with all 
of Hershman Leeson’s projects, the film offers a poetic allegory 
about technology’s utopian potential, which always carries with 
it a destabilising effect on what we think of as human. B
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Founded in 2015. Based in London, UK, and Berlin, Germany

Player of Cosmic   Realms   
Installation comprising two works:

The Life Game, 2021
Multiscreen interactive installation
Sound score and sound design by wavesovspace

Bet(a) Bodies, 2021–22 
Silicone, LED light, Arduino, haptics, touch sensor, amp, 
headphones and digital audio, 9 minutes 12 seconds
Interactive design by Alejandro Ball
Courtesy the artist 
 
Keiken is an artist collective co-founded in 2015 by artists Tanya 
Cruz, Hana Omori and Isabel Ramos, who frequently work with 
multiple additional collaborators. Based between London and Berlin, 
they come from mixed diasporic backgrounds (Mexican/Japanese/
European/Jewish). Keiken, named after the Japanese word for 
‘experience’, creates speculative worlds using moving image, CGI, 
gaming software, installation, extended reality, programming, 
blockchain and performance to merge the physical and digital. 
Keiken’s work simulates new structures and ways of existing, 
exploring how societal forces govern the way we feel, think and 
perceive. 

The installation Player of Cosmic        Realms comprises two works, 
and contemplates the future of gaming environments, exploring 
the natural and holistic ways of experiencing gameplay. The first 
is The Life Game (2021), an interactive three-chapter film with 
a touchscreen interface, installed in a floating pod structure. 
The narrative is set in a future boundless metaverse and centres 
on the fractious relationship between a character called ME and 
their digital twin, MI.

Bet(a) Bodies (2022) is the latest version of Keiken’s experiments 
with wearable technology. These womb-like bellies emit light, 
sounds and vibrations when held and touched, and are designed 
to stimulate internal lands.  Through its work Keiken test-drives 
impending futures, pushing the boundaries of experience to try
and understand what consciousness means.
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b. 1982, France. Lives and works in Cayenne, French Guiana 

Sugar Walls Teardom, 2016
Gynaecological chair, mechanical arm, HD video 
21 minutes 30 seconds

Premium Connect, 2017
HD video
13 minutes 4 seconds 
 
Tabita Rezaire pursues a cross-dimensional practice which 
envisions network sciences – organic, electronic and spiritual 
– as healing technologies to perform the shift towards heart 
consciousness. Her work embraces digital, corporeal and ancestral 
memory: she digs into scientific imaginaries and mystical realms  
to tackle the colonial wounds and energetic misalignments that  
affect the songs of our body-mind-spirit.  
 
In Sugar Walls Teardom (2016) Rezaire explores how bodies, 
especially the womb, have been exploited historically – and 
continue to be subjected to control. The pink gynaecologist  
chair points to medical research conducted on unconsenting 
enslaved women in the 1800s, highlighting how colonial and 
capitalist exploitation processes have disconnected the body  
and the self, leading to bodily alienation. 
 
In Premium Connect (2017), Rezaire investigates cybernetic spaces 
where organic, technological and spiritual worlds connect.  
Drawing on African divination systems, underground mycelium 
networks, and quantum physics, the artist encourages the viewer 
to rethink information conduits seeped in Eurocentric bias. 
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Taster Tour
Every Saturday, 4pm
Get a feel for the current exhibitions with a short introductory tour 
from a gallery team member.

Invites Artist Presentation: Darya Diamond
Saturday 2 April, 4–5.30pm
A screening of the artist’s 2020 film Judgement Proof, followed  
by a conversation with curator Julia Greenway. 

Curator Tour: Paul Luckraft
Saturday 9 April, 3–4pm
Join this informal walk-through with the curator of Among the 
Machines to find out more about the ideas and artists involved  
in the project.

Invites Exhibition Opening: Victor Seaward
Thursday 14 April, 6–9pm 
Celebrate the opening of Victor Seaward’s solo show and enjoy  
a late-night opening of Among the Machines.

Families Create with Rosemary Cronin 
Saturday 23 April, 2–5pm
Join this fun-filled activity session for kids, which offers imaginative 
practical art workshops.
 
Curator Tour: Julia Greenway
Saturday 30 April, 3–4pm 
Join this tour to find out how to engage with our AR and interactive 
works in the exhibition Among the Machines. 
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Futures Elsewhere Film Programme 
Friday 27 May, 7–9pm 
Join us at the gallery for a night of film, in which we look at 
narratives and experiences that move beyond a Eurocentric view 
on technology. 
 
Families Create with Anne Harild 
Saturday 28 May, 2–5pm 
Join this fun-filled activity session for kids, which offers 
imaginative practical art workshops.

Jake Elwes: ‘Zizi and Me’ Performance Lecture
Saturday 4 June, 6–9pm
Join us live at the gallery as artists Me and Jake Elwes queer  
the dataset and discuss the intersection of drag and AI.

Libby Heaney Performance Lecture
Saturday 18 June, 6–9pm
Artist Libby Heaney meditates on the implications of quantum 
computing using video, language and sound.

Please see our website for further details 
and additional events
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Among the Machines 
features newly 
commissioned augmented 
reality (AR) experiences 
for your smartphone, 
powered by Daata 
 
Joey Holder, Proetida, 2022
Lauren Moffatt, Reverse Dive (Local Knowledge, Partial Truth), 2022 
Theo Triantafyllidis, Genius Loci, 2021 
Plus lots more AR art to discover and enjoy.

FREE ENTRY
176 Prince of Wales Road, London, NW5 3PT
Check online for full programme
zabludowiczcollection.com

Scan the code to download the Daata 
app. You will need to register for a  
free account.

NB: The app is only compatible with 
iPhones. If you do not have an iPhone and 
would like to experience the ARs, please 
speak to one of our Gallery Assistants.


