
In telling you about Neuro_Revolution, for once, I have decided to start from me: the curator. My role 
in this story has been to create the conditions so that an intertwinement of meetings, talks, conflicts 
at times, but most of all of shared reflections, could take place giving life, among other conceptions, 
to this exhibition of which you visitors are now also an integral part. The complexity of knowledge 
that has converged into the project is difficult to summarize: I think of the contributions offered by 
the speakers on the first meeting, of the workshops, of the potentially infinite conversations and 
talks with the SISSA scientists, of the extenuating excursions with Giulio Polita, of the fortuitous 
circumstances arisen during the artists-in-residences, of the debates with Marco Lorenzetti, of the 
long hours of on- and offline chats on the artworks. And, last but not least, I think of the wealth of 
skills and energy that the artists have contributed since the beginning of this journey! Even more 
than for the quality of their previous works, Camilla, Marco, Leonardo, Luca, Valerio and Orecchie 
d’Asino have been selected for the promise, visible from their applications, to fully accept the 
challenge. And the promise has been kept, even in the most difficult moments. Some proposals 
have materialised into works, others have been abandoned giving life to works that are completely 
different from the original ideas, many things have changed, also due to the coronavirus. The 
pandemics, surely, along with the central role played by technology, has added further elements to 
the debate. As the curator, I have embraced and accompanied all this movement. Curating, in the 
curatorship field, has nothing to do with medical skills, however it is strictly connected to the idea 
of taking care, of caring about, of worrying. 

Among the commonly shared worries about the theme of technology is undoubtedly that so well 
expressed by the title of the opening talk delivered by Giorgio Griziotti on the first day of the training 
session: Neuro_Revolution o Apocalisse (Neuro_Revolution or Apocalypse?). It is undeniable that 
the technological changes of the last decades have radically transformed our ways of living, of 
knowing and of interacting with each other. The unsolved question is whether technologies are 
only tools of control and exploitation in the hands of capitalism or whether (and, most of all, how) 
they can become tools of emancipation. The parabola of the  internet, told by Vuk Ćosić during the 
meeting and discussed with Domenico Quaranta in his workshop, offers little room for optimism: 
if in the Sixties, the advent of the internet brought about a utopia of a connected, anti-hierarchical 
and stable world (see, for example, All Watched Over by Machines of Loving Grace by Adam 
Curtis ), its current use, mainly aimed at a capillary control of the human life and at its commercial 
exploitation, outlines some undeniably dystopic scenarios.  With WWW - Worlding Wild Web, 
Camilla Alberti recovers that dream, suggesting the development process of the mycorrhizae 
- the symbiotic association of the mycelium of a fungus with the roots of a seed plant - as an 
alternative example of network. Four industrial embroideries constitute the machinic, codified 
version, whereas a living sculpture represents the interaction between the organic and inorganic 
elements. As also suggested by Donna Haraway or Stefano Mancuso, two clear references for the 
artist, the biological world can offer different models for the practice of “worlding”, models that are 
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no longer anthropocentric but based on the balanced coexistence between the species.  

Conversely, the world inhabited by the protagonist of the sci-fi documentary by Marco Antelmi, 
is populated only by mice. Among the obsessively repetitive gestures of his everyday routine to 
which he clings, possible clues emerge on the causes that have driven humanity to extinction 
through the memories of the man, who recalls three of his past interviews to a lawyer expert 
in migrant rights and in pre-removal detention centres (CPR), to a designer of graphical user 
interfaces for the Internet banking, and to an operator of a server farm. The mask on the faces of 
the interviewees may be the icon of the environment where the human being lives today, defined 
as biohypermedia by Giorgio Griziotti: a space where bodies, lives, machines, networks, codes, 
data, flows, territories and time interact. Inspired by the novel Dissipatio H.G. by Guido Morselli, 
Teorie di Topi is a warning against the political and social effects of the current neoliberal strategies, 
based on an unscrupulous use of cloud computing and data centres.

We have extensively discussed such strategies during the workshop with Vuk Ćosić, and the debate 
soon focused on gig economy and on the economy of the platforms. The Intangible Community is 
the result of the research carried out by Leonardo Bentini on this topic over the months following 
the residence. The installation has been realized through the collaboration with the on-demand 
workers of one of the main crowdsourcing platforms, who were asked by the artist to continue 
the writing of some stories that included only the incipit. These collective stories, made available 
online, overlap between the diary, the pamphlet of denunciation and the science fiction genres. 
They feature illustrations by the artist and are introduced by a selfie sent by a female worker. The 
image, taken with a webcam, is noisy, pixelated, underexposed: the features of the woman are 
undetectable, her identity denied to the onlooker. Focused on the theme of identity and on the 
future of the community, the narrations in The Intangible Community, on the other hand, seem to 
give more   concreteness to a reality otherwise invisible and unrepresented.        

In 1999, also the computer scientist and inventor Ray Kurzweil reflected on the future through his 
work The Age of Spiritual Machines. His figure has been extensively discussed by Domenico during 
the workshop. In the third part of the book titled To face the future, Kurzweil makes predictions on 
the technological evolutions of the following decades: 2009, 2019, 2029 and 2099. If part of the 
speculations on 2009 and 2019 proved to be incorrect, the American entrepreneur, however, had 
predicted with great precision the ubiquitous network access that would characterize our age. The 
work by Valerio Veneruso, Public void on pointer enter, challenges provocatively this certainty. A 
carpet inlaid with the reinterpretation of the symbol of the sensitive content warning used on the 
web, and two images of simulated landscapes welcome the visitors and guide them into the core of 
the installation: a VR experience conceived by the artist in collaboration with the developer Emidio 
Torre. By wearing the headset, users can move in a space where, in addition to virtual objects, 
they can watch amateur videos, like those that circulate on the internet and are filmed by the users 
to tell their experiences and feelings, or simply because of the habit of sharing every moment of 
their life on social media. The installation leverages the voyeuristic impulse of the social networks’ 
users - a recognized and accepted voyeurism that nowadays has become part of our habits -, to 
underline the frustrations that, often, can be caused by the act of peeping into the lives of others.  

The pervasiveness of the network has imposed some changes in almost any aspect of life, and art 
was not immune to it, as argued by Gaia Tedone during her workshop and by Claudia Löffelholz in 
her talk at the beginning of the project. If, on the one hand, Gaia Tedone reflected upon the changes 
in the curatorship on the web, particularly in relation to the different way in which objects, images 
and knowledge circulate online; on the other hand, Löffelholz has provided several examples of 
participatory art and explored the concepts of network,reflecting on the possibilities that it entails. 
The collective duo Orecchie D’Asino have concentrated their efforts in this direction. The artists 
started off from this question: “In the age of the social networks, do we still know how to meet vis-
à-vis?”. The answer is Quattrocchi: a participatory art project or, as defined by Od’A, “board game 
on the field”. How does it work? During the residency in Trieste, the artists recruited a first group of 



volunteers, asking them to donate an object and to make themselves available to meet the people 
who would receive it as a gift.  The latter would be a second group of volunteers who, while visiting 
the exhibition, would decide to participate, choosing the unknown content of one of the several 
boxes on display in the gallery and then meeting the person who corresponds to that gift.  After the 
single meetings, the whole group will gather at the MLZ Art Dep, on occasion of the finissage of the 
exhibition. By creating a completely analogic network, Quattrocchi revives the meaning of meeting 
and of building a network, saving the objects from their usual destiny of consumer goods in online 
and offline mode and encouraging people to give more value to relationships. The outbreak of 
the pandemics, just when the recruitment phase was about to close, and its development in the 
following months, which has seen the awkward attempt of replicating our lives online, have added 
further urgency to and have emphasized the meaning of the project.
 

On the first day of the training session, Paolo Gallina shared his own experience of technological 
abstinence. Professor of Applied Mechanics at the University of Trieste (Italy) and founder of 
the Robotics Lab, he spent two years in Sudan as an international volunteer, where the most 
advanced form of technology in his everyday life, as he himself said, was the grid on which he 
cooked his dinner. Upon his return, his mind had changed. In two ways: he felt he was more 
creative and he no longer had any filter to deal with the endless stimuli that every day bombard 
human beings: signs, sounds, lights, images, messages, his mind perceived every message as 
unescapable. How does technology change us subjectively? What is the impact of this mediation 
on the processes of subjectivation? More than once, during the project, we talked about the 
notion of time: about the temporal scanning imposed by machines with Giorgio Griziotti and Paolo 
Gallina; about the perception of time with Domenica Bueti, team leader of the TimeLab at SISSA; 
about rhythm, alignment and subjective time through the experiment carried out by Marko Tadić. 
Technological development puts our bodies and minds under pressure, urging us to adapt rhythms 
and performance to non-human standards. In this regard, during the talks, references emerged 
to Bernard Stiegler, Bifo, Rosi Braidotti, Tiziana Terranova, all theoreticians who have deeply 
investigated the physical and mental causes and consequences of these conditions. By borrowing 
the concept of schizophrenia from Félix Guattari as a model of relationship between the subject 
and the world, Luca Marcelli has developed Le Voci. The sound installation is an answer to the 
semiotic chaos that accompanies the proliferation of info-stimuli in the bio-cognitive capitalism. 
Four voices belonging to the same person (the brilliant Ludovica Grimaldi), overlap, alternate, 
contradict each other, sometimes turn into refrains to then resume their own path. How can we 
deal with the overwhelming flow of stimuli that reach us every day? How can we process such a 
vast amount of information? Is it really essential to find a conciliation between the voices? Or, since 
this seems impossible, can we manage this new condition by providing new ways of attention, of 
thought, of attunment?

The fact that I wanted to start from me is not because of some delusions of grandeur, but to clarify 
my role and make you understand that what I have written here is not the absolute truth on the 
project, but only one of the many possible points of view – maybe a bit privileged, I admit it– from 
which to observe the complexity of Neuro_Revolution, just one of the possible warps to weave this 
story. And as I said at the beginning, you too, now, have an active part. Thus, it is up to you, now, 
to weave your plot thread.

Francesca Lazzarini


