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Preface

Culture and Computer Science – Hybrid Systems

According to Bruno Latour’s analysis of today’s societies, we are living in a 

hybrid world. The distinction between nature and culture, between the non-

human and the human, and between reality and construction has collapsed, 

since we, being hybrids ourselves, cannot live without media or tools. Hence, 

the question is raised why the discourse on hybridity has recently become so 

prominent. If deiciency has always been a strong part of the human motor, 
why should we be more hybrid today than e.g. in the 19th century? Or, to put 

it the other way around: why is the computer more than a mere medium or 

tool?

One possible answer seems to be clear. Although nature and culture have 

always been interwoven in hybrid networks of human and non-human actors, 

modern digital and hybrid networks interact now in real time with the conse-

quence that the difference between receiving and creating information has 

become obsolete. When a dentist scans a decayed tooth in order to »print« 

a denture, they mesh up this data with countless data from other patients in 

order to create an optimised model. But they do nothing artiicial. They do, 
what nature has done over millions of years before. Or if we use a VR device 

in order to explore an exhibition, we not only consume some pre-existing 

content. With every step through the exhibition we create new content. The 

objects of a museum are no longer just prerequisite but also they have an 

effect on our interaction with them. Objects are how we interact with them 

and at the same time how they interact with us as well as with the surrounding 

space. We are inluenced by objects in a similar way as we inluence objects.
Hybrid systems, their analysis, use, design, their advantages and their critical 

moments are the focus of the 16th edition of the ”Culture and Computer 

Science“ conference. The conference targets cultural policy makers, 

employees of cultural and creative industries, communication scientists, 

cultural and artistic actors as well as computer scientists and engineers, who 

conduct research and development on cultural topics.

In this ield, the contributions collected in this volume represent multifaceted 
approaches towards hybrid information processing strategies. The authors of 
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this international volume analyse, demonstrate and discuss current research 

strategies and developments around “Hybrid Systems”. The reader will ind 
an extensive overview of best practice applications of information manage-

ment, communication, interaction, visualisation, mixed, augmented and 

virtual reality, audio technology, multimedia, streaming and data processing, 

and design within a speciic cultural context. 
The contributions analyse and discuss the following key topics:

• Hybrid systems;

• Augmented, Mixed and Virtual Reality;

• Best practice Augmented, Mixed or Virtual Reality applications;

• Analogue and digital exhibition design;

• Collections – Exploitation, design, exhibition and conveyance;

• Crowd Sourcing technology and applications;

• Technologies for hybrid systems;

• 3D technologies;

• Digitalisation in the cultural and creative industries;

• Visualisation and interaction technologies;

• Interactive multimedia solutions for museums, theatres, concert halls, 

exhibitions etc.;

• Virtual reconstructions;

• Location-based and context-sensitive services in a cultural context;

• Documentation, visualisation and interaction in museums and 

archives;

• Digital storytelling;

• Multimedia guides with Augmented Reality components and

• Ethics in culture and computer science.

In addition to two invited keynote papers, more than 40 papers were 

submitted. Each paper was reviewed by three different members of the 

international programme committee. Our thanks go to the members of 

the programme committee for their assistance in reviewing the numerous 

submissions.

The international programme committee selected 18 papers and grouped the 

contributions, together with the two keynotes, into the areas:

• Hybrid Media in Daily Life;

• Audio in Hybrid Systems

• Mixed and Augmented Reality in Archaeology;
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• Hybrid Systems;

• Virtual Reality;

• Collaboration in Hybrid Worlds and a

• Hands On Session.

This and the previous editions of the series “Culture and Computer Science” 

are only possible with the continuous support by the “Staatliche Museen zu 

Berlin”. We thank in this context particularly the staff and the curators of the 

“Kunstgewerbemuseum”, in whose premises we hold the conference “Culture 

and Computer Science – Hybrid Systems”. The special atmosphere of the 

surroundings will certainly continue to have a lasting effect on all speakers 

and participants.  

In particular, we would like to thank Prof. Dr. Sabine Thümmler and Konstanze 

Hausstätter from the “Staatliche Museen zu Berlin” for their support of and 

engagement with the conference.

Our special thanks go to all authors, without whose creativity, ideas and hard 

work it would not be possible to run a wonderful conference and to produce 

these very interesting and inspiring proceedings.

This and all previous conferences “Culture and Computer Science”, as well 

as this publication, would not have been possible without the commitment 

of the staff and colleagues of our research group INKA at the University of 

Applied Sciences HTW Berlin. In particular, we would like to thank Kerstin 

Remes, Elisabeth Thielen, Julien Letellier and Michael Thiele-Maas.

Carsten Busch, Christian Kassung and Jürgen Sieck

Berlin, May 2018

This publication was made possible by the Cluster of Excellence “Image 

Knowledge Gestaltung” at the Humboldt-Universität zu Berlin (sponsor 

number EXC 1027/1) with inancial support from the German Research Foun-

dation as a part of the Excellence Initiative.


