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‘anyWare’ is a distributed sculpture that includes three identical objects that can be 

located in three different locations, anywhere in the world. The ‘anyWare’ sculptures 

are connected to the Internet, and physically mirror each other (i.e. if a blue light 

lights up on one sculpture, that same blue will light up on all of the sculptures). The 

objects simultaneously respond to people who interact with them, and enable 

people in different locations to interact with each other through the objects. So, for 

example, if someone walks into the gallery in ‘city#1’ and begins to interact with 

‘anyWare’ by turning off lights on the touch panels, someone in ‘city#2’ can see the 

results of those interactions on the identical ‘city#2’ sculpture. At this point, the 

person in ‘city#2’ is able to join the person in ‘city#1’, and help them turn off the 

lights on the touch panel, resulting in a collaborative and playful telematic experi-

ence reinforced through light and sound. Each physical location is assigned a signa-

ture colour which makes it possible to identify which location is actively engaging 

with which sculpture. ‘anyWare’ uses a series of simple games to structure these 

interactions, which allows people in different locations to work together and collab-

orate on a joint goal.

The objects encourage playful interactions that are designed to inspire experimen-

tation, exploration, and potential “conversations” with other interactors. As a reward 

for this interaction, the light, sound, and engagement states of the objects trans-

form through the experience of exploration (either with one person or potentially 

with many people) and in so doing reveal different modes of interactivity as well as 

different levels of aesthetic experience, which we are calling Art States. These states 

include a ‘Minimal State’, a ‘Shadow State’, and a ‘Colour State’. Interactors must 

play/interact with the sculptures in order to transition them through the various Art 

States.
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Technical details - anyWare:

Dimensions and weights: (W x L x H)

 Wooden Box # 1: 187 cm x 79 cm x 75 cm (73.5” x 31” x 29.5”), 110 kg (240 lbs)

 Wooden Box # 2: 187 cm x 79 cm x 75 cm (73.5” x 31” x 29.5”), 110 kg (240 lbs)

 Wooden Box # 3: 187 cm x 79 cm x 75 cm (73.5” x 31” x 29.5”), 110 kg (240 lbs)

Installation needs:
 - Set up - 1-2 days.

 - If multiple locations - co-operation between each venue for duration of show.

 - Each object needs a room (minimally 4m x 4m (13‘ x 13‘). The piece can be in a   

 larger space with white ceiling preferred. The three objects should not be installed  

 in the same room unless discussed with artist first.

 - Power required: 1 x 120V circuit or 220 V.

 - Each object requires - 1x power (IEC 60320 C13), 1x ethernet, 1x sound system   

 with 1/8“ jack (depending on size of space).

OPTIONAL - recommended:

- Three way video feed at each location. This will allow people in the different locations to 

understand the distributed nature of the work.

- Opening party - to provide context for distributed interaction to emerge.



anyWare is designed to connect people in different places.

The work is suitable to be shown in the same location in different 
spaces, the same city in different buildings, the same country in diffe-
rent cites, or different countries.

In order for the connection to be understood, it is advisable to have a 
live video feed connecting the spaces. This will allow people to unders-
tand the distributed nature of the project and will help participants to 
be able to interpret interaction as something other than glitch. Discuss 
location of live video feed with artists.

There should be an opening party for the showing of anyWare to 
create the immediate context for distributed interaction. Otherwise 
the interaction between locations relies of chance.

FOR MORE INFORMATION and High Resolution Documentation:
janetingley@gmail.com

www.janetingley.com/anyware/
https://vimeo.com/222898628
janetingley.tumblr.com
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