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Art  and  Sc ienc e  have  experienc ed “exc iting,  experimental  and  mutually  enric hing 

c ollisions”,  leading to the emergence of what  the writer John Broc kman called the 

third c ulture, in which the boundaries between art and sc ience dissolve, points out 

Mic hael  John  Gorman,  in  the   book  review  of  Colliding  Worlds:  how c utting-edge 

sc ience  is  redefining  c ontemporary  art  (2014),  published  on   Na ture  magazine. 

Gorman is the founding director of the Sc ience Gallery at  Trinity College Dublin an 

example of c reative c ollision between art and sc ienc e, and he is ahead of projec ts 

that  make  the  gallery  a  plac e for c onversations ac ross the boundaries and have 

enabled the public to experience sc ience not as a series of fac ts, but as a proc ess. 

 

The boundary  between art and science may  appear a fixed border: logical 

opposite  to subjective.  Some critics  question the  rigor of showing science 

subjects  through  a  more artistic approach.  What is your art concept? And 

science? 

 

I  am wary  of  overly  rigid  definitions  of  sc ience  or  of  art.  However,  I  do  like 

(Herbert) Marshall Mc Luhan's idea of art as "prec ise advance knowledge of how to 

c ope  with  the  psyc hic  and  soc ial c onsequenc es of  the  next  tec hnology",  whic h 

appears in his seminal book Understanding media. This suggests that art has a role 

not in explaining sc ienc e, but in giving us tools with which to c ope with its impacts. 

I think  that look an art work  simply a way to show or explain a sc ienc e c onc ept is 

to  diminish the  rich  art- sc ience  relationship.  Consider   Stelarc 's  third  ear projec t, 

where the artist had an artific ial ear surgic ally implanted in his arm, or artists suc h 

as   T omás Sarac eno who c reate  beautiful structures modeled  on spider-webs, the 

goal  of  these  projec ts  is  not  to  explain  sc ienc e.  However,  they  c an  c ertainly
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provoke  c uriosity  and  stimulate  c onversation  and  debate  about  sc ience  and  its 

soc ietal impac ts. 

 
 
 

On your speech at the 13th International  Public Communication of Science 

and Technology, in Brazil, you mentioned the “creative collisions of art and 

science”. Are those collisions mandatory for the construction of science 

narratives  inside  the  Science Gallery and other museums or galleries that 

seek for the synergy of art and science? 

 

We believe  that  if  we are to imagine  the future,  we need to bring together into 

"c reative c ollisions" many different perspectives and insights - art, sc ienc e, politic s, 

poetry,  design,  tec hnology. We think of Sc ience  Gallery  as a "partic le ac c elerator 

for people", c olliding people from different  disc iplines to allow new ideas to emerge. 

Rather  than  expecting  visitors  to  emerge  from  these  experienc es  with  a  single 

sc ience  narrative,  we  aim to  make  the  gallery  a  plac e for c onversations  ac ross 

boundaries.   These   c onversations   are   fac ilitated  by   having   student   mediators 

present  in  the  gallery  with  sc ienc e,  and  also  arts,  expertise,  who  c an  engage 

visitors in c onversation. I think there c an be many different approac hes to bringing 

art and sc ienc e together. What is remarkable is that in the past 10 years, we have 

seen  an  explosion  of  new  "hybrid"  spac es  around  the  world,  inc luding   Wellc ome 

Collec tion  in  London,   Le  Laboratoire  in  Paris,   Sc ienc e Gallery  in  Dublin,  the   Ars 

Electronica Center in  Linz, the UCLA   Art - Sc ience Lab, and many more around the 

world. These spac es adopt different approac hes - some are more open, others more 

tightly  c urated;  some  are  historic al  and  others,  like  Sc ience  Gallery,  are  more 

c onc erned  with  the  future.  Bringing  together  ideas  from different  spheres  is  an 

essential aspect of almost all c reative prac tic e. 

 
 
 

 Fat:   it’  s   de lic iou s   uses  the  exhibition  to research health parameters 

in  a seductive    way     using    not    only    questionnaires,    but    also    the 

buffet experience.  Should  the research always take part in exhibitions?  To 

what  extent   does   the  creative  design  of  the   experiments   or  the   „lab 

in  the gallery‟  approach help on having more research participants? 

 

Fat  is an  example of what we c all a Lab in the Gallery projec t, where we involve 

visitors  to Sc ience  Gallery as human subjec ts in real research experiments. This is 

of great interests to the sc ientists as they have data, which they c an use, and we 

have many examples of artic les being published by researc hers on the basis of data 

generated in Sc ience Gallery. It is also of great interest to the public as they c an

http://www.pcst-2014.org/index.php/pt-BR/
http://www.pcst-2014.org/index.php/pt-BR/
http://www.pcst-2014.org/index.php/pt-BR/
http://www.pcst-2014.org/index.php/pt-BR/
http://www.wellcomecollection.org/
http://www.wellcomecollection.org/
http://www.wellcomecollection.org/
http://www.wellcomecollection.org/
http://www.lelaboratoire.org/
http://www.lelaboratoire.org/
https://dublin.sciencegallery.com/
https://dublin.sciencegallery.com/
http://www.aec.at/news/
http://www.aec.at/news/
http://artsci.ucla.edu/
http://artsci.ucla.edu/
https://dublin.sciencegallery.com/fat
https://dublin.sciencegallery.com/fat


experience sc ience from the inside, not as a set of fac ts but as a proc ess, and they 

c an  disc uss this  with  the  researc hers directly.  We  have  found  that  inc luding an 

element  of  real  researc h in  our exhibitions is a very powerful way  to engage the 

public. Clearly, it doesn't work for every area of sc ience - genetics and neurosc ienc e 

work well, but for example, partic le physics would be a c hallenge. However, for the 

public  to  want  to  partic ipate  in  a  gallery  setting,  the  experiments  have  to  be 

engaging, and they need to see strong relevanc e to their lives. In addition to the 

design  of  the  experiment,  we  also  find  that  many  of  the  partic ipants  find  it 

motivating to feel that they are making a c ontribution to sc ienc e. 

 
 
 

Do you and your team have some criteria in choosing the artists you plan 

to work with? What are these criteria? 

 

Yes, of c ourse, we have c riteria for selecting the projec ts - for example; we seek a 

thematic balance between the projects, and we often c hoose to work with emerging 

artists, as well as inc luding some more established artists. Many of our projec ts are 

developed through open c alls for ideas. 

 
 
 
 

 
Game was  an exhibition of the  Science Gallery pushed the  interactivity to 

another level. Is the gamification a way to explore the science and engage 

children and teenagers, even adults in the scientific curiosity? 

 

There  is   a  great  deal  of  talk  about  gamific ation  these  days,  and  c ertainly, 

gamification,  if  done  well,  c an  engage  c hildren,  teenagers  and  adults  in  many 

themes. The typic al profile of a gamer has c hanged and is no longer a teenage boy . 

These  days  it  may  be more  likely  be a  35-year-old  woman.  We have  sometimes 

used  elements  of  gamification  in  Sc ience  Gallery  exhibitions,  even  on  different 

themes than Game, whic h was explic itly about games and the future of play. I think 

that gamification is a highly c odified way of designing an experienc e, and is perhaps 

better suited for spac es with a slower pac e of c hange than Sc ienc e Gallery, where 

what  you  see  might  c hange  almost  on  a  daily  basis.  So  perhaps  ironic ally,  a 

gamified  pathway  through  a  static  and  non-interac tive  historic al  museum might 

make  more  sense  than  a  gamified  experienc e  of  a  highly  dynamic  spac e  where 

nothing  is  permanent.  Sometimes  you  need  to  be  careful  of  adding  too  many 

interac tive                                                                                                      layers.
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At another exhibition   Grow your own, other limits were pushed, like ethics 

and  our  relationship  with  scientific  innovation,  like   Fail  better is  another 

example  of a provocative  approach.  Is provoking a path to be followed on 

the scientific dissemination? 

 

I think Grow your own ... was an important exhibition because it dealt with a very 

c hallenging  topic  -  synthetic  biology,  and  the  ethic al  and  soc ial implications  of 

designing  organisms.  Synthetic   biology  is  an  area  where  we  urgently  need  to 

engage the public  in informed dialogue. The c hallenge is that it is a field c hanging 

very  fast, and even the prac titioners disagree about many aspects. Our exhibition 

did not  simply aim to provoke, although many of the exhibits were provoc ative or 

spec ulative, for example,  Ai Hasegawa's work, I wanna deliver a dolphin, which was 

a   provoc ative  exploration  of   the   idea  of   allowing  humans  to   give  birth  to 

endangered  spec ies, to  address  the maternal urge and to make a positive impac t 

on our environment. We find that suc h a work c an be a very valuable c onversation 

starter,  and  when  visitors  have  an  opportunity  to  disc uss  their  c onc erns  with 

student   mediators,   they  c an  really  be   a  dialogue,  which  leads  to  a  better 

understanding   of   the   potential   risks   and   benefits  of   this   emerging  field   of 

knowledge.  This  exhibition  involved  bio  hac kers,  designers,  artists,  and  senior 

research sc ientists managing important labs. It was very diffic ult to get this group 

to agree  on anything, and rather than hide this fac t, we dec ided to highlight the 

tensions  and  different  views  about  synthetic  biology.  We  think  that  it  is  really 

important  to  treat  our  visitors  as  adults,  who  c an  partic ipate  in  a  meaningful 

c onversation about where sc ienc e should go. 

 
 
 

How do you plan the exhibitions? 

 
When we plan a projec t, first of all, we c onsider a theme, which has the potential to 

bring   together   different   kinds   of   partic ipants,   for  example,   Infec tious,  whic h 

explored  c ontagious  phenomena,  from  epidemics  to  viral  marketing  and  financ ial 

panic. We then define a multidisc iplinary c uratorial team relevant to the theme and 

issue an open c all for ideas, and rec eive sometimes more than 500 proposals from 

artists, sc ientists, designers, engineers.  We then have to select down to perhaps 

25-30 projec ts, which may be realized as installations, experiments, c onversations, 

workshops,  or  performanc es.  This  approac h  does  not  tend  to  produce  a  linear 

narrative;   rather   we   get   a   smorgasbord   of   different   takes   on  the   theme.
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Do  you  have  any  other  examples  of  museums,  galleries   or  particular 

exhibitions,  which achieve the “creative collision of art and science”? 

 

As I mentioned above, there is something of an explosion of new art - sc ience spac es 

that  has happened  in  the last 10 years, for example, Le Laboratoire in Paris, Ars 

Electronica  Zentrum in  Linz  and  Wellc ome Collection  in  London.   ZKM in Karlsruhe 

do  some  very  interesting  work.   Exploratorium in San Franc isc o has a strong and 

long- established  art- sc ience  program;   Symb ioticA  in  the  University  of  Western 

Australia  is  a  wonderful residenc y program allowing  artists to work with the tools 

and  materials  of  the  biologic al  sc ienc es.  The   CERN  (European  Organization  for 

Nuc lear  Researc h)  now  has  the   Collide@CERN  artist  residency  program.  Paola 

Antonelli  has  done  some  very  interesting  exhibitions  at   MoMA  (The  Museum of 

Modern Art) exploring art, sc ience and design, suc h as Design and the elastic mind. 

Arthur Miller has just published a book Colliding worlds which I reviewed rec ently in 

Na ture, which doc uments many examples. Also, we are developing a Global Sc ienc e 

Gallery  Network, with a gallery planned in London in partnership with King's College 

London, and are also in disc ussion about establishing Sc ience Gallery in partnership 

with universities in New York, Bangalore and Melbourne, so there is more to c ome! 
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