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ARTS TECHNOLOGIES 
 
Announcement, Tuesday 29 March 2022 

 
FOR ITS DIGITAL COMMISSION 2022, SERpENTINE COLLAbORATES 
wITH bERLIN-bASED COLLECTIvE TRuST 
 
This year’s Digital Commission, Hivemind, transforms the labyrinth framework, first 
developed for R&D Labyrinths Series 1, into an artist-led game 
 
Hivemind game launch on Serpentine Twitch, 29 March 2022 at 6pm BST 
 

Hivemind, Images courtesy of Trust, 2022 (Calum Bowden, research and design;Joanna Pope, research and design; Will Freudenheim, design and game development; Seamus Edson, 
3D design)  
 
 
Drawing on the long and distributed histories of labyrinths as tools for storytelling, Serpentine Arts 
Technologies continues its R&D Labyrinths series by commissioning Berlin-based gaming and art 
collective Trust to create an open-source game titled Hivemind. Built as an open source, playable 
infrastructure, Hivemind is conceived as a knowledge game that allows for narrative-led 
walkthroughs of artist's back-end working environments. The game prompts players to share 
insights into their artistic practices by sorting and placing key materials, or ‘inventory,’ that are 
uploaded at the start of the game. This work launches on March 29th at 6pm BST on Serpentine’s 
Twitch. Tune in to see Trust live demo Hivemind. 
 
Trust members Calum Bowden, Will Freudenheim, and Joanna Pope have approached the game’s 
creation by considering the question: how can you build a game that allows artists to archive and 
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share not an artwork itself, but a tool they have made to bring their work into existence or support 
their wider practice? Taking a design-led approach, beginning with research into knowledge games, 
Hivemind’s development has included a series of design sprints with artists to better understand 
which game mechanics would help artists to surface behind-the-scenes material and experiments 
generated in the process of making work with advanced technologies. These sessions have allowed 
collaborators to map the needs of the artist-players, turn limitations into guidelines and obstacles 
into opportunities, and engage in critical thinking around the playful potentiality of archives for 
artists and creative technologists.   
  
Building on Serpentine Arts Technologies legacy of developing artist-led research and prototyping 
models to support artistic experimentation with advanced technologies through its dedicated R&D 
Platform, this is a unique artist-led infrastructure commission that will continue Serpentine’s 
research and legacy.  
   
In Summer 2022, Serpentine will also invite several artists to trial the R&D Labyrinths game live on 
Serpentine’s Twitch. The participating artists will be announced soon.  
 
 

 
Hivemind, 2022. Image courtesy of Trust (Calum Bowden, research and design; Joanna Pope, research and design; Will Freudenheim, design and game development; Seamus Edson, 
3D design)  
 
About Arts Technologies 
The Arts Technologies programme at Serpentine proposes critical and interdisciplinary 
perspectives on advanced technologies through artistic interventions.   
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Since 2014, the digital commission has been a staple part of Serpentine’s programming with the aim 
to produce new work with artists who have used advanced technologies as a medium and subject. 
Previous digital commissions include Hito Steyerl’s Actual Reality OS (2018), Jenna Sutela’s I Magma 
(2019) and Jakob Kudsk Steensen’s Catharsis (2020).   
  
Arts Technologies comprises  
 
Alex Boyes is Arts Technologies Producer, working across art, science and performance. As the R&D 
Labyrinths series develops over 2022 Alex will be supporting its live stream alongside curators, 
developers and artists. 
  
Tamar Clarke-Brown is Curator (Commissions) Arts Technologies, working across artist-led 
projects that push the civic capacity of technologies, with emphasis on the power of myth and 
storytelling.   
  
Victoria Ivanova is R&D Strategic Lead within the Arts Technologies team. Her core focus is on 
systemic and infrastructural conditions that shape socio-economic, political and institutional 
realities. Victoria is completing a practice-based PhD between Serpentine and London South Bank 
University which has led to the creation of the Serpentine R&D Platform.  
  
Eva Jäger is Curator of Arts Technologies and the co-investigator of the Creative AI Lab at 
Serpentine and King’s College London. In 2021 she developed the R&D Labyrinths series together 
with Trust to produce new formats for showcasing artistic research.  
  
Kay Watson is a researcher, producer and curator working with art and advanced technologies, 
photography and video games. She is Head of Arts Technologies and a Trustee of Brighton Photo 
Fringe, York Mediale and The Photographers' Gallery.  
 
 
About Trust 
 
Trust exists as a hybrid online (Discord server) and physical space (Berlin) for inquiry into emerging 
social and political phenomena through the lenses of aesthetic, narrative, game, technical, climate 
and design research.   
  
Since 2018, They have developed a public programme that includes lectures, installations, residency 
programmes, reading groups, working groups, live-streamed participatory events, and online 
resources. Trust incubates open-source projects that build a creative culture of the commons, 
including: Moving Castles, Millieu, and Black Swan’s Cygnet.  
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Bowden, Freudenheim and Pope have been experimenting with games as a form of artistic research 
in their work with Trust and their own practices.   
  
Calum Bowden collaborates on stories, worlds and platforms that reconnect the cultural with the 
technological, economic, and political. He co-founded Trust, as well as Black Swan: a collective 
pursuing horizontal and decentralised approaches to artmaking.    
  
Will Freudenheim is a game designer and researcher. His work is focuses on using real-time 3D 
engines for virtual production and live performance and creating play-based systems for collective 
knowledge construction.   
  
Joanna Pope is a researcher, writer, and composer. Her areas of interest include degrowth, 
knowledge games, aesthetics, and virtual belonging. As a maintainer of Trust, Joanna facilitates 
voice and chat-based formats for the online community.   
 
 
For press information please contact:  
Head of Media Relations, Nicolas Smirnoff, nicolass@serpentinegalleries.org, +44 (0)7570 291018 
Press Officer, Laura Gosney, laurag@serpentinegalleries.org, +44 (0)7741 650686 


