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FUSE*FACTORY is a multidisciplinary studio and artistic production 

center, founded in 2007 that works at the intersection of art and science, 

exploring the expressive potential by the creative use of emerging 

technologies.

Artists, designers, creative coders, engineers, architects, researchers, 

storytellers, and producers work in multidisciplinary teams to create 

new languages and new forms of expression capable of giving life 

to innovative projects in the fields of art, architecture, design and of 

communication-based on new media.

FUSE*FACTORY has always connected its development to that of 

the community in which it operates by supporting, promoting and 

designing projects that have as their objective the dissemination of 

culture and knowledge.
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CUBO

CUBO is a community centre and a multimedia documentation centre 
that the Unipol Group has created to recount its heritage and identity. 
The project aims to make insurance and banking services transparent 
by conveying their social and cultural values and their relationship with 
people’s lives. All the spaces are designed to convey a sense of serenity 
and openness. The interior ones have been conceived keeping in mind 
the concepts of simplicity and concreteness, while multimedia instal-
lations are an integral part of the architecture. The outdoor areas are 
home to the Mediagarden Installation consisting of 41 columns of LEDs, 
18 of them arranged in a circle in the main garden. Light and sound are 
generated in real time and surround the visitor, which is thus immersed 
into the work. The project was selected by Unipol in the fall of 2011 
and production started in January 2012. The completion of the project 
was entrusted to fuse* who acted as general contractor. In addition to 
the architectural design, all software and multimedia installations have 
been designed and developed by FUSE*ARCHITECTURE.
CUBO inaugurated March 26, 2013 on the occasion of Unipol 50th an-
niversary.

Multimedia Art Space

Year: 2013
Commissioned by: UNIPOL S.P.A.
Communications and Contents:
Togo Visual Action
Building Construction: Visual Exhibition
Architectural 3D Render: 
Alex Lomarco
Photo Shooting: Mattia Santini
LED Display and Lighting: efour
Internal Lighting System: Zumtobel
Audio System: d&b audiotechnik
Media System Forniture: Qualitech, 
Pqlabs, Samsung, HP, Nec, Microsoft
Link: 
fusefactory.it/en/projects/cubo-en/

https://www.fusefactory.it/en/projects/cubo-en/


CUBO Media Garden

The garden hosts a major multimedia installation, with light sculpture 
and sound. This is a surface which was redefined and designed so as 
to link up with various rooms around the structure. Visitors may sit in 
the centre of the installation as if in a ‘reverse’ amphitheatre, in which 
it is the show that surrounds and envelops the spectators with sound 
and light. The area is equipped with Cor-Ten steel benches and con-
crete seating, designed for Unipol, on which the company’s values are 
engraved in Braille. The second part of the installation is housed in the 
second garden, where LED light columns mark out the path that links 
the wings of the building.
Lastly, the CUBO gardens feature a circular stage, entirely in Cor-Ten 
steel and completed with concrete and Cor-Ten seating. This area of 
the garden was designed to host the shows listed in the CUBO events 
calendar.

Multimedia Garden

Year: 2013
Commissioned by: UNIPOL S.P.A.
Photo Shooting: Mattia Santini
LED Display and Lighting: efour
Audio System: d&b audiotechnik
Link: 
fusefactory.it/en/projects/cubo-media-
garden/

https://www.fusefactory.it/en/projects/cubo-media-garden/
https://www.fusefactory.it/en/projects/cubo-media-garden/


The museum display project inside the Lombroso Pavilion draws on 
the desire to valorise the extraordinary heritage which makes Reggio 
Emilia a key site in the collection of materials on the history of Italian 
psychiatry. The new museum structure was founded with the aim of 
protecting and valorising the precious testimonies, and fostering study 
and research into the history of psychiatry and its transformations, of 
which Reggio Emilia has always been a leading protagonist. As well as 
the explicit safeguarding and valorisation of the ‘memory’ of the place 
(the Lombroso Pavilion itself constitutes both a monument and at the 
same time an exemplary document of the history of psychiatry) the 
display is characterised by the use of multimedia systems and devices 
used not only for their informative potential, but also to stimulate a 
greater involvement on the part of the visiting public. The display proj-
ect is in fact based on the opportunity to present a narrative open to 
personal interpretations and evocations set against a broader interpre-
tation of illness and diversity through installations that trace the key 
themes which characterised the history of San Lazzaro and the evolu-
tion of psychiatric care in general.

Year: 2011-13
Commissioned by:  
Reggio Emilia City Council
Location:
former San Lazzaro Mental Health Clinic, 
Reggio Emilia
Collaborator: Alberto Benatti
Software Development: Paolo Bonacini
3D Rendering and Animation:
Alex Lomarco
Link:
fusefactory.it/en/projects/history-of-
psychiatry-museum/

History of Psychiatry 
Museum

https://www.fusefactory.it/en/projects/history-of-psychiatry-museum/
https://www.fusefactory.it/en/projects/history-of-psychiatry-museum/


The experience of the Republic of Montefiorino has acquired a strong 
historic-symbolic value because in an Italy overrun by the German 
army, it was the first attempt to occupy a territory on a stable basis and 
set up a democratic council administration elected by the people. The 
Museum of the Republic of Montefiorino and of the Italian Resistance 
was founded in the light of the will to perpetuate and renew the mem-
ory and ideal legacy of this extraordinary experience and of the fight for 
freedom through a modern display, enhanced by new technologies and 
by the latest exhibition strategies. The media-architectural project was 
designed to give visitors the chance to access a great amount of infor-
mation, while also giving space to the many historical objects that the 
museum disposes of. The itinerary moves through nine rooms focusing 
on different themes, in which the direct re-enactment of the past takes 
place through artefacts, testimonies and the use of advanced multime-
dia technologies. In every room, visitors are presented with a lectern 
which introduces the historical theme in question, with one or more 
glass and steel vitrines displaying original objects, and an interactive 
installation providing more detailed information and context, thus al-
lowing visitors to shift continually (and independently) between local 
and national events, and between the past and the present.

Year: 2015
Commissioned by : 
Comune di Montefiorino
Historical project and museum itinerary: 
Mirco Carrattieri, Fabio Manfredi
Implementation of museum display: 
Neon King
Furnishings: Visual
Sound Design: Riccardo Bazzoni
Graphic: Alessia Bursi, Enzo Pancaldi
Link: 
fusefactory.it/en/projects/museum-of-the-
republic-of-montefiorino-and-the-italian-
resistance/

Museum of the 
Republic of Montefiorino

https://www.fusefactory.it/en/projects/museum-of-the-republic-of-montefiorino-and-the-italian-resistance/
https://www.fusefactory.it/en/projects/museum-of-the-republic-of-montefiorino-and-the-italian-resistance/
https://www.fusefactory.it/en/projects/museum-of-the-republic-of-montefiorino-and-the-italian-resistance/


The collaboration with Diesel Black Gold for the creation of windows 
and in-store installations began with the collection SS16 and still goes 
on today with the FW17 campaigns. The studio takes care of turning the 
collection’s concepts and ‘keywords’ into installations capable of ef-
fectively communicating Diesel Black Gold as a brand. The languages, 
materials and inspiration elements continuously evolve along with the 
brands’ collections, and yet strive to create a red string, an intrinsic se-
mantics which is recognizable and consistent with Diesel Black Gold’s 
brand identity.

Year: 2016-2017-2018
Commissioned by: Diesel Black Gold
Production: Fiera srl
Technical Service: Lorri MediaService
Link: fusefactory.it/en/projects/dbg-
windows/

DBG Windows

 https://www.fusefactory.it/en/projects/dbg-windows/
 https://www.fusefactory.it/en/projects/dbg-windows/


CUBO App

CUBO app allows the visitor to experience the exhibition at Centro Un-
ipol BOlogna independently and to customize the amount of provided 
information according to their own curiosity and attention. In order to 
trigger the visitor’s engagement, we designed Bloom: a generative vi-
sualization that creates an experiential bridge between the exhibited 
artworks and the perception of the artwork itself.
Bloom is generated by an algorithm which interpolates the artwork im-
age with the emotional preferences of the viewer: the shape and colour 
of the generated Bloom are determined by the emotions perceived by 
the viewer when contemplating the artwork. The data generated by the 
users’ interaction not only feed the individual Bloom, but also a col-
lective Bloom: a co-created piece which reflects the global perception 
of the artwork by all visitors. The core of Bloom’s algorithm is inspired 
by rules and behaviours we observe in nature, such as stigmergy and 
attractors: self-organization patterns for moving a multitude of agents 
that are typical of several systems in biology, physics and chemistry.

Year: 2017
Commissioned by: 
CUBO, Centro Unipol BOlogna
Link: 
fusefactory.it/en/projects/cubo-app/

CUBO APP is avalaible for:
iOS → http://apple.co/2p3CROL
Android → http://bit.ly/2p3JZLm

Mobile Application

https://www.fusefactory.it/en/projects/cubo-app/ 


Urban House Storytelling

Urban House Storytelling illustrates the Urban tiles collection by means 
of a dynamic narration: an animated story projected onto an illustrated 
wall, picturing all different products and their uses.
Designed for Fuorisalone 2017 event, this installation consists of a pro-
jection of 4 videos onto an illustrated wall and of a zenithal projection. 
Users can autonomously launch three video-stories – co-existing and 
interweaving on the wall – which are integrated by further elements 
from a fourth video.
The control panel of the installation is a shelf hosting three different tile 
samples, each of which is marked by a RFID tag. Moving the tiles on a 
specific RFID reader area on the shelf launches the selected story and 
its zenithal projection onto the wall.
Sound design elements supporting the video make the storytelling 
more engaging and comprehensible to the user.

Year: 2017
Commissioned by: Porcelaingres
Development: Openframeworks. 
Hardware/software system: 
RFID tag and Arduino chip with 
embedded RFID reader
Illustration: Colette Baraldi
Animation: Alex Lomarco
Link: fusefactory.it/en/projects/urban-
house-storytelling/

Installation

https://www.fusefactory.it/en/projects/urban-house-storytelling/
https://www.fusefactory.it/en/projects/urban-house-storytelling/


Year: 2018
Commissioned by: Porcelaingres
Development: Max/Msp, After Effects.
Hardware/software system:
pellicola capacitiva multitouch
Technical Service: Lorri Media Service, 
Corepixx
Link: 
fusefactory.it/en/projects/color-voices/

Color Voices
Installation

Color voices is an interactive audio installation created on the occasion 
of Cersaie 2018 to communicate the innovation of the new large format 
printing technology on ceramic slabs. The installation turns the sensory 
paradigm of color upside down: sound becomes the main instrument 
for communicating an image, transforming each color into a musical 
poem. An image generated with the software Max / MSP put the focus 
both on the large format, given by the 9sqm printing surface, and on the 
color rendering, concentrating in the central part of the surface a single 
colored portion of the image, surrounded by a black and white print. 
The central portion of the image is made interactive thanks to the use 
of a MultiTouch capacitive film placed on the back of the slab, able to 
detect the contact on the opposite surface. Like a voice, the tone and 
tonality of each color are designed to express the unique personality of 
each color and its shades, which influence the sound tone according to 
the chromatic brightness. The compositions that arise from each inter-
action change with the nuances of color touched, the type of contact 
on the plate, whether continuous or punctual, and the number of peo-
ple interacting on it.

https://www.fusefactory.it/projects/color-voices/
https://www.fusefactory.it/en/projects/color-voices/


Everything in Existence

Everything in Existence was the first solo exhibition by fuse* in the Unit-
ed States that took place at ARTECHOUSE in Washington DC from Janu-
ary 17th till March 10th 2019. Over the past ten years, the studio worked 
to imagine new modes of expression at the confluence of art, science, 
and technological research, creating new languages to reveal our hu-
man nature and create unique experiences that give audiences a sense 
of common ground and participation. Everything in Existence traces 
a line that highlights the evolution of the studio’s practice, presenting 
four multimedia installations that invite audiences to experience dif-
ferent perceptions of reality and new perspectives that are designed to 
remind us that we are all part of something bigger. The exhibition is 
inspired by the notion of interconnectedness, the belief that we are all 
part of everything in existence. 

Year: 2019
Production: fuse*
Art Direction, Executive Production: 
Mattia Carretti, Luca Camellini
Concept: Mattia Carretti
Performer, Choreographer: 
Elena Annovi
Software Supervision: Luca Camellini
Software: Matteo Mestucci, Samuel 
Pietri, Matteo Salsi
Sound Design: Riccardo Bazzoni
Hardware Design: Matteo Mestucci
Production Management: 
Filippo Aldovini
Support for Concept Development: 
Giulia Caselli

Solo exhibition

Trailer: vimeo.com/323152271

https://vimeo.com/323152271


Falin Mynd is an audiovisual installation dedicated to the city of Milan 
that draws inspiration from the concept of the latent image in the pho-
tographic field: an invisible imprint left by the light on the film that is 
revealed only after its development. Similarly, the data generated by 
the inhabitants and visitors of the city of Milan produce abstract dig-
ital landscapes, leaving a trace from their analysis and interpretation 
in real-time. In this way, the work makes visible the indissoluble bond 
between individual and community, highlighting how the two entities 
influence one another changing the perception of the reality surround-
ing us made of places, people, colors, and sensations. The data thus 
constitute an invisible image of the city, a map of what is not mani-
fest and which is revealed in Falin Mynd. The development of the in-
stallation starts with the analysis of data related to the city of Milan. In 
particular, we took into consideration a layer of information contained 
on Twitter in a similar way to that explored in Amygdala. Each cycle 
analyzes the tweets published in Milan, and each of them is assigned 
a geotag and an emotional value, a positivity/negativity index of the 
content obtained through a semantic analysis of the text. The analyzed 
tweets are then organized into clusters and displayed on the generated 
map based on the geolocated position and colored according to their 
emotional impact.

Year: 2020
Production: fuse*
Art Direction, Executive Production: 
Mattia Carretti, Luca Camellini
Concept: Mattia Carretti, Luca Camellini, 
Samuel Pietri, Riccardo Bazzoni
Software Artists: Luca Camellini
Samuel Pietri
Sound Design: Riccardo Bazzoni
Hardware Engineering: Matteo Mestucci
First Commision: 
MEET Digital Culture Center

Falin Mynd

Trailer: vimeo.com/falinmynd

AV Installation

http://vimeo.com/falinmynd


Multiverse

During the last century, several hypotheses have been formulated in-
volving the nature of our universe. Some theories lead to presume the 
existence of a multiverse: a system composed of an infinite number of 
universes that coexist simultaneously outside of our space-time.

Multiverse is an audio-visual installation that draws inspiration from 
these concepts and, through the creation of a sequence of digital paint-
ings, generated in real-time, attempts to represent the eternal birth and 
death of infinite parallel universes. The concept of eternity and the idea 
of infinity are translated also with the modality in which the visitor and 
the artwork interact with each other.
The installation consists of a vertical projection of 7.5 meters high 
and two large mirroring surfaces that generate an infinite reflection 
of the image towards the sky and the center of the earth. The goal is 
to increase the perception of reality by giving the impression that the 
installation is going beyond the physical walls projecting itself into a 
boundless space.

AV Installation

Year: 2018
Production: fuse*, 
BDC – Bonanni Del Rio Catalog
Art Direction, Executive Production: 
Mattia Carretti, Luca Camellini
Concept: Mattia Carretti, Luca Camellini, 
Samuel Pietri, Riccardo Bazzoni
Software: Luca Camellini, Samuel Pietri
Sound Design: Riccardo Bazzoni
Hardware Engineering: Matteo Mestucci
Setting: Fiera Srl
Video Report: Matteo Torsani
Photo Report: Emmanuele Coltellacci

Trailer https://vimeo.com/205071534



Mimesis is a large scale installation which takes inspiration from the 
biological evolution of life on the planet while investigating the influ-
ence that anthropic action has on earth. It wants to explore our posi-
tive vision towards what can be preserved, changed or improved in our 
ecosystem and the consequences of our practices on different habitats. 
Since the beginning of our history, we as humans have tried to imitate 
and reproduce aspects of reality in order to create a meaningful repre-
sentation of everything that surrounds us. How can we represent the 
scenario that is ahead of us, our future planet? Through this work we try 
to reveal how the future will be influenced by the way we interact with 
the environment. In order to do this we created a generative system 
which collects and elaborates data from the local environment where 
the installation is staged. These data constantly affect the visual and 
sonic outcome creating an audio-visual generalization of the future en-
vironment that we’ll inhabit.
This concept is not understood just in the mere sense of reproduction 
or illusory image of nature but rather as a manifestation. Thanks to the 
real-time interaction of data from atmospheric measurement, nature 
appears in the digital image to be intensified in its processuality and 
unpredictability. Thus, Mimesis not only gives back an unprecedented 
knowledge of the aspects of nature that usually escape the vision, but 
also increases awareness of the effects of human action on the envi-
ronment.

Year: 2020
Production: fuse*
First Commission: JL Design
Art Direction: Mattia Carretti,
Luca Camellini
Concept: Mattia Carretti, Luca Camellini, 
Samuel Pietri, Riccardo Bazzoni
Software Artists: Luca Camellini
Samuel Pietri
Sound Design: Riccardo Bazzoni
Hardware Engineering: Matteo Mestucci
Support to Concept Writing: 
Saverio Macrì

Mimesis
AV Installation

Trailer: vimeo.com/mimesis

https://vimeo.com/405482973


Artificial Botany seeks to explore the latent expressive capacity of bo-
tanical illustrations through the use of machine learning algorithms.

Public domain archive images of illustrations by the greatest artists of 
the genre such as Maria Sibylla Merian, Pierre-Joseph Redoutè, Anne 
Pratt, Mariann North, and Ernst Haeckel were collected. These illustra-
tions have become the learning material for a particular machine learn-
ing system called GAN (Generative Adversarial Network), which through 
a training phase is able to recreate new artificial images with morpho-
logical elements extremely similar to the images of inspiration but with 
details and features that seem to bring out a real human representa-
tion. The machine in this sense re-elaborates the content by creating a 
new language, capturing the information and artistic qualities of man 
and nature.

The text underlying each artwork is generated by the exploitation of an-
other neural network algorithm. This type of system is called “image to 
text translation” and while commonly it’s used to classify images, here 
it has been tested by asking it to recognize other artificial-generated 
images frame by frame.

Artificial Botany
AV Installation

Trailer: vimeo.com/394932646

Year: 2019
Production: fuse*
Art Direction, Executive Production: 
Mattia Carretti, Luca Camellini
Concept: Mattia Carretti, Samuel Pietri
Software: Samuel Pietri
Sound Design: Riccardo Bazzoni

https://vimeo.com/394932646


DÖKK

Dökk, the new live-media performance developed by fuse* and the fol-
low-up of Ljós, will be premiered in autumn 2017 after an intense resi-
dency program at La Corte Ospitale.
Dökk is a journey throughout a sequence of digital landscapes where 
the perception of space and time is altered. Throughout this journey, 
the performer’s experience is deeply interconnected to everything in 
the world surrounding her. In order to represent this concept of interde-
pendence, a system has been created which processes real-time data 
from biometric and movement sensors (worn by the performer and 
placed on the stage) together with data coming from social networks. 
These data contribute to modify both the digital landscapes and the 
soundscapes of the performance.
Every time the performance is staged, the system analyzes in real time 
the messages that people from all over the world share on social net-
works, inferring the emotional state through a sentiment analysis algo-
rithm (the same algorithm that has been used for the installation Amyg-
dala. These data, together with the performer’s biometric data, make 
the performance different every time it is staged.

Live Performance 
50 min.

Year: 2017
Production: fuse*
Art Direction, Executive Production: 
Mattia Carretti, Luca Camellini
Concept: Mattia Carretti
Performer, Choreographer: 
Elena Annovi
Software Supervision: Luca Camellini
Software: Paolo Bonacini, Matteo 
Mestucci, Samuel Pietri
Sound Design: Riccardo Bazzoni
Hardware Design: Matteo Mestucci
Production Management: 
Filippo Aldovini
Support for Concept Development: 
Giulia Caselli
Scientific Consultant: 
Margherita Carretti

Trailer: vimeo.com/205071534



Year: 2019 
Production: Kingway Live Events
Art Direction, Executive Production: 
Mattia Carretti, Luca Camellini
Concept: Mattia Carretti, Luca Camellini, 
Matteo William Salsi
Performer, Choreographer: Elena Annovi
Software Supervision: Luca Camellini
Software Artists: Luca Camellini, Matteo 
William Salsi, Samuel Pietri
Sound Design: Riccardo Bazzoni
Hardware Engineering: Matteo Mestucci
Project Management: Sozo Artists
Robot Animation: AndyRobot
Photo Report: Kingway Live Events

2047 Apologue
Live Performance
8 min.

Trailer: vimeo.com/377107188

In September 2019, the National Center for the Performing Arts (NCPA) 
in Beijing hosted the third edition of “2047 Apologue”, a show created 
by Chinese director and visionary Zhang Yimou. The director extends 
the traditional form of stage performance, combining Chinese folk art 
with modern technologies. The show consists of seven acts, each led 
by an international team in collaboration with performers belonging 
to Chinese cultural heritage. fuse* was commissioned to create and di-
rect a Live Media Performance integrating Hua’er music, contemporary 
dance, a holographic projection system and two robotic arms in collab-
oration with AndyRobot - a robotic animation studio. 
The soundtrack is a Hua’er chant, folk music popular in the Northwest-
ern Chinese provinces and named to the Representative List of the In-
tangible Cultural Heritage of Humanity by UNESCO in 2009. It is from 
the musical dynamics and the themes treated in the piece that the 
performance took shape. The lyrics, written by Zhang, contain symbol-
ic elements of Chinese culture: the light of the sun and the moon, the 
incessant passing of time, the flow of rivers. In several ancient cultures, 
including the Chinese, the image of the river has often been compared 
to that of the celestial vault: the Milky Way was considered a celestial 
counterpart to the main waterways. This parallelism between earthly 
flows and astral movements has become one of the keys to the devel-
opment of the project.



CLIENTS

AWARDS

2020 - Red Dot Award - Multiverse
2020 - CODAawards Merit Winner - Multiverse 

2019 - Wu Guanzhong Art and Science Innovation Award - Multiverse
2019 - Digital Design Award, Installations - Multiverse

2019 - Digital Design Award, Sound Design - Multiverse
2019 - German Design Award Special Mention - Dökk

2017 - Digital Design Award, Sound Design - Dökk
2017 - Japan Media Arts Festival, Jury Selections Art Division - AMYGDALA

2011 - Celeste Prize, Best Live Media Performance - N4.0
2010 - Celeste Prize, Best Live Media Performance - Corpo Elettrico

2010 - Digital Graffiti, Most Innovative Installation - N3.0

PUBBLICATIONS

2020 - Occulto Magazine - Artificial Botany 
2020 - La Lettura del Corriere della Sera - Falin Mynd 

2020 - Japanese OpenFrameworks - Multiverse
2019 - AS-Helix: The Integration of Art and Science in the Age of AI - Multiverse

2017 - Artfutura - Dökk 
2017 - 20th Japan Media Arts Festival, Jury Selections Art Division - AMYGDALA

2014 - Light Works Experimental Projection Mapping, Francesco Murano 
2011  - Celeste Prize Catalogue 
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