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ABSTRACT: The rise of digital tools is resulting in disruptive changes in the 

fields of culture, media, and visual arts. On this premise, the EVA conference net-

work, including the Berlin edition, was originally established, and provides to this 

day a significant contribution in the field of digital tools applications in the arts. 

This study, conducted at the Chair of Architecture and Visualisation at Brandenburg 

University of Technology (BTU), whose field of expertise is the influence of digital 

tools on the creative process, builds upon the foundations offered by the EVA con-

ference network and aims to expand its core elements of digitality, art and culture. 

The goal is to further enhance the EVA conference framework by means of provid-

ing a set of practical solutions (digital and physical) based on the teaching activities 

and the proposals of the Chair’s students. The EVA Conference Berlin offers a case 

study in which the expertise of the Chair – digitalisation and architecture – meets 

the conference's requirements, offering a portfolio of practical solutions applicable 

to future editions. We later collected and analysed the students' proposals to struc-

ture them into different sub-topics: visual identity, graphics and layout of the con-

ference proceedings and website, design of the conference location, user experience 

and the organisation of other parallel events to be organised during the conference, 

such as exhibitions. The Greek and Roman Plaster Cast Collection in Berlin was 

proposed to the students as potential conference location. The results were later 

discussed with the conference partners, Fraunhofer Heinrich-Hertz-Institut and Ge-

sellschaft von Freunden des Heinrich-Hertz-Instituts e.V., as well as with the EVA 

conference network and with the Greek and Roman Plaster Cast Collection, with 

the aim of implementing the analysis’ results in the next conference edition. 
 

1. INTRODUCTION 

The EVA conferences are an international 

network dealing with museology, art and media 

studies, computer science, curatorial practice, 

cultural management, archival science and 

digital humanities. Since the 2023 edition, the 

Chair of Architecture and Visualisation at 

Brandenburg University of Technology (BTU) 

has been the organising institution of the 

Berlin’s edition. For the 2025 edition, the Chair 

has committed to using its expertise in digitality 

and creativity to develop a portfolio of 

proposals for future editions of the conference 

within a series of teaching seminars. The Chair 

has also committed to testing digital tools, 

develop and improve a visual identity and 

critically discuss the results of the analysis in an 

academic context, with the aim to provide 

innovative and creative solutions for cultural 

engagement.  The results are then to be 

discussed with the international partners in the 

EVA Conference network to potentially 

implement them in future editions. These tasks 

were developed during the winter semester of 

2024–25 as part of the teaching activities for 

Bachelor's and Master's students at the Faculty 

of Architecture at Brandenburg University of 

Technology, in preparation for the EVA 

Conference 2025 in Berlin. 

Our work is based on the following theoretical 

premises. Digitalisation and artificial 

intelligence (AI) have brought epoch-making 

breakthroughs in the cultural field. In parallel, 

creativity and its visual expression have always 

been linked to technical achievements and 

critical reflection on them. Taking architecture 

as an example, this link can be seen from 

ancient treatises to the present day with 

connections to art, literature and philosophy, 

and is also evident in creative programming and 

AI prompting. Technological improvements 

that facilitate creative projects have already 
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marked several turning points in recent decades, 

including the advent of photography, film, 

computers, drawing programmes and digital 

images. These developments have led to 

profound reflections on topics such as 

technological reproducibility [1] on the medium 

[2] and on many other specific topics such as 

new media in Art History [3] and Digital 

Architecture [4].  

We contribute to this theoretical framework by 

means of providing practical solutions for a 

cultural event, the EVA conference Berlin, 

traditionally focused on the link between Art 

and Technogy, developing a portfolio of design 

solutions which focus on the technical solutions 

and their creative implications. Our exercise 

aims at enhancing the EVA Conference 

message and user experience by means of a 

coherent and captivating  conference setup.  

To this end, we invited the Chair’s students to 

reflect upon the interpretation of the digital tool 

as media that allow the creative expression to 

occur. The students are prompted to use state-

of-the-art digital tools (AI, VR, diverse 

softwares) to explore and design creative 

solutions as well as to test their potential and 

limitations. 

As for the EVA conference, we provide a set of 

proposals for digital solutions for its 

organisation such as visual identity, user 

experience and accessibility. The results cover 

a wide range of solutions for graphics and 

layout for conference proceedings and the 

website, as well as design proposals for the 

location and other events to be organised during 

the conference. These solutions are ready to be 

used for the next edition, starting from 2026. 

2. METODOLOGY 

For our case study, we chose the Greek and 

Roman Plaster Cast Collection in Berlin. The 

collection is part of the Freie Universität Berlin 

and is also used for teaching and research 

purposes. It contains casts of Greek and Roman 

sculptures dating from the 3rd millennium BCE 

to around 500 CE. A permanent exhibition is on 

display, and a variety of special exhibitions are 

organised there, ranging from modern art to 

theatre performances and lectures. The 

uniqueness of this ancient collection and the 

peculiarity of the collection’s physical space 

may seem antithetical to a conference dealing 

with digitality. This, on the contrary, offers a 

wide range of possible strategies for hosting a 

conference on new technologies, linking them 

with the museum institution and using it as a 

case for studying ancient art.  

As a first step we defined the conference 

identity and the topics to be covered. The 

conference addresses the ongoing disruptive 

changes in culture and digitality, such as the rise 

of artificial intelligence, digital projects in the 

cultural sector, web-based research and 

communication collaborations, information 

technology and multimedia services for 

libraries, archives, museums and performing 

arts institutions. Students were asked to form 

groups and study the location and conference 

format from the digital and logistical 

perspective. 

As part of the university course, we developed 

a series of assignments dealing with project 

proposal for both physical and digital 

dimensions of the event. The solutions provided 

by the students took the form of project 

proposals, which we then analysed to identify 

some cross-cutting topics that can be applied to 

future conference’s editions. These include a 

visual identity package, a website, a layout for 

conference proceedings, brochures and 

conference poster, communication banners (e.g. 

for announcements and information or as a 

social media strategy), a physical layout for the 

conference in a museum context and a series of 

activities that could take place during the 

conference, such as exhibitions, aimed at 

connecting the digital realm with the conference 

location. Specifically, these topics were 

explored through 3D modelling software, 

renderings, AI tools and digital software for 

creative projects, as well as mixed techniques of 

representation and design, such as sketches, 

collages, layouts and videos. 

The challenges posed by the rise of AI 

softwares push us to experiment with the full 

potential of digital tools. Our contribution to the 

assessment of their potential in creative projects 

involves testing them in the light of well-

established design and communication 

practices. We start from the premise that a 

critical and comprehensive vision of the cultural 

field is just as important as mastering any new 

technology, which ultimately aims to be used 

professionally and creatively: The three 

dimensions (technology, applicability in a 

professional setting, and creativity) are fully 

represented by the case study offered by the 

organisation of the EVA conference. 
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3. RESULTS 

This section provides an overview and evalua-

tion of the project proposals. From a practical 

perspective, a recurring topic in the course's de-

bates was, that the visual identity should be ap-

plied in digital format and conveyed through the 

conference's physical format, for example by 

creating a visual image within the city with sup-

portive graphics. Therefore, the digital layout 

(e.g. of the website) and the conference graphics 

could be designed using the same framework. 

The results highlight that the website is a key 

feature and that it should move beyond the ac-

tual transitional state until it is truly captivating. 

First trials were conducted on variations of the 

conference logo. Different concepts involved 

the geometric stylisation of the logo, with the 

aim of creating a common thread between the 

various international editions of the conference, 

as well as exploring colours that characterise the 

Berlin edition, with possible complementary 

and contrasting tones. 

As for the online digital sections, the design 

proposals aim to implement various types of 

content that can be accessed via the website. 

These would introduce the conference topics 

and serve as a showcase for the scientific con-

tributions and publications of the conference, as 

well as providing an interactive digital model of 

the conference venue with information on the 

spaces and programme. 

Digital animations demonstrating the current 

capabilities of technological tools would ex-

pand the scope of the conference, enabling it to 

host visual installations by artists whose work 

may not align with the scientific format of pa-

pers. Furthermore, one of the prerequisites for 

the website section is to integrate archives from 

past editions.  

Further inspiration emerged regarding the po-

tential of VR/AR digital realities to support the 

conference by combining online digital content 

with the conference itself in a new physical set-

ting based on the museum's features. This could 

ultimately break down the divide between the 

real and virtual worlds, offering a format that 

can be accessed remotely where digital environ-

ments and the host city merge. For example, this 

could enable historical reconstructions to be ac-

cessed digitally (in person and remotely) via VR 

technology and metaverse-based platforms. 

Another focus is establishing a connection be-

tween classical art – exemplified by the Cast 

Collection as a venue – and digital technologies 

as a tool for reinterpretation. This could involve 

geometric abstraction or pixel art to recall an 

early technological repertoire or the digital im-

plementation of exhibited museum artworks. 

Regarding the application of artificial intelli-

gence-based software for creating digital im-

ages, the idea of generating visuals was investi-

gated during the project. The aim was to test and 

report on the progress of AI image generators 

using different techniques and the topics and in-

formation of the conference as prompts. 

Finally, but equally importantly, the issue of in-

clusion in relation to digital technology was ad-

dressed. From a technical standpoint, digital 

tools can help to overcome physical barriers. 

However, the visual aspect of new technologies 

should not be underestimated, particularly in to-

day's image-driven society. In terms of visual 

identity, potential additions to consider for fu-

ture editions were highlighted, such as the se-

lection of colours and text size, and the integra-

tion of automatic text-to-speech tools with mul-

tilingual translation. In terms of physical reali-

sation, digital installations could incorporate a 

sensory layer involving touch (through digital 

fabrication) or hearing (through audio material 

activated by spatial localisation), enabling users 

to move between spaces and experience the 

content. 

4. CONCLUSION 

This paper presents a comprehensive 

exploration of how digital tools could be used 

to enhance the key message of the EVA 

Conference series, which focuses on the 

electronic Visualisation and the Arts, 

considering both organisational and user 

experience factors. The Greek and Roman 

Plaster Cast Collection in Berlin was used as a 

case study to highlight the challenges and 

opportunities of incorporating digital 

advancements into traditional cultural 

environments.  

The results demonstrate that combining digital 

and physical formats, such as creating a 

cohesive visual identity, an interactive website 

and VR/AR elements, can significantly improve 

accessibility, engagement and the conference's 

impact. The development of a digital contents 

integrating multimedia and interactive elements 

provides a compelling example of how new 

technologies can enhance the presentation and 

dissemination of academic and artistic 

contributions. 

In addition, we highlight the importance of 

using digital tools to bridge the gap between 

physical spaces and virtual environments. The 
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integration of VR-based elements and AI-

generated visuals introduces new ways of 

experiencing exhibitions, transforming the 

conference into a dynamic environment that 

fosters the exchange of diverse expertise. 

A key takeaway from this teaching project is the 

crucial role of inclusivity in designing and 

implementing digital solutions. Additionally, 

future editions of the conference could benefit 

from expanding the sensory experience using 

digital tools to not only communicate visually, 

but also engage users through touch and sound. 

In conclusion, the solutions proposed for the 

2025 edition of the EVA Conference offer an 

exciting blueprint for future digital-age 

conferences. They exemplify how 

interdisciplinary collaboration between 

academia, design and technology can create 

innovative solutions that respond to the 

challenges of the digital era and push the 

boundaries of cultural engagement and 

creativity.  

The lessons learnt here provide valuable 

insights for future editions of the EVA 

Conference and are discussed within the 

organising partners. The outcomes of this study 

also contribute to the debate within the EVA 

conference network about the evolving role of 

digital tools in cultural and academic spaces. 

Possible further research developments would 

be the involvement of students in the practical 

realisation of the proposals concerning visual 

identity, proceedings and graphics, websites, 

exhibitions and other activities, physical layout, 

digitality and accessibility. 
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