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Dreams are powerful. They are repositories of our desire. 
They animate the entertainment industry and drive 
consumption. They can blind people to reality and provide 
cover for political horror. But they can also inspire us to 
imagine that things could be radically different that they 
are today, and then believe we can progress toward that 
imaginary world.

“

Stephen Duncombe, Dream: RE-imaging Progressive 
Politics in an Age of Fantasy (2007)
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The world is transitioning, bringing change to our world and society 
in numerous of ways. New technologies disrupt our current way of 
living, altering the future in manner of seconds. Adapting to these 
futures means CHANGING ourselves. We need to RE-IMAGINE the 
future. Putting people in imaginative, other dimensional, possible 
futures creates opportunities to discuss new values. These values 
result from emotions and Feelings. ART is feeling; we produce art to 
express these feelings; we look at art to absorb these Feelings; anger, 
fear, love, peace, joy. ART is social change; speaking to these feelings 
and ignite simple questions inside the individuals mind; Why? How? 
What? Seriously? Really? This is stupid. This is great. This could be 
DIFFERENT! We believe these small Thoughts are the catalyst for social 
change, creating a thinking world by confronting people with their own 
imagination.

Fiction and art go together like peanut butter and jelly. Art is known 
for confronting the viewer with alternate ideas, putting them in other 
worlds using fiction. One thing art is not very good at, is accepting 
TECHNOLOGY. But we believe that IMMERSIVE TECHNOLOGIES can 
enhance the feeling behind art. In this manifesto we explore a new 
technology to create a bridge between the real and the unreal and 
expand on the Reality-Virtuality continuum. Simulated Reality (SR) 
introduces virtuality in the reality,  and creates sudden portals to other 
worlds! This manifesto is a work in progress and specific to SR, so get 
inspired and experiment yourself. Be an SR Activist!

BETWEEN REALITY 
AND UNREALITY







01. ON MATERIAL





WE INVADE REALITY WITH A GLIMPSE TOWARDS 
THE UNREAL
We as people perceive things daily in 3D, so why should we be satisfied with 
seeing virtual things in 2D? We think three dimensional, so we should also be 
confronted using three dimensions! Simulated Reality is a form of an immersive 
technology, sitting just in between Virtual Reality and Augmented Reality 
relieving the tension between the virtual and real. In this space we choose 
to create. In this information age, Screens are no longer Borders. With SR we 
enhance the real, the part of the whole, creating new materials to shape the 
material world in a dialogue between imagination and the physical.
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UNEXPECTED ENCOUNTERS
We HATE to put things on our head and 
have Portable Television Goggles in front of 
our eyes. They itch and are heavy! Putting on 
these Things create expectations, lessening 
the impact of confrontations. With SR You 
get confronted with 3D without expecting 
it, bumping in on it, creating a sense of 
Magic. Technology should support the Idea 
by providing this Magic to strengthen the 
experience, and not make it too big or 
overwhelming. So art can be created that 
is not entirely in our grasp, unexpected but 
strangely related can create interesting (and 
even Phantom Physical) reactions between the 
viewer and the art piece, resulting in the most 
valuable Feelings and Thoughts. 





02. ON EXPERIENCE





“Our actual world is 
surrounded by an infinity 
of other possible worlds.’’
Lubomír Dolezel in Heterocosmica: Fiction and Possible Worlds (2000)





IMAGINATION IS POWER
Art and Technology give the unique possibility to create 
a different, Imaginary world where the viewer can travel 
towards. Real-World Rules don’t apply here, and 
curiosity is the driving factor. “What is happening here? 
What can be done here?” This world can be used in 
different ways; experimenting with the technology and the 
possibilities for aesthetics, but also as a tool for reflection 
to generate Feelings and Thoughts for artists and the 
viewer about the influence of technology and ideas on 
society.



Work by: Julius Horsthuis 
www.julius-horsthuis.com

Work by: Julius Horsthuis 
www.julius-horsthuis.com



START WITH THE INDIVIDUAL
Questioning one’s believes is an individual experience. 
With SR only one person can see the ‘real’ image while 
bystanders have an understanding of what they are 
seeing, making it personal with sudden and unexpected 
encounters. Make the experience Open-Ended by using 
simple Rules of Engagement and leave room for their 
OWN interpretation. This means that it is okay if the 
viewer does not always understand the subject of or 
engage with an artwork. Understanding the subject is 
detached from creating questions around the subject. 
DON’T TRY TO GET IT! QUESTION IT! For the creator 
this comes with new freedom to express feelings and 
ideas; use the LOGIC of the technology to make non-
logical things, exploit technological BUGS, expect the 
UNEXPECTED and BEND peoples minds.



“What the viewer does 
is to project meanings 
into the work of art, 
not any meanings but 
choices from a family of 
meanings that the work 
suggests.” 
Keith Oatley, Such stuff as dreams: the psychology of Fiction 
(2011)



03. ON SUBJECT
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GLIMPSES AND WINDOWS

Creating feelings means creating experiences. To create 
a good experience, one must identify the subject’s 
suitability for the format. SR is foremost a technology 
that rests on 3D content, so the subject must be suitable 
for 3D content and made to fit this material. Don’t 
think in the same manner as you would when creating 
VR content! The content for VR creates a complete 
environment to wander and get lost in. The content of SR 
is not limitless or a 360 view, but creates a focus point 
inside our bigger world. It is great for expressing ideas 
that do not require full virtual presence, but also presence 
in the physical world. This creates the opportunity for 
personal experiences; creating a personal window where 
no one has the same experience. Examples are, and 
these are EXAMPLES ONLY; 

•	 MIRRORING people with their own or others behaviour
•	 Looking out from a WINDOW to other possible futures
•	 Using a PORTAL to transport ones own thoughts to 

another.  

But I dare you to find other analogies!



“Ideals are not measured by whether they conform 
to reality; reality is judged by whether it lives up to 
ideals. Reason’s task is to deny that the claims of 
experience are final—and to push us to widen the 
horizon of our experience by providing ideas that 
experience ought to obey.’’
Interview with Susan Neiman, Spiked Online (2009)
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04. ON INTERACTION
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ENABLING DIALOGUE
Technology evolves art and makes it RESPONSIVE, 
enabling dialogue between the viewer and the piece. 
Interaction in SR, and so experience, comes from all 
SENSES. Input can be the viewers BODY; eyes, ears, 
hands and other body parts. Using them well creates 
Magical responses, including the idea of touching 
something Physical when it is purely Virtual. USE and 
MISUSE the senses, and trick viewers in believing this 
magical environment! 

But be wary of being too excessive with the 3D 
technology. (only if you want the user to be physically 
uncomfortable. But we don’t want that, we strive to be 
mentally uncomfortable). LESS IS MORE, don’t overuse 
the 3D effect, don’t make it too dynamic and don’t forget 
points of references in virtual space. This lessens the 
3D experience, as the viewer has to shift their focus 
too much and lose the Magic. Also use compatible 
and strong machines to avoid lag in the experience. 
REMEMBER! A bad Idea made simple does NOT equal 
Feeling. The viewer has a lot to think about, so make 
the interaction EASY and INTUITIVE. Interaction should 
compliment the Feeling. This also means that interaction 
is a choice and not forced upon the viewer to experience 
the artwork. Personal experiences are different for 
everyone. 



“Somehow these 
objects, scene, 
characters, interactions, 
and activities must 
appear “real” but gently 
signal that they are not.

Dunne and Raby in Speculative Everything: Design, Fiction and 
Social Dreaming (2013)



Their physical presence 
can locate them in our 
world whereas their 
meaning, embodied 
values, beliefs, ethics, 
dreams, hopes and fears 
belong somewhere 
else.’’



05. ON ATTITUDE





BLUR THE LINES
HOW DO WE CREATE? When creating in SR, can we 
expect the same attitude when making other (interactive) 
art? Does the classical ‘art-making’ still work? Digital 
art will grow, and become more virtual and interactive. 
Creating a speculation using SR (and other technology) 
requires other Skills. SELF-DEVELOPMENT is our goal, 
but also what we need to live by. Pick up new Skills! 
We have the Internet! Form collectives and collaborations 
with interesting Ideas and Skills. ART IS NOT MADE BY 
ONE PERSON ANYMORE. Art, technology and design 
come together when questioning current systems and 
fostering Imagination, Feelings and Thoughts. ART can 
question and create Ideas, TECHNOLOGY can support 
and elevate Ideas, DESIGN can exploit interaction to 
strengthen ideas. We need to work together and develop 
a LANGUAGE and together re-imagine the future. 





SO WHAT DO YOU 
SEE

THROUGH THIS 
WINDOW



THROUGH THIS 
WINDOW

BETWEEN REALITY 
AND UNREALITY?
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