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Abstract 
This paper covers the range of use of augmented reality (AR) technology, particularly in 

engaging social interaction and content within the field of art. With its rapid development, 
augmented reality technology has now begun to become integrated with art to give viewers 
an experience that would otherwise not be possible. It layers a combination of virtual 
information, image alterations, and situations to change the viewers’ perception of their 
space. This is often achieved through an external device, but can also be achieved without 
one. With the ability to transform any place, object, or person as a way of interaction and 
communication, augmented reality presents new opportunities within various fields. 
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Introduction 

Augmented Reality, as defined by Wikipedia, is a “technology that superimposes a 
computer-generated image on a user’s view of the real world, thus providing a composite 
view.” In other words, it is a view of the physical world, in which it contains augmented 
elements such as video, audio, graphics, or GPS data. Its applications can be seen across 
many industries, from archaeology to military to navigation and gaming. The goal of 
augmented reality is to enhance the users current perspective of the real world, which is 
accomplished through the act of it being viewed in real time. 

Augmented reality uses markers, in various ways, as a means to place the augmented 
graphics, audio, video, sound or GPS data. These markers can be in the form of images, 
words, structures, movements, etc… They are identified as a marker, and when the 
technology is placed in front of it, it modifies the apparent reality into something that is not 
really so.  

Apart from the technological aspect, augmented reality brings up the debate of public 
versus private space, as continuously illustrated below. As of right now, the technology can 
be implemented anywhere that an artist can get access to. Once a marker has been set, a 
third party cannot remove the work. It can only be removed or modified by the original artist. 
This makes the medium of using augmented reality appealing, because there is no way for it 
be censored.  
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Surrealism  

Surrealism was a movement founded in Paris by a small group of writers and artists in 
the mid 1920s that “sought to channel the unconscious as a means to unlock the power of the 
imagination.” When talking about augmented reality it is important to consider what had 
existed before the 
technology was widely 
available. Surrealists were 
interested in changing the 
way the viewer perceived 
reality. This was primarily 
done through presenting a 
reality we all know to be 
true, and then warping it 
into something that was 
foreign. This is most clear 
through the works of Salvador Dali and Rene Magritte, in which they created realities that 
were changed, overlapped, and altered. However, it is also present in other surrealist works.  
They did this by presenting reality, as we know it, and then adding a characteristic that is not 
apart of that reality. Surrealism can be helpful in identifying certain characteristics that are 
present in the use of augmented reality today.  

With the ability to anticipate the nature of future society through creativity while 
identifying our current societal values, surrealism allows for a foundation in comprehending 
augmented reality and it’s many uses today. The surrealist movement could be considered a 
key turning point in our obsession with blurring the lines between what is reality and what is 
not. It allowed us to consider the possibility that our reality may not be what we had 
previously thought it to be.  

 
 

Guerilla Exhibitions  

Working with augmented reality technology presents the potential in changing the way 
public space is viewed and interacted within. Overlaying digital content with the physical 
world is supported through the fact that it has a way of being projected into the physical 
world. Without this characteristic, it would simply be a virtual world in which interaction would 
be limited. The act of overlaying digital content, allows users to compose and collaborate, as 
seen with the Ingress Field Art below, on new realities that are built upon the old.  

Salvador Dali, The Elephants, 1948. Rene Magrite, Golconda, 1953. 
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Having artwork displayed at the Museum of Modern Art (MoMA) in New York City, can 
be considered a milestone in an artists career. Unfortunately, it is extremely difficult to 
accomplish this. In October 2010, artists Sander Veenhof and Mark Skwarek staged an AR 
takeover in the MoMA, without their prior consent or knowledge, as part of the Conflux 
Psychogeoraphy festival. Visitors downloaded the AR application onto their mobile devices 
and were able to be apart of a virtual exhibition that included adding a seventh floor to the 
museum.  

Similarly, in 2013, Adam H. Weinhart was interested in showing the early work of 
choreographer Ted Shawn. His work was previously donated to the museum in the 1940s, 
but later given away by the museum. Weinhart proposed an exhibition idea to the museum on 
the subject of Ted Shawn’s work but was denied. This is due to the fact that, at the time, the 
level of choreography wasn’t something that could easily be displayed in a museum setting, 
apart from presenting it on a television on continuous loop. Using an AR application, Weinhart 
was able to display Shawn’s choreography at particular permanent features of the museum 
as a tribute to the late choreographer.  

These two examples are noteworthy, because they display how even though the 
museum was resistant towards their work, they were still able to display it. It also brings up 
the question and the rights of whether an artist can exhibit freely in public and private spaces. 
It will be difficult for museum officials, among others, to monitor and prevent these pieces of 
art when the artist can simply move or modify them at any time. It is also interesting to note 
that museums, the Acropolis in Athens, Greece and the Cité de l’Espace in Toulouse, France, 
are slowly becoming more open to the use of AR technology as a way to guide and tell stories 
to visitors.  

 
 
 

Games & Advertising  

Augmented Reality technology has primarily been used in games and advertising, for 
various reasons. One being that it was easier for these industries to integrate and adapt the 
technology as a way of natural progression towards making the user experience more 
integrated. A second reason for the accepted integration of this technology is that games 
already exist in a virtual world, so adding a more interactive and interesting layer to enhance 
the experience would easily be pursued. 

AR games, such as Google's Ingress, a game in which players are apart of one of the 
two factions and must protect their ‘portals’, usually in the form of a landmark, from the 
opposing team, has amassed a large player base. Ingress uses geo-location to determine 
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your location, and then augments the surrounding area, displaying the portals, on your 
Android or iOS device. Additionally, it is being used as a way to question what is public or 
private space. On the intel map, members of either factions are able to place portals where 
they may not be able to in real life.  

What’s interesting about this is that the players, 
from opposing factions have decided to stop attacking 
each other temporarily to create different forms of art; the 
largest being last year in London that was 2 miles long. 
This may seem like a task that is easily accomplished, 
but in fact it’s quite difficult. Having hundreds of 
thousands of players agree to cooperate and contribute 
the creation of apiece can be daunting. One blue faction 
member attacking a green faction member’s portal could 
result in completely destroying entire look of the piece.  
 Advertising has also been very responsive to AR 
technology. This is primarily because consumers are 
bombarded with so many messages a day, that it was 
necessary for them to implement and test ways in which 
the messages could be delivered in an interesting 
manner. The strategy for the campaign was that the 
discovery of a no sugar drink that still has maximum cola 
taste is "unbelievable.” So Pepsi collaborated with AMV 
BBDO in order to create various unbelievable feats and experiences. Pepsi installed a clear, 
real time display panel, where advertisements are usually placed at a bus shelter. This 
allowed them to display scenarios that transported the commuter into an “unbelievable” 
environment. UFOs flying above, octopus tentacles reaching out to grab pedestrians, and 
comets crashing into the pavement, among other occurrences, were displayed through this 
real time feed. Could this campaign perhaps be the future of advertising? If so, how would 
we, as consumers, be able to tell apart reality from augmented unless it was done in an over 
the top way such as this one? As cool as this technology is, these are interesting questions to 
consider, because is the technology progresses it can easily develop into something that 
extremely seamless with our realities.  

 

 

Ingress players, Ingress Field Art, 2013 
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Activism 

While previous works, such as the MoMA guerilla exhibitions, could be considered a 
form of activism, they aren’t as extreme as some other forms of augmented reality 
approaches to activism. Artists using augmented reality, use it as an additional layer to 
change the current reality. Through this they are able to visualize social and economic 
concerns, problems, or ideas.  

During the 2011 Occupy 
Wall Street movement, a 
group of artists decided to 
stage an augmented reality 
intervention, in conjunction 
with the original movement, as 
a way of informing the public 
and displaying the 
corruptness of Wall Street. 
Protesters were not allowed to 
protest on Wall Street, due to 
erected barricades and 
increased police numbers, 
instead being forced blocks 
away to Zuccotti Park. The aim was to digitally reclaim the space that was made inaccessibly 
to the protestors in the physical world. #arOCCUPYWALLSTREET takes the protest to the 
heart of the financial district, displaying augments across the entire financial district. Mark 
Skwarek’s ProtestAR placed life sized people, complete with posters, protesting the social 
injustices of Wall Street.  

 The use of augmented reality to reimagine existing spaces, or to reveal the suppressed 
truth beneath them is powerful, because it cannot be censored. Currently, police cannot take 
down a piece or hide it from the public’s eyes. This opens up a range of opportunities for 
augmented reality to be used through activism. 

 

Hardware or lack thereof 

At this stage in the development of augmented reality, some form of hardware is a 
given. Usually it is not something that can be done away with, because it is needed in order 
to overlay the digital with the physical world. Ranging from iPhones to glasses, they can 

Mark Skwarek, ProtestAR, 2011 



 

PARSONS PARIS FALL 2014 - ARACELI GONZALEZ  9 

become cumbersome, mostly due to the fact that they haven’t been seamlessly integrated 
yet. As of right now, Google Glass may be the closest to achieving integration, however it 
lacks the realisticness and power of Oculus. Perhaps this is why the adoption of augmented 
reality has been slowly growing, rather than exploding. The necessity for a particular piece of, 
usually expensive, hardware prevents everyday people from getting to experience this.  

Jeremey Baily, a popular Canadian new media artist, often works with augmented 
reality technology on the body, which is visible 
through his YouTube videos. In The Future of 
Television, he depicts a future way in which 
television will be viewed. Similar to an 
accessory, he claims that it will be something 
that is to be worn on the body. The concept, 
pictured to the left, shows him wearing three 
different channels at the same time: his wife’s 
mouth, the American flag, and a flame. 
Throughout the video he easily changes the 

channels through simple facial gestures, for 
example smiling. This allows him to have 

complete control over what is being projected onto his face and in the viewing eye of others.  
Considering this as the future of augmented reality may not be too crazy, due to the fact 

that technology rapidly progresses.  The hands free and lack of hardware make it a viable 
alternative in the future as well as a form of expression through the use of augmented reality.  

 
 

Conclusion 

Through the various examples in this paper, it has been illustrated how augmented 
reality is rapidly developing, slowly, but surely bleeding the digital into the physical world. I 
think that it’s very interesting how augmented reality has progressed, with and without the use 
of technology. Where augmented reality will go in the future, no one knows, but the 
continuation of using it as a means of a second layer of unrestricted information opens up 
many promising possibilities. The question is not if it will get there—because it will—but more 
so will we be ready for it?  
  

Jeremy Bailey, The Future of Television, 2012 
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