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3.4 The films Analogue Friday 1 & 2 
Input to the films: 

• Leftover spaces, no one is there, dead spaces, [since they are] not smart 
• Go [away totally] everyway from everything, play with a rock, do something 

stupid 
• Alcohol-free zone in Toronto, no access available 
• How do you find them?  
• Tag that you take to be safe, invisibility coat is what you want, an instant dumb 

space around you 
• To be not connected, just you [a feeling of freedom] 
• Filtering of information [and of people who can access information] 
• It is illegal to protect against cell phone traffic  
• You [should be allowed to] determine what kind of information you get 
• Some time ago, you left home and had no telephone, not connected any more 
• Scramblers to prevent communication 
• Playing a sound such that you cannot hear other sounds 
• Management of information, makes life difficult, you set up filters 
• Conflict of accepting and rejecting information 
• Facebook, several issues with that, you have to administer your data 
• Full time job just to manage information, rules etc. 
• Dumb space becomes intelligent space if you do not have to do it, intuition 

exists 
• Anti-laptop campaigns in cafes, restaurants 
• I love being in a country where I do not understand all the people around me, 

private issues, easier to concentrate 
• Egypt: headset is embarrassing since you do not take part in public life 
• Japanese subway, headphone -> personal space 
• Have [access to] a place that is silent, you just hear your friend, no one else 

[and it is pleasant] 
• You decide who is in your space 
• e-diet, people pay for silence 
• Generational questions? 
• Trains, silent compartments, not knowing the language helps as well 
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Fig-11: Screenshots from Analogue Friday 1. 

Reflections on the film: 

The two films serve as examples to illustrate a movement (which may very well 
spread across social media and that can be watched without sound, e.g. on an 
interactive wall) to which people decide to subscribe because they share a need to 
reflect about the overarching techno-positivism that reigns in our society. By setting 
aside one day a week, during which no computers or digital tools are used, people 
may find an outlet to address the changes (for example, in terms of social behaviour) 
that fairly swiftly have impacted on our life patterns. Our message with the films is 
essentially to promote reflection and a critical discussion, which we expect would 
inform design and development relating to ICT innovation in Europe in a very fruitful 
way. We especially seek to address the younger generations, in which many people 
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seem to find even a thought experiment like Analogue Friday pointless or offensive, 
since they have grown up with ubiquitous ICT services. 
While this is very different to luddite communities, there are indications that similar 
initiatives may be spreading online, such as the Jomo movement (Joy of Missing 
Out); 99 Days for freedom (A Dutch project in which participants are encouraged to 
stay away from Facebook to see if they can notice a mood change); L’Isolé (a 
Parisian bar that has forbidden all social media usage, cf. Fig-10); Moment (an app 
that helps you limit and monitor your use of the mobile phone, you set the limits, and 
you will receive a warning sign). In Europe, some families have decided and agreed 
on the benefits and drawbacks of a ‘screen-free day of the week’. 

 
Fig-12: Filter, a café in downtown Washington DC, had this sign (of the times, arguably) on 

their door in December 2014. 

 

3.5 Research and development strands in Smart Collaboration 
Spaces: The Metaverse 

While some of the claims in the notes from the four themes above could be 
considered leftfield and marginal by some, there are other claims that seem to be 
part of a more middle of the road (albeit critical) research and development strand. In 
particular, the Metaverse results from the merging of all virtual worlds and places [3]. 
Human activity is ongoing at a varying degree depending on economic, technologic, 
geographic, social, and cultural circumstances in this endless and malleable space, 
questions of what it is to be human must be raised. What the experience of the 
Metaverse can be to every individual is currently being mapped out, before its 
launch, since the changes incurred at some future point of introduction may be swift. 


