Unityin
Diversity

Collective Curatorial Project

Unity in Diversity is a collective curatorial project bringing together the work of international and migrant students based in Berlin,
Germany. The project was developed within the courses Experiments in Algorithmic Art and Creative Coding at the University of Europe
for Applied Sciences during the Summer Semester 2026, under the guidance of lecturer and curator Sara Luna Ruiz Montoya. Through
these courses, students explored how algorithmic and computational processes can operate as methods for reflection, translation, and
artistic experimentation. The resulting works engage with cultural, social, environmental, and technological perspectives through
contemporary practices in digital art and design.

Data visualization occupies a central role within this process. The works explore how the collection, selection, organization, and
translation of information can become a form of critical commentary, making visible dynamics of power, inequality, access, and
representation. Data becomes an artistic material capable of revealing social, cultural, environmental, and political relationships that are
often hidden, abstracted, or reduced to numbers within conventional ways of accessing, representing, and interpreting information.

Collectively, the projects reveal different ways of interpreting contemporary issues through distinct geographies, memories, contexts, and
perspectives, using digital art as a space for critical reflection shaped by situated viewpoints, diverse cultural experiences, and processes
of critical experimentation.

Lecturer: Sara Luna Ruiz ]
Published in collaboration with fluctuating images. i
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Access Denied, A Game of
Equal Opportunity

By Aayushmaan Jain

Access Denied is a game that explores how social biases, increasingly
embedded in Al-mediated access systems, can reproduce and amplify
Inequalities even when these systems are presented as neutral
mechanisms of evaluation. Based on variables such as race, gender,
socioeconomic status, and disability, the project examines disparities
across areas such as employment, credit, healthcare, education, and
justice.

The game takes place in a fictional city called Meritopia, where the
user can switch identities and face different challenges and

opportunities depending on the pre-existing conditions of their avatar.

The same action like applying for a job, accessing an institution, or
trying to enter through a door, can produce different outcomes
depending on the profile assigned to the character.

Through satire and game dynamics, the work shifts the discussion of
algorithmic bias from abstract data into a direct experience, asking
what equality means when the invisible rules of a system do not affect
everyone in the same way.

Link to Prototype
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The History of the Swahili
Language Visualized as
Architecture

By Esther Njeri Njenga

This work draws on data from approximately 1,200 years of Swahili language history
and transforms it into an evolving architectural landscape. Bantu, Arab, Persian,
Indian, Portuguese, German, and British influences appear progressively through
new architectural forms, shared words, and transformations of the visual
environment. Rather than replacing one another, these influences accumulate over
time, reflecting a language shaped through centuries of trade, religion, migration,
administration, and colonialism.

The project emerges from the artist's personal experience with the stigmatization of
Swahili during her education in Kenya. The piece presents cultural identity as a
historical, generative, hybrid, and cumulative construction, and reflects on how the
displacement or suppression of language can operate as a colonial tool, affecting
not only identity and communication but also leaving physical and visual traces
across territories, transforming architecture and visual culture, and shaping the way
people live, perceive, and relate to their original cultures and worldviews through
these marks in the built environment.

Link to Prototype
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https://www.youtube.com/watch?v=hqpokBuG6xY
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https://www.youtube.com/watch?v=hqpokBuG6xY

Walkahle Trash

By: Gaia Dimase Petiti

Walkable Trash is a work that uses as its data source the objects that
people leave on the streets of Berlin to be given away, a very common
practice known as zu verschenken. Based on an everyday observation
during her route from home to university, Gaila records for seven days
the objects she finds household supplies, clothing, waste, and food
packaging and organizes them into specific categories.

The project documents how long these objects remain in public space,
which ones disappear, which are new, and how this sharing dynamic
transforms the urban landscape on a daily basis. The collected
information is organized into a navigable visualization that makes these
changes visible over time.

The project later evolves into a digital proposal that incorporates
object detection and suggests a platform where people can register,
share, and recover objects left on the street. Within Unity in Diversity,
the work observes how cultural practices such as zu verschenken,
consumption, waste, and informal economies of reuse form part of the
everyday identity of the city.

Link to Prototype



https://www.figma.com/proto/mUuckt77yEoJu9nzDRe9R8/Untitled?node-id=237-51&t=tlnGUOHb8wRUiWw6-0&scaling=contain&content-scaling=fixed&page-id=0%3A1&starting-point-node-id=237%3A51

o

UALLGAELE TRASH

This website’s goal is to create a stronger community that takes care of city's streets, by joining
people together and cleaning the streets at the same time.

‘Tu verschenken’ is a well know German practice that invites people to freely take whatever is
left on the curbs, and this website is promoting it. How does it work?

1. Unce inside the site, click on ‘Add Adv' if you want to share the object you have found on the
curbs, or that you are leaving right now, for other people to collect, In this way users know
what they could take and where to find it.

2. If you are looking for something to take, instead, just select a city fram the map and start
looking at all the objects around the city that might interest you. Each of them is classified
based of what they are:

x| T =
. IL!l
Garbage Clothes House Supplies Food Packaging

3. Once you take something from the curb please modify the Adv, in order for other people to
know that the items are no longer available!

ADD ADV

Discaver More About The Walkable Trash Project

Link to Prototype
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Berlin U-Bahn, Data as
Sound & Light

By Marco Arturo Osorio Alonso

This work transforms real-time arrival data from Berlin's public
transport system into an audiovisual piece, using the geographic
positions of the stations to create a dynamic representation of the
city's connections. Each train arrival activates a visual and audio
signal, with different notes and instruments assigned to the
different Lines and positions along the route.

In this way, the visual and sound composition is generated by the
conditions of the city itself in real time, using the city and its urban
environment as a source of inspiration. Within Unity in Diversity,
the work approaches Berlin through the multiple individual
journeys that cross the city and overlap to create a unified
collective rhythm, reflecting a living urban body shaped by diverse
trajectories that coexist on a larger scale.

Link to Prototype
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If the Forest Had a Body

By Eon Borsh [Anna Fedorova]

If the Forest Had a Body transforms data on environmental
degradation into an embodied and interactive experience.
Using a human figure, the work translates the impact of
environmental damage to a human scale, creating a more
iImmediate emotional connection and reflecting on society's
Indifference toward the destruction of ecosystems.

The surface of the human body in the artwork is affected by
three main forces: deforestation, climate stress, and
restoration. As these variables change, the body becomes
covered with scars, wounds, fire, particles, and burned
areas; when restoration increases, vegetation returns and
the body gradually recovers.

By translating hectares of environmental loss and ecological
Impact into visible signs on the human body, the piece aims
to make visible what is usually presented as an abstract
statistic, inviting the viewer to understand environmental
damage as something directly connected to human life.

Link to Prototype
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https://iftheforest.netlify.app/

Three Watch Back
Machines

By Eduardo Efrain

Mind Matter turns signals from the body into a live
generative visualization. Using the camera, the system reads
variables related to stress, focus, memory, and rest, and
translates them into a moving spiral made of light particles.
As these values change, they affect the shape of the
visualization: the speed, density, glow, movement, and
openness of the spiral respond to the participant’s state. At
the end of the reading, the spiral slowly transforms into a
final circular image connected to one of several possible
visual outcomes, accompanied by a short written reflection.

The project uses technologies such as MediaPipe FaceMesh,
ml5.js, WebGazer, p5.js, and signal processing directly in
the browser. Rather than focusing only on detection, the
work explores how bodily data can be translated into visual
and interactive forms. In this way, the interface becomes a
space of interpretation between the body and the
technological systems attempting to read it.
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Al vs Humans,The Future of

Al Adoption

By Oiana Melody Garcia

Al vs Humans — The Future of Al Adoption transforms global
patterns of artificial-intelligence use into an evolving field of
particles. DOrawing on adoption data across regions and
generations, the visualization reveals a technological
transformation that is global but far from uniform. Differences
In geography, age, population, and access become visible within
a shared generative environment.

Presented within Unity in Diversity, the work considers
technological adoption as another contemporary geography of
iInequality and connection, asking how an increasingly common
technological infrastructure is experienced differently across
populations.

Link to Prototype
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Only the Rug
Survived the Blast

By Ekaterina Makarova

Only the Rug Survived the Blast proposes a data visualization book
dedicated to the victims of wars that began and ended during the twentieth
century. Each conflict is represented through a Persian rug, where colors
identify the countries involved and the scale of the forms responds to the
number of victims.

Instead of representing casualties as two opposing sides divided between
winners and losers, the project brings them together within the same visual
surface, showing the total impact of the conflict without distinguishing
between soldiers, civilians, victors, or defeated sides. In the end, all those
who died are victims of the same conflict.

The scale of some visualizations can even extend beyond a single page and
continue onto the next when the number of victims requires it. By
transforming historical figures into a visual language, the work seeks to
return a human dimension to statistics associated with war and to remind us
that behind every number is a life affected by conflict.

Link to Prototype
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Persian Gates

By Amirpasha Sadeh

Persian Gates begins with the Persian rug as an everyday, cultural,
and emotional object present in many homes across the Middle East.
Amirpasha Sadeh remembers these textiles not only as decorative
elements, but as surfaces connected to childhood, play, and
Imagination, capable of suggesting codes, maps, or gateways to
other worlds.

The project takes the two-dimensional patterns of Persian rugs and
transforms them into three-dimensional structures, reinterpreting
their floral and ornamental motifs as spatial forms that the audience
can explore from different perspectives. Using TouchDesigner and
hand tracking, the viewer can approach, rotate, and navigate these
structures through gestures. The proposal also connects these
“"'sates” with Iranian childhood stories, extending the relationship
between memory, imagination, and cultural heritage.

Within Unity in Diversity, the work shows how inherited cultural
memory can remain alive not only through preservation, but also
through new translations, technologies, and forms of interaction,
transforming heritage into an active and contemporary experience.
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Interwoven

By Armaan & Himanshu Thakur

Interwoven addresses social regeneration after rupture. The work proposes
that, after a catastrophe, conflict, or division, reconstruction does not
happen individually, but through coexistence and collective action. This idea
Is represented through a fractured concrete structure that is progressively
reclaimed by five species — moss, vine, plant, leaf, and flower — growing
along the existing cracks. No single species can transform the ruin on its
own; only their overlap produces the final image of regeneration.

The viewer becomes part of this process through the movement of their
hands, which controls the progression and reversal of the growth. In this
way, repair becomes a participatory action. Within Unity in Diversity, the
viewer's hands function as a metaphor for people as agents of
reconstruction, showing how, after social or urban fractures, diversity and
collaboration can give rise to new forms of life.
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