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We’ve got to start living with it, the future is here; those who do not take it in are lost. The 
twentieth-century sustenance models of artistic and cultural production are disappearing 
and our generation has not had the time to test them all the way. In Western countries, 
state subsidies for culture, as well as funds provided by enlightened (and interested) 
sponsors, are ever more scarce and concentrated in the hands of a few representatives of 
a social and economic elite that is busy occupying and consolidating its roles and 
positions.  
 
In the last three decades, the necessary finances to activate production processes in the 
field of New Media Art have come first and foremost from institutions, but also from banks, 
patrons or sponsorships from markets that seemed apparently untouched, though ready to 
commercially contaminate and thus guarantee survival. The common feeling is that this 
great welfare mechanism that - let’s admit it - was thought to be everlasting is not 
sustainable any longer and should allow space to more virtuous art production and 
dissemination processes.  
 
In fact, in a period of growing economic recession and widespread cuts to cultural funding, 
the number of examples of cultural and creative subjects and industries involved in the 
standardization of sustainable development models aimed at activating functional 
productive processes to realize a “cultural object” is increasing: artists, designers, 
programmers, authors, hackers, makers, musicians, film-makers, graphic designers; but 
also companies in the ICT sector of course such as hardware and software producers, or 
active in such fields as scientific research, mechatronics, artificial intelligence, biomedicine 
or materials investigation. 
 
The new “creative classes” come from a varied background; they have not been 
necessarily institutionalized even though they contribute to creating “value” on a socio-
economic model scale that is more connected to the networks and the production of 
bottom-up culture. They are able to act as a link between the industries and an ecosystem 
of research centres, laboratories, and academies, exhibit spaces and institutions of 
excellence, so as to create interesting sharing, exchanging and production mechanisms. 
The ultimate goal is to activate dissemination and circulation processes for the “cultural 
object” - a product a company would not have access to - for the growing interest of a 
whole productive sector ever more ready to invest in arts and culture, more attentively and 
massively than in the past. 
 
The ability of what I refer as “Art Industries” (Marco Mancuso, “Arte, Tecnologia e Scienza. 
Le Art Industries e i nuovi paradigmi di produzione della New Media Art contemporanea”, 
Mimesis 2018) is that of acting as catalysers and incubators of an increasingly popular 
form of grassroots artistic, economic and cultural production, linked to the usage of (new) 
technologies; and it is interesting to note how long the list of similar experiences is, both in 
recent times and with reference to the past century Avant-gardes.  



The new “Art Industries” highlight the need to operate by activating networks of 
acquaintances and contacts, integrating artists in the most appropriate productive circuits; 
designers and creative people belonging to increasingly liquid local/global networks that 
mirror a hybrid territory, interpenetrated by (in)experience and know-how. We need be 
acquainted with the most prominent international case studies and draw from specific 
literature, which is between topics related to “creative industries” and the more “Media Art” 
oriented publications. Lastly, we must understand how the paradigms of artistic and 
cultural object creation are changing, how they are being affected by the relationship with 
the companies and the market and how the mechanisms of expression and freedom of 
research on the medium are changing.  
 
The ultimate aim of this presentation is to highlight how the introduction and dissemination 
of new open technologies, on the one hand, and the development of networks, peer-to-
peer structures and social networking dynamics on the other hand, have produced radical 
transformations in the relationships amongst arts, science, design and society. In fact, if 
the progressive de-institutionalization of forms of production, management and usage of 
material and immaterial goods, brought in by new technologies, is reshaping the way we 
think about the production of culture, economics and information - blurring the boundaries 
between fields and disciplines, combining methodologies, languages, know-how and 
influencing the distinction between "high" academic approach, and "low" self-taught 
approach - the birth of a series of platforms and online projects facilitates new ways of 
relating between producer and market. 
 
	


