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Are they artists, computer programmers, or filmmakers? In some cases, those presenting 
multimedia installations in the Sundance Film Festival’s New Frontier on Main venue are all those 
things—and more. 
 
A sort of media center 2.0, New Frontier on Main is geared toward filmmaking and art from the 
cutting edge of cinematic culture. In addition to art installations, it hosts panel discussions on 
topics like Hollywood adapting to the Web and the latest in filmmaking tools, as well as 
workshops on how to use such gear. 
 
Sundance Film Festival Senior Programmer Shari Frilot said the 15 installations were chosen in 
an effort to “physically engage the audience in a manner very different from the more passive 
experience of sitting in a darkened theater.” 
 
Shown here is one such installation, The Cause Collective’s “Along the Way,” which the group 
describes as a 20-minute “video mosaic.” The piece has been commissioned to the port authority 
in Oakland, Calif., for display at a new Oakland International Airport terminal. 
 
“Along the Way” is comprised of 1,152 separate video portraits of the people and places of 
Oakland and the surrounding San Francisco Bay Area. Each portrait is a 30-second clip taken 
using digital cameras. The video slowly zooms into individual portraits, then cycles back into 
another mosaic, according to the group’s Web site. At its core, the installation “is about the 
journeys a diverse community like Oakland bestows upon its people,” the site reads. 
 



 

 
 
This is a still from Jennifer Steinkamp’s “Mike 
Kelley Trees,” which is comprised of high-
definition video projections of individual trees with 
branches moving in a twirling pattern. The 
projections of four trees fill the height of the New 
Frontier gallery walls. 

 
Eddo Stern, who is well-known in the video 
game design world for his work on 
controversial games like Tekken Torture 
Tournament and Waco Resurrection, will 
present two installations, “Darkgame” and 
“Best Flame War Ever.” The former, 
captured in this still, is “a video game 
installation in which two participants playing 
against each other maneuver avatars 
around a two-dimensional plane, their 
movements projected on the gallery wall,” 
according to a description submitted to the 
festival. They’re both working with forms of 
sensory deprivation—”they are alternatively 
blind or deaf, or cannot see the action play 
out in real time.” 

 
 

 
 

 

 

 
Jim Campbell’s “Home Movies” installation, 
shown here, is comprised of strung columns of 
high-powered LEDs mounted to wires and 
suspended from a wall. The LEDs face the wall, 
creating an image on the wall’s surface. 
“However, since the LED boards are in between 
the viewer and the image, one has to look 
through a curtain of LED to see the image,” 
according to materials submitted by the artist. 

 
 
Stephanie Rothenberg and Jeffery Crouse’s 
“Invisible Threads” installation promises to 
let audiences buy a pair of designer blue 
jeans online and walk away with them on the 
spot. As part of the installation, they will 
introduce a sweatshop factory in Second 
Life, and avatars who work there will be 
rewarded with virtual land.   



 
 

 

 
 
 
 
 
 
Daniel Rozin’s “Peg Mirror” is made 
up of 650 circular wooden pieces cut 
from an angle. “Casting shadows by 
twisting and rotating, wooden pegs 
forming concentric circles surround a 
small camera,” according to 
submitted materials. 

 
 


