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From August 7th to 29th, Dave Gagnon presented his work /<souslasurface> at the Centre d'exposition d'Amos. On this 

occasion, we spoke with Dave about his work. Dave Gagnon maintains a practice related to digital arts in parallel with his work 

in the field of special effects cinema. Currently based in Montreal, he is also a member of the audiovisual performance trio 

Falaises. 

 

 

A.N.: Tell us a little about your background. 

 

D.G. A.G.: I grew up in Abitibi in Dubuisson, I graduated visual arts in Rouyn-Noranda, before pursuing studies in 3D at the 

National Animation and Design Center (NAD) in Montreal, which led me to work professionally on many film productions over 

the last 17 years (Captain Marvel, Deadpool 2, Avengers: Infinity War, Doctor Strange, Fantastic Beast, Guardians of the 

Galaxy, Mommy, Just the End of the World, 19:2, The Hidden Face of the Moon). 

 

It's a very stimulating environment both creatively and technologically, but it's also a lot of hours in front of the computer. So I 

gradually redirected myself towards more concrete complements: architectural projections, dome projections, immersive 

experiences (The Image Mill, Montreal in Light, Dome 360°, Night Fresco...). 

 

In the last few years, it is the installation and audiovisual performance that capture my attention. Since then, my work as an 

independent artist has been presented in Manif d'art, Le Mois Multi (E27), at the Musée national des beaux-arts du Québec 

and at the PHOS Festival. Within the audiovisual performance trio Falaises, I had the chance to perform at the festivals 

AKOUSMA, ELEKTRA, MUTEK, and recently in France (Stereolux), Sweden (Intonal), Portugal (Gnration), Spain (LEV) and Japan 

(MutekJP). In short, it's more in line with my roots in visual arts and I like to roll wires. 

 

 

https://avantagenumerique.org/2020/08/une-installation-de-dave-gagnon/


A.N.: Tell us about your work /<souslasurface> . 

 

D.G.: /<souslasurface> is in its 4th version, there have been different iterations over the last three years.  It is a project 

integrating notions of web art, programming and electronics that explores the correspondence between online digital activity 

and the presence of users at its origin. 

 

The device is composed of an installation and a web component that responds to both visits to the room and real-time virtual 

traffic. 
 

« In the context of the work, the spectator witnesses a physical 

transposition of digital activity online, as well as his or her own influence on 

the Internet ». 
 

 
Web activity is transposed in the physiocal installation. 

 
A.N.: So you create a correspondence report... Can you explain how it works? And by the way, why the name? 

 

D.G.: Concretely, the system accesses Wikipedia and selects entries made there in real time to physically transpose them into 

the installation. 

 

The screens on the floor are equipped with a device that can mechanically generate clicks. Thus, each physical click that can be 

seen -under the surface- of the screens is in fact specifically linked to the click, if you will, of an Internet user, in real time. 
 

« I thus refer to the surface of the screen, which constitutes as much the 

limit as the bridge between the physical and digital planes. » 

 
 



A.N.: The projection is imposing, how do people interact with the device? 

 

D.G.: The projection broadcasts the web part of the installation. All the data related to each of the transposed clicks scroll 

through it. You can see exactly which screen, which input has been assigned to which screen, and when. People are invited to 

use their phones to get there by visiting : www.souslasurface.net 
 

 

« Within the installation, taking part in or observing the flow of 

information has an effect on it. » 
 

Thus, virtually visiting the web component of the installation has a physical impact in the room. Conversely, the physical 

presence in the installation is digitized by a motion sensor and sent back to the web part. 

 

The two systems interactively receive the public's visit and relaunch each other in a loop operating on two levels: the virtual 

and the physical. 

 

 

A.N.: Is the data you retrieve archived? Can you tell me more? 

 

D.G.: Yes, in the same spirit of correspondence, the data relating to visits to the facility are both digitally archived on the 

server and physically printed on paper. 

 

The characteristic sound of the dot matrix printer is combined with the crackling of the screens, while the two archiving 

systems operate in reciprocity. At each presentation a new frame will be created, as well as its online correspondence, 

accessible via a QR code under each of them. 

 

This completes the conceptual reasoning and adds a tangibility that I find interesting for a web art project. 

 

 
Interactive printed archives, accessible with phone. 

 

http://www.souslasurface.net/


A.N.: Sound has an important connotation in this work? 

 

D.G.: Sort of. In installation mode, the sound of clicks in the room creates a crackling sound that may remind us of rain. 

 

In this context we could say a rain of data, formed by the intervention of Internet users, all contributing a small drop to an 

"ocean of knowledge". (laugh) 

 

 

 

A.N.: Can you tell me about the performance? 

 

D.G.: It's a performance of a musical nature, including the use of the device as a unique audiovisual instrument. In fact, I 

realized that the network of screens that make up the installation form a mechanized matrix that looks a lot like a sequencer 

in its configuration. 

 

I found it interesting that this digital device generates acoustic sounds. I constrained myself not to use any frames or 

loudspeakers. Only the acoustic properties of the mechanism are exploited. 

 

It is also the first time that I have used space as a compositional parameter; I focused my attention on creating movements 

specifically related to the arrangement of the screens throughout the room. Each of them corresponds to a unique sound 

source in the space, and the audience is invited to move around the installation during the piece to experience it from 

different angles. 

 

« The 15-minute performance can take place 3 to 4 times during the same 

evening, in a context combined with the vernissage. » 

 

 
The installation in performance mode. 

 

 



A.N.: What was your intention? Why Wikipedia? 

 

D.G.: The correspondence between the physical and the digital have been a starting point in this project; how these two 

parallel planes communicate with each other across the surface of the screen. Consequently, I looked at how information is 

accessed and transmitted in the current digital context and how this has changed our relationship to knowledge. 

 

Recently, we have been witnessing the almost systematic pouring out of the sum of human experience online: a collective 

digitization comparable to an electronically superimposed second plane. Almost everything now finds its equivalence in 

cyberspace. 

 

There was a time when knowledge was passed on in communities from generation to generation... It was important to 

transmit knowledge because memory was local. Local to the region but also local to the individual. When a person left us, it 

was potentially all the richness of their expertise that we risked losing. The durability of memory was precarious and we had to 

maintain it. Then, with the advent of the Internet, a collective memory was somehow digitally "grafted" on to us. 

 

This technology has fundamentally changed the way in which the passage of memory operates; because of its 

decentralization, but also because of its (questionable) imperishable nature. 

 

Thus, we no longer have the role of - guardians - of memory, and we find ourselves much more in the position of - contributors 

- to collective knowledge on a planetary scale. 

 

In this sense, one of the best examples is probably the Wikipedia universal online encyclopedia project. This royalty-free site is 

updated every second by thousands of users from all over the world on a voluntary basis in order to compile nothing less than 

the sum of human knowledge and experience on an online platform. 

 

It is through digital platforms such as this one that we are now inseparably progressing on two levels: the physical plane and 

the digital, or virtual plane. 

 

«Collectively, we can see that cognitive abilities are moving towards a 

machine-assisted form: an augmented, shared intelligence operating 

simultaneously on both sides of the screen. » 
 

In short, what the work transposes in a poetic way is, all in all, quite simple and mainly constitutes a gateway to exchanges 

surrounding the numerous issues related to the Internet and the digital revolution in the broad sense: ethics, censorship, 

neutrality, privacy, obsolescence, big data, open source, blockchain, augmented reality, virtual reality, neural network, so-

called artificial intelligence, etc. 

 

 

 

A.N.: According to you, is the Internet a mirror of our reality?   

 

D.G.: We may initially tend to see the Internet as a space where we continually inject content... Yet, probably like most people, 

I don't contribute so much to the Internet, but I feed off it abundantly.  It is rarely mentioned that the information we acquire 

online is also transposed on the physical level and comes to shape our development and our creations. This project therefore 

attempts to highlight that it is a loop of reciprocity that operates in both directions. 

 

 

 



 
Overall view of the system. 

 

A.N.: You focus a lot on the human being, and more specifically on the relationship between the audience and the spaces 

you create. Can you tell me what impacts you try to provoke on the spectators?  

 

D.G.: I mainly try to do justice to the subjects I tackle. I couldn't really consider illustrating the current relationship of the 

individual to technology, telecommunications, or even collective memory in the first person. Nor could I create a work that 

was frozen in time or disconnected from those who receive it; the viewer being at the center of the theme, I needed 

coherence. 

 

In this case, a clear relationship between the virtual and physical planes is engendered by the particular engagement of an 

audience that is as much on site as it is online. The technique comes to serve the subject, avoiding at the same time the trap of 

a certain type of interactivity sometimes devoid of conceptual vocation or philosophical scope. 

 

The mechanisms of the work suggest in themselves the relationships of correspondences raised by the theme, leading the 

spectator of any horizon to a universal questioning oriented on his own perception of the relationship to others in the current 

technological context. 

 

 

A.N.: What's coming up for you, any future plans? 

 

D.G.: Like everyone else, the schedule has been a bit hectic lately. Normally with Falaises, we had a few dates in Belgium in the 

fall, it's obviously postponed. If all goes well, we will perform at the Salle Pierre-Mercure for CINARS in the spring. For my part, 

I'm working on several projects, including a kinetic piece with augmented reality and a collective VR exhibition. 

 

Otherwise in another life, I'm currently finishing the post-production of the film Suicide Squad 2 and I'll have something to 

keep me busy soon on the remake of La petite sirène. (laugh) 

 

 

 


