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BEYOND TECHNOLOGY: THINK ABOUT TECH WITH HUMANS AT THE 
CENTRE 

 
Nicolas d’Alessandro, Co-founder and creative director 

 
Hi to all, 
 
Who would like me to speak in French? 
I’m going to do the presentation in French and there will be a live translation. 
I am Nicolas d’Alessandro, Co-founder and creative director of Hovertone. We use immersion and 
augmented reality. 
 
Here’s an example of what we do: Onscreen you can see a tactile wall, call Monumental Touch. We 
use a combination of technologies. We use video mapping, touch technology and sound design. 
 
We are developers and we are trying to change the way that people interact with the world. We want 
to bring new and exciting and engaging things in people’s lives. We want to make our technology 
available to various players, including museums. 
Our slogan is: FAR BEYOND YOUR INNOVATION which shows you how we want to keep creating 
innovation. 
We want interactivity to be reclaimed. 
The idea is to create memorable moments and personal moments. 
Science has shown that emotions help cements memories. 
 
What you can see onscreen, on the right, is another interactive wall. As you can see each person can 
move words and create new meanings and sentences. 
 
Human beings are at the core of what we do. In my work as a designer, and you in your work in 
museums, we can all agree that what matters is what people experience. And all of us are trying to 
make those experiences are interesting as possible. 
 
We often think of humans on a marketing level but there are many other levels you can think about to 
engage humans. 
 
We want technology to serve humans. We want emotions and surprise, in order to really connect. 
 
At Hovertone we are a tech start-up. We have created a technological toolbox.  
Immersive interactive, tactile interactive, etc. 
We are creating a platform where people can come and see us with a project which we can shape 
together. Our idea is that they can say something like: “What if”. We want our clients to be able to 
dream, to ask for whatever they want, without any limits, and then it’s up to us to imagine and conceive 
ways to do that. 
 
One example of a museum’s request that we had is: “What if we allowed visitors to fly?” 
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Clients often limit their requests which is a shame because in reality, we often go further than what 
clients ask us for. 
 
Onscreen sketch: about the way that Hovertone works. 
We have two teams at Hovertone. Clients can come and interact with the technology, the idea is for 
them to have fun and for ideas to emerge about what technology can bring to them. 
In the platform we are developing, what we want to do at Hovertone is what Photoshop has done for 
graphics. 
 
Our project MONUMENTAL TOUCH emerged from the idea: “What if we could touch absolutely 
anything?” 
 
We didn’t want it to look like a touchscreen, because that would automatically have limited what 
people thought Monumental Touch could do. People know how to use touchscreens nowadays, 
everyone has a smartphone, and so there are expectations.  
 
Which is why we are working on walls that looks completely different from a conventional touchscreen 
to defy expectations. 
The wall you can see onscreen is 40 square metres. 
 
We developed an architecture project based on movement. 
Someone came to see us with the request: “We want a sculpture to move” and so we used motion 
capture, we filmed dancers moving and we managed it. 
 
We created augmented gastronomy for example. 
 
Our projects always stem from the client’s idea. 
 
Our ambition is to build an experiential platform.  
We can create huge projects like the ones you saw previously. We react very quickly, things move fast 
and time is of the essence. 
 
Since this is a workshop, I’d like us to geek out a little bit, and specifically to talk about neurosciences 
and intelligences. All this is a path that allows us to create projects that are built around humans. 
 
“Doing with images makes symbols.” Alan Kay (who is responsible for computers looking the way they 
do now) 
 
For children there are three ways of interacting with the outside world: 
- Enactive (that is reaching out, it is a physical interaction with the world)  
- Inconic (that is visual, it is all about seeing and reaching out) 
- Symbolic (being able to grasp a symbol, so an abstract understanding of the world). 
 
Computers have followed an opposite path. 
You don’t ask a computer if it can do something for you, you use its functions to get a result.  
 
The way we interact physically is extremely complex, because it is the oldest way we have learned to 
interact with the world. Any small change can put us off. 
Example: when you choose a table you don’t just think about the price, and size. You also run your 
hand on the table, you use your senses to make decisions. 
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That was our 5 mns of neurosciences. 
The reason I am telling you this is because it is linked to the way we design technology. 
Before becoming an entrepreneur, I was an engineer and I researched how technology impacts us. 
 
Onscreen you can see various technologies. If there are any I haven’t discussed (such as robotic 
technologies) don’t hesitate to ask questions. 
- tangible interactions (ex: if you have to cycle to start a video in a museum, rather than just push a 
button) 
- smart objects (it has taken a while as it was tricky and the chip needed to be small enough for the 
technology not to be visible. You need to think about the added value of smart objects) 
- full-body interaction (see onscreen image) 
- sensory experiences (ex: you put your hands in rice, and it is augmented by sounds, etc. The idea is 
to work on more than just vision) 
- indoor positioning system (versus GPS which is an outdoor positioning system) 
- video mapping (technology that allows you to “paint” walls with video images, this allows you to 
project on moving targets, parts of the body that are moving. You might put your hand over a painting, 
and the projection will be on your hand. You can project on moving 3D volumes as well.) 
- augmented/virtual reality (AR is adding something to reality, whereas VR takes the place of reality. 
There are many new possibilities linked to this: Disney allows you to place Disney characters next to 
you, for instance) 
- interactive data visualization (you might for instance pick one of these up and realise that the 
population is bigger in one group, thanks to the weight) 
- artificial intelligence (linked to deep learning. The idea is to search for patterns, as you can see 
onscreen, which a human being couldn’t find. One possibility is to pinpoint scientist, or literary people 
thanks to AI – based on what clothes they are wearing, etc.). 
 
My time is up. Thanks for listening. Come see us at Stand 17 if you want to talk about some of our 
other projects. 
  


