
DATAPRINT

An immersive experience at the 
frontier of performance and gaming



Through performances created collaboratively by experts 
in and outside of the arts, Kaimera Productions 
[kai-mee-rah] provides platforms for audiences to come 
together in dialogue and examine some of the hardest ques-
tions our global society faces. Kaimera creates original per-
formances and live experiences that blend theater, music, 
dance, multimedia, visual arts and more. Kaimera is an 
international company based in New York City and Paris, 
with ongoing projects in the United States, France, Turkey, 
the United Arab Emirates, and India.



“DATAPRINT exists in the 
near future, in a world 

where data has become 
currency”
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While technology is rapidly connecting a global citizenship, con-

versations about the ethics of data privacy are lacking. A PEW 

study on American perception of data privacy found that 47% of 

Americans are not confident that they understand how their data 

is being collected and used, and a RAND study of EU countries 

found that people across all age groups are generally averse to any 

level of storage of information on their internet usage. 

DATAPRINT is an intimate performative experience in which 

audiences will be invited to immerse themselves in a data-driven 

fictional world. Taking as starting point the exponential growth 

of data technology, the piece tackles the inherent groundbreaking 

prospects and profound threats of data technology at a pertinent 

time. In the aftermath of recent revelations of data breaches that 

have attempted to influence public opinion, DATAPRINT stim-

ulates audiences to ask “What is the impact of data on society and 

on democracy?”.

Wired Magazine Cover (March 2018), Mark Zuckerberg 
Jake Rowland/Esto
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WELCOME TO
DATAPRINT
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DATAPRINT exists in the near future, 
in a world where data has become cur-
rency. In this world, the new tech giant 
DataPrint has found a way to monetize 
raw data, taking the personal data you 
create and transforming it into a crypto-
currency that can be spent on real world 
goods with the click of a button. DataP-
rint is on the verge of a vast expansion 
driven by its new “AutoMarket” system 
which simplifies your day-to-day by 
making purchases on your behalf based 
on your data. Their cryptocurrency and 
AutoMarket feature are to be accepted as 
a form of payment across the country. 
This unanticipated growth brings with it 
a wave of newly hired employees, eager 
to be on the frontline of a new techno-
logical revolution.
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Audiences are cast as these newly-hired 
employees and are welcomed at the 
headquarters for orientation. They are 
handed out their new company phones 
that come with a pre-installed employee 
app. When a company wide notification 
reveals that there has been an accident, 
an internal investigation begins. 

As they follow the narrative that slowly 
unfolds, audience members are sent to 
collect data on the accident and are re-
warded with data-based currency, as well 
as the opportunity to rise within the 
ranks of the company. In the end, it is up 
to them to decide: Was the accident 
caused by DataPrint’s revolutionary 
algorithm? What will the fate of the tech 
giant be?



DATAPRINT adopts story 
structures from gaming to 
blur the roles of actors and 
audiences and include audi-
ences in the narrative. Par-
ticipants follow a concrete 
storyline yet have the free-
dom to progress within it, 
choose their path, and decide 
what happens next.

Applying digital media and 
gaming story structures to 
live performance is the cor-
nerstone of DATAPRINT’s 
storytelling. Early prototype 
versions of the application-
and the algorithm that 

governs it were designed for a 
preceding multimedia interac-
tive installation and the soft-
ware will be further developed 
in partnership with CITAR, an 
interdisciplinary laboratory 
and research center in Portugal 
that focuses on the integration 
of the arts with the digital 
realm. During the experi-
ence, the app functions as the 
audience’s controller, giving 
them access to information 
and bonus features and send-
ing them work assignments. 
As they gradually reach their 
achievements in cracking the 
game, they receive rewards, 

which they ‘cash out’ for new 
assignments that lead to a dif-
ferent part of the story. 

To amplify audience immersion 
in the story and enhance the 
feeling of living a moment of 
reality in a parallel universe, we 
are exploring the use of Virtual  
and Augmented Reality tech-
nologies with our partners from 
French company Atlas V. In 
DATAPRINT, the “true” virtual 
reality is an experience of the 
senses that enables us to move 
inside a parallel dimension that 
feels so close to ours.
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DATAPRINT has partnered with and 
received support from Adobe, the Alfred 
P. Sloan Foundation, Atlas V, Bangalore 
Metro Rail Corporation (in association 
with the San Francisco-Bangalore Sister 
City Initiative), CITAR (Research Center 
for Science and Technology in the Arts) 
at the Universidade Católica Portuguesa, 
the Cultural and Scientific Services of the 
French Embassy in the U.S., the French 
American Cultural Society, the French 
Consulate San Francisco and Bangalore, 
French Tech San Francisco, Herman-
Miller Cares, Institut Français, Montalvo 
Arts Center, Princeton University, Srish-
ti Institute of Art, Design and Technolo-
gy, The Puffin Foundation, The Tech 
Museum of Innovation, and the U.S. 
Consulate General Chennai.



THE TEAM

David Bengali is a theater and multimedia designer, who has extensively 

designed theater, opera, and dance. He is an Arts Fellow at the Lewis Center 

for the Arts at Princeton University, where he also teaches the Technologies 

for Storytelling in the Performing Arts course. Although technology is a crit-

ical tool in his work, he seeks not to drive story from what technology can do, 

but rather to ask questions about what stories we wish to tell, and determine 

from that starting point how technology can serve art. 

David Bengali - Video & Lighting Designer, Coder

Jonathan Camuzeaux is a musician, theater artist, photographer, and public 

policy specialist. He composes, performs and directs music for theater and 

performance-based projects. He is a core member of the eco-theater company 

Superhero Clubhouse and the co-founder of its Sci-Art Lab that explores 

models of collaboration between theater artists and environmental scientists. 

He is also the bassist for the band Lady Moon & The Eclipse. 

Jonathan Camuzeaux - Composer, Sound Designer



Simón Adinia Hanukai is a theater maker, director, educator, who splits his time 

between New York and Paris, where he is a leading member of a growing com-

munity of immersive theater practitioners. Simón has created work throughout 

the US, Middle East, and Europe. Past artistic leadership roles include Co-Artis-

tic Director of Destiny Arts Center, Adjunct Professor at CUNY & Sciences Po 

Universities, and World Theatre Map Ambassador. 

Simón Adinia Hanukai - Director

Nikki Holck is a choreographer, dance artist, and teacher. She began her dance 

career with the National Ballet of Canada and moved to New York to focus on 

contemporary dance. She has performed around the world in a variety of works, 

both her own and by internationally acclaimed choreographers. Committed to 

pushing the boundaries of dance as a means of communication, she strives to 

question human behaviour through her movement and choreography.

Nikki Holck - Choreographer

David Kuelz began his career as a storyteller in theater before transferring his 

passion for narrative design to the games industry. He has worked on numerous 

games that range from mobile games to virtual reality. His specialty lies in 

designing abstract story structures that were not possible without the use of the 

latest technology, focusing on inventing powerful, simple techniques that merge 

gameplay and storytelling.

David Kuelz - Narrative Designer and Writer 



DATAPRINT PARTNERS

Atlas V creates immersive experiences in augmented reality (AR) and virtual reality (VR) 

and interactive installations that use Machine Learning, by bringing together virtual reality 

and new media pioneers with artists who are innovating the art and form of storytelling. 

Atlas V is behind some of the most awarded works in new media, with projects shown at 

major film festivals such as Sundance, Tribeca, SXSW, Venice, Sheffield Doc/Fest, Tellu-

ride, Cannes, Busan, and Sitges, and contributions to Sundance Institute’s New Frontier 

Story Lab, MIT, Oculus Connect, Tribeca Storyscapes, IDFA DocLab, NewFronts.

Atlas V.

CITAR (Research Centre for Science and Technology in the Arts), based in Porto, Portugal, 

was created in 2004 to foster interdisciplinary collaboration, promote theoretical and applied 

research in artistic production, and initiate dialogues between art, technology, and science. 

At the core of CITAR’s activities is the artistic phenomenon in its multiplicity of facets. Its 

main objective is to promote the development and dissemination of knowledge resulting 

from the scientific and artistic research in the areas of science and technology of the arts by 

developing activities, fostering interdisciplinarity, and promoting mobility.

CITAR



THANK YOU

www.kaimeraproductions.com || info@kaimeraproductions.com

David Kuelz began his career as a storyteller in theater before transferring his 

passion for narrative design to the games industry. He has worked on numerous 

games that range from mobile games to virtual reality. His specialty lies in 

designing abstract story structures that were not possible without the use of the 

latest technology, focusing on inventing powerful, simple techniques that merge 

gameplay and storytelling.


