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SHARESPACE in short

SHARESPACE is a research project funded under Horizon Europe in the field of
XR/VR. Over three years, 14 partners all over Europe are aiming to realize the
goals and visions of the project. The backbone of the project is the development
of so-called Shared Hybrid Spaces (SHS). These are spaces that are shared by
humans and avatars where both are engaged in physical collaborative tasks.
This is achieved by using sensors to capture movement data, which is then pro-
cessed by specifically developed SHARESPACE technologies. These technolo-
gies identify and enhance key information embedded in our movements, making
them easier to interpret in digital environments and ultimately improving collab-
oration between human and digital avatars. SHARESPACE applied its tech-
nologies and research concepts in two proof-of-principles and three real-world
scenarios: sport, health, and art.

SHARESPACE had a successful first half, showcasing its innovative work at major global events like the Olympic Games, the Ars
Electronica Festival, and the IASP World Congress on Pain. The project was also featured at prominent XR conferences such as

Euro XR and IEEE VR.

VR Cycling Demo at the Olympic Games
2024 in Paris

The highlight of the first phase of the project for the sport
scenario was the SHARESPACE VR Cycling Dem at “Club
France” in the “Cité des Sciences de La Villette” during the
2024 Paris Olympic Games. From July 27th to August 11th,
visitors had the opportunity to experience an innovative demo,
developed by SHARESPACE partner Inria, pedalling on an
ergobicycle with IMU sensors and competing against virtual
opponents. The experience showcased how amplification

can improve reaction times. Participants’ data, collected with
consent, contributed to scientific research in sports technolo-
gy. The event received positive feedback, with a visit from the
French Ministry of Higher Education and Research, setting the
stage for future developments in the project. A big thanks goes
to Inria for organizing this unique opportunity to present our
work on the global stage.
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Presentation at the IASP World Congress of Pain 2024, Credit: UJI

SHARESPACE at Ars Electronica Festival
2024

The Ars Electronica Festival 2024 served as the backdrop

for the results of the art scenario and was a great success

for SHARESPACE. During the festival we showcased three
interactive artworks at Deep Space 8K celebrating embodied
collaboration in immersive environments. Two of these pieces
were developed internally by artists, designers, and develop-
ers from the Ars Electronica Futurelab. *falcon heavy offered
a synchronized audiovisual journey, immersing participants

in a shared sensory experience, while Converge challenged
groups with social puzzles, emphasizing teamwork and collab-
oration—both showcasing synchronization, remote interaction,
and social connectedness.

A festival highlight was State of Play: gywo, wl S, an external
collaboration with Tara Habibzadeh, Mati Bratkowski, and Har-
riet Davey. This unique, game-based performance reimagined
Persian mythology, inviting audiences to actively shape the
unfolding story.

SHARESPACE also hosted a panel discussion on artistic col-
laboration and a Good Enough Ethics keynote by our partners
from De Montfort University, exploring ethical frameworks in
technology development.

A huge thank you to all partners, artists, and attendees
who contributed to this event!
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SHARESPACE at EuroXR 2024 in Athens

SHARESPACE at IEEE VR 2025

In March 2025 SHARESPACE had a presence at IEEE VR
2025 in Saint-Malo. We co-organized the Next Generation Ava-
tar (NGA2025) Workshop and showcased our latest research
at the SHARESPACE exhibition booth. IEEE VR was visited by
over 1,200 experts in VR/XR from around the world, making it
a great opportunity for visibility of our project. At the NGA2025
Workshop, we explored the future of avatar simulation, control,
and user experience, with insightful presentations and discus-
sions from leading researchers. At our booth, visitors experi-
enced interactive demos, including a hands-on cycling simula-
tion designed to enhance anticipation skills in VR training.

Ethics by Design:
A Roadmap for

Good Enough Ethics (GEE)

Policy Erlef
Kathleen Richardson, Jessica Sutherland & Kathleen Bryson

Announcing the Winner of the SHARESPACE
Open Call 2024!

We’re excited to reveal that Foolish Flame by artists Leon
Butler and Peter Power from Ireland is the winning project of
the 2024 SHARESPACE Open Call! Selected from over 65
applications from more than 15 countries, this transdisciplinary
performance will premiere in Deep Space 8K at Ars Electronica
Festival 2025 in September.

Exploring contentious boundaries of climate change and our
associated traumatic legacy, Foolish Flame uses real-time
generative technology to transform audience members into
living avatars, shaping an evolving world of environmental
narratives.

We are thrilled to see Foolish Flame come to life within Deep
Space 8K and to witness how SHARESPACE technologies will
enhance this visionary project. Stay tuned for more updates as
we embark on this creative journey together!

SHARESPACE Publications

SHARESPACE at the Olympic Games 2024, Credit: Inria

SHARESPACE at the 2024 IASP World Con-
gress on Pain

To discuss the results of the health scenario, we were hon-
oured to participate in the 2024 IASP World Congress on Pain
in Amsterdam. This event is the largest global gathering of pain
experts. From August 5-9, over 5,000 professionals explored
the latest advancements in pain research and treatment.
SHARESPACE focuses on Chronic Low Back Pain rehabilita-
tion, and at the congress, we presented the first results of our
usability studies and highlighted the role of XR technologies
in clinical settings. Our research demonstrates how shared
VR spaces, avatar embodiment, and social connection can
enhance physical therapy.
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SHARESPACE at EuroXR 2024

From November 27 to 29, SHARESPACE was present at
EuroXR 2024 in Athens, Europe’s leading XR conference. Our
team presented innovative concepts, including Social Hybrid
Spaces (SHS), which enable seamless collaboration between
humans and avatars, and Good Enough Ethics, promoting
responsible technology development.

We also shared insights on synchronization and amplification
in XR, participated in engaging pitch and poster sessions, and
hosted a Science & Technology presentation on our techni-
cal innovations. During a panel discussion, we highlighted
SHARESPACE's vision for the Future of XR, emphasizing
collaboration and technological advancement.

Shared Hybrid Spaces for humans and avatars

and reconstructing the cone

Health

SHARESPACE at IEEE VR 2025 in Saint-Malo

Good Enough Ethics Policy brief &
Workshop “Do Tech Ethics Work?”

The Good Enough Ethics (GEE) policy brief, developed by
researchers from De Montfort University as part of the SHARE-
SPACE project, was officially launched in Oct 2024. Inspired by
the “Ethics by Design” (EbD) approach, GEE was introduced
during a keynote address by Professor Kathleen Richardson

at the 2024 Ars Electronica Festival, with the full policy brief
available online.

GEE will also be showcased at the “Do Tech Ethics Work?”
workshop on 2nd July 2025 at Friends Meeting House in
London. This one-day interdisciplinary event will explore the
effectiveness of ethics in technology and provide a platform
for ethicists and technologists to share best practices in a
cross-disciplinary roundtable. Academics, industry profession-
als, and policymakers are invited to join the discussion.

Futurelab team. Credit: Ars Electronica

Eight new scientific publications were published in 2024/25, exploring a variety of cutting-edge topics. These include reinforcement
learning for control systems, data-driven architectures for robot and avatar kinematics, cognitive architecture for enhanced coordi-
nation in human groups, action prediction in psychosis, and advancements in real-time kinematic tracking. Additionally, recent work
delves into 3D object reconstruction, Gaussian splatting for compact object models, and the use of diffusion neural networks for
head reconstruction. These papers reflect our commitment to advancing research in technology, healthcare, and artificial intelli-

gence. You can find all of them on the SHARESPACE website!

New Videos in the SHARESPACE Explained Series!

We are excited to share four new videos in our SHARESPACE Explained series, where we explore key concepts, research, and

technology behind the project.

The first video delves into Synchronization, examining how moving in sync strengthens social connections and its potential

applications in shared digital spaces.

The second video focuses on Amplification, investigating how social information is encoded in movement and how this insight

can enhance human interaction.

In the Sport scenario, we showcase how virtual reality and motion capture are transforming athletic training, particularly in cycling

performance.

Finally, in the Health scenario, we explore how virtual and augmented reality can improve chronic pain treatment through remote

rehabilitation and increased treatment adherence.
Watch the full series on YouTube!
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SHARESPACE Explained
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Health Scenario

New Videos in the SHARESPACE Artistic Explorations Series!

We are excited to present three new videos as part of our YouTube series SHARESPACE Artistic Explorations, where we

showcase the artistic outcomes of the SHARESPACE project.

During the Ars Electronica Festival 2024, SHARESPACE proudly presented three interactive artworks at Deep Space 8K, showcas-
ing the power of embodied collaboration in immersive environments.

Two of the featured artworks were developed internally by artists, designers, and developers from the Ars Electronica Futurelab.
The first, *falcon heavy, offered a stereoscopic audiovisual experience where participants synchronized with one another, creating
a shared collective journey through stunning visual and auditory landscapes. The second piece, Converge, challenged groups of
participants with social puzzles, emphasizing the importance of teamwork and collaboration to achieve a common goal. Both works
exemplified the core concepts of SHARESPACE: synchronization, remote collaboration, and social connectedness.

State of Play: yud, vl was the selected project from the 2023 SHARESPACE Open Call. Developed by Tara Habibzadeh,
Harriet Davey, and Mati Bratkowski, this participatory performance for Deep Space 8K explores explores new ways humans and

avatars interact - drawing inspiration from video games.

SHARESPACE for Art
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Outlook

Converge

As the SHARESPACE project enters its final year, all efforts will culminate at the Ars Electronica Festival 2025, where three
interactive will be showcased at Deep Space 8K, including the winning project of the 2024 SHARESPACE Open Call, Foolish

Flame. Stay tuned for more exciting updates!

If you're interested in our project or have any questions, be sure to follow us through the corresponding channels, and feel free to

reach out.

www.sharespace.eu

https://www.linkedin.com/company/sharespace-eu/

https://bsky.app/profile/sharespace-eu.bsky.social

https://www.youtube.com/@ SharespaceEU

contact@sharespace.eu
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