
 MUSIC ART RESEARCH SCIENCE



Studio M.A.R.S. (Music + Art + Research + Science) is a multidisciplinary collective specializing in the synthesis of music, art, 
theater, design, science, and technology.
 
From concept to production, M.A.R.S. works together with international artists, curators, designers, engineers, scientists, and 
researchers, to create works that offer a better understanding of our current and future positions in society and culture. 
 
By creating connections and collaborations, sharing knowledge and ideas, encouraging critical thinking, creativity, and 
innovation, M.A.R.S. is dedicated to the inquiry of art, design, science, technology, and their influence on global contemporary 
attitudes.



Who we are: 

Studio M.A.R.S. unites a group of internationally established 
professionals from different fields, such as music composition, 
opera and theater dramaturgy, stage design, cinematography, 
interactive installation design, immersive projection mapping, 
live VR, AI and machine learning, game engines, and modern 
science. 



What we do:

Studio M.A.R.S. specializes in innovative multimedia storytelling and immersive music theater design, pioneering new forms of 
performances featuring deep integration of science and technology, to create new experiences across disciplines.

With strong expertise in contemporary music, visual art, theater, new media and science, Studio M.A.R.S. is currently focusing 
on exploring cutting-edge multimedia theater forms, which incorporate audio-visual installations, interactive projections and 
music performances, to create a larger form of immersive non-linear walk-through music theater that pushes the boundary of 
connecting multi-sensory technology and human perceptions. 

 



What else we do:

M.A.R.S. functions as an international networking platform, which offers integrated 
solutions to help artists to identify goals and bring ideas to life.
 
M.A.R.S. builds up a great network and community of diverse artists, organizations, 
music ensembles, institutions and partners from all over the globe. 
 
M.A.R.S. also provides suites of creative services such as artistic concept & curation; 
events planning & design; curating multimedia events, performances & exhibitions. 



CREATIVITY       INNOVATION       MUSIC       ART       SCIENCE
 TECHNOLOGY        DESIGN         PRODUCTION 



Look back to M.A.R.S.
 Founded in Los Angeles 2017

Festival M.A.R.S. (Music & Arts ReSound) was created with the goal of merging contemporary music, arts and science into new 
forms, and to create, explore, and produce performances by coalescing various disciplines to create a pathway for a better 
understanding of our current position and future possibilities. With the target of creating platforms for internationally established 
musicians and artists of all kinds to promote their work and open new perspectives on seeing music through cross-artistic 
pairings. 

Music, art, and science should come together to accomplish what one field alone cannot: to convey ideas and inspire changes in 
mindset, attitudes and behaviors that will lead to a better, more open human understanding on different levels and areas.

As science seeks to better our understanding of the world, music and art allow us to express how our rapidly evolving reality acts 
us as humans, this is the mission of M.A.R.S.:  
To explore this new vision by combining science and technology with the expression of music and art.



“A full weekend of boundary-blurring, futuristic applied technology”, 
”neither an art show nor a concert but something greater than the sum of its parts”.
                                                                                                                          - LA Weekly  

“In the future, concert festivals might look something like M.A.R.S.”
                                                                                                                     - LA Daily News
                     

“An extensive and immersive experience."
                                                                                                                      -Art and Cake LA





SPECULUM 
MAIUS

A live VR opera for 4 singers, 2 actors, 5 
soloists ensemble, AI generated live 
electronics, live audiences participatory 
games, and mixed live VR with video 
projections
 



Speculum Maius (The Great Mirror) is a ground-breaking new opera that merges 
pioneering live VR technology together with live performance, created by Studio 
M.A.R.S.

The work is developed around multiplayer gaming 
structures and multiple viewer channels, becoming the 
world’s first-ever fully live VR participatory immersive 
opera, seamlessly merging the real and the digital 
together. Using gaming structures as dramaturgical 
guidelines to offer a reflection of how we function 
together in a society and the moral relationships that we 
have. Speculum Maius examines the ways how 
technology can shape humankind, altering societies, how 
it can affect personal relationships, and its difference 
between man-made and natural environments. 



With its multiple co-existence of worlds shifting between live and 
digital realities. Speculum Maius aims to explore the innovative 
combination of new age technology, the young generation video-game 
culture with traditional music theater; the new integration of immersive 
theater and live interactivity; and how these new hybrid states and 
technologies can have an impact on society.

“A mirror is the reflection of yourself in the world but is not you in the 
world since it is just a reflection.” This idea of creating worlds within 
worlds, heterotopian states, layered upon each other and existing 
simultaneously creates new complex realities, narratives, and  
understandings. 



What is live VR? 

A pioneering VR technology that...

VR users interact with live performers in VR 
remotely in real time.

VR users are teleported to a metaverse that 
mixes VR and stories-within-stories with live 
actors, to interact with live and pre-designed 
characters, to experience the mixed live and 
pre-designed world all in real time. 

Actors in VR can be transformed to all kinds 
of characters ( for example: animals, or 
objects) in real time.



VR is changing the theater genre, delivering new experiences for audiences. Nowadays, art, theater, music 
performance and film all are about experiences, not just observations. Hence, Speculum Maius is reshaping 
the experience of traditional music opera, changing the game, increasing accessibility. To create a mixed 
dialogue of the traditional opera experience with digital 3D experiences that expands human perceptions, 
investigating new possibilities of creative expression and audience participation.

By using live VR to create multiple timelines and narrative plot lines in real time that mix the theater world and 
the digital 3D world. Audiences in theater move through different worlds while having the VR user's perspective 
to experience the setting both in a virtual and a live immersive theater contexts. This experimental setting and 
mixing private and shared experiences, allow for a rich palette of human interaction and depicts social and 
technological aspects of an artificial and systematized world, to question where personal privacy stands in the 
digitized surveillance world. 



Gaming structures as dramaturgical guidelines

How do we choose for ourselves, and how do we decide 
choices for others and does that differ within a live or virtual 
space? These live audiences choices will have an impact on 
the performers, the players, the public and the live music, 
creating a glimpse into the future of fully interactive live and 
digital opera.
The narrative structure of the work is based on self-
determining choice options, which can be directly influenced 
by the performers, the players and the audience 
simultaneously.

The dramaturgical structure is a journey through four 
different worlds that coexist in both real and digital spaces, 
each one containing its own different and unique challenges 
where the players, performers and the audience are able to 
interact with each other and characters from that world. 
Each world will   be based upon a different participatory 
gaming and puzzle structure. Each world proposes an 
utopian state and a dystopian state. If the challenges are 
met the world is sustained and thrives if they fail the world 
dies and a dystopian alternative ensues.



This stage is inclined to create an artificial world of a Neofuture, to seek and predict an understanding of humanity in 
the future, in order to remind us that the questions important to evaluate when the social structures of our society 
change, are those that can awaken an introspective curiosity towards our inner nature. 
 
The aesthetics of the work both live and digital will be inspired by a neo-constructivist and modular design approach 
proposing the idea of human form as object, working in symbiosis with their surroundings.  Drawing references from 
both historical and future forward aesthetics, this post humanist form proposes that the medium of every art is 
artificial and  is constructed as is play itself. 



M.A.R.S. Team

Wen is the founder and artistic director of Festival M.A.R.S. (Music & Arts ReSound), and has 
initiated Studio M.A.R.S. She graduated Summa Cum Laude with both a Bachelor and Master of 
Arts in Music Composition from Music and Arts University of the City of Vienna, and pursued a Phd 
in music at University of California,San Diego,

She is the winner of Ö1 Talentebörse-Kompositionspreis Austria, Austrian Staatsstipendium 2021, 
the Francisco Escudero International Composition Competition (Spain), the International 
Composer’s Competition New Note Croatia. And awarded the Förderungspreis for Music from the 
City of Vienna, and the Theodor Körner Prize under the patronage of the Austrian President 
Dr.Heinz Fischer.
 
Wen is a media artist working with music, video, dance, projections, and other interdisciplinary forms. 
Her award-winning projects are built of collaborations with artists across genres and fields, such as 
dancers, musicians, visual artists, and many others. Her works have been featured at international 
festivals such as La Biennale di Venezia, Athens Digital Arts Festival, Wien Modern, Expo Shanghai, 
ManiFeste IRCAM, Steirische Herbst ,ZeitRäume Basel:Bienalle für Musik und Architektur, 
Crossings for contemporary music and dance Johannesburg, Biennale Taschenopernfestival 
Salzburg, Festival Mixtur Barcelona, Stockholm Fringe Fest, and etc. 

Wen Liu



Eveline Wandl-Vogt is experimentalist, foundress and director Ars Electronica Research 
Institutes. and foundress and coordinator of exploration space at the Austrian Academy of 
Sciences; Austrian Centre for Digital Humanities. 
These units are open spaces for innovation and experimentation with the aim of stimulating, 
designing, enabling and scientifically analyzing new forms of knowledge production and 
knowledge transfer at the interface of science, technology and society. The spaces are vivid 
cross-organizational, cross-sectoral collaboration frameworks between artists, business 
companies, citizens, practitioners and scientists, prototyping the open innovation research 
infrastructure (OI-RI) designed under the leadership of Eveline in an European consortium in 
2017. Exploration space is a best practice example for open innovation of the Austrian 
government. Based on the mission of knowledge4development and against the background 
of a RRI mission statement, Eveline aims to apply open innovation methods and practices in 
humanities, contributing to the agenda2030 and the achievement of the sustainable 
development goals. 

Eveline acts as research manager and initiator on various international boards. she serves as 
expert in various global initiatives, mainly in the area of technical and social infrastructures, 
such as ADHO, ALLEA, COST actions, DARIAH, ECSA, and standarization bodies. Eveline 
is a network facilitator, passionate to create cross-sectoral, cross-organizational value driven 
innovation networks of purpose. She is ambassador for various social innovation and 
emerging education initiatives, such as YOUTHHACKATHON, GAMECHANGERS and 
SOCIAL CITY VIENNA. Eveline is affiliated to metalab (at) Harvard.

Eveline Wandl-Vogt



Gabriella (Gabs) is the co-founder and CCO of vrisch, the founder of 
XRVienna, the Austrian Ambassador of Women in Immersive Tech 
Europe, and a South American momtrepreneur. Her award-winning 
work at vrisch focuses on improving people’s lives through applied 
immersive entertainment. At XRVienna, she facilitates dialog 
between XR creators and cross-industry professionals through 
events, prioritising an egalitarian, respectful, and safe space for 
knowledge exchange.

She has been working in the field of technology and advertising 
since 2002, adding VR to her area of work in 2013. Since then, she 
has collaborated with organizations such as TEDxVienna, XR 
LATAM, and the Austrian Federal Economic Chamber, helping 
spread a meaningful and responsible use of XR. In 2018, Gabs was 
selected as one of Europe’s top 20 Women Founders by Forbes.

Gabriella Chihan Stanley



Axel is a film director, producer, and virtual reality pioneer. Since 
2002, he worked in the film and advertising industry in Vienna, 
Munich, and Barcelona adding VR to his work in 2013. In 2015, he 
and his wife Gabriella founded vrisch, Vienna's award-winning and 
first media agency solely dedicated to creating immersive 
experiences. The Viennese landmark Prater amusement park, the 
Austrian Red Cross, and the UK theatre group Les Enfants Terribles 
are some of the prestigious names that trusted his expertise.

Axel is also a jury, speaker, and advisor for institutions such as the 
Vienna Business Agency, the Laval Virtual international XR 
conference, and Austria’s biggest XR community XRVienna. 

Axel Dietrich



Martin Butler

Martin Butler is an interdisciplinary artist, and stage director. He was trained in Drama at Manchester 
University, and then later Choreography and Performance at the SNDO, in Amsterdam, in the 
Netherlands.

His work has always bridged and combined various disciplines, dance, theatre, music, opera, film, 
performance, new media, design and fashion, and through this interdisciplinary approach his work 
explores the new dramatic that the combination of different genres facilitate. His new media and 
installation work has been shown in the  Palais de Tokyo, LA design week, Istanbul Modern, Beijing 
Design Week, European Media Arts Festival in Osnabrück, Fundación Telefonica in Lima, 
Photokino, Köln, Seattle Design Festival, Øsknehallen, Copenhagen, San Pau Modernista, 
Barcelona, Istanbul Design Biennale, Amsterdam Museum, Pixxelpoint Festival in Slovenia, 
Olympus Photographry Playground, Berlin, shaded view on fashion film festival, Centre Pompidou 
Paris, Kasteel Keukenhof, the Netherlands, the Museum of Modern Art in Arnhem, Marres, 
Maastricht, Salon Amsterdam, and Mediamatic, amongst many others.

He has also been working as a commercial Art Director, concept developer and installation designer 
for fashion related events, and has collaborated with Diesel, Diesel Black Gold, Olympus, ELLE, 
ID&T, Moschino, Invista, Harmont & Blaine, Lee, Wrangler, MCQ, See by Chloe, Aliveshoes, Camel 
Active, Mercedes Benz Dutch Fashion Awards, Johan Cruijff, FILA, Tomorrow World, and Andrea 
Crews, amongst many others.



Benedikt Holtbernd

Dr. Benedikt Holtbernd is a culture manager and musicologist. 

He holds a PhD in German language and literature. 

He has been opera director at the Deutsche Oper am Rhein Düsseldorf Duisburg, at the 
Stadttheater Bern, and as Artistic Operations Director at the Sächsische Staatsoper 
Dresden Semperoper, amongst many others. 

In Bonn he was Artistic Director of the Project Society of the German Music Council 
(including "Jugend musiziert", Bundesjugendorchester, Bundesjazzorchester, Deutscher 
Musikwettbewerb, Dirigentenforum). He teaches, among others, at the Folkwang 
University of the Arts in Essen and at the University of Bayreuth.

He is also chairman of the Opera Friends Bonn as well as of the Friends of the Ludwig van 
Beethoven Music School Bonn, on the board of InterArtes e.V. as well as on the board of 
trustees of the International Festival of Young Artists Bayreuth.



Contact M.A.R.S. 

EMAIL: contact.studiomars@gmail.com

WEBSITE: www.thestudiomars.com
                    www.festivalmars.com



All images and contents copyright@Studio M.A.R.S.

Thank You! 


