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CREATE.eu believes in technology. Every day, we work 
with the latest multimedia. And yet, we’re here with 
an old-fashioned written newspaper. That’s because 
we’re not about gadgets or technical wizardry, but 
about stories we want to share with you. 

How can a museum keep kids interested when they 
already have a VR-set at home? What will augmented 
reality mean for big business? And what does 
the future hold for corporate presentations when 
everybody agrees that PowerPoint is beside the point? 
Well, let’s just spill the milk already. The answer is 
always the same: make your story pop so it will stick in 
people’s hearts and minds. Don’t worship technology 
for the sake of technology, but make it work for you. 

(And you may want to speak to us first.)
Read on while we’ll walk you through projects that will 
inspire you: a science museum where children blast 
their way through chemistry, a virtual showroom for 
aluminium frames where you drag and drop your own 
living room together, a full-on immersive walk through 
a Flemish Master’s painting. Just leaf through and 
see–or come enjoy them in real life.

Straight from the heart: thanks to the whole CREATE.eu 
team and our partners for sharing their experiences 
within and outside of their jobs. 

Happy reading,
Bob Van Cleemputte and the CREATE.eu team

Pleased to meet you

CREATIVE
WITH
TECHNOLOGY

CREATE.eu uses the latest multimedia 
technology to bring stories to life and create 
stunning experiences. The company has 
become a household name for high-end 
events, for museums that want to move 
forward, for governments and corporate 
clients who like to choose the less-travelled 
road. CREATE.eu is a one stop shop with a 
young and quickly growing team where 
creativity, content creation, coding and 
hardware integration all come together at 
the same lunch table.
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Car dealers are hard to impress. Between the fancy 
car launch events and adventurous mud-clad rides 
demonstrating the new model’s supreme brakes, 
they’ve seen it all. That’s why, for the launch of Jag-
uar’s very first fully electric vehicle, we had to put 
stars in their eyes. “We wanted to make them see 
something they couldn’t believe.”

For a futuristic car such as the brand new Jaguar I-PACE, 
a classic reception with bubbles and crackers just 
wouldn’t do. “We wanted to wow people,” says Isabelle 
Dierckxsens, Project Manager at Panama Group, respon-
sible for organising the car’s launch event in Belgium 
and the Netherlands.  

The road show travelled from Amsterdam to Brussels, 
hosting seven events for 3600 car sales people and 
prospects. Together, Panama and CREATE.eu set up a 
minutely timed show that merged magic and technical 
prowess. On an empty stage which looked like it came 
straight out of The Matrix, not one but two cars suddenly 
appeared out of thin air, gliding onto the stage without a 
sound. Were the guests impressed? You betcha.

No need to ask

Needless to say, this took effort and expertise. “The 
reveal moment was tailor-made. Every second was 

scripted and programmed, from the lighting to the 
screen on the floor.” For events of this level of com-
plexity, CREATE.eu is on speed dial in Isabelle’s phone. 
“When I need perfection, I call CREATE.eu,” she says. “I 
don’t want to just hire a company to handle the techni-
cal side of things, I want us to be a team. Plus, when you 
do an event seven times over, you really need things to 
click on a personal level as well.” 

That means not shying away from any hands-on tasks, 
either. “For events like this one, it’s just as important to 
roll up your sleeves and move four tables out of the 
way as it is to press the ‘play’ button for the video. With 
CREATE.eu, I don’t even need to ask.”

HOW IT’S DONE

Q:
How to impress the 

hard-to-impress?

A:
Add a little magic 

to the mix.

Fact sheet

JAGUAR I-PACE

• 9 evenings in 2 locations: 
Amsterdam and Brussels

• 3600 car dealers and prospects
• Concept and content creation, 

AV production on site, 
projection mapping

• Client: Panama Events 

When I need perfection, I call CREATE.eu.
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Q:
How do we sell the 

fantasy when people 
have seen it all?

A:
Make it real.

Don’t expect to find a free room in Ghent during the 
Light Festival. Its astronomical rise in popularity 
had tourists heading there from the States to 
Singapore, making this international blockbuster 
a hit since its very first edition. With more than 
800,000 visitors in five nights, it turns the whole city 
into a festival ground. 

The Light Festival’s artwork ranges from intimate 
courtyard projections to big-time visual mappings on the 
medieval churches. But after a few editions, the crowd 
started getting used to spectacular holograms and video 
mappings. To keep surprising them, the festival needed 
new angles, new stories. 

Here’s the idea

Jeroen Deschuyteneer, responsible for events at the 
Ghent city council, puts it this way: “We got in touch with 
CREATE.eu because we knew they liked a challenge. 
Instead of getting back to us with a vague idea and a lot of 
talk, they made a visual presentation straight off the bat. It 
was fresh to see a company sharing its ideas even before 
the deal was actually made. We were sold right away.”

Yes, fire works

Through video mapping, the city’s old administration 
centre was turned into a factory where robots produce 

cuberdons, a Ghent speciality. We can see a fire breaking 
out and this is where the real magic starts: actual 
firefighters run onto the scene and launch their hoses to 
“ooohs” and “aaahs” from the crowd. “It’s the combination 
of strong visuals and real-life intervention that did the trick,” 
says Jeroen. “People really shouted along until the firemen 
extinguished the fire.” 
CREATE.eu also designed and proposed a second show 
where an animated dragon breathed real fire from a 
pyrotechnics installation. Both ideas were so strong that 
the organisers wanted them on the same festival. “Looking 
at what people shared on social media, we could see that 
these were public favourites. And parents who needed to 
cherry-pick with their kids always selected these two.”

Fact sheet

LIGHT FESTIVAL

• Ghent, January 2018 
• Leeds Light Night, UK, 

November 2018 
• 840.000 visitors
• Two creations: “To the Rescue” 

and “Forgotten” 
• Video mapping, pyrotechnics, 

storytelling, 3D visualisation, 
After Effects, Cinema 4D

The combination of strong visuals and real-life 
intervention did the trick.

HOW IT’S DONE
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Ever thought of playing Fortnite in the scenery of 
your own living room? Well, that’s pretty much 
what navigating through the World of Reynaers 
feels like, minus the shooting! The 3D graphics are 
amazing, and switching between aluminium win-
dows or doors in your virtual house is just as easy as 
selecting boosters in the videogame.

The similarity is no coincidence: the World of Reynaers 
was developed with the Unreal Engine, a high-tech 
tool used by the gaming industry. That’s quite a step up 
from your traditional product catalogue for aluminium 
window and door solutions. 

“Reynaers Aluminum is a B2B company and we always 
go the extra mile for our customers. Manufacturers, 
architects and project developers want to see more 
options than you can show in real life,” explains group 
communication manager Els Fonteyne. “But there is 
only so much space for samples, it’s as simple as that. 

To show the whole range, we had to move things into 
virtual space.”

Life’s a game

The average age at CREATE.eu is under 25, so it’s no 
surprise that Unreal popped up as one of the options 
for development. “Of course, their idea was unusual, but 
we were open to anything. They understood what we 
needed, and that’s what counted.” 

The result is a full VR experience where customers can 
now switch between colours, profiles and styles at their 
(virtual) fingertips, in the actual setting of a house or 
apartment. CREATE.eu also developed a hologram set-
up to see all the options in 3D, interactive sliders and a 
video wall consisting of 16 displays! For the full 3D expe-
rience the application can be viewed in a dedicated VR 
cave, AVALON, at the Reynaers Campus. By visiting this 

Virtual Reality room, The architect, investor and contrac-
tor can take a virtual tour together, discussing different 
options, finding solutions and making sure everybody is 
on the same page. Time-saver? Yes indeed. 

Worldwide was the easy part

All of this was originally developed for the company’s 
brand new headquarters: the Reynaers campus in 
Belgium. “But the WOR application was so popular 
that our distributors and customers wanted to use it as 
well,” Els adds. “So we extended the use of the soft-
ware to exhibitions and showrooms. What’s nice about 
it, is that every salesman in more than 70 countries will 
be able to customise the offer. We won’t even have 
to call CREATE.eu.” This way, a Belgian salesman can 
show the newest slimline sliding range and the Ameri-
cans can go for folding doors, all using the same code. 
Easy does it.

Q:
Can I walk around 

in my future house?

A:
Ask the gamers!

Fact sheet

WORLD OF REYNAERS

• Launched March 2017
• Keywords: hardware 

integration, Kinect, AV 
technology, Pepperghost, 
holograms, motion detection, 
Unreal Engine, virtual reality, 
3D, interactive installation

• Collaboration with Madoc for 
visitor centre

• Client: Reynaers Aluminium

We can customise the application ourselves
without making a call.

HOW IT’S DONE

© Reynaers Aluminium
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Q:
Can we make time 

travel possible?

A:
Sure, one big screen 
should do the trick.

Some subjects are bigger than others. And while 
urban development is fascinating, it sprawls in 
many directions. This makes it hard to translate 
its many facets into, say, an exhibition. Yet that’s 
exactly what the city of Antwerp had in mind. “We 
wanted to showcase both Antwerp’s history and its 
future,” says Valerie Van de Velde, responsible for 
knowledge exchange in the City Architect’s team. 

Think Back to the Future, but replace the DeLorean 
with a bad-ass five-by-two-metre interactive multi-
touch wall. In the shadow of the towering MAS muse-
um, the Antwerp Tomorrow Pavilion hosts an exhibition 
where visitors travel through time, discovering their 
city through ancient maps. A magnifying glass on the 

© Lucid

© Lucid

Fact sheet

ANTWERP PAVILION

• City Pavilion at MAS Museum, 
Antwerp, until 2020

• Collaboration with Unfold 
Design Agency

• Creation of a multi-touch wall, 
video content and software 
applications 

• Multi-touch wall, Unity3D at 
90 FPS, multi-language and 
CMS controlled, real-time data, 
projection mapping, glass 
interface

• Client: City of Antwerp

HOW IT’S DONE

screen lets them zoom in on their neighbourhood and 
others, effortlessly gliding through centuries long gone. 
Part of the city map is viewed on screen, while the rest 
of it comes alive in a combination of a bas-relief with 
high-end video mapping. “It’s animated too, so you see 
clouds float by, roads light up and ships make their way 
down the river Scheldt,” Valerie proudly adds.

Please do touch

This installation is quite a masterpiece but the real 
challenge was to make all this info accessible to just 
about anyone. “CREATE.eu thought long and hard 
about how visitors would be led through the journey. 

But it works: kids understand the video wall instinctive-
ly, using their hands to discover a bit of history.” 

Older generations were a bit shy at first, though, used 
to exhibitions that come with a ‘Do not touch’ sign.  
“CREATE.eu came up with a little on-screen icon, invit-
ing people to touch and explore. That’s the thing about 
them: even when the project was already over on their 
part, they kept on looking for ways to up the ante, al-
ways with the visitors in mind. When the scenographer 
wanted to use iPads as screens, they’d say ‘Sure, iPads 
are pretty. But we can do better’.”

Kids understand the video wall instinctively.
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The Snijders & Rockox House in Antwerp is not your 
typical white-space gallery. The museum feels more 
like a home—and that’s because it was. This ancient 
patrician’s house, with its paintings, instruments and 
chimney pieces remind visitors of a grandiose past 
of silk dresses and lace collars. Delicate times ask 
for a delicate treatment, also in the visitor’s guide.

The museum showcases the life and times of Frans 
Snijders, painter and Nicolaas Rockox, mayor of Ant-
werp during the golden 17th century. Back then, the 
city was a true epicentre for the arts. Everybody has 
seen big names like Rubens, Van Dyck and Jordaens in 
churches, but some private homes were real treasure 
vaults as well.

It’s OK to point!

“The 160 paintings in our collection are a perfect re-
flection of the time,” says conservator Hildegard Van de 

Velde. “But if you also add 160 information tags to the 
walls, you overcrowd the space and lose the intimate 
connection with the art. We used to work with audio 
guides, but the batteries always ran out and they sim-
ply cost us too much to maintain. Besides, if you want 
to stay in touch with the times, you need to think about 
other multimedia solutions too.” 

That’s where CREATE.eu came in. The team developed 
an augmented reality application that activates invis-
ibly. Every visitor walks around with a tablet and can 
point it at any painting. Automatically, basic info pops 
up on the screen. Hildegard explains: “For the major 
pieces you can tap on details and learn, for example, 
why the grandmother and grandchild are dressed so 
differently on a Renaissance family picture. Or you find 
out how those suffocating lace collars were part of the 
deal if you needed to show off your social class.” Bea-
cons were also added to every space, triggering audio 
input in the voices of Rockox and his wife.

See more than meets the eye

The tablet holds another unexpected advantage. 
“Some of our paintings hang quite high above an old 
chimneypiece, so you cannot get as close as you 
would in a regular museum. The tablet also helps out 
here because you can zoom in. So yes,” Hildegard 
smiles, “you actually get a better view of a painting that 
is hanging right in front of you.”

“Many of our visitors are older. They did not grow up in 
the age of smartphones and multimedia,” she notes. 
“Still, we manage to convince three out of four people 
to visit with the tablet instead of a printed booklet.” The 
museum attendants still stand by to help out if any-
body gets confused, but the transition was remarkably 
smooth. “Of course seniors can handle augmented 
reality! It just has to be 100% intuitive. And that’s what 
CREATE.eu delivered.”

Fact sheet

SNIJDERS & ROCKOX 
HOUSE

• Museum in Antwerp
• Collaboration with Bailleul 

Design Agency
• Launched in February 2018
• Augmented reality, tablet 

application, iBeacons

Of course seniors can handle augmented reality.
Q:

Can we bring the 
17th century to life?

A:
Yes, if you remove 

the signs!

HOW IT’S DONE
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Remember Medelejev’s periodic table of elements? 
That chart brimming with abbreviations you had 
to recite during chemistry class? Boring indeed. 
Unless you turn it into game, like the one kids are 
now playing at Technopolis. A serious game that 
teaches you about the elements, certainly, but also 
an interactive one. It lets you zap out Mendele-
jev’s elements while they tumble from the skies at 
breakneck speed. Look out, here comes mercury!

2019 is Mendelejev’s 150th birthday. For the occa-
sion, Technopolis, a Belgian science centre dedicated 
to making science a lot more fun than it is in class, 
decided to thank the old professor by turning his 
invention into a game. But how does one translate a 
complicated subject like this one into something cool 
for school kids? Simple. “We called CREATE.eu,” says 
Pieter Loots, exhibition developer at Technopolis.

The game can be played by anyone, but is designed 
specifically for 14 to 18-year-olds. “We talked to 
youngsters and found out it had to be a game, educa-
tional, with lots of contemporary components. What 
CREATE.eu presented turned out to be a perfect 
match.” The same can be said about the cooperation 
between the two parties. “We know how to do the 
hardware part and design the furniture, but for the 
software and the visuals, we really relied on them.”

Play the game

“We went to test the game the other day,” Pieter says, 
enthusiastically adding that this is quite unusual. “In 
most cases, you don’t get to see the game until D-
day. We still have several weeks to go and were more 

than welcome to give feedback, even to present it to 
our partners. It wasn’t just a demo version, either, we 
actually played the whole game.” 

According to Pieter, this is telling for the way things 
work at CREATE.eu. “Most game developers are hard 
to talk to and stick to their opinions, no matter what. 
They create and then you just have to live with it. Not 
with CREATE.eu, though.”

In the end, this receptivity to feedback paid off. “Dur-
ing the test, the five of us were just zapping away at 
the elements, completely forgetting that it’s about a 
strict system developed ages ago. We just had fun! 
Honestly, we couldn’t have made the table more at-
tractive than this.”

Fact sheet

THE MENDELEJEV GAME

• Technopolis, Belgium
• Keywords: interactive game, 

serious game, video mapping, 
storytelling, concept creation, 
projection mapping

• Client: Technopolis

Honestly, we couldn’t have made Mendelejev’s table 
more attractive than this.

Q:
How do we trigger kids

to like chemistry?

A:
Make them pull

the trigger.

HOW IT’S DONE

© Technopolis

© Technopolis

© Technopolis

© Technopolis
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Take it to the 
one stop shop

260 m²

1500 m²

At CREATE.eu, we believe things are much easier when you don’t have to talk to 37 different people 
in order to get your whole project up and running. That’s why we developed one team that creates 
the content (STUDIO), one that integrates the hardware (SYSTEMS) and one that sets up impressive 
events (LIVE)–all working efficiently together under one roof. To get there, we’ll spill our ideas, 
listen to your story, share our knowledge and see you through to the grand finale. In short: we’ve got 
you covered.

demo room to
play around in

of warehouse and 
factory build space

FACTS AND FIGURES

15
game spoiler 
alerts a week 
over lunch

25
people who are 
passionate about 
technology with almost 
all birthdays in October 
and November

5
hours of loud 
classical 
music as a 
soundtrack 
for factory 
build days

600 m²
of offices and 
creative rooms 
for hard thinking

CREATE.eu understands different worlds. 
They’re tech wizards, but they also know 
how to build a story and speak the 
language of scenography.
Krafthaus Studio
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Hello Adriaen,
welcome to the

21st century

Adriaen Brouwer painted his only self-portrait in a 
bar while blowing smoke from his wide-open mouth, 
ready to gulp a big jug of beer. That about sums 
him up. The 17th century painter had a keen eye for 
daily life. His characters party, flirt and fight like you 
wouldn’t want your upstairs neighbour to do.

Needless to say, the paintings have stood the test 
of time. The city of Oudenaarde was proud to bring 
the “master of emotions” back to his birth town in the 
MOU museum, housed in the late-medieval city hall. 
Between the ancient stone arches and wooden beams, 
CREATE.eu projected the immersive story of the 
painter’s masterpieces. The aim? To emphasise details 
in the layering of the old paintings, maybe for a new 
audience. Here’s what they have to say.

Inge Verdurmen 
(researcher)

“I had heard a lot about the exhibition and I’m not 
disappointed. Of course, I love the folk settings and 
the caricatures, but I’m also interested professionally. 
I work as an environmental researcher and sometimes 
old paintings are the only way for us to know what a 
historical landscape looked like. They’re the only pic-
tures we still have. And when you add subtle sounds 
and movements in a projection, like the wind through 
a windmill or tripples in water, it brings the painting to 
life. This kind of animation will never replace the origi-
nal for me, but it does help me to look even closer.”

Greet Heyse
(art history teacher)

Valentijn Biesemans
(cellist and composer)

Nicolas Marichal
(graphic designer)

Greet: “We watched the projection twice because we 
wanted to catch everything that was happening on the 
different walls. This helped me gain new insights. I had 
never seen the paintings, but I will recommend it to my 
students as a must-see.”
Valentijn: “I’m all for it. Visual storytelling immerses you 
better in long-forgotten times. The projection shows the 
texture of the paint and you really feel Brouwers’ hand in 
the individual brush strokes. The music works well too, 
but they should reduce the bass a little. Haha, guess I’m 
a bit of a sound nerd, yes.” 

“To be honest, I was a bit disappointed in the original after 
I saw the projection. [laughs] The Fight Outside a Tavern 
painting is only the size of an A4 paper, you know. And 
there were so many other people standing in front of it 
that I couldn’t look up close. In the projection, though, 
those drunken faces grow from three centimetres to three 
metres. In your face! I’m not an aficionado of 17th century 
paintings—let’s say it’s not the world I live in— but this was 
quite a good attempt to convince me.”

In collaboration with Bailleul Design Agency, 
MOU Oudenaarde and Toerisme Vlaanderen.

Care to have an immersive look at another Flemish 
Master? Flick to the very last page of this chronicle and 
find out more about our Beyond Bruegel experience.

SPOTLIGHT
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LIGHT FESTIVALS
Leeds, UK
Ghent, Belgium
Berlin, Germany

MASTERCARD START PATH
Miami, USA

KING ABDULAZIZ CENTRE 
FOR WORLD CULTURE
Dhahran, Saudi Arabia

SWIFT CONFERENCE
Kigali, Rwanda

ZELENOPARK
Moscow, Russia

SPINEWEEK 2020
Melbourne, Australia

INTERNATIONAL LIVER 
CANCER ASSOCIATION 
CONFERENCE
Kyoto, Japan
Seoul, South Korea
London, UK

‘Forgotten’ is the story of a dragon 
that was locked up for 500 years. 
It combines 3D mapping, CGI 
visuals and live pyrotechnics in 
an installation that made heads 
turn when it premiered in Ghent in 
2018, and continues to do so while 
touring the world.

Every year, another metropolis 
hosts Mastercard’s Start Path, an 
immersive event experience with 
3D mapping. In collaboration with 
MCI, we created strong visuals to 
support the speakers, all aligned 
thanks to a meticulously strict 
storyboard.

Imagine a touch wall so ginormous 
it was given its own name. 
Aramcorama is a 21-meter long 
screen, which relates the history 
and future of Saudi Aramco, the 
world’s biggest oil company. This 
project was commissioned by 
Atelier Brückner and Meyvaert 
Glass Engineering.

The SWIFT conference offers 
a perspective on how Africa’s 
transaction banking has changed 
over the last five years. We’re proud 
to give them our full AV support, 
having worked out the stage 
concept and design for the event.

Moving around from London to 
Seoul, this annual conference 
brings together doctors in liver 
pathology. For both the visuals and 
stage design, we team up with MCI, 
year after year.

Around the world, around the world
At CREATE.eu, we like to dream big. Do big things. We do this all around the world, thinking of the 
whole planet as a wildly interesting playground for ideas and projects to take root.

In the Zelenopark Mall, a family- 
friendly animated sculpture appears 
to come alive through projection 
mapping. With the help of ACT 
Lighting Design, we manufactured 
an interactive installation allowing 
for multi-player games to be played 
right on the sculpture’s surface.

Visual and stage design for 
Medicongress’ conference on all 
spine-related matters.

ON THE MAP
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Meanwhile, in Belgium
A curated selection of upcoming projects

1. Beyond Bruegel
Palais de la Dynastie, Brussels, Until January 2020

A digital art experience allowing you to literally walk through Pieter Bruegel 
The Elder’s masterpieces. 

2. Suske & Wiske Experience
Antwerp, Belgium, July 2019

Suske & Wiske, Belgium’s most famed cartoon character duo, will be the stars 
of the wholly renovated child experience, with lots of on-screen entertainment.

3. North Sea Port Harbour House
Ghent, Belgium, Summer 2019

The House of the Free Skipper in the historical city of Ghent will soon host a 
brand-new visitor centre for the North Sea Port, taking you for a virtual tour 
around the harbour.

4. Back to Bruegel
Hall Gate, Brussels, Autumn 2019

Have a close—very close—look at Bruegel’s paintings through the lens of virtual 
reality, allowing you to discover the detail of this Flemish painter’s work in VR. 

5. Tabloo
Dessel, February 2021

NIRAS, responsible for safely storing Belgium’s nuclear waste, opens a high tech 
science centre answering your every question about radioactivity. 
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Here we are now, 
entertain us

It won’t take long for VR headsets to enter your av-
erage household. So, no, the experience of wearing 
one and seeing a fantasy environment appear will 
not impress the kids for long. To stay ahead of pure 
technology, a curator, scenographer and artistic 
director could ask two questions. One: can you do 
this at home? Two: will people remember?

Can you do this at home? No!

Some home cinemas are getting pretty close to an 
actual cinema. But it will take quite some time before 
we’ll all have our own 360° projection from floor to 
ceiling. A museum has big walls and a high roof, so 
why not use that space for an immersive experience? 
A full-surround projection of a Bruegel painting with 
animated characters will never replace the original, of 
course not. It’s not even supposed to. But it just might 
trigger a person’s interest to go see the original some-
where else.

Natural science museums are taking another route. Ten 
years ago, they were investing in touch screens to make 
their content visible. Today, they’re looking for more 
personal interaction: how long should you pedal on this 
bike to burn 100 calories? How fast is your heart beat-
ing right now, and how does that compare to a mouse 
or an elephant? It’s the same move good teachers are 
making: they’re not just explaining with words (a lecture 
about the anatomy of insects) and not just with visuals 
either (looking at an ant through a microscope), but with 
participation (counting grasshoppers on a field trip). If 
the kids are part of the story, the message will sink in.

Will people remember?

Everybody is talking experience, while we should be 
talking memories. Take theme parks or light festivals, for 
example. People stand in awe of the amazing projec-
tions and visual fireworks, but often have a hard time 
repeating to their friends what they actually saw. What 
sticks, though, are those rare occasions where reality 

enters the mix: real actors that surprise you in a house of 
horrors, real fire that shoots from the mouth of a pro-
jected dragon, a real car that drives out of a hologram. 
That’s the stuff memories are made of.

Another way to make people remember, is a strong 
script. For example, why speak about a painter in an 
audioguide if you can also make the painter himself 
speak? Hearing about the special relationship that 
Modigliani had with his muse will work better if he tells 
the story himself. And another old truth is this: try to 
relate to different target groups. Take, for example, a 
Renaissance painting about children’s games. Chances 
are that children will remember it better if you explain 
the games that are played in the painting, whereas their 
parents want to know about the religious symbolism as 
well. Something for somebody always beats everything 
for everybody. 

© Jo Mockers

#trending
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Hop on the
game train

#trending

Remember the 1990s? Back then, everybody 
wanted a website. Sure, nobody wants to go on-
line and read about chewing gum, but Stimorol 
and Sportlife still put URLs on every package. 
Today, each company craves its own mobile app 
and tomorrow they will look towards virtual 
and augmented reality for their rebranding... 
Dare we say it again? OK then. It’s not about the 
what, folks, but the why.

What about augmented reality, then? Will it boom 
in 2019? Well, it’s actually already here. Pokémon 
Go was AR that you could still consider niche, for a 
slightly younger and tech-savvy crowd. At least, we 
didn’t see a lot of grannies hunting for Zigzagoons 
or Nidorans in the park. But AR is also entering daily 
life now, in ways that we soon won’t notice anymore. 

For instance, the sounds or enhanced video that 
you get on the dashboard when you park your car 
is augmented reality too. So is the measuring app 
that is now included as a standard in all iPhones. 

And have you ever thought about the Snapchat filter 
that adds cute bunny ears to your face as augmented 
reality? Mainstream is what happens when you don’t 
even notice it’s there. 

Take the technology to work

When technology solves real-life problems—then and 
only then—it becomes more than a gimmick. Children 
who are afraid of the doctor’s needle can now wear 
a headset that transforms the room into a fairy-tale 
setting, where the doctor is just a fabulous knight in 
armour. Medical students practise open-heart surgery 
without putting lives at risk. Blind people will soon 
wear a headset that informs them about the upcoming 
traffic lights or staircases.

Of course, companies also benefit from new tech-
nology to save time and money. Supermarket chain 
Walmart uses VR-glasses to train employees, showing 
them exactly how that new range of dispensers works, 

before the actual machines have even arrived. Cus-
tomers at IKEA virtually test different kitchen setups, 
switching between a pink and yellow bedroom with 
a virtual swipe. 

Life’s a game

Another exciting trend is how game technology is 
spreading to other fields. The Unreal Engine, origi-
nally developed by Epic Games, now also serves to 
create dynamic renders of, say, the assembly line of 
an entire factory. Architects are using it as a regu-
lar part of their building design process because 
Unreal’s 3D-models are much more convincing 
than traditional renders. And that’s what clients love. 
Unreal’s code is also largely open-sourced, which 
means that there is a 24/7 community out there that 
solves a designer’s problem faster than any old help 
desk. Basically, the gaming engine is revolutionising 
the scene. 
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Exceed 
Powerpoint

Let’s face it: many presentations in PowerPoint have 
become both powerless and pointless. Slide after 
slide, audiences are stuck in a room, looking at a 
16:9 rectangle where bullet points magically ap-
pear from the left—if you’re lucky. The good news is 
that these classic, school-like presentations are on 
their way out. To replace them, tailor-made content 
that engulfs entire rooms is the way forward.

Samsung stacks screen upon screen to showcase 
their latest inventions, even building 180° displays that 
literally make heads turn. This especially when these 
screens cast cascading motion graphics instead of 
static pie charts. In another attempt to immerse clients, 
telecom giant Orange hung hundreds of screens on 
the ceiling for their Hello launch event. In the tech and 
telecom branches, it’s only Apple who stubbornly hang 
on to their bone-dry keynotes. The word is spreading 
fast beyond the high-tech realm, though.

Can we have your attention, please?

Presentation coaches now help speakers figure out 
where to stand and how to keep attention spans nice 
and taut. Apparently, not boring your audience is quite 
the challenge. However, it’s not about making the 
screen bigger just for the sake of making it bigger. Nor 
is it about throwing stars in people’s eyes and blasting 
fireworks just because you can.

Being in a room that comes alive plunges your visitors 
into your subject, making sure you have their full atten-
tion. Rest assured, no one will be tempted to catch up 
on emails when a hologram of Chanel’s new lipstick is 
spinning overhead. Retaining your attendees’ attention 
becomes much easier when they’re seated smack in 
the middle of the subject. Cutting-edge companies are 
now using rooms floor to ceiling to enhance their mes-
sage, even including props and architectural elements 
as projection surfaces. Adding texture to the content 
helps to make it stick.

Hello, freedom

The dream extends further, though. By combining 
new media servers with real-time tracking in mapping 
technology, the lighting and the projection can liter-
ally follow the speaker around on stage. This creates 
the possibility of working with fixed data, in a dynamic 
presentation. Translation: yes, you can still skip those 
five slides just minutes before going on stage and 
not screw up the whole script. In fact, forget all about 
those scripts detailing endless cue points for both the 
speaker and the tech crew. They’re in the past. The 
future is about creating the perfect setting for your 
message to sink in.
 

#trending
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BRECHT HELSMOORTEL

Brecht is a veteran in our team. He’s the Batman who gives the necessary support 
to the younger Robins. As part of this team of promising talents, he makes 
paintings come to life in all-encompassing projections and animations designed to 
make you go ‘oooh’.

Meet the team
Some close-ups

TEAM

Get in touch
Noorwegenstraat 49, 9940 Evergem (Ghent), Belgium

+32 9 330 22 90, 
firstname.lastname@create.eu

ENNIO MINGOLLA

FABIAN HUWEL

Prototyping is Ennio’s middle name. As a System Integrator, he finds a solution for 
every technical problem in the book — especially if it’s not in the book. As he puts 
it, he’s “always crafting”. Every day, he’s out helping clients with technical issues 
and they love him for it. At least, that’s what we think is the reason behind his social 
media account having more followers than the company’s.

VFX and 3D artist Fabian excels in everything to do with funky abbreviations 
and boundless creativity. The artwork he makes makes Picasso look small 
in comparison. Ok, that might be overstating things a bit, but believe us, this 
guy is a workaholic as much as he is a mastermind. Also, he claims to use our 
company’s fitness space after work. So far, though, no witnesses have been able 
to corroborate this claim.

Alex Goetinck, AV Technician

Bob Van Cleemputte, Founder 

Brecht Helsmoortel, Motion Designer

Charlotte Vanroelen, Multimedia Developer

Christophe Hoebeeck, Director System Integrations

Davy Hoskens, Director Multimedia Development

Ennio Mingolla, System Integrator

Ewout Eetesonne, Multimedia Developer

Fabian Huwel, 3D Artist

Fréderique Malbrancke, Director Multimedia Development

Gilles Boom, Junior AV Production Manager

Ilse Wachtelaer, PR & Marketing Manager

Jelle Dutry, Motion Designer

Lienert Deprez, Multimedia Developer

Marnix Geerkens, AV Technician

Marlies Geerts, Multimedia Developer

Mathias Boeren, Multimedia Developer

Mathieu Vanooteghem, System Integrator

Nigel Fierens, 3D Artist

Olivier De Baere, Director AV Production Manager

Pieter Van Cleemputte, Co-Founder

Thibault Dochy, Art Director & 3D Artist

Thijs Vergauwe, Lead Developer

Thomas Van den Berghe, Lead Developer

Sam Soens, Financial Manager

GILLES BOOM

As our junior AV Production Manager, Gilles travels around the world making sure 
events are fully equipped with jaw-dropping visuals and the latest in lighting. When 
he’s in the office, though, he’s either working out technical floor plans or pushing the 
team’s fun factor. Gilles has been fooling around with video mapping since his teens, 
once turning the façade of his house into a dazzling Disney show.

EWOUT EETESONNE

According to Ewout, he’s responsible for adding a touch of calm to the team. But 
if you ask us, though, he’s the loudest one there ;). Ewout is always in search of 
something new to discover, and looking for experiences that add some shine to his 
life. It might be a high tech gizmo or something exotic for dinner. To him, though, it’s 
about appreciating the little things in life.

THOMAS VAN DEN BERGHE

Thomas is our Lead Multimedia Developer. Down to earth is what you’d call him. 
He spends his days masterfully crafting our visual applications, always setting 
the bar high for himself. Being the quiet type, he’ll surprise you by blowing you 
right off your feet with high-end results, time and again. 



exhibition invites you to notice details you’ve never 
seen before, animated right before your eyes.

MAKE THIS TECHNOLOGY YOUR OWN

Visualising art through immersive projection is 
the perfect gateway to enthral your audience. 
Especially when you’re looking to enhance the 
experience in your museum or make art more 
approachable. 

Beyond Bruegel 
can also be exposed 

in your museum or 
experience centre. 

Bruegel’s paintings come to life has never felt so 
real. Whereas one minute you’ll find yourself part 
of the Mad Meg army, the next you’re embarking 
on a ship setting sail for the Tower of Babel. 

By using immersive projections, visitors 
experience the work of Pieter Bruegel the Elder 
in detail. While listening to the story of this 
great Flemish Renaissance painter, you enter 
even deeper into his realm. On the whole, this 

In cooperation with Toerisme Vlaanderen, Regie der 

Gebouwen, Duvel-Moortgat and NV Congé.

CREATE.eu
Noorwegenstraat 49, 9940 Evergem (Ghent), Belgium
+32 9 330 22 90
ilse.wachtelaer@create.eu

Art in 360° technology

Beyond Bruegel

Palais de la 

Dynastie, Brussels 

Until January 2020

For inquiries, 

please 

contact us!


