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In Almere’s new city centre, Susann Lekås and Joes Koppers are creating a 
work of art entitled Optionaltime, which plays a fascinating game with time. 
The screen is literally a hybrid space and mirrors both the real and the virtual 
surroundings. On screen, they are mixed together.

FusedSpace submission by Joes Koppers and Susann Lekås.
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FusedSpace submission by Joes Koppers and Susann Lekås.

Optionaltime 2, Joes Koppers and Susann Lekås.
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Susann Lekås (concept); Joes Koppers (technical concept); Arjen Keesmaat 
and Joes Koppers (programming) with the cooperation of Zara Dwinger, Esgo 
& Jori Groenendijk, Jeroen Koop, Niki Mens, Angelique Piovillio, Rutger 
Prommenschenckel, Marianne Stevens.

Design for Optionaltime 3.
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Susann Lekås (concept); Thomas Gresch and Arijen Keesmaat (technical 
concept); Joes Koppers (original technical concept); Thomas Gresch, Arjen 
Keesmaat and Patrick Machielse (programming).

 page: 4 / 7 — Play with Time and Space onlineopen.org



‘Time is a measurement generally considered to be linear and we believe that this 
perception is limiting.’ Susann Lekås and Joes Koppers open the introduction to their 
collaborative project Optionaltime (2002–2006) with a slightly bold statement. The 
project aims at creating ‘a non-linear and therefore less limited experience of one of our 
most influential navigation systems: time’, using new media in public space. At stake is 
nothing less than neutralizing the absolute difference between past, present and future in 
the experience of time in public space. Thereby, a characteristic aspect of virtual space 
(computer, film, narration) in which, as we know, time can be stopped, slowed down, 
rewound and fast-forwarded, is introduced into ‘real’ reality. Can this be done? For that we 
need, according to Koppers and Lekås, new tools and a new, hitherto undefined, medium: 
‘interactive film’.

The first ‘installment’ of Optionaltime (2002) was an installation in a small confined space 
in De Paviljoens, Almere. On one wall, an image was projected of people apparently 
standing in an elevator, waiting to arrive at their floor. Visitors saw themselves as in a 
mirror, entering the ‘elevator’ and waiting alongside others. Without knowing it, the 
viewers’ movements controlled the speed and direction of the digital video (the ‘mirror’), as 
a result of which, as one visitor remarked, ‘we (the visitor and his “mirror image”) did not 
move at the same pace. That is impossible, I said to myself and looked again. Now we 
were synchronous.’ That, most probably, was because the visitor stood still with 
amazement, triggering the video to play at ‘normal’ speed.

In Optionaltime2 (2004), visitors of Nemo in Amsterdam positioned themselves before a 
large screen on which a scene was projected which was recorded in the same space. 
Various people enter the image, exit again, talk with each other or do something. But when 
walking in front of the screen, or moving more than normally, the viewer sees some actors 
walk backward or faster forward, while others move on in ‘normal time’. Three timelines, in 
fact three separate digital video tracks, are seamlessly mixed and can be separately 
speeded up, slowed down or played backward, dependent on the movements and position 
of the viewer in front of the screen. Those who figured it out unconsciously started to 
dance in front of the image to try and see which movement would influence which part of 
the video in which manner.

In their proposal for Optionaltime – Public Expanse, the audience sees itself reflected in a 
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http://optionaltime.com/



