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BIOGRAPHY

 Nabil Mir is an artist that works somewhere between the digital and the 
real. He has experience woodworking, metalworking, video editing, and game 
design in Unity 3D. His past artworks were sculptures, installations, videos and 
digital images. Fish Anywhere is the first interactive installation he has created 
that requires contributions from its audience. His previous installations were 
stagnant and focused more on visuals. Fish Anywhere strives to be enjoyable and 
it casts a component of  surprise while staying true to his otherworldly aesthetic.



MANIFESTO
 President Herbert Hoover once said, “All men are equal before 
fish.” Fishing is one of  few sports where man becomes one with nature. 
The hours spent on the water, taking in the scenery, watching animals in 
air and underwater, and the urges to satisfy primal hunting desire motivate 
fishermen. Fishing is an intimate experience, whether it is a man alone with 
nature or a bunch of  buddies chilling by the sea. It challenges the fisherman’s 
determination, patience, and persistence while rewarding him for his 
perseverance. Fish Anywhere is an interactive installation that strives to achieve 
the following:
1. Desire to be one with the Sea

2. Fishing without its hassles—A cohesive, simple, and surprising fishing 
experience

3. Fishing with instant gratification 

4. Reject social constructs and norms relating to art, design, sport, and 
technology

5. Develop a sense of  community and belonging through Interaction Design

6. Bridge nature and technology by intertwining the Virtual with the Real

7. Rewards and prizes for all participants

Join us for a joyous experience that fuels our longing for nature and satisfying 
our hearts whilst penetrating the barriers that separate the real, the unknown, 
and the virtual.



FISH ANYWHERE
 Fish Anywhere be an interactive fishin’ experience where users cast their 
rods into an abyss. What will ye get? It allows users to explore the luxury of  
being able to fish without the hassles of  purchasing bait, configuring hooks 
and lines, or setting aside several hours to sit in a boat patiently waiting for a 
bite. The installation consists of  a participatory audience, a fishing rod, prizes, 
and video projection. Each user casts the rod over a partition and a prize is 
attached to the fish hook. The audience member feels a tug on the line and 
reels in the reward. These prizes are completely random, ranging from car keys, 
stuffed animals, hair products around the globe, and other miscellaneous debris. 
The video projection shows the audience on camera as well as a compilation 
video of  water-related events. A colored object is attached right above the 
hook of  the fishing line. When the physical prize is reeled in, the participant 
is bestowed a virtual prize on the video projection as well. The colored object 
is used to detect when the virtual reward is presented, which is controlled by 
a patch written in Max/MSP. The digital gifts are animated GIFs and strange 
Photoshopped images. These ingredients are the recipe for a crazy, fun 
installation with the elements of  surprise and wonder. 
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MAX/MSP

 This patch was created in Max/MSP and it detects an object’s color 
through chromakeying. When the object is detected, it plays a sound and displays 
a randomized virtual prize, (animated GIF, images, videos, etc.). This is used for 
the virtual rewards. Two videos are shown: one is the camera where the participant 
receives a virtual prize and the other is a compilation video of  various water-related 
elements and landscapes.
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