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Inversed Metaphors (2008: Rudolfo Quintas) reverses the 

perception of an object being burned. When a match starts to 

burn and its wood is being destroyed it makes a digital shape to 

upsurge in an organic way, changing the perception we have 

about the process. In spite of being destroying, it is creating. The 

contradiction is that what is real is destroyed, but what is digital is 

created, and the attention goes to what is created instead what is 

destroyed.   

The word “metaphor” it is used to subvert the patterns of thought, 

because in fact there isn’t such a metaphor.  The experience in 

this work has its own identity in the sense that it shows 

something that is not a metaphor - the flame isn’t used to burn a 

digital object, it is use to inverse its process.  

In this installation the participants perform a small action in the 

process of burning a match, and its duration is the one of the 

burning match. While one grows the other decreases. The 

participant controls his action, but is the fire that determines the 

time of its experience. The ambiguity about this act of control was 

inspired by the experience with Burning the Sound, a 

performance previously created by the author. 

 

The image is a 3D Bezier surface being modeled by the flame’s 

shape captured by a computer vision system. Fluid’s dynamics 

are applied to the mesh is order to be animated in an organic 

process. 
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Burning the Sound  (2007: Rudolfo Quintas) is a visually 

amplified sound art performance about the nature of rituals and 

the relation they establish with the state of power and control. It is 

used the fire from a regular fire lighter and matches to subvert 

patterns of rhythm, “exorcising” the sound as a spiritual strategy. 

The performer gesture in relation to its instrument, not only 

shows the performer emotional state, but it brings the instrument 

to live and makes it to exist. Is from the flame that a sound is 

shaped. This intensifies the synesthesic quality of the sound 

being perceived as burned by the flame. Since later 2007, 

Quintas, has been creating and developing the performance, 

which aims to push the ritualistic primitivism, gesture and body to 

technological mediated computer sound performances. 

 

 

 (1) I talk about “visually amplification” because the generated 

image is not the main medium or the motivation for the 

performance but it works as dialog component and a visually 

amplification of the flame impulse. It is a visual metaphor that 

amplifies the flame generated by the minimal act from the fire 

lighter and matches.  

A flame burns because there is oxygen to be burned on the air. If 

our perception could visualize this event, for sure our 

comprehension about this event would change radically.      

Thus, the visual dimension on the performance aims to express 

this phenomena expanding it trough a plastic and artistic vision. 

This establishes a relation with the sound intensifying the 

performed gesture expressiveness.  

 

(2) It was aimed to research and explore a performative act, 

starting for a primitive point. This means that the idea of 

“performance” was attended as a couple of symbolic actions 

without pre-established ideas on composition from dance, music, 

image or movement. This way how to develop a ritual, whose 

actions manifested a spiritual transcendence act under the cyclic 

exploration of sound, able to dramaturgically guide the production 

of meaning in a sound composition. 
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Public eDGe  (2007: Rudolfo Quintas, Tiago Dionísio) is an 

interactive audiovisual installation that deals with and puts in 

practice a contemporary vision of portrait and landscape. Is was 

installed in a public Square in Tavira city and is an adaptation to 

audience participation from the performance eDGe by the 

authors.    

In the installation, the performative nature of the work takes place 

through public participation. When someone enters in the 

installation space, a geometric shape is projected. This digital 

body representation allows the user(s) to create drawings. The 

relations among the body action and the resulting visuals and 

sound originate meaningful interventions that represent the 

singularity of each individual. Several of these personal marks 

(portraits) are accumulated and moulded in just one shape. The 

transformation of these individual portraits into a landscape 

happens with the integration of intervention registries into one 

collective and continuous form / construction / memory.  

The sound, the visual and the body media can’t be dissociated 

because their form and meaning are originated simultaneously 

and form a single event. The sound and the images are 

generated from the actual user body movement and shape, but 

also, from the continuous mapping (loops) of the collective 

construction by the interactive system. This means that through 

the intervention accumulation, the previous interventions will 

affect and influence physical and mentally the up coming 

participators. 

 

-----------------p 
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eDGe (2007: Rudolfo Quintas, Tiago Dionísio,  Andreas Dyrdal, Eduardo Coutinho with António M. Cabrita, 

Isabel Souto, Mariana Tengner as dancers) is an 45 minute interactive stage performance that present a 

contemporary view of the concept portrait as landscape and deals with the body definition and characterization in 

an Augmented Reality environment, through a theoretical approach and a dramaturgical progression. On the 

stage, a projected image shows that the developed custom Augmented Reality System captures and represents 

the 3 performers bodies reducing, at the minimum level, the individual physical characteristics detail that defines 

and distinguishes them from each other.  

The performer/dancer confronts the de-characterization resulted by the digitalization process. The digital image 

is at the same time the reflex and an impersonal visual representation. This situation generates a conflict when 

the interpreter intended to create a personal mark (the portrait) on the image. The body language, as element of 

connection, impulsion and arrangement, appears as the the mechanism to inscribe a personal mark: here the 

portrait is revealed by a performed dance. This is the portrait poetics trough body language. The urge to leave 

individuality, to establish relation with others and to experience as a group, outcomes from the intrinsic human 

social condition. Here, the landscape concept results when each individual portrait is aggregated and the 

combined as one. 

What is the “augmented place”? Why it is intimate and magical? When the performers are on the stage, they 

construct the meaning of the visual augmentations, but at the same time this augmentations affect and influence 

their physical and mental state. The notion of extra-temporality was a main mind state to think time-space 

composition: in eDGe some generated actions continue to affect and influence the performance beyond the time 

it was created - the gesture is extended. The visuals, the music and the body are composed through a feedback 

loop process established 

between the performers 

and the system. In eDGe, 

the time, energy and 

movement are the ones 

appropriated to create a 

portrait and a landscape. 

In the beginning, we 

question the pertinence of 

applying new technologies 

development in the 

contemporary arts 

practice, and after 

experiment and put these 

in practice, we concluded 

that without them we 

couldn’t materialize and 

experience this body 

process and practice, nor 

the ideas and methods 

developed. 
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Swap (Rudolfo Quintas, Tiago Dionísio, João Costa) is an 

interactive audiovisual performance for stage that augments the 

motion beyond what can be seen and conceived, developed from 

the intersection between Dance and Interactive Visual Arts. The 

will to work in stage format, extending some concepts of previous 

performative installations and the development of dramaturgy 

oriented piece, were a concept could be explored dramaturgically, 

was the start point for this work. One of our aims was to explore 

how interactive visual arts, in augmented reality format using a 

computer vision interface, could affect and influence body 

expression, choreography and the qualities of gesture and 

movement, from the dance theory and practice. In this sense our 

aim was to contribute reciprocally to field of Dance and Visual Arts 

and to promote a common language. The developed software 

emphasizes and augments radically the motion beyond what can 

be seen. By its visual metaphors it exposes the hidden fluxes that 

run inside and around our body, and according the micro/macro 

scale changes our conception and comprehension of reality.  

Having this in mind, we developed a custom Augmented Reality 

Interactive system to capture the performer’s silhouette in real-

time and to immerge him in a virtual space where he interacts 

with thousands of small particles. The particle’s behavior and 

composition is modeled in real-time by generative nature of the 

system, the interpreter’s motion and by the digital artist’s 

manipulation. This collaboration originates a dialogue that is 

embodied in the projection space. The image projection allows 

the visualization of this relations that result in a motion graphics 

composition representing the image of a body, not merely the 

body representation of the interpreter, but the merged body that 

is the outcome of the digital artists expression and manipulation 

on stage, the dancer expression and the system behavior.This 

originates two different body knowledge and we like to think of 

the result image, as the embodiment expression of the 

disembodiment interactions, whose formal space domain 

becomes hybrid and probabilistic switching between the abstract 

and the figurative imagery. The performance is a 26 minutes 

piece, were a sequence of different conceptual environment 

modules output the energy that runs inside and around the body 

having a structured adaptive composition.   

 

 

--------------------------------p 
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Displacement  (2004: Rudolfo Quintas, Tiago Dionísio) is an 
interactive audiovisual installation that uses the body as input 
working as a Hyper-Instrument in a Augmented Reality Musical 
and Visual composition. Using this approach, we develop the 
idea to crate a context were “a piece” would generate two levels 
of interpretation by an audience – a direct and indirect one. The 
indirect one is what the audience sees before interaction and the 
direct interpretation happens when a 
person is itself interacting with the work.  The installation was 
motivated by the cross thinking in musical instruments, methods 
of composition and the nature of extending and interpreting a 
piece between participants.  The “sound musicality” was not 
the main focus, as it was not our intention to innovate in the 
form of a sound, but it’s inventive in the way the body is 
integrated with the musical production. In displacement the 
body is the musical interface itself and it encapsulates the tree 
fundamental notions in music: frequency, amplitude and 
velocity. When the participant enters in the installation, a 
computer vision system analyses his body silhouette and 

draws it as a white simplified vector silhouette  on the screen in 
real-time. This method is also used to allow the audience to 
interact with a red digital object that navigates in the projection 
screen. When this red object and the participant silhouette 
collide a Hyper-Instrument is generated - the participant 
silhouette is duplicated and it is frizzed as a yellow silhouette 
on the screen. There, a small white circle runs over the 
perimeter’s yellow silhouette in loop and every time it passes 
trough a vertex it plays a specific sound hose frequency and 
amplitude corresponds to the length of the edge it has passed 
trough. This way, the sound loop velocity, rhythm and melody 
is modulated by the pose made by the participant. A second 
instrument is generated that is a blue polygon that is build up in 
a similar process corresponding to the last 20 coordinates 
where the body collided with the digital object.    
 
When the participant leaves the installation, he leaves a 
musical and visual composition that runs in loop until the next 
participant enters. This composition works as a poetic and 
memorial extension of one participant to the other, and is the 
first experience the next participant interpreters as the art work 
(indirect experience). Only when this new participant becomes a 
part of the work – interacting with it – he starts to understand the 
work differently. This is particularly strong on the effect the work 
causes to other participants because the compositions left vary 
from figurative to abstract compositions, ludic to spiritual, sexual 
to affective. During the exhibition, the participants seem to 
develop a very intuitive, imaginative and exploratory 
choreography.  
 

/////////��
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Dynamic Painting  (2003:Rudolfo Quintas) it’s a sequence of 9 

studies on interactive gestural drawing and painting. Motivated by 

the research on the formal nature and composition of digital image 

animation based on hand and gesture control. All the pieces were 

based on the concept of “building-block” and “life-cycle”. The 

“Building-block” method respect the way they were coded and 

constructed: the overall composition is composed by small objects 

that are equal between them but different from the general 

composition object. This is different form fractals were the whole 

object is constituted by equally small geometric objects.  Each 

building-block small object is generated according to the user input 

and in some pieces it has its one behavior after being created. 

 

The life-cycle concept is the way they are animated: they born with 

the user input, they grow up, develop and die. It was aimed to 

research infinite results of spatial and temporal composition, 

depending on the relation between the user input (speed, direction 

and amount of fingers pressed) and the place they were 

generated. This concept is explored differently in each piece, were 

different relations on patters, shapes, animation paths and 

relations between elements are composed. This pieces were very 

important in the frame work of our projects because we focused in 

understanding the nature and possibilities of digital painting,  

discovering its uniqueness relatively to chemical or analog 

painting, for example, one object is 2D but when user moves it he 

extrudes and becomes 3D showing his internal structure.  
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Transfigurations  (2003: Rudolfo Quintas) is an interactive visual 

and musical installation exploring the concept of portrait and 

landscape. It was motivated by the statement that technology 

should be a vehicle for an artistic concept, and not the basis of 

artistic project itself. Having this in mind a question was asked: 

what has been maintained in common in the History of Art, since 

the Romans and even before, that is sill subject of artistic concept 

today? The answer to this question generated the theme to this 

project: Portrait and Landscape – both have been used to output 

artistic innovations in art independently the technologies used: 

from Greeks to renascence, romantism to realism, cubism to pop 

art. This generated one other question: How can “the artist” 

develop a portrait if he doesn’t know the person? This was 

because in the interactive system the participant would develop art 

work contents. The concept addressed on portrait, was that the 

composition and behavior made by the participant during the work 

revealed his portrait.  

Using a computer vision motion capture system, the position, 

shape and expressiveness of participant motions are analyzed and 

converted to the visual and musical transformations.  

The participant enters on a room were a simple outlined face is 

projected. This face will be animated in relation to the position of 

the participant, morphing to a landscape as the participant gets 

closer to the screen. With the same method, the sound 

composition changes from rhythms to landscape and melodies. 

The expressiveness of the interactive system and outputted visual 

and sound was conceived to be a very ludic or poetic experience, 

depending on the participant emotional behavior. In the beginning 

this face reacts mostly like when one is in front of a mirror, 

becoming a very ludic experience resulting in playful sound and 

animation, as the participant gets closer the screen, the morphing 

transformations on sound and image make possible for a more 

contemplative and poetic atmosphere.  
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Overlap (2003: Rudolfo Quintas, Tiago Dionísio) is an interactive 

audiovisual installation that uses the body of present and past 

participants to develop the concept of “open-choreography”. It is 

motivated by the notion of body language as the most fundamental 

and primarily vehicle of communication. The metaphor of body 

overlapping was used to create the platform of communication 

having in mind that one communicates with the other when 

something is putted in common. In oral communication one puts 

the same language to be able to communicate with the other, in 

this case it is used the most intuitive way communication, the body 

language. By this, we aimed to build an installation were people 

could communicate by performing with someone that was there 

before.  

The participant is seduced by a sound varying in Loop that comes 

form a room. When he goes in, the sound stops and his body is 

mapped to the screen by a video camera and has the opportunity 

to perform with the other body that is waiting for him in the center 

of the projection screen. The body that is used as reference and 

guide starts to move if the participant overlaps, and during the 

1m30s the participant performs a choreography with it. Intuitively, 

the participant starts to move according to the other body. In the 

end, the participant is able to understand if he established 

communication with the other person because the system changes 

the body previously recorded to his one. The system does this by 

counting the number of pixels that overlapped during the 

performance, and if was up to 70% of overlapping, the system 

swaps the previous video recorded body performance to the one 

made by the current participant. The sound is composed in real-

time using the participants body expression and shape. The simple 

graphics help the participant to concentrate his attention in the aim 

of the work, and the line that connects both navels together with 

the green brightness resulted by the overlapping help them to 

better understand the notion of body communication as the thought 

of putting in common.  The music also helps to increases this 

notion because the sounds get inharmonic and chaotic when the 

bodies in the screen are far from each other, and harmonic when 

close. 

 

 

 

 

 

 

 

 

 



-�&����	��$
��%�����
�

������	�
�
��
�����0�

 

New Media as Cyborg  (Rudolfo Quintas, Tiago Dionisio) is an 

interactive audiovisual performative installation that explores the 

concept of digital architecture and object design.  It was 

motivated by the idea of researching a new imagery, expressive 

vocabulary and communication techniques in the context of the 

art formerly known as New Media.  It was aimed create a new 

experience of digital architecture and object design by modeling, 

generating, and rendering media in real-time using the body as 

input.  

The imagery presented in this project tries to push forward the 

experience and concept of digital architecture and object design 

in the nature of cyberspace- analogically to the walls of buildings 

and the objects we have in analog world. 

The digital architecture and object design were composed by two 

main layers: the Motion Wall and the Motion Objects. The Motion 

Wall is a white triangular 3D grid that fills all the projection area. 

In each vertex there is a white square that reacts to “virtual 

touch”, outputting a specific sound and animation. The wall 

explores the idea that architecture can be dynamic and 

modulated according to human presence. Depending on the 

touched vertex, the wall’s shape expands, contracts, deforms 

and vibrates. Some vertexes when touched display a Motion 

Object. The Motion Objects are a series of 5 individual objects. 

Each one has its one nature and plasticity, researching 

singularity and new imagery in the nature of digital objects. 

Different transformation concepts are explored by interaction: 

object nº1 and 2º are volumetric and explore 3D rotation and 

Scale;  object nº3 is volumetric and explores scale distortion by 

rotation and translation; object nº4 is bi-dimensional, explores 

drawing and gestural path-animation; object n º5 and 6º are bi-

dimensional and explore brush-shape painting type by 

accumulative addictive pixels.   

The Human Computer Interface is non-haptic motion capture 

system developed using computer vision software and controlled 

light environment. When the participant puts his hand in the light, 

the camera image detects a shape and starts tracking it. 


