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Reboot is a digital restart - it cleans a digital system of some saturating element, reviving it. In 
the tangible world, the concept of Reboot is sold to us in many forms - restful sleep, detox 
treatments, therapeutics, and the like - but it hardly parallels with this digital recurrence. 
This Reboot is an invitation to speculation, to criticism, to a fresh scientific production, and to 
formal, transdisciplinary artistic interventions. The festival, organized in collaboration with the 
joint Digital Media doctoral program, will take place at the Palácio Baldaya, a beautiful and 
multifunctional building that serves as a cultural and innovation space in Benfica - a vibrant 
working-class district in the North-East of Lisbon. In 4 days, we will “restart” all participants 
through an exhibition, a symposium, keynotes, and many other activities. 
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About 
When we install a new application on a computer, it is often necessary to reboot the system. 
This happens because the computer cannot handle files while they are being used (by the 
operating system or other programs). These files (thoughts, ideas) need to be released from old 
programs so new ones can be created. 
 
When we install a new application on a computer, it is often necessary to reboot the system.                 
This happens because the computer cannot handle files while they are being used (by the               
operating system or other programs). These files (thoughts, ideas) need to be released from old               
programs so new ones can be created. 
 
In the artistic milieu, the creative gesture of destroying and redoing work generally refers to the                
need for a demarcation between two moments: a before and an after. This gesture of rupture                
does not imply the negation of the past, but rather the initiation of new meanings. 
 
The Reboot festival aims to explore this idea in the context of scientific research, an area                
typically considered as opposed to art. It is precisely at this point that we want to Reboot - we                   
want to break free from the art/science dichotomy, the idea that science and art are opposed,                
and drive transdisciplinary digital creativity. We want to show how subjectivity, emotion, beauty,             
and creativity can (should?) dialogue with the seriousness, precision, and rigor of the scientific              
method while enriching each other. 
 
This festival happens at a time when the doctoral program in Digital Media, the result of a                 
collaboration of more than 10 years between the University of Porto and the NOVA University of                
Lisbon, through the FCSH and FCT schools, is undergoing renovation and investment.            
Following this comes the Reboot - a new breath only possible thanks to the extensive research                
already developed and the experience of past events. Future Places, which for 11 editions              
brought to Porto a Medialab for Citizenship that involved the community, memory, and digital              
culture. And PLUNC, an International Digital Arts Festival that for two editions linked and              
mediated the routes between Lisbon and Almada in different ways. Both of these events are               
rooted and organized by the same doctoral program. 
 
Reboot will feature several educational and cultural activities, including talks, exhibitions, and a             
doctoral symposium.  



 

Open Call 
 
The Open Call is now open up until September 10th. The selected projects will integrate the 
festival’s exhibition. 

Recipients 
Artists and students with projects in the field of digital arts and new media. 

Goals 
We are looking for projects/experiences in the field of digital arts and new media that involve the 
use, speculation and/or innovation in the field of digital technology and suggest possible 
interpretations around the festival theme: reboot (ie, the restart, reconstruction, healing, 
transformation, rebirth, among others). 

Application Dossier 
The dossier of each application must contain the elements listed below and be sent in digital 
format to hit@fcsh.unl.pt by September 10 at 11:59 pm. 
The subject of the email should include the word “application”. 
 
Identification of the author (s) 

Name 
Affiliation (University and course, if applicable) 
Date of birth 
address 
telephone 
Email 
Co-authors and / or contributors 
Authors’ biography (maximum 200 words) 
 

Project Identification 
Title 
Project Synopsis (150 words maximum) 
A detailed description of the project concept/idea and modes of operation (max 1000 
words) 
Attachment of 3 exemplary images (JPG, PNG, GIF, PDF) 
Video (max 5min time) via URL (optional) 
Website or URL with more information about the project/idea (optional) 



 

The technical description will be requested if the project is selected. 

Selection Jury 
The analysis of submitted applications and selection of the winning projects will be done by the 
Reboot festival programming team. 
 
 

Press Release (portuguese) 
Há um novo festival de tecnologia e arte em Lisboa 

O festival Reboot combina arte, ciência e tecnologia durante 4 dias no Palácio Baldaya 

 
O festival Reboot irá decorrer entre os dias 10 e 13 de Outubro, no Palácio Baldaya, em                 
Benfica, Lisboa. Este Reboot é um convite à especulação, à crítica, a uma produção científica               
refrescante e a intervenções artísticas transdisciplinares, livres de formalidades. Em 4 dias,            
“reiniciaremos” todos os participantes através de uma exposição, palestras e um simpósio            
doutoral. 
 
A exposição, que estará aberta ao público durante os 4 dias do festival, contará com obras                
aclamadas de artistas internacionais e nacionais reconhecidos, como Ben Grosser (Computers           
Watching Movies) ou Pedro M. Cruz (“Simulated dendrochronology of U.S. immigration           
(1830-2015)”), bem como obras novas, algumas criadas especificamente para o Reboot, nas            
quais se procura cruzar arte, ciência e tecnologia.  
 
A keynote do evento está a cargo de Larry Shea, professor da Universidade Carnegie Mellon,               
que abordará temas, tais como o uso de tecnologias VR/AR/XR em storytelling e performances              
artísticas numa talk intitulada “There's No Place Like Phone: AR, digital infrastructures, and             
performance”. As outras palestras serão dadas pelo designer, músico e professor Miguel            
Carvalhais - “Computation, Replication, Art”, e pela artista e professora Maria Mire - “Moving              
Image and Media Archaeology: The Werner Nekes' Collection”. 
 
O festival Reboot é organizado pelo programa doutoral em Media Digitais, fruto de uma              
colaboração de mais de 10 anos entre a Universidade do Porto e a Universidade NOVA de                
Lisboa, através da NOVA FCSH e da FCT. 
 
A participação no Reboot é gratuita e todos são bem-vindos. No entanto, é necessário fazer um                
registo de interesse no site do festival  caso se pretenda assistir às palestras. 
 

http://rebootfest.pt/


 

 
Mais informação no site do festival: rebootfest.pt 
 
Para mais informações contactar: Carla Nave // helloasuka@gmail.com // +351 91 826 11 18 

  

http://rebootfest.pt/
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Program 

October 10th - Thursday 
 
11:00 - 22:00: Exhibition 

October 11th - Friday 
9:00 - 22:00: Exhibition 
 
- 
13:00 - Light lunch 
 
14:30 - Opening (Teresa Romão) 
 
15:00 - 16:00: Maria Mire (30m + 15m) 
 

Moving Image and Media Archaeology: The Werner Nekes' Collection 
It will be put up for discussion if the nature of cinematic experience is in fact rooted 
historically in cinema, since this is a diffuse experience, synthesized in devices that 
wanted to give back anima to what had previously been fixed in an image. It is, for this 
precise reason, that it is particularly pertinent to approach in this context the Werner 
Nekes' collection of optical devices, because it possesses unique qualities as an archive 
that condenses the history of visual media, cross-referencing it with visual culture in its 
popular expression, as well as with the universe of fine arts and contemporary art. 

 
16:00 - Doctoral Symposium (2) 
 

Sofia Baptista  - Analysing Interactive Documentaries and Narrative: A Proposal for 
Categorization 
 
Gisela Canelhas - Educational audiovisual products for children: trends and challenges 
in the creation and distribution on the Internet 
 

16:45 - 17:15: Coffee Break 
 
17:15 - 19:30 Doctoral Symposium (6) 

 
Janna Omena  - Computer Vision & Digital Networks for Bot Engagement Studies 
 



 

Ilo Alexandre  - Comparing and evaluating data-driven journalism: how the audience 
interacts with data visualization 
 
Vanessa Cesário -  Enhancing museum experience through games and stories for 
teenagers 
 
Terhi Marttila  - We-cannot-take-them-all: Preliminary findings in the design of a voice 
interface 
 
Henrique Silva  - Evolving the Digital Platform for the Industry Design and 
Implementation Process 
 
Rodrigo Assaf - Publishing, interacting and reviewing 3D content on the web 

 
19:30 - Performance 
 
20:30 - Dinner 

October 12th - Saturday 
9:00 - 22:00: Exhibition 
 
- 
 
9:30 - Welcome  
 
10:00 - 11:00: Doctoral Symposium (4)  
 

Lígia Duro - Mhealth & motivational text messages: Does aesthetic pleasure matter? 
 
Diana Sousa  - Literature Review about Motivation through Serious Games in Physical 
Rehabilitation of Upper Limbs 
 
Paula Neves  - Earthsensum: Making Sense with Chemical Senses through Multisensory 
HCI Design for Environmental Health communication 
 
Camila Wohlmuth - Interactive Multimedia Features in Scientific Publications: UX/UI 
Design Model 
 

11:00 to 11h30: Coffee Break 
 
11:30 - 13:00: Doctoral Symposium (4)  
 



 

Carla Nave  - Telling Computers How We Feel - Designing and Evaluating an Interactive 
Digital User Interface for the Self-report of Emotions 
 
Marco Heleno - Explaining Machine Learning: Visualizations of emerging narratives 
from the mutable data flows and architectures of these systems 
 
Alexandre Clément - Interaction Methods for Digital Musical Instruments: Application in 
Personal Devices 
 
Diogo Cocharro - Content-based (re)creation of loops for music performance 

 
13:30 to 14:30: Lunch 
 
14:30 - Welcome (Nuno Correia) 
 
15:00 - 16:00: Larry Shea (45m + 15m) 
 

There's No Place Like Phone: AR, digital infrastructures, and performance 
Larry will speak about two recent projects; The Elements of Oz and The Invisible Givens; 
and more generally about the use of newly emerging VR/AR/XR technologies for 
storytelling and performance. It's an extremely exciting time for theater makers and 
artistic storytellers because the technologists and corporations developing these tools 
have very limited imaginations about the best uses for their gadgets - they do however, 
seem to understand this - and they see storytelling as their "killer app." That's our cue, if 
we can take it. 
 

16:00 - 16:30: Coffee Break 
 
16:30 - 16:45: António Coelho 
 
16:45 - 17:30: Miguel Carvalhais (30m + 15m) 
 

Computation, Replication, Art 
This talk will focus on computation as a central aesthetic drive in art. It will explore how 
systems that are often open-ended and potentially infinite rely on procedurality for poetic 
expression and aesthetic experience. This context makes the creation of meaning and 
the experience of closure dependent on a mode of reading that is also procedural and 
on the creation of functional models of a work, a process that is unique to the aesthetic 
experience of computational art. 

 
 
17:30 Students from UP go back to Porto 



 

October 13th - Sunday 
9:00 - 18:00: Exhibition 
 

  



 

Speakers 

Larry Shea 
https://www.cmu.edu/cas/people/shea_larry.html 
 
Larry Shea joins the CMU faculty from an active and diverse career at the intersection of Art and 
media technology in New York and has recently been appointed to create a top-notch Video & 
Media Design Option curriculum for CMU's School of Drama. 
Larry is an artist working with film, video and interactive digital media. His work ranges from 
short experimental videos to video installation/interactive environments and recently, kinetic 
sculpture. He has exhibited his work at national and international venues including The Mix 
Festival in New York; MIX Brazil; Outfest LA; The British Film Institute, London; the Ars 
Electronica Festival, Lintz, Austria; as well as on cable and the internet. 
Shea collaborates frequently with other artists on a range of projects from theatrical visuals to 
museum exhibitions and large-scale public works of art. He created stage effects and 
environments for several of Mike Albo's monologue performances at PS 122 and HERE Arts 
Center, New York. He worked with artist Julia Scher for many years on her surveillance-art 
installations, including "Securityworld" (1996 at Galerie Hussenot, Paris); "Wonderland" (1998 
Andrea Rosen Gallery, NY and several European venues); and "Predictive Engineering 2" (1999 
at SFMOMA). He was Technical Designer for Mary Ellen Strom and Ann Carlson's large-scale 
outdoor video projection and performance extravaganza "Geyserland", taking place on an 
observation-car train trip from Bozeman to Livingston, Montana in 2003 (www.geyserland.org). 
Larry holds an MFA from The Massachusetts College of Art, a BA from the University of Virginia 
and has taught video production and installation art at The New School for Social Research, 
NYC; The Pratt Institute, Brooklyn, NY and Film Video Arts, NYC. From 2000-2004 he was a 
full-time Visiting Artist at the School of the Museum of Fine Arts, Boston. From 2003-2005, he 
was Executive Director of the Internationally acclaimed, MIX: the New York Lesbian and Gay 
Experimental Film/Video Festival in New York. 
 
 

Miguel Carvalhais 
https://www.carvalhais.org/ 
 
Miguel Carvalhais is a designer, musician, and assistant professor at the Faculty of Fine Arts of 
the University of Porto. He studies creative practices with computational systems, having written 
the book “Artificial Aesthetics” on the topic. His research and practice explore how 
computational and procedural systems are read by humans, and how procedural discovery and 

https://www.cmu.edu/cas/people/shea_larry.html
http://www.geyserland.org/
https://www.carvalhais.org/


 

interpretation are paramount for the creation of meaning and the aesthetic experience. His 
artistic practice spans computer music, sound art, live performance, audiovisuals, and sound 
installations. He runs the Crónica label for experimental music and sound art, the xCoAx 
conference (on computation, communication, aesthetics and x), and the Invisible Places 
symposium (on soundscape art and ecology). 
 

Maria Mire 
Maria Mire (Maputo, 1979). Lives and works in Lisbon, Portugal. Her artistic and research work 
focuses mainly on the perception of moving image. Has a PhD in Art and Design, by the Faculty 
of Fine Arts of the University of Porto, and wrote the thesis "Phantasmagorias: the moving 
image in the field of contemporary artistic practice". She is currently a teacher and co-director of 
the Cinema/Moving Image Department of Ar.Co – Centro de Arte & Comunicação Visual, in 
Lisbon. 
 
 
 
 
 
 
 
 
 

  



 

Artists (Exhibition) 

In Focus 

Ben Grosser 
Artist Benjamin Grosser focuses on the cultural, social, and political effects of software. What 
does it mean for human creativity when a computational system can paint its own artworks? 
How is an interface that foregrounds our friend count changing our conceptions of friendship? 
Who benefits when a software system can intuit how we feel? To examine questions like these, 
he constructs interactive experiences, machines, and systems that make the familiar unfamiliar, 
revealing the ways that software prescribes our behavior and thus, how it changes who we are. 
 
Grosser is an Associate Professor of New Media in the School of Art + Design , co-founder of 
the Critical Technology Studies Lab at the National Center for Supercomputing Applications 
(NCSA), and a faculty affiliate in the Unit for Criticism and Interpretive Theory and the School of 
Information Sciences, all at the University of Illinois at Urbana-Champaign. Grosser’s works 
have been exhibited at major international venues, exhibitions, and festivals, and his artworks 
have been featured in The New Yorker, Wired , The Atlantic, The Guardian , the Los Angeles 
Times, The Washington Post, Neural , Rhizome , Hyperallergic, FastCoDesign , Al Jazeera , 
Corriere della Sera , El País, and Der Spiegel . The Huffington Post said of his Interactive 
Robotic Painting Machine  that “Grosser may have unknowingly birthed the apocalypse.” The 
Chicago Tribune  called him the “unrivaled king of ominous gibberish.” Slate  referred to his work 
as “creative civil disobedience in the digital age.” 

Computers Watching Movies 
Computationally-produced HD video with stereo audio, 15 minutes 
2013 
 
Computers Watching Movies shows what a computational system sees when it watches the 
same films that we do. The work illustrates this vision as a series of temporal sketches, where 
the sketching process is presented in synchronized time with the audio from the original clip. 
Viewers are provoked to ask how computer vision differs from their own human vision, and what 
that difference reveals about our culturally-developed ways of looking. Why do we watch what 
we watch when we watch it? Will a system without our sense of narrative or historical patterns of 
vision watch the same things? 
 
Computers Watching Movies was computationally produced using software written by the artist. 
This software uses computer vision algorithms and artificial intelligence routines to give the 
system some degree of agency, allowing it to decide what it watches and what it does not. Six 
well-known clips from popular films are used in the work, enabling many viewers to draw upon 

https://bengrosser.com/
http://www.art.illinois.edu/
http://www.ncsa.illinois.edu/
https://criticism.english.illinois.edu/
https://ischool.illinois.edu/
https://ischool.illinois.edu/
http://bengrosser.com/blog/twitter-demetricator-in-the-new-yorker/
http://www.wired.com/design/2014/01/computer-sees-watches-matrix/
http://www.theatlantic.com/technology/archive/2013/10/the-art-project-that-em-wants-em-the-nsa-to-read-your-email/280660/
http://www.theguardian.com/technology/2013/oct/10/nsa-filter-scaremail-email-blacklist-plugin?CMP=twt_fd&CMP=SOCxx2I2
http://www.latimes.com/business/technology/la-fi-tn-facebook-demetricator-20121204,0,3755137.story
http://www.latimes.com/business/technology/la-fi-tn-facebook-demetricator-20121204,0,3755137.story
https://www.washingtonpost.com/news/the-intersect/wp/2017/02/16/how-to-hide-your-true-feelings-from-facebook/
http://neural.it/2013/04/facebook-demetricator-de-quantifier-of-social-connections/
http://rhizome.org/editorial/2012/nov/15/dont-give-me-numbers-interview-ben-grosser-about-f/
http://hyperallergic.com/131206/computers-watching-movies/
http://www.fastcodesign.com/1671094/a-browser-plugin-that-strips-all-the-numbers-from-facebook
http://america.aljazeera.com/opinions/2014/7/nsa-surveillanceartbiometricspoliticsculture.html
http://seigradi.corriere.it/2012/11/22/il-facebook-demetricator-per-liberarsi-dalla-schiavitu-dei-like/
http://blogs.elpais.com/arte-en-la-edad-silicio/2014/02/tambien-los-ordenadores-miran-los-clasicos-del-cine.html
http://www.spiegel.de/netzwelt/web/scaremail-so-liest-die-nsa-auch-ihre-e-mails-a-930911.html
http://www.huffingtonpost.com/2011/09/20/interactive-robotic-paint_n_972282.html
https://bengrosser.com/projects/interactive-robotic-painting-machine/
https://bengrosser.com/projects/interactive-robotic-painting-machine/
http://blogs.chicagotribune.com/news_columnists_ezorn/2013/10/art-project-adds-tinge-of-terror-to-everyday-email.html
http://www.slate.com/blogs/future_tense/2013/10/09/scaremail_benjamin_grosser_s_gmail_extension_aims_to_drown_nsa_in_nonsense.html


 

their own visual memory of a scene when they watch it. The scenes are from the following 
movies: 2001: A Space Odyssey, American Beauty, Inception, Taxi Driver, The Matrix, and 
Annie Hall. 

Pedro M. Cruz 
Pedro M. Cruz is a scholar and practitioner in Design for data visualization, exploring and 
systematizing ways to apply figurative metaphors in complex systems for social critique. He is 
Assistant Professor in information visualization  at Northeastern University in Boston, MA. He 
holds a PhD in Information Science and Technology from the University of Coimbra in Portugal.  
He was a researcher at MIT Senseable City Lab in Cambridge and Singapore. Prior to that, he 
collaborated regularly with design studio FBA in Coimbra where he learned about design. His 
work was featured in several exhibitions around the world such as the London Design Biennale, 
the Ibero-American Biennale of Design, CES, MoMA’s Talk to Me, and SIGGRAPH, as well as 
in magazines such as Fast Company, Wired, National Geographic and in specialized books. 

Simulated dendrochronology of U.S. immigration (1830-2015) 
Data visualization with a poetic take on the data — historical immigration to the U.S. is shown 
as a set of tree rings (1830-2015). As time advances, the tree grows, forming rings of 
immigration. Each ring corresponds to a decade. Cells are deposited in layers, and each cell 
corresponds to 100 immigrants that arrived in that decade from a specific region outside the 
U.S. Trees in their natural setting have annual growth rings that reflect varying environmental 
conditions; the rings’ forms are neither perfect circles nor ellipses. The algorithm is inspired by 
this variation and accordingly deposits immigrant cells in specific directions depending on the 
geographic origin of the immigrant. Rings that are more skewed toward the country’s East, for 
example, show more immigration from Europe, while rings skewed South show more 
immigration from Latin America. With this, it is possible to observe the quantity of immigration 
through the thickness of the rings. The color of the cells corresponds to specific 
cultural-geographical regions. 
 
Micro-data were collected, consisting of millions of samples of questionnaires from the U.S. 
Census. This data registers the U.S. state of residence, age, and country of origin of each 
person since 1790. Using this data, we calculated estimates for the number of immigrants who 
arrived in each decade. The system was implemented in Processing and uses a physics engine 
to deposit cells and make them interact with each other. The tree metaphor: Trees can be 
hundreds, even thousands years old. The cells grow slowly, and their pattern of growth 
influences the shape of the tree’s trunk. They are the result of a slow process that occurred a 
long time ago. This idea lends itself to the representation of history itself, as it shows a 
sequence of events that have left a mark and shaped the present. If cells leave a mark in the 
tree, so can incoming immigrants be seen as natural contributors to the growth of a trunk that is 
the U.S. It carries the idea that these marks in the past are immutable and that cannot be 
erased regardless how you read them. Additionally, it embodies the concept that all cells 
contributed to the organism’s growth and that they are all part of it. The cells and rings in a tree 

https://pmcruz.com/
https://www.northeastern.edu/visualization/
https://camd.northeastern.edu/artdesign/people/pedro-miguel-cruz/
http://www.fba.pt/


 

are nature’s own way of organizing information, which can serve a reference to how we can 
spatially organize immigration data for presentation. 
 
Data: Steven Ruggles, Katie Genadek, Ronald Goeken, Josiah Grover, and Matthew Sobek. 
Integrated Public Use Microdata Series: Version 7.0 [dataset]. Minneapolis: University of 
Minnesota, 2017. doi.org/10.18128/D010.V7.0 . 
 

Invited 

Ana Rodrigues / Bruna Sousa 
Ana Rodrigues  is a Cross-Media Designer and Ph.D. Student. Aside from being currently 
enrolled in the Program of Information Science and Technology at the University of Coimbra she 
does research at the Computational Design and Visualization Lab. She has previously 
completed a B.Sc. degree and a M.Sc. degree in Design and Multimedia at the same institution. 
She is particularly interested in exploring bridges that may emerge from crossing domains of 
Visual Communication, Music, Neuroscience, and Media Design. Other interests of hers include 
Computational Creativity and Artificial Intelligence. 

 
Bruna Sousa  holds a Master in Design and Multimedia from the University of Coimbra. She 
also holds a Bachelor degree in Design and Multimedia, from the same institution, a course 
where she currently teaches. She is currently enrolled in the Phd of Contemporary Art at the 
College of Arts of the University of Coimbra. For five years she has worked as a freelance 
graphic designer for clients in the areas of arts, culture and architecture, among others. Her 
research interests are related to participatory design, computational design, interaction design, 
graphic design, motion graphics, illustration and photography.  

Glowing Lichen 
Glowing Lichen is an installation that consists of an exploration of a series of transformations in 
an Ecosystem cohabited by a series of organisms that are fed by a physical surrounding 
environment and an audience. The audience is then invited to interact, transform and reshape 
these organisms. This results in a set of behaviors — conscious or not — that contribute to the 
way the organism feels and transforms. 
 

André Constantino 
André Constantino was born in Caldas da Rainha (1990). He lives and works in Lisbon. He 
graduated in Motion Picture/Cinema at Ar.Co - Center for Art and Visual Communication in 
Lisbon, where he is currently an assistant professor. He is also a collaborator at Irmã Lúcia - 
preservation/restoration of films (ANIM / Cinemateca Portuguesa). 

https://doi.org/10.18128/D010.V7.0
https://cdv.dei.uc.pt/authors/ana-rodrigues
https://cdv.dei.uc.pt/authors/bruna-sousa/


 

A kind of compilation 
The two video pieces that André Constantino is presenting at Reboot festival are part of the 
exhibition "A kind of compilation - André Constantino", currently being exhibited at Ar.Co - 
Xabregas. 
 
The exhibition features a multitude of videographic materials: “lost cassettes”, super 8, vhs, 
sd/hd collected and worked in the last two years. Based on a compilation approach, focused on 
the possibility of showing obsolete and seemingly disconnected materials without having to 
succumb to nostalgia, extract some chronology or even a narrative. It was simply sought to 
disable the fractured side of these materials and "throw them into space", while looking for other 
ways of meaning. 
 

Joana Chicau 
 
Joana Chicau [PT/NL] is a graphic designer, coder, researcher — with a background in dance. 
Her trans-disciplinary project interweaves web programming languages and environments with 
choreographic practices. In her practice she researches the intersection of the body with the 
constructed, designed, programmed environment, aiming at in widening the ways in which 
digital sciences is presented and made accessible to the public. She has been actively 
participating and organizing events with performances involving multi-location collaborative 
coding, algorithmic improvisation, open discussions on gender equality and activism. Recent 
work, news and updates: www.joanachicau.com 

Theatre of Re_Sources    
Welcome to the Theatre of Re_Sources, and explore a landscape of scores and scripts for the 
live coding performance “Edit Distances”, a piece written in web programming languages 
interweaved with choreographic thought. 
In computation linguistics “edit distance” is a string metric operation, the edit distance between 
two words is “the minimum number of single-character edits (insertions, deletions or 
substitutions) required to change one word into the other.”(1)  
From the frontstage to the backstage of the Theatre of Re_Sources takes the user-spectator in 
a journey across distances: between words and its meaning, objects and functions, language, 
technique and imagination. 
 
(1) original definition retrieved from:  en.wikipedia.org/wiki/Edit_distance 
Project’s website: 
http://www.internetmoongallery.com/archive/JoanaChicau/Theatre_of_reSources.html  
The project has been originally supported with subsidy from Stimulerings Fonds  

  

https://arco.pt/site/pt
https://arco.pt/site/pt
http://www.joanachicau.com/
http://internetmoongallery.com/archive/JoanaChicau/en.wikipedia.org/wiki/Edit_distance
http://www.internetmoongallery.com/archive/JoanaChicau/Theatre_of_reSources.html
http://stimuleringsfonds.nl/en/


 

João Vinagre 
João Vinagre is a communication designer and adjunct professor at Caldas da Rainha School of 
Arts and Design. He attended the painting and drawing course at the Ar.Co art school (1990) 
and graduated from the Lisbon Faculty of Fine Arts in Communication Design (1996).  
He has a postgraduate degree in the PhD program at the Polytechnic University of Valencia in 
the area of Information Design and holds the title of Specialist in Audio Visuals and Media 
Production at ESAD.CR. In addition to working for clients, especially in the field of art and 
culture, he develops work as a creator in the digital arts area, seeking to explore languages 
created from the use of digital tools from an experimental perspective. 

Body Functions (Serie 2019) + Sea Creatures (Serie 2019) 
The proposed works arise from the exploration of the processes of random creation of images 
using Photoshop. In this construction, the methodology used employs various filters which are 
applied repeatedly in an exhaustive way - using actions - creating organic looking images but 
simultaneously with patterns and progressions. These images, generated from a digital matrix 
bitmap, are applied to media with analog arrays - screen printing and cross-stitch embroidery - 
in order to explore various supports that encompass this form of language.  
 

Sara Orsi 
Sara Orsi  is a web designer/coder, researcher and lecturer whose practice has as principal 
motto the impact of digital media on contemporary culture. She co-founded Arquivo 237 – a 
cultural and educational project in Lisbon, focused on Architecture, Design and Technology. 
With a background in Architecture from University of Porto, Orsi holds a master in 
Communication Design and New Media from the Faculty of Fine Arts of the University of Lisbon, 
with the dissertation “From the Archive to the New”.  

Whole Earth Catalog 
Taking the ambivalences of both the Whole Earth Catalog  and the Internet, Whole Web Catalog 
is an ongoing web search engine that explores the space between a sharing global community 
and a whole system control. Connected to various information services and datasets through 
open APIs, Whole Web Catalog is a mash-up tool to already existing tools, that returns an 
assemblage of information in order to get non-unilateral responses. While being an alternative 
tool to corporate search engines, it also questions the relevance of the information available in 
open datasets.  

 

http://esad.cr/
http://saraorsi.com/
http://www.wholewebcatalog.org/


 

Open Call 

Francisca Rocha 
Francisca Rocha Gonçalves is a researcher from Porto where she currently lives and works. 
She has a background in biological sciences with a degree in Veterinary Medicine from ICBAS 
(University of Porto) and a Multimedia master’s in interactive music and Sound Design from 
FEUP (University of Porto). Combining her interests in sound, technology, art and science, she 
aims to raise aural and environmental awareness in society, promoting environmental education 
through artistic practices and sound art. In 2017, she enrolled in Digital Media PhD at FEUP 
(University of Porto) under the program UT Austin | Portugal CoLab focusing on acoustic 
ecology as a tool for environmental awareness concerning the ocean soundscape. 
Understanding vibration and particle motion as a vital component in aquatic life, the goal is to 
develop artistic artefacts in order to reveal the problem of noise pollution in underwater 
environments. 
Co-founder of the artistic collective Openfield Creative Lab . 
Co-founder of Ocean Soundscape Awareness project – ØSAW.  

Luciferina 
Co-authors: Rodrigo Carvalho 
 
Luciferina is a laser and sound installation that explores how noise pollution can affect the 
phenomenon of bioluminescence, a form of underwater communication through light emission. 
This audiovisual installation creates an immersive environment through a dialogue between 
sound and light exposed by vibrational phenomena, where the use of low-frequency sounds 
disturbs light visualisation. Cymatics can reveal another level of visual interpretation of sound 
allowing further comprehension of how vibration can interfere with light transmission. The input 
data is from underwater recordings, with a particular emphasis on motor vessels and propellers 
sounds. This installation aims to explore the concept of turmoil and disturbance in marine 
ecosystems. Moreover, it draws attention to anthropogenic noise in deep ocean environments, 
questioning their impact on organisms that may be affected not only by sound disturbances but 
also by changes in vibration and particle motion.  
 

Nuno Mika 
Nuno Mika is a Portuguese artist and researcher focused on the digital world, who develops 
multidisciplinary projects in the scope of new media art. In early 2014, after studying 
electromechanics, music and architecture, he began to develop interactive environment, 
creating immersive and dreamlike environments meant to envelope the viewer. His work 
projects have already been presented in several countries such as Canada, Russia, Japan, 
Spain, Netherlands, Italy and Portugal. 

http://openfield-creativelab.com/
https://www.instagram.com/oceansoundscapeawarenesss/


 

Sound Memory v2.0 
Sound is the propagation of invisible frequencies / waves that are usually understood through 
hearing. Sound Memory is an interactive installation between body sound and image. The 
sound is altered through the movements of the people, which in turn the sound changes the 
images of the frequencies projected in space, which end up limiting a space through the support 
of water vapor. 

Can We Be Inside the Cloud 
If we compare the size of memories that humans can store in their brains with the storage 
capacity of the Could, human beings are reduced to incredible insignificance.  
Human thinking is Hybrid - we think through dreams, images, and sounds. Painters do it through 
the palette of colors and shapes, and musicians do it through sounds. Nowadays, humans have 
developed forms of external languages that can register this "Nature of Human Thought." 
Humans began to externalize their memory out of their bodies, allowing for their intelligence to 
grow. However, the human physical brain cannot expand and store all the information that 
exists today, and so was forced to store all the information in external memories.  

 

Paulo Andringa 
Paulo Andringa studied design in Lisbon and multimedia in São Paulo, Brazil, has worked with 
digital archives and museums, and now works in web related technologies. He also sometimes 
makes multimedia installations mixing audiovisual digital machines and analogue manipulation 
of objects. Using open source software, lately he’s been playing with raspberry pis and 
interactive micro computer controlled installations. 

Salette’s Closet 
Poems: Salette Tavares 
Concept, programming, construction, voice: Paulo Andringa  
Recordings and voice: André Barata 
Voice: Bernardino Aranda 
Voice: Rosa Félix 

An interactive poetry reading machine. Using some of the poems in the book Lex Icon, by 
Salette Tavares, with this installation anyone can listen/mix/play with the poems, finding new 
meanings and possibilities and uncovering and detailing every word and sound. As each poem 
has its own theme, rhythm and duration, O Armário de Salette invites playfulness and confusion 
and/or simplification of the written word. An audio-conceptual plaything that (we hope) Salette 
would have liked to play with. Physically it’s a pair of drawers and a light cube, conceptually it’s 



 

a potentially perpetual poetry generator, technically it’s a micro-computer, two speakers and a 
webcam. 

 

Pedro Costa  
Pedro Costa  is a graphic designer based in Lisbon, Portugal, currently enrolled in a PhD in 
Fine-Arts (Communication Design branch) and working as a freelancer. He holds a Master in 
Communication Design and New Media and a degree in Audiovisuals and Multimedia. His 
research focuses on how gender relates to AI and, particularly, why femininity seems to be often 
present in current AIs which take the form of digital assistants. His work ranges from graphic 
design to editorial design, web design and animation.  

Conversations with ELIZA  
Contributor: Luísa Ribas 
 
Conversations with ELIZA seeks to explore and expose the observable femininity of artificial 
intelligence. Drawing on an analysis of AIs such as Alexa, Cortana, Google Assistant and Siri, 
and inspired by AI archetypes and traditional female stereotypes, the project intentionally seeks 
to highlight the feminine traits observed in these assistants, by conforming to stereotypes 
related to their anthropomorphization, the tasks they perform and, particularly, the gendered 
behavioral patterns they follow.  

 
 

 
 

 
 

 

  

https://pedrocosta.cf/


 

Palácio Baldaya 
https://www.jf-benfica.pt/palacio-baldaya/ 
 
https://www.spottedbylocals.com/lisbon/palacio-baldaya/ 
 
 
Baldaya Palace is Benfica's new cultural and innovation space, with several facilities such as a 
library, a toy library, exhibition and concert halls, and a coworking space. With several 
multifunctional rooms, magnificent gardens and a cafeteria, this is a dynamic and versatile 
space, prepared for the development of various cultural and training activities, such as 
exhibitions, workshops, gatherings, small concerts, among others. 
 
 

  
 

  

 
 
 

  

https://www.jf-benfica.pt/palacio-baldaya/
https://www.spottedbylocals.com/lisbon/palacio-baldaya/


 

Digital Media Joint Doctoral Program 
https://sigarra.up.pt/feup/en/cur_geral.cur_view?pv_curso_id=638 
 
https://guia.unl.pt/en/2019/fct/program/696 
 
 
This is a joint program between the University of Porto and The New University of Lisbon. with 
the support of the University of Texas at Austin, aiming at specialized training in digital media.  
 
The recent development of new applications in the area of digital media such as videogames, 
interactive content on the Web, interactive TV, video-on-demand, new educational software with 
high impact among the young generations and, more recently, the appearance of information, 
marketing and leisure content on mobile devices, demonstrate how important is the research on 
these new types of content and their close relationship with the technologies and their 
application. It is now very clear that universities must contribute through the creation of 
professionals in these areas at all levels, including the doctoral level. The final aim of the 
program is to train researchers, university teachers and innovation leaders in fundamental and 
applied areas associated with Digital Media.  
 

  

https://sigarra.up.pt/feup/en/cur_geral.cur_view?pv_curso_id=638
https://guia.unl.pt/en/2019/fct/program/696


 

Team 
Carla Nave 
André Rocha 
Marco Heleno 
Arianna Mencaroni 
Vanessa Cesário 
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Camila Wohlmuth  
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https://www.fct.unl.pt/
https://www.fcsh.unl.pt/
https://sigarra.up.pt/
http://inovamedialab.org/
http://nova-lincs.di.fct.unl.pt/
https://www.jf-benfica.pt/palacio-baldaya/
https://www.jf-benfica.pt/
https://www.cmuportugal.org/
https://www.fablabs.io/labs/fablabbenfica

