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Guest Editorial Preface

ABOUT THE ARTECH 2015 CONFERENCE

The Seventh International Conference on Digital Arts - ARTECH 2015, was hosted by Universidade 
Aberta in the ancient village of Óbidos, Portugal, on March 18-20, 2015.

The ARTECH conferences aim at bringing the scientific, technological, and artistic community 
together, while promoting the interest in the digital culture and its intersection with art and technology 
as an important research field, a common space for discussion and exchange of experiences. During 
three days, researchers, artists and multidisciplinary teams from around the world had the opportunity 
to share ideas and their work at ARTECH 2015.

Only two decades ago, interactive digital media seemed like a brand-new research field and an 
emerging new industry. Today, the digital arts field has come of age and is closely connected with 
new interfaces and emerging digital media. A critical aspect of the digital media revolution is the 
formation of the new media industry comprised of information, communication, entertainment, and 
global social networks. The ARTECH 2015 conference provided in-depth coverage of the important 
concepts, issues and technology trends in the field of digital arts and media technologies, techniques, 
and applications, while seeking to foster greater understanding about digital arts and culture.

This edition of the ARTECH conference series was dedicated to the “creation of digital 
e-motions”, considering this as one of the greatest technological challenges that digital artists face 
today. How to make people smile? How to trigger curiosity? What artifacts bring about strong 
emotions? But the theme also brings about the idea of “motion,” as in movement and mobility enabled 
by digital technology, something that now becomes a paramount concept for engineers, scientists, 
philosophers and artists. So, this conference was a meeting point for new ideas pointing to a future of 
new prospects and new interpretations in the arts. This edition of the conference included generative 
art, data visualization, digital preservation, sound and immersive art, urban spaces, tangible and 
gesture interfaces, the latter accommodating mobile technologies such as smartphones and tablets 
that have become widespread creation instruments. What techniques will dominate the future digital 
arts? What happens when anyone in the street has access to the tools of creation? How will digital 
art be preserved and shared in the future? These are questions that still puzzle us…
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IN THIS ISSUE

This special issue started with a selection of the best papers submitted to ARTECH 2015 followed 
by an expansion and review of the original work. The articles were written by many internationally 
experienced researchers and specialists in several disciplines, including a set of younger authors, 
showing a promising potential for research and development. Contributions came from many countries, 
from Brazil to Australia, and integrate work from academia, research institutions, and industry, 
indicating a comprehensive representation of the state-of-the-art approaches and developments that 
address the broad field of digital arts.

The article by Ludmila Pimentel and Mirella Misi, about Interfaces between Don Idhe, Merleau-
Ponty and Gretchen Schiller´s embodiment concepts applied to Mediadance, sets an innovative context 
for dance based on the use the term mediadance, referring to art practices integrating digital technology 
into choreographic work. This article develops the idea that this kind of art is an actual category that 
promotes new sensual experiences for the human body. Based on Schiller ́s concept of “kinesfield” 
and revisiting Merleau-Ponty ́s concepts of “body schema” and “flesh of the world”, the author’s 
research addresses the forms of relation that are established in the bodily experience of mediadance.

In ZatLab Gesture Recognition Framework: Machine Learning Results, André Baltazar addresses: 
the real-time recognition of gestures, particularly in the complex domain of artistic performance. By 
recognizing the performer gestures, it is possible to map them to diverse controls, from lightning control 
to the creation of visuals, sound control or even music creation, thus allowing performers real-time 
manipulation of creative events. The work presented takes up this challenge, using a multidisciplinary 
approach to the problem, based in some of the known principles of how humans recognize gesture, 
together with the computer science methods to successfully complete the task. The overall goal of 
this research is to foster the use of gestures in the creation of new ways of expression.

Movement in Architecture: Disciplining The Digital Diagram, by Gavin Perin and Christopher 
Bowman, discusses how digital technology can capture and configure contextually situated three-
dimensional data to an unprecedented resolution. This is particularly true in biomedicine, where 
contemporary motion capture systems have dramatically extended the early photographic studies 
of Étienne-Jules Marey and Eadweard Muybridge. Yet, the accuracy of these modern systems, 
which for these authors includes hardware and software, risks sublimating the mediating effects of 
the system on the data. Hence, the instrumentalization of data, supported by the inductive process, 
risks converting individual datasets into a universal measure of the body; effectively confusing 
physiological knowledge with embodied knowledge. Accordingly, the article discusses how operating 
beyond instrumentalization influences the nature of these issues and opportunities. In the process, 
the article will also raise a series of critical issues that work to delimit the architectural application 
of movement data.

The article entitled Augmented Reality in Informal Learning Environments: A Music History 
Exhibition, by José Gomes, Mauro Figueiredo, Lúcia Amante and Cristina Gomes, presents an 
interactive exhibition supported by Augmented Reality (AR) technology. The virtual exhibition 
focus on the Aesthetic Periods of Music History and it is aimed at an audience of students from the 
2nd and 3rd Cycle of Basic Education in Portugal public schools. In this article, the authors discuss 
the concept, definitions and current use of AR technology in teaching-learning processes. Topics 
such as constructivism, the relation between art education, information technology (IT) and student 
motivation are also addressed by the authors.

The article Transmedia Storytelling as an Educational Strategy: A prototype for learning English 
as a Second Language, by Patricia Rodrigues and José Bidarra, reports on how transmedia is steadily 
gaining ground in education and looks into the interface and story design stage of a transmedia learning 
project targeted to English as Second Language learners. It further explores aspects concerning the 
integration of learning goals and strategies within the structure of the project. In this manner, authors 
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are contributing to the development of a transmedia learning environment that is engaging, and with 
potential to meet the needs of 21st Century learners.

Last but not least, in Interactivity, Cinema and Experimentation: The Forking Paths, authors 
Bruno Mendes da Silva, Vítor Reia-Baptista and Mirian Tavares report on a project that seeks to align 
applied research and experimental development. This article begins with a visit to the most significant 
moments in the history of interactive cinema, both at a purely technological level and at an aesthetic 
level, which is the result of a balanced combination between creative content and technology. Then, 
the central issue of the project is presented – time in cinema – relating it to the theme and form of 
the tales chosen for adaptation. The working methods and the interactive films produced or invited 
within the scope of the project were given special attention. Finally, the platform, the virtual space 
to where all content related to the project (from news to scientific articles) converged, was also 
analyzed in this article.
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