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Why are you here?

• Name? 

• Where are you from? 

• What are you working on? 

• What you want to get out of this workshop?
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Art + Design Technology:
Computer Science

Theory:
STS/ 

Epistemology / 
Psychology of Play

Practice
Cultural/Artistic production



Artistic Research 

Hybrid Research 

Design Research 

Research with Design

Research through Design 

Practice-Based Research 

…



scenography: the total engagement of the senses of the 
spectator, or if you will, the sensory seduction of the spectator.

Arnold Aronson The Stage as Simulacrum of Reality

”

“
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W H E R E  A R E   
T H E S E  P E O P L E ?
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KRZYSZTOF WODICZKO’S HIRSHORN MUSEUM, WASHINGTON, D.C. - 1988 
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KRZYSZTOF WODICZKO’S HIRSHORN MUSEUM, WASHINGTON, D.C. - 1988 
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H O W  D O   
C O M P U TAT I O N A L  I D E A S  A LT E R   
O U R  P E R C E P T I O N  O F  P L A C E ?
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R E S E A R C H  Q U E S T I O N :
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H O W  D O   
C O M P U TAT I O N A L  I D E A S  A LT E R   
O U R  P E R C E P T I O N  O F  P L A C E ?



H O W  D O   
C O M P U TAT I O N A L  I D E A S  A LT E R   
O U R  P E R C E P T I O N  O F  P L A C E ?
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Come from the impact of 
Ubiquitous Computing: 
The fact that we have Always-on  
networked mobile devices which are  
GPS enabled and equipped with cameras
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Place vs. Space

• Space indicates a location.  

• Place indicates a space  

  imbued with value or meaning.

H O W  D O   
C O M P U TAT I O N A L  I D E A S  A LT E R   
O U R  P E R C E P T I O N  O F  P L A C E ?
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SPACE 
physical 
concrete 
objective 

house 
sculpture 
meadow

PLACE 
conceptual 
malleable 
subjective 

home 
memorial 
battlefield 

Photo: Bloom Anna Schuleit, 2003 MA Mental Health Center
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C O N T E X T:  
T H E AT R I C A L  S PA C E



• “General purpose narrative-machine” 

• “Place-becoming” space 

• Space to “rapidly prototype” places
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T H E AT R E  A S  S PA C E  
F O R  M A K I N G  

P L A C E S
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scenography: the total engagement of the senses of the 
spectator, or if you will, the sensory seduction of the spectator.

Arnold Aronson The Stage as Simulacrum of Reality

”
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scenography: the total engagement of the senses of the 
spectator, or if you will, the sensory seduction of the spectator.

Arnold Aronson The Stage as Simulacrum of Reality

”
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+ Time
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U P D AT E …  
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Digital Scenography lets us create   
sense of place by using technical elements,  
but the real value lies in the way that technologies 
change narrative itself.
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W H AT  I S  T E C H N O L O G Y ?
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[Douglas Adams] came up with a set of rules that describe our 
reactions to technologies:

1. Anything that is in the world when you’re born is normal and ordinary and 
is just a natural part of the way the world works. 

2.  Anything that's invented between when you’re fifteen and  
     thirty-five is new and exciting and revolutionary 

3.  Anything invented after you're 35 is against the natural order of things.
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W H AT  I S  T H E AT R E ?
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W H AT  I S  S TA G E ?



40

WA R M - U P  G A M E :   
W O R K I N G  A C R O S S  L A N G U A G E S
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S T E P  1

• Write down a research question 

• Keep it to yourself 

• Put a star in the corner 
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• Give your question to another person.  
Do not explain anything at all, only hand them 
the question. 

• From the question you just received,  
make something not-written from it.  (5 min)

S T E P  2
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• Present your non-written-thing to a new 
person. DO NOT share the original question 
(yet) 

• Recipient: Take the image you just 
received, and write down what you think the 
research question was. (5 min)

S T E P  3





• Please put the starred research Qs on the board
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1 5  M I N   
PA U S E
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M I N I  L E C T U R E :   
S C E N O G R A P H Y  /   

M E D I AT I O N  /   
S C A L E
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Loop as the  
fundamental unit of 

  
- film 

- programming







Digital environments are  
useful as a literary form  
because they are: 

1. Procedural 
2. Participatory 
3. Spatial 
4. Encyclopedic



1817:  
Suspension of disbelief

1996: 
The active creation of Belief
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Q U E S T I O N S ?
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S O M E  
P R O J E C T S
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C A S E  S T U D I E S

Summer of Darkness 

Screen  

Summer of 2016

Hotel City 

Stage + Screen  

Sept 2014 (Manuf) 
Sept 2015 (NEW/NOW) 

Feb 2016 (QG) 

Leviathan / Pylade 

Stage  

May 2014 (SINLAB) 
Jan - June 2016 (DS/PS)



Summer of Darkness
Case Study #1 - Screen













TRANSMISS.IO/N
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“For much of the history of theatre, scenography has functioned 
as a means of creating a material reality… in a world in which so 
much human interaction is mediated through electronic and 
digital technologies… it is increasingly difficult for the stage to 
exist meaningfully as a site of physical and tangible interaction.

…new technologies are emphasizing the dematerialization of the 
stage: the stage as a permeable and ephemeral space that more 
accurately represents our perception of the experiential world.” 

”

“

Arnold Aronson The Stage as Simulacrum of Reality

97



Hotel City
Case Study #2 - Hybrid
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Pylade / Leviathan
Case Study #3 - Stage
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P Y L A D E
Jan - June 2016









































Q U A N T I F I E D  S E L F
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H E A RT C O L L E C T O R
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R E S O U R C E S …
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Stage Control Software
• Millumin 
• Isadora 
• Q-Lab





http://www3.northern.edu/wild/LiteDes/ldhist.htm
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1862-1928

Adolph Appia Norman Bel Geddes

 1893-1958



Movie still, 1925 Phantom of the Opera



http://socks-studio.com/2013/12/13/a-revolution-in-stage-design-drawings-and-productions-of-adolphe-appia/
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Adolphe Appia - Wagner: Tristan and Isolde 1896
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Abulafia, Yaron. The Art of Light on Stage: Lighting in Contemporary Theatre. Routledge, 2015.




Abulafia, Yaron. The Art of Light on Stage: Lighting in Contemporary Theatre. Routledge, 2015.




1994!Parcan



4. Informative/Computational Light



151

Light Source Information Source
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- P H Y S I C A L  P R O P E RT I E S  
- L U M E N S  
- L E N S  R AT I O   

- 1 : 1 ,  1 : 2 ,  U LT R A  S H O RT
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- P H Y S I C A L  P R O P E RT I E S  
- L U M E N S  
- L E N S  R AT I O   

- 1 : 1 ,  1 : 2 ,  U LT R A  S H O RT







Live Demo
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S O M E  W O R K …
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“THERE ARE at least two kinds of games.  
One could be called finite, the other infinite. 

A finite game is played for the purpose of winning, an 
infinite game for the purpose of continuing the play.”



www.zhdk.ch/index.php?id=icst_disembodiedvoice

Disembodied Voice  
voice / body / technology

http://www.zhdk.ch/index.php?id=icst_disembodiedvoice
http://www.zhdk.ch/index.php?id=icst_disembodiedvoice


https://youtu.be/2BGWHW67IiQ?t=1139
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