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PROGRAMA GERAL | GENERAL PROGRAM | PROGRAMA GENERAL

14 MAIO / Quinta-feira | MAY 14 / Thursday | 14 MAYO / Jueves

8:30h - 9:30h SESSAO DE APOIO TECNICO
Technical Support Session
Sesion de Apoyo Técnico

9:30h -10:00h SESSAO DE ABERTURA

Opening Session
Sesion de Apertura

10:00h - 10:45h

Keynote
Speaker

LUZIA AURORA ROCHA

Street Art e Iconografia Musical: O caso das ruas de
Lisboa.

Street Art and Muscial Iconography: The case study of the
streets in Lisbon.

Arte Callejero e Iconografia Musical: el caso de las calles
de Lisboa.

10:45h - 11:00h

Pausa / Break / Descanso

11:00h - 13:00h

SESSAO 1 / Session 1/ Sesién 1

SESSAO 2 / Session 2 / Sesién 2

13:00h-15:00h

ALMOCO / Lunch / Almuerzo

15:00h - 15:45h

Keynote
Speaker

LEYLA ACAROGLU

Como pode a educagao em Design Disruptivo ativar uma
mudanca positiva e sustentavel dos sistemas?

How can a Disruptive Design education activate sustaina-
bility and positive systems change

¢ Cémo puede la educacion en Disefio Disruptivo activar
un cambio positivo y sostenible de los sistemas?

15:45h - 16:00h

Pausa / Break / Descanso

16:00h - 18:00h

SESSAO 3 / Session 3 / Sesién 3

SESSAO 4 / Session 4 / Sesién 4

SESSAO 5 / Session 5 / Sesién 5

|+

PROGRAMA GERAL | GENERAL PROGRAM | PROGRAMA GENERAL

15 MAIO / Sexta-feira | MAY 15 / Friday | 15 MAYO / Viernes

9:30h - 10:00h

SESSAO DE APOIO TECNICO
Technical Support Session
Sesiéon de Apoyo Técnico

10:00h - 10:45h  Keynote  KATJA TSCHIMMEL
Speaker  Criatividade e Design: Uma abordagem sistémica.
Creativity and Design: A systemic approach.
Creatividad y Disefio: Un enfoque sistémico.
10:45h - 11:00h Pausa / Break / Descanso
11:00h - 13:00h SESSAO 6 / Session 6 / Sesién 6
SESSAO 7 / Session 7 / Sesién 7
SESSAO 8 / Session 8 / Sesién 8
13:00h-15:00h ALMOCO / Lunch / Almuerzo
15:00h - 15:45h  Keynote  JONATHAN BALL
Speaker O Double Diamond. Um icone ou um cliché?

The Double Diamond. An icon or a cliche?
El Double Diamond. ¢Un icono o un cliché?

15:45h - 16:00h

Pausa / Break / Descanso

16:00h - 18:00h

SESSAO 9 / Session 9 / Sesién 9

SESSAO 10 / Session 10 / Sesién 10

SESSAO 11 / Session 11 / Sesién 11

18:00h

ENCERRAMENTO / Closing / Cierre




Castelo
Castelo Branco



PROGRAMA DETALHADO | DETAILED PROGRAM | PROGRAMA DETALLADO

14 MAIO / Quinta-feira | MAY 14 / Thursday | 14 MAYO / Jueves

SESSAO 1 | SESSION 1 | SESION 1/ 11:00h - 13:00h

Area: Design de Interiores e Mobilidrio | Field: Interior and Furniture Design | Area: Disefio de interiores y mobiliario

Moderador | Moderator: Mdnica Romaozinho

O Design Evolutivo de Jasper Morrison e o

PROGRAMA DETALHADO | DETAILED PROGRAM | PROGRAMA DETALLADO

14 MAIO / Quinta-feira | MAY 14 / Thursday | 14 MAYO / Jueves

SESSAO 3 | SESSION 3 | SESION 3 / 16:00h - 18:00h

Area: Outros Temas ou dreas de Intersecéo | Field: Other topics or intersection areas | Area: Otros temas o 4reas de interseccién

Moderador | Moderator: Daniel Raposo

11:00h Sara Cunha, Rui Mendonca, Afonso Borges  Funcionalismo de Dieter Rams: semelhancas e
diferencas.

11:15h e Guiialls), ks Berbess Furmture for Children in the History of Portuguese
Design.

11:30h A R, Susenn Bormeis, Rl Nowls oo Clneiie, Mes pessliillitheles em ceslih @
produto.

11:45h Inés Silva, Rui Mendonga Industr[a.da Ilumlnggao: O Impacto da Evolugéo
Tecnoldgica no Design.

12:00h Vanessa Lima, Liliana Soares, Ermano Aparo O etz C.’O reEliio e metoc!o!ogla GEIIE MO
desenvolvimento de elementos cénicos para Teatro.

12:15h Cristina Gomes Ageing in Place a design(er) challenge.

12:30h Fernando Miguel Marques Bed for atopic dogs.

12:45h Liifere Neves, Biiime Femiso Virtual Reality for Interior Design History: The Ofir

SESSAO 2 | SESSION 2 | SESION 2 / 11:00h - 13:00h

House as experimental project.

Area: Outros Temas ou areas de Intersecéo | Field: Other topics or intersection areas | Area: Otros temas o &reas de interseccion

Moderador | Moderator: Jodo Neves

16:00h Lara Barbosa Design e o Carater Temporario.
16:15h Sandra Rech, Giovanni Conti O Ciam'po Preljsiivell oo ° IFTisiTTE) G1® [FEmsErmEiie
Sistémico e da Complexidade.
16:30h Lara Barbosa Chaos and Innovation in Design for Disaster Resilience.
16:45h Rui Monteiro, Bruno Giesteira, Current issues in Design Policies: balancing
: Anne Boddington, Cristina Farinha tensions.
O Futuro do Trabalho: tendéncias e discursos
17:00h Ive Pacheco, Clarissa Lopes, Gilberto Prado contemporéneos nas transformacdes da
Economia Criativa.
17:15h Joana Moreira, Joana dos Santos, Design Thinking para a Inovacéo Social.
: Gabriel Palma, Katja Tschimmel Desenvolvimento do modelo Social Evolution 6.
17:30h R T —— Creati‘ve graphic thinking and contemporary
graphic representation.
17:45h Frederico Pereira, Rui Marques, Joana Vieira Auslidainy ellzimms lasig ioelk Speelirel mEslmn

SESSAO 4 | SESSION 4 | SESION 4 / 16:00h - 18:00h

estimation based on a psychoacoustic model.

Area: Design de Moda e Téxtil | Field: Fashion and Textile Design | Area: Disefio de moda y textil

Moderador | Moderator: Fernando Moreira da Silva

Habitualmente compramos 3, comemos 2 e

Jodo Placido Silva, Jhonatan Francisco,

The Design Method Applied to Jewelery Develop-

11:00h Filipa Pias desperdicamos 1.

11:15h Caio Carvalho Point of View on [_)|alect|cs in the Commercial
Scenario of the Circular Economy.

11:30h Raquel Correia, Maria Joao Santos Potenmahdgdes _do uso g fqtograﬁas ,na recolhg g .
dados em investigacao qualitativa na drea da Psicologia.

11:45h Susana Fernandes O automodvel como icone: fatores psicossociais
indutores ao consumo.

12:00h Beatriz Nunes O Potencial do Design na Musicoterapia.

12:15h Leonardo Moreira, Rita Almendra, Tomas Barata Applying cohcepts o '|nclu5|ve alssign i semsery
product design for children.
Arts’ meeting/melting. From a strategy for

12:30h Santi Centineo recovering Sicilian abandoned buildings, to a new
artistic process.

12:45h Carla Cadete Design as a social agent of change.

6 EIMAD - Meeting of Research in Music, Art and Design

Tty ELaJibsl?’al\gggzoeasrle\l{ial%ggélzlgllz%ido Sk ment: from the Concept to the Final Product.

: q q Jewels Design Innovation - Van Cleef & Arpels as
16:15h Ana Moreira da Silva a case study,
16:30h Anais Rolo, Liliana Soares, Ermanno Aparo A cultura da talha no design de um sistema de jdia.
16:45h VG RemEesiihe Sustair)ability in jewellery design process: reusing

and reinventing.

i The ephemeral established: An analysis of the
zoch i Calkeres narratives of fashion exhibitions (2009-2019).

. Deciphering Images: A Contemporary Look at
UzAfkels eyl ieneles Fashion and Visual Culture.
17:30h Fernando Moreira da Silva Sustainable Fashion is Ethical and Circular.
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PROGRAMA DETALHADO | DETAILED PROGRAM | PROGRAMA DETALLADO

14 MAIO / Quinta-feira | MAY 14 / Thursday | 14 MAYO / Jueves

SESSAO 5 | SESSION 5 | SESION 5 / 16:00h - 18:00h

Area: MUsica e musicologia | Field: Music and Musicology | Area: Musica y musicologia

Moderador | Moderator: Rui Dias

16:00h

Yurima Garcia

Son, poesia e identidad: canciones de Hilario
Gonzalez sobre poemas Nicolds Guillén.

PROGRAMA DETALHADO | DETAILED PROGRAM | PROGRAMA DETALLADO

15 MAIO / Sexta-feira | MAY 15 / Friday | 15 MAYO / Viernes

SESSAO 6 | SESSION 6 | SESION 6 / 11:00h - 13:00h

Area: Design de Comunicacéo | Field: Communication Design | Area: Disefio de comunicacién

Moderador | Moderator: José Silva

16:15h

Thaina Carvalho

Sobre a musica eletronica de pista: a danga
como uma inscri¢do do dispositivo tecnoldgico.

16:30h

Soénia Duarte

Iconografia musical na Guarda: O caso de um
rarissimo tangedor de baixdo numa pintura sete-
centista da igreja do Divino Salvador de Aldeia
do Bispo.

16:45h

Luisa Castilho

The policoral mass of Las Palmas de Gran
Canaria by Manuel de Tavares

17:00h

Ana Costa, Luisa Castilho, José Oliveira

O Papel da Técnica Vocal na Prética Coral.

17:15h

Jorge dos Reis

Trés arquétipos da notagdo musical
enquanto génese do conceito de escrita
grafica para a vocalizagao performativa
- observados no contexto analitico e
instrumental das artes visuais.

17:30h

Washington Morales

8 EIMAD - Meeting of Research in Music, Art and Design

Epistemic Virtues as Theoretical Bridges between
Design and Arnold Schoenberg’s String Quartet
op. 7.

11:00h Ana Melo,Marco Neves Communication design within social innovation.

11:15h Maria Luisa Costa, Goncalo Estévdo Design and culture in the making of happiness.

11:30h Gabriel Godoi, Teresa Cabral Learning to communicate: lnot.es on the technological
empowerment of communication designers.

. . Guidelines to help developing projects and
Ut Wizl Almetde activities with individuals with Special Needs,
12:00h Sénia Rafael, Victor Almeida Um olhar sgbre o design ed[torlal na imprensa do

século XIX a contemporaneidade.
12:15h Rui Medronho, Gabriel Godoi, Jodo Branddo - Mudanca de paradigma na producdo gréfica da
imprensa nacional nas ultimas décadas do século XX.
12:30h Jo%o Ribeiro, Miguel Carvalhais, Pedro Cardoso Connection of Dynamic Temporal Continuities in

SESSAO 7 | SESSION 7 | SESION 7 / 11:00h - 13:00h

Videogames.

Area: Ensino do Design | Field: Design Education | Area: Ensefianza de disefio

Moderador | Moderator: Jo&o Neves

Education in a Technology-Shaped World: Which

11:00h Sara Antunes Learning Model Helps Preparing for the Knowl-
edge-Based Societies?
11:15h Catiering el An impagt—centr'ed tool for cjeveloping design ;
students’ capacity for sustainable transformation.
. Abhishek Chatterjee, Jorge Pereira, Articulating design-led active pedagogy towards
11:30h . ; S
Heitor Alvelos craft heritage preservation in Portugal.
11:45h Claudia Lima, Heitor Alvelos, Susana Barreto, The rise of the first Design course at the School of
. Eliana Penedos- Santiago, Nuno Martins Fine Arts of Porto.
12:00h Miguel Sanches Printing laboratories practices: the i.E. Magazine
case study.
i Daniel Brandao, Bruno Silva, Nuno Martins, e potlential U3 @if NS deyices fin & Vid?o
12:15h Brainitl Rerass, Joie Naves, Jost Slve promoting the use of an ambarscience educational
poso, ! toy in classrooms.
12:30h Balslle Timdnes Los guiones graficos como herramienta educativa

en proyectos audiovisuales.
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PROGRAMA DETALHADO | DETAILED PROGRAM | PROGRAMA DETALLADO

15 MAIO / Sexta-feira | MAY 15 / Friday | 15 MAYO / Viernes

SESSAO 8 | SESSION 8 | SESION 8 / 11:00h - 13:00h

Area: Ensino de Musica | Field: Music Education | Area: Ensefianza de la musica

Moderador | Moderator: Luisa Correia Castilho

11:00h Renato Serra, Luisa Castilho Manual de Iniciagdo ao Trombone Alto.
Teaching music history in Italian Licei Musicali:
11:15h Paolo Sullo an analysis of the current situation and some
pedagogical principles.
11:30h Claudia Sousa Tecendo Musica: “A Bela Aurora” de Julio Pomar.
11:45h Marta Domingues, José Domingues Yliathim.
12:00h Anténio Jodo César, Lufsa Castilho e e FemEgEe Msiel o 1.* Clhil alo e
Bésico: uma implementacéo holistica e multidisciplinar.
12:15h Nuno Casteleira, Luisa Castitho, Arminda g/, jimental: A Musical Practice Tool.

Guerra Lopes, Luis Pereira

12:30h Isabela Almeid_a, 'Lufs Outeiro, Gilberto
Bernardes, Rui Dias

AM-1-BLUES: An Interactive Digital Music Instru-
ment for Guiding Novice Pianist in the Improvisa-
tion of Jazz Melodies.

12:45h Giovanna Carugno

SESSAO 9 | SESSION 9 | SESION 9 / 16:00h - 18:00h

Teaching piano through letters: an innovative
educational tool by Carl Czerny.

Area: Outros Temas ou areas de Interseccéo | Field: Other topics or intersection areas | Area: Otros temas o &reas de interseccion:

Moderador | Moderator: Rui Dias

Tecnologias Assistivas imprimiveis em repositérios

PROGRAMA DETALHADO | DETAILED PROGRAM | PROGRAMA DETALLADO

15 MAIO / Sexta-feira | MAY 15 / Friday | 15 MAYO / Viernes

SESSAO 10 | SESSION 10 | SESION 10 / 16:00h - 18:00h

Area: Ensino do Design | Field: Design Education | Area: Ensefianza de disefio

Moderador | Moderator: José Silva

16:00h Ana Gaspar

Sorrisos For¢ados, A Humanizagéo no Ensino das
Artes e do Design.

Ana Vasconcelos, Carla Carvalho,

16:15h o L Sl Design for non-designers (D4ND).

16:30h Catia Rijo Graphic expressiqn and semantic analyze on
brand mark creation.

16:45h Olga Glumac, Raguel Morais Codesigngrs thhe Cla'ssrogm 52: a case study for
the codesign in the active citizenship.
Digital Quarantine - How CoViD-19 pushed

17:00h Jan Eckert Schools of Arts and Design to face just the right
questions about Digital Transformation.

17:15h Milileh Caselis Cru_zando_disciplinas: E!ementos_pedag_o’gico_s_de
design aplicados no ensino da psicologia positiva.

A % El aprendizaje en nifios en contextos de dificultad
17:30h Jlerme Zemel), Clies Semeliez & e econdmica familiar. Solucién objetual desde el apren-

Isabel Vésquez

SESSAO 11 | SESSION 11 | SESION 11 / 16:00h - 18:00h

dizaje légico matema-tico y la memoria de trabajo.

Area: Design de Moda e Téxil | Field: Fashion and Textile Design | Area: Disefio de moda y textil

Moderador | Moderator: Ana Fernandes

Merve Balkis, Emine Koca,

Design for health and wellbeing: Innovative

el Ana Margarida Ferreira medical garment design.
16:15h Liliana Pina, Paulo Martins, José Lucas, Fashion for visually impaired consumers: A case
: Paulo Duarte, Rui Miguel study towards to inclusive products.
Case Study - Clothing design with Castelo
16:30h Ana Fernandes Branco embroidery focusing on the symbology of

embroidery.

Benilde Reis, Rui Miguel, José Lucas,
16:45h Madalena Pereira, Claudia Pinheiro, Jo&do
Barata, Jodo Carvalho

Usability attributes for fashion design of
functional wool leisurewear.

17:00h Rebecca Silva

A Universidade dos Mares.

16:00h Juliana Soares, Paulo de Campos online: aspectos a respeito de projetos baseados
na impresséo tridimensional neste ambito.
i = Impacto das Progressive Web Apps na Criagédo da
16:15h Jodo Antunes Mobile Media Art
X q An introduction to Over- The-Top entertainment.
lG:200 Nl et India - a perfect playground for this digital industry.
This one or that one? Certification marks in the
16:45h Diego Dutra, Cibele Taralli, Franklin Torres  purchasing and consumption decision process
of Brazilians.
17:00h André Silva, Marflia Bergamo qumbllldades metoqlologlcas para o artesanato
feito com a tecnologia computacional e digital.
17:15h Marlene Ribeiro, Francisco Providéncia Diesiign e Mo Iele: @ieetive Uil ing ffer &
knowledge-based society and policy.
17:30h Nuno Martins, Mariana Lemos, Daniel Branddo, Lexus used-vehicle online platform: comparative

Daniel Raposo, Jogo Neves, José Silva

10 EIMAD - Meeting of Research in Music, Art and Design

analysis of major competing brands’ websites.

Catarina Rito, Madalena Pereira,

A identidade cultural de um pais como fator

17:15h Alexandra Cruchinho compet|‘t|vo ldo D?S|grj de Mgda: iniciativas
promocionais de ambito nacional.
17:30h Rebecca Silva Projeto Veraneio.

7th Edition | 14 and 15 May 2020 | Online 11
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LUZIA AURORA ROCHA LEYLA ACAROGLU

Designer, sociéloga, promotora da sustenta-
bilidade e 2016 United Nations Champion of
the Earth. Fundadora da Disrupt Design, da
UnSchool, e CO Project Farm.

Licenciatura, Mestrado e Doutoramento em
Ciéncias Musicais pela Universidade NOVA
de Lisboa. Investigadora na area da Icono-

grafia Musical.

Designer, sociologist, sustainability provoca-
teur, and 2016 United Nations Champion of
the Earth. Founder of Disrupt Design, The

Graduates in Musicology from NOVA
University of Lisbon in 1999 where she also
completed a Master degree and PhD degree

in Musicology (2004, 2012).

STREET ART E ICONOGRAFIA MUSICAL:
O CASO DAS RUAS DE LISBOA

STREET ART AND MUSICAL ICONOGRAPHY:
THE CASE STUDY OF THE STREETS IN LISBON

Muito recentemente a arte urbana (street
art) tem sido enquadrada como parte da
nossa heranga cultural; contudo, até ao
presente ndo tem havido um entendi-
mento claro relativamente a defini¢ao e/
ou conceptualizacao desta forma artistica
como “heritage”. Tao pouco é consen-
sual a atengdo crescente que lhe é dada
em termos de conserva¢do, memdria
cultural, identidade, poder e intervencao.
Ainda olhada por muitos como forma de
arte “bastarda”, conforme diria Georges
Brassai, a arte urbana luta por se afirmar
perante a opinido publica e especializada.
Esta conferéncia visa analisar algumas
obras presentes nas ruas de Lisboa, com
referéncias a musica (iconografia musical),
ao mesmo tempo que aborda questdes
preservacdo vs efemeridade, mutacéo,
mutilacdo, aceitacédo pelos observadores
locais e estrangeiros e entender, afinal,
qual o papel da musica e dos instrumen-
tos musicais neste tipo de obras de arte.

In recent years street art has been framed
as part of our cultural heritage; however,
to date there has been no clear under-
standing regarding the definition and / or
conceptualization of this artistic form as
“heritage”. Nor is the growing attention
given to it in terms of conservation, cultur-
al memory, identity, power, and inter-
vention consensual. Still widely regarded
as a “bastard” art form, as Georges
Brassai would say, urban art struggles to
assert itself before public and specialized
opinion. This talk aims to analyze some
works present in the streets of Lisbon,
with references to music (musical ico-
nography), while addressing preservation
vs. ephemerality, mutation, mutilation,
acceptance by local and foreign observers
and understanding, after all, what is the
role of music and musical instruments in
this type of artwork.

UnSchool, and CO Project Farm.

COMO PODE A EDUCAGAO EM DESIGN DISRUPTIVO
ATIVAR UMA MUDANGCA POSITIVA E SUSTENTAVEL NOS SISTEMAS?

HOW CAN A DISRUPTIVE DESIGN EDUCATION ACTIVATE
SUSTAINABILITY AND POSITIVE SYSTEMS CHANGE?

Agora é um momento de mudanca radical
em que todos os aspectos da sociedade
estdo a ser afectados e transformados.

A grande questao é saber que mudancas
nos sistemas se concretizam num futuro
positivo e sustentavel. Como podemos
projectar experiéncias educativas que
fornecam as ferramentas e técnicas
necessarias para apoiar a actual trans-
formagdo? A economia circular oferece
muitas op¢des de mudanca criativa, uma
vez que desafia o formato do negécio, o
desenvolvimento do produto e os proces-
sos de producdo. No entanto, a criagao
uma economia circular requer que todos
nos alteremos a forma como vivemos,
trabalhamos, concebemos, construimos,
consumimos e nos deslocamos. Atraves-
samos um momento disruptivo e criativo,
na medida em que nos deparamos com
grandes mudangas culturais em todos os
aspectos da vida. Assim, como é possivel
aprender com as actuais crises para po-
dermos introduzir mudancgas que resultem
num futuro justo e sustentavel?

Now is a time of radical change where
every aspect of society is being impacted
and transformed. The big question is what
systems change will result in a positive and
sustainable future? How can we design
educative experiences that provide the
tools and techniques needed right now to
support the transformation that’s currently
underway? The circular economy offers
up many options for creative change as it
challenges the format of business, product
development and production process-

es. Though, creating a circular economy
requires that we all change the way we
currently do things; how we live and work,
design and build, consume and move. This
is a disruptive and creative time, as we
under great cultural shifts to all aspects of
life, what can we uncover from the current
crises so we can make changes that result
in a just and sustainable future?
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KATJA TSCHIMMEL

Fundadora da Consultoria MINDSHAKE.
Professora Convidada na Porto Business
School, na Faculdade de Economia da
Universidade do Porto (Portugal) e na Laurea
University (Finlandia).

Managing owner of MINDSHAKE. Guest
Professor at Porto Business School, the
Economy Faculty of the University of Porto
(Portugal) and at Laurea University (Finland).

CRIATIVIDADE E DESIGN:
UMA ABORDAGEM SISTEMICA

CREATIVITY AND DESIGN:
A SYSTEMIC APPROACH

JONATHAN BALL

Jonathan é Design Associate de uma série de redes
respeitadas incluindo; V&A Dundee, What Could
Be e do Design Council, onde fez parte da equipa
que desenvolveu o Diamante Duplo, e criou a
Design Opportunities Tool.

Jonathan is a Design Associate of a number of
respected networks including; V&A Dundee, What
Could Be and Design Council where he was a part
of the team that developed the Double Diamond,
and created the Design Opportunities Tool.

O DOUBLE DIAMOND.
UM iCONE OU UM CLICHE?

THE DOUBLE DIAMOND.
AN ICON OR A CLICHE?

A criatividade é vista como motor da evolugéo
humana e da inovagéo, e como fator decisivo
no desenvolvimento de competéncias pes-
soais, profissionais, sociais e empreendedo-
ras. Claro que, também na drea do design,

a criatividade, ou mais concretamente, o
pensamento criativo é um fator essencial de
sucesso. Apesar de existirem algumas publi-
cacoes cientificas dedicadas a relagdo entre
Criatividade e Design, continua haver discus-
sOes sobre a natureza da ligagdo destes dois
conceitos, ainda mais com a coexisténcia de
conceitos como Design Creativity, Innovation
Design ou Design Thinking.

Nesta palestra interativa, Katja Tschimmel
procurara desmistificar alguns destes con-
ceitos, contextualizando a Criatividade e o
Design numa perspetiva sistémica, onde ou-
tros fatores responsaveis pela emergéncia da
novidade e da inovagdo serdo introduzidos.
Além de uma abordagem tedrica, apresenta-
ra alguns desafios praticos relacionados com
a diferenciagéo entre pensamento criativo
em geral e no Design. No fim da sua apresen-
tacao vai identificar alguns desafios para o
Ensino do Design.
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Creativity is seen as an engine of human evo-
lution and innovation, and as a decisive factor
in the development of personal, professional,
social and entrepreneurial skills. Of course,
also in the area of Design, creativity, or more
specifically creative thinking, is an essential
factor for success. Despite the existence of
some scientific publications dedicated to the
relationship between Creativity and Design,
there are still arguments about the nature

of the connection of these two concepts,
especially with the co-existence of concepts
such as Design Creativity, Innovation Design
or Design Thinking.

In this interactive lecture, Katja Tschimmel
will try to demystify some of these concepts,
contextualising Creativity and Design in a
systemic perspective where other factors
responsible for the emergence of novelty and
innovation will be considered. In addition

to a theoretical approach, she will present
some practical challenges related to the
differentiation between creative thinking in

in Design, and in general. At the end of her
presentation, she will raise some challenges
for Design Education.

Desde a sua primeira publicagédo pelo
Design Council, em 2004, que o modelo
Double Diamond se tornou uma refe-
réncia habitual no processo de design.
Na época, o Design Council esperava
que “...desmistificasse o processo

de design e o tornasse acessivel a

um publico que nao os designers...”.
Com base em exemplos da sua propria
experiéncia profissional, Jonathan
tem vindo a reflectir sobre as origens
do Double Diamond, comentando as
diregdes e formas na quais tem sido
utilizado e questiona a sua relevancia
na atualidade.

The Double Diamond has become a
regular reference for design process
since it was first published by Design
Council in 2004. At the time Design
Council hoped it would “...demystify
design process and make it accessible
to a non-design audience...”. Using
examples from his own experience
Jonathan takes time to reflect on the
Double Diamond’s origins, to comment
on the ways it has been used and asks
if it is still relevant today.
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SESSAO 1

O DESIGN EVOLUTIVO DE JASPER

S ESS | O N 1 MORRISON E O FUNCIONALISMO

DE DIETER RAMS: SEMELHANCAS E
DIFERENCAS

Sara Cunha'; Rui Mendonca'; Afonso Borges?
'Universidade do Porto; 2Universidade da Beira Interior
al6067 @essr.net

DESIGN DE INTERIORES ruimendonca@fba.up.pt

E MOBI LIARIO afonsoborg@gmail.com
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RESUMO

O design evolutivo e o funcionalismo sdo abordagens de design que apre-
sentam semelhancas e diferencgas, exploradas por Jasper Morrison e Die-
ter Rams. Este artigo faz um levantamento dos métodos de trabalho dos
autores explorado através das suas pecgas e o seu en-quadramento, de-

MODERADOR | MODERATOR senvolvidas ao longo da sua obra. S&o apresentados artefactos como 606
= = Uni-versal Shelving System e a 621 Side Table de Dieter Rams, e a Super-
MONICA ROMAOZINHO loon de Jasper Morrison e paralelamente autores como Freitag e Tinker.
A anadlise das pegas foi feita tendo em conta fatores como a ergonomia,

eficiéncia e a durabilidade. Aliam-se temas como a sustentabilidade e o

de-sign social. Conclui-se que as duas abordagens podem culminar num
good design proveniente do sucesso da familiaridade dos objetos.
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FURNITURE FOR CHILDREN IN THE
HISTORY OF PORTUGUESE DESIGN
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TInstituto Politecnico de Viana do Castelo; Arte, Design e
Humanidades, 2Universidade de Aveiro
anacurralo@estg.ipvc.pt

helenab@ua.pt

KEYWORD: Portuguese Design; History; Furniture for Children

ABSTRACT

This article is intended to constitute a contribution towards further stud-
ies on Portuguese furniture design for children. Deriving from a broader
project targeting the history of Portuguese design, dispersed information
was col-lected and organized towards understanding the place of furni-
ture design for children in Portugal during the political period of the Estado
Novo Regime (1933-1974). In addition to the identification of cases and
describing their social and political context, this article proposes a histor-
ical synopsis of the production and development of furniture for children,
based on the his-tory of Portuguese design. Specific cases of furniture for
children are fol-lowed by a subsequent analysis of the Portuguese indus-
trial development. Design philosophies were introduced and applied to the
mechanized pro-duction of furniture pieces designed for children. In turn,
the introduction of industrial design in Portugal allowed the promotion of
new design ap-proaches. The resulting paradigm shift paved the way for
new concepts in furniture design for children.
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RESUMO

O cimento tem sido usado ao longo dos séculos em muitas aplicagdes,
nomeadamente em mobilidrio urbano, devido as suas propriedades me-
canicas, a vasta durabilidade e ao enquadramento que cria no espago. O
artigo fala sobre a importéancia dos eco-cimentos no Design. Faz uma revi-
sdo de pecas desenvolvidas em cimento tanto em Portugal como no resto
do mundo, nomeadamente autores como Oki Sato, Francisco Providéncia,
e LARUS. Também explora as possibilidades de produtos feito a base de
argamassas, como é o caso de candeeiros, vasos, jarros e mobiliario urba-
no. Do levantamento das aplicagdes do cimento pode perceber-se que a
melhor aplicabilidade é no mobilidrio tanto urbano como interior.
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LED

RESUMO

“A luz é fundamental para tudo” (Abstract 2—Eliasson: Episédio 1, 2018),
o aparecimento da ldmpada veio revolucionar, ndo s6é a forma como ilu-
minamos o mundo, mas também, como organizamos a nossa rotina dia-
ria. Sendo algo que teve tanto impacto na sociedade, levou ao surgimento
de uma nova industria, que permitiu que, a iluminagédo, sendo algo que
comegou a ser dado como garantido, comegasse a ter a necessidade de
outro tipo de pensamento. “Light is so readily available and so effortless to
manipulate that we don’t think much about the light surrounding us unless
there is a problem with it or it is beautiful.” (Livingston, 2014), foi assim
que nasceu a preocupagao decorativa associada ao objeto de luz e quando
os designers, comegaram a ter o desafio de pensar em algo que néo fos-
se unicamente funcional. A funcionalidade e a estética, comegcaram a ser
vistas com a mesma importancia (Norman, 2002) e, para além disso, ainda
ocorreram adaptagées formais, ao longo do tempo, de acordo com as no-
vidades tecnoldgicas que tém surgido nesta industria.

Este artigo pretende fazer uma contextualizagdo das evolugdes que ocorrerem
na industria da luz e uma analise de trabalhos de designers que foram e sdo
hoje em dia, uma referéncia para o design de iluminacé&o.
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RESUMO

Este artigo apresenta uma hipétese de projeto que relaciona a Cultura do
Fazer (LA PIETRA, 1997) do Norte de Portugal, nomeadamente, empresas
e oficinas de artesanato com o Teatro e o Design.

O estudo apropria-se da metodologia do Metaprojeto (MORAES,2010),
na aliancga entre disciplinas que tém como base comum a experimentagdo
e um processo que se carateriza por avancos e recuos. Por sua vez, tem
como suporte de desenvolvimento o genius loci do Norte de Portugal, utili-
zando a cultura local como elemento veiculador de identidade. Esta tese é
fundamentada no conceito de Design Comprometido (COSTA cit in A.V.V,
1993), que assenta no termo de “design em contexto”, onde os produtos
séo concebidos em funcdo do ambiente e da relagdo com o individuo.

Em termos de aplicagdo é apresentado um projeto em parceria com o Tea-
tro do Noroeste - CDV da cidade de Viana do Castelo (Portugal), que serd
legitimado com dois casos de estudo que testemunham a relagéo entre o
Design, o Teatro e o Artesanato.

Por fim, pretende-se demonstrar que o Design do produto pode ter um
papel fundamental na transformacgéo da criagdo teatral, na medida que
as duas disciplinas partilham a acédo experimental e difusa. Estas carate-
risticas espelham, igualmente, a realidade atual, sempre mutante, fragil e
complexa. A versatilidade da disciplina do design entrega-se a um proces-
so holistico face a realidade liquida que pede a conexao entre disciplinas.
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ABSTRACT

Home is the shelter of every human being. The challenges presented by
contemporaneous society, include new functions and new ways of per-
forming traditional ones; all this is granted by technology and a different
characterised by the predominance of elderly and other individuals that,
by choice or forced by the circumstances, live alone. The senior citizens
represent the most part of such people.

Standard dwelling does not have the typological social tissue flexibility
necessary to fulfil the requirements of new functions and particularly
and users’ needs.

New ways of living require rethinking dwelling typology to flexibility. Intel-
ligent environments will appear to elevate the sense of home, where secu-
rity, autonomy, independence, comfort and interaction will be crucial to
promote a more qualified life. The use of Inclusive Design principles as part
of a natural solution and not as a trend can lead to a more humanised built
and human environment.

This study illustrates an approach to dwelling environs and Inclusive De-
sign, driven to senior individuals; the approach comprehends literature re-
view and the analyses of case studies with different characteristics (ability
to adapt to new users requirements, interiors layout, communal facilities,
materials applied, technological solutions, etc.); and at the end, the design
of a set of guidelines and recommendations supported by the information
gathered throughout literature review and case studies.
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BED FOR ATOPIC DOGS
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ABSTRACT

This article will analyse an ecodesign project, regarding animal design,
when after several veterinary appointments it was concluded that it was
not simple to find on the market a bed for dogs with allergies, that would
satisfy all the desired requirements, from the veterinary recommendations
for allergic dogs to a bed that could accommodate several dogs, satisfy
concepts of sustainability and ecodesign, taking into account the durability
and extension of the life cycle of materials.

This production was evaluated in comparison with an industrial production
bed for sale on the market.
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Technology

ABSTRACT OTHER SU BJ ECTS OR
| ld where technologi b i t interf in dai-
y lfe, his study is aligned with the digital era and the advantages ob- INTERSECTION AREAS

tained from the Virtual Reality in order to extend the knowledge and the

dissemination of Interior Design History. Teaching that subject is also a

privileged academic area of enjoying the exploration of virtual spaces and

of learning through an experience closer to the reality. This article dis-

cusses the experimental project that enlightens Ofir House designed by

the Portuguese architect Fernando Tavora (1923-2005) through Virtual MODERADOR | MODERATOR
Reality. Ofir House, as a landmark in Portuguese Architecture and interior JOAO NEVES
design, is known as a “compound” between modernism and tradition, in

a criticism of international architecture that, at the time, Portugal tried to

emulate. This experimental space boosts the understanding of the nec-

essary steps to create the Virtual Space and to convert it into Virtual

Reality. Moreover, the methodology applied for Ofir House can be used

to convert any historical domestic space from 2d to Virtual Reality, and

therefore be replicated throughout other interiors. This article focuses on

phase 1 and 2 of a methodology that can be extended to 5 phases. And if

in effect phase 1 and phase 2 are already a coherent discussion’s topic,

the other 3 phases that constitute subject of another article are already

emerging in the present text.
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PALAVRAS-CHAVE: Design, Economia Circular, Desperdicio, Alimenta-
cao, Valor.

RESUMO

Habitualmente compramos 3, comemos 2 e desperdicamos 1. Este é o
padrao do nosso consumo atual, isto é cerca de 1/3 do que é produzido
anualmente é literalmente deitado ao lixo, estima-se ainda que o setor seja
responsavel pelo consumo global de 30% de energia e cerca de 22% de
emissdes de CO2. Se o maior rendimento disponivel dos novos modelos
familiares com horarios de trabalho diversificados, facilitaram o acesso a
alimentos a menor custo também é verdade que criaram habitos alimenta-
res em Portugal, nem sempre saudaveis, que constituem nos nossos dias o
principal fator de risco para perda de anos de vida saudavel e tém grande
impacto na carga de doenga crénica no sistema de saude, sendo a maior
causa de absentismo e incapacidade no trabalho. Com este estudo pre-
tende-se sensibilizar os setores agroalimentar e o design para as conse-
quéncias do desperdicio e habitos alimentares, que quando inadequados
acarretam perdas para a saude, qualidade de vida e consequentemente
para a economia. E contribuir para que a participagado do design no pro-
cesso de desenvolvimento de um projeto integre solu¢cdes que promovam
a capacitagdo sobre habitos e consumos alimentares e a ado¢do de uma
economia circular
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ABSTRACT

This paper discusses the current scenario regarding the relationship be-
tween de-sign, advertising and consumers / users in a circular economy
context. In that sense, there is a bifurcation between the desire for prod-
ucts and services, and the engage-ment towards solutions concerning envi-
ronmental impacts. We propose three views as examples of the contradic-
tory thinking of the economy: the product in a new promise; the product in
a new destination; the product in an anti-waste cycle. The protagonists of
this scenario are a group that expresses heterogeneous behav-ior, consist-
ing of Millenials and the so-called Generation Z, in addition to Genera-tion
X. Thus, this analysis aims at discussing how design can contribute to cri-
ti-cism by confronting waste, advertising and consumer market. We will
not reach neither a specific nor a conclusive answer in terms of solution;
instead, we seek to discuss a few panoramic contemporary perspectives
about a consumer’s market and its contradictions, along with some politi-
cal and economic implications.
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RESUMO

Os dados visuais comecam a ganhar destaque ao nivel da investigacao
qualitativa. Com base numa investigacdo que recorre a entrevistas com
foto-elicitacdo, que tinha como objetivo conhecer as percecdes de pais e
maes de pessoas com deficiéncia intelectual acerca das suas relagdes fa-
miliares, procurar-se-a, neste trabalho, refletir acerca das principais po-
tencialidades do uso das fotografias na investigacdo qualitativa. A referida
reflexdo procurara trazer os principais contributos para a investigacdo na
area da Psicologia, nomeadamente ao nivel da dindmica familiar, dos sen-
timentos e para os participantes.
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RESUMO

Atualmente, as construtoras de veiculos criam e extinguem, com rela-
tiva facilida-de, os modelos automdveis para saciar os desejos do mer-
cado de consumo.

O automdvel tornou-se mais que objeto de mobilidade para se transfor-
mar num objeto contemplativo, de desejo, de bem-estar psicoldgico, in-
dutor de status social e de felicidade. As sociedades contemporaneas,
além da dependéncia objetal do automoével, esta-beleceram uma relagdo
emocional, apesar do automodvel ser também, cada vez mais, um objeto
de consumo facilmente trocével.

O design, a evolugao tecnoldgica e o conforto na mobilidade proporciona-
da pelo automdvel sdo fatores valorativos que impactam no consumo e na
economia. Porém, os fatores psicossociais de comportamento do consu-
midor sdo, cada vez mais, explorados para induzir a decisdo de compra.
Este artigo relaciona o valor simbdlico do automdvel, mediante a analise do
setor, da hierarquizagéo das necessidades humanas e dos fatores psicos-
sociais conducentes ao consumo.

A metodologia é descritiva e relaciona: estratégias de design, marketing e
publici-dade adotadas pelas marcas automdveis; estatisticas e tendéncias
de vendas do setor automodvel; comportamento psicossocial e padrdes de
consumo da sociedade contemporanea.

O estudo permitiu identificar quatro fatores principais de influéncia psicos-
social que motivam a compra automdvel: o autoconceito; os valores; as ne-
cessidades; e os objetivos pessoais. A exploracédo de fatores psicossociais
indutores ao consu-mo, sédo parte integrante das metodologias de design
automdvel e contribuem para o sucesso das vendas das marcas, em que os
designers sdo agentes de transformacéo social.
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RESUMO

A utilizagdo da musica com fins terapéuticos tem aumentado de impor-
tancia globalmente (Rudd, 1990, cit. por Oliveira & Gomes, 2014). Nes-
te artigo prop&e-se refletir a relagdo da musicoterapia com o design de
produto. Para esta abordagem, analisaram-se quatro casos de estudo: na
componente ergonémica, na de produgdo e material, emocional e afetiva,
assim como na funcional. Da classificagdo de cada uma dessas dimensdes
do design, conclui-se que (1) é possivel fazer uma adaptacdo ergonémica
de um objeto musical para o tratamento de doencas pela musica; (2) o
design permite produzir e pensar nos seus materiais consoan-te a funcgéo;
(3) permite projetar esses objetos musico-terapéuticos que se ligam emo-
cional-mente as pessoas, motivando-as ao tratamento e melhorando a sua
autoestima; (4) possibili-ta a adequacéo do objeto musical ao paciente,
quer seja nas sessdes de musicoterapia como também para uso préprio do
individuo fora desse contexto. Ha espaco para mais trabalho de projeto e
investigacdo do design nas problematicas musico terapéuticas. O design
em resposta a problemas especificos como os pacientes e utilizadores de
musicoterapia, € uma abordagem generalizada a objetos do uso comum.
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ABSTRACT

This article presents the results of an investigation under a Research In-
ternship Exchange Abroad (BEPE/ FAPESP) which aimed deepen the the-
oretical framework of the design of sensory products, with an emphasis
on toys for children with blindness or low vision in the European market
and, from that, design and produce a physical prototype. This research
was structured in: a) theoretical Deepening of children with visual im-
pairments and product design sensory; b) synchronic analysis Application
of similar products in the European market, specific in the Portuguese
market; c) Development projetual generating and selecting alternatives;
d) Execution of experimental physical and virtual models along the proto-
typing in laboratory; e) Registration and analysis of the research results.
Thus, it is expected that this article and the research that supports con-
tribute to the development of sensory products for children with visual
impairments, and also encourages further research in the areas of Prod-
uct Design and Inclusive Design.
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ABSTRACT

In the last decades in Sicily, a huge number of abandoned buildings and
places (of different origins) has been detected and catalogued. Their main
characteristic is the trace of the human presence and activity, now disap-
peared for different reasons. They are mostly industrial architecture, histor-
ical ancient buildings in a state of advanced ruin, abandoned quarries, even
illegal buildings that were once abusive. A part of them has been recently
catalogued, studied and refurbished, generating new possibilities of fruition.
At the same time a growing number of young contemporary artists demon-
strate that cultural activities in Sicily are progressively growing. Whilst in
the past the great Sicilian artists (such as Renato Guttuso, Fausto Piran-
dello, Bruno Caruso) had to migrate to northern Italy to find a successful
opportunity, now a huge number of young artists, who begin to know the
market high quotations, choose, as a challenge, to remain in the island,
finding new opportunities and awakening also in the great artists the inter-
est to return to be active in the island.

The result of these two phenomena is a crossing-over that made Arts, in
the broadest sense of the word, converge in an unprecedented combination
that represents a new opportunity for local economy, as well as it assumes
new ethical, cultural and semiotic meanings.
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ABSTRACT

This article addresses the importance of design as a social agent of
change, centered on the individual and humanity. The importance of de-
sign and creativity for one of the most important and complex themes of
today, social innovation. The designer’s mode of action is expected to be
more comprehensive, intervening not only in material, but also in imma-
terial forms; tangible as well as intangible. The designer as a designer,
creative and transforming agent, capable of acting in emerging areas of
society and the world.

The first part addresses the role of the designer in the contemporary con-
text. Designers are expected to reflect and act responsibly and innovatively
in the present and in the future.

In the second part, national and international cases are presented where
design shows itself as a social agent of change.

In the third part, class projects are presented, of a social and environmen-
tal nature, carried out by undergraduate students in Communication De-
sign at Universidade Luséfona do Porto, under my guidance. With these
exercises it is intended that students understand the role of Design in soci-
ety, exploring the links between Design and the environment, Design and
ethics. Including these themes in the programs of the curricular units of
Design, stimulates and calls on students, future professionals, to include,
whenever possible, a positive intention in society in their projects.
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OUTROS TEMAS OU AREAS

O presente artigo apresenta o conteido ministrado na aula sobre arqui-

DE INTE RSEQAO tetura temporéria na disciplina (omitido para revisdo cega). Trata, neste

texto, da definicdo do carater temporario e da modularidade em projetos.
OT H E R S U BJ ECTS O R Os limites entre o temporario ou permanente sdo ténues e se misturam,
tornando dificil a tarefa de destingui-los. O carater temporario esta pre-
sente nas vdrias escalas, dos objetos, veiculos, ambientes, construgdo de
I N T E RS E CT | O N A R EAS um edificios até a cidades. Apresenta situagdes nas quais originalmente os

projetos seriam tempordrios, mas que acabam se tornando permanentes.
Basear-se numa circunstancia excepcional pode ser um caminho para defi-
nir inicialmente o programa de necessidades ou mesmo o briefing do proje-
to. Além disso, para a otimizagdo de toda a logistica, é desejavel encontrar
um padrdo dimensional para replicar, transportar e montar a estrutura
MODERADOR | MODERATOR temporario. Por fim, propde uma metodologia para o desenvolvimento de
DANIEL RAPOSO projetos com temas temporarios visando auxiliar a coordenagéo entre os
requisitos que devem ser considerados.
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RESUMO

A literatura pertinente assinala a necessidade de novos métodos proje-
tuais em design considerando a crescente complexidade dos problema da
area. O presente artigo, fruto de revisdo bibliografica, apresenta algumas
consideragdes a respeito do pensamento sistémico e da complexidade, ob-
jetivando apreender as novas caracteristicas intrinsecas ao procedimento
projetual. Parte-se da premissa do design como elemento articulador que
delineia dindmicas e permeia todas as camadas de uma organizagéo, sen-
do que o ambiente, a comunidade, o impacto social, os fluxos informacio-
nais e um panorama plurifacetado requerem novas aproximagdes proje-
tuais multidisciplinares e novas composi¢des cognitivas do pensamento.
Consequentemente, os pressupostos dos modelos tradicionais de projeto,
com controle rigido em todas as etapas, sdo enfraquecidos em detrimento
as novas e flexiveis configuragdes. A atual natureza multidisciplinar dos
processos projetuais no design centra-se no dominio do conhecimento de
variados campos cientificos e demanda interatividade. Além da introdu-
¢ao, o texto é organizado em mais quatro partes. Os fundamentos do novo
cendrio projetual sdo descritos na primeira se¢do do trabalho. Em seguida,
apresenta-se uma breve revisdo da literatura sobre sistemas e pensamento
sistémico. No terceiro segmento é exposta a relagdo entre complexidade e
metodologias, e, por fim, evidenciam-se as consideragdes finais.
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ABSTRACT

Many cities around the world have repeatedly manifested chaos. In fact,
our contemporary risk society produces the risk conditions that result in
disasters. If such chaos were absorbed as an event that provides oppor-
tunities for renewal, or even innovation? From the perspective of chaos,
self-similarity in fractals, and other phenomena helps to explain problems
in a scientific way. The article reflects on how chaos theory can contribute
to the field of design. Would it be possible to adopt strategic thinking in
the creative process of design, managing the complexities according to the
precepts of chaos theory? If the evolution goes from simple to complex,
with a tendency from nature to increase the degree of disorder, could the
man operates according to principles of the Law of Decreasing Chaos? It
presents some relations made by artists between design and chaos, such
as Buckminster Fuller, Salvador Dali and Leonardo da Vinci. As a result, it
lists and articulates fundamentals for design innovations.
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KEYWORD: Design; Public Policies

ABSTRACT

This paper investigates the debate on design public policies, by proposing a
novel triangulation of fundamental issues which remain unsolved. This ap-
proach highlights existing tensions and how they relate to each other. The
issues under analysis are innovation policies, the role of design in research,
development and innovation and the multiplicity of design definitions. These
issues are intrinsically linked with Design policies, but their interconnections
are not well established or known and lead to contradictions and tensions
among them. Ultimately, this approach provides new questions on the ra-
tionale for Design policies, on the approximation of Design to research,
development and innovation reference practices and on the importance of
pushing for solid and clear definitions for Design in a contemporary society.
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RESUMO

Este artigo tem como propdsito analisar os discursos a respeito do futuro
do trabalho e das transformacdes digitais que vém impactando os profis-
sionais da Economia Criativa. Para esta andlise, inicia-se o estudo abor-
dando a natureza dos negdcios criativos e seus impactos nas relagbes de
trabalho, a Sociedade em Rede e a organizagéo dos individuos diante da
evolugdo tecnoldgica e como a Transformacéo Digital impulsionou mudan-
cas oriundas da tecnologia. Em seguida, a andlise continua com o estudo
de relatdrios de tendéncias que abordam como a tecnologia tem alterado
as relagdes sociais de trabalho, identificando de que maneira os profissio-
nais da Economia Criativa estdo se preparando para as incertezas referen-
te ao futuro do trabalho.

A metodologia de estudo aplicada foi a analise do discurso e, para isto, pro-
curou-se identificar nos objetos elaborados por empresas relevantes para o
tema, os principais discursos em torno deste tema. Por fim, identifica-se que
assim como nas revolugdes industriais anteriores, as transformagdes digitais
séo impulsionadas por mudancas tecnoldgicas, mas seus reflexos também
sdo percebidos nas esferas sociais e culturais.

7th Edition | 14 and 15 May 2020 | Online 41



DESIGN THINKING PARA A INOVAGCAO
SOCIAL. DESENVOLVIMENTO DO
MODELO SOCIAL EVOLUTION 6

Joana Moreira'; Joana Alves dos Santos'; Gabriel

Tridente Palma?; Katja Tschimmel'
'"Mindshake - Consultancy in Creativity and Design; 2FEP -
University of Porto

jm@mindshake.pt
jas@mindshake.pt
gabriel.tpalma@gmail.com
ktschimmel@gmail.com

KEYWORD: Design Thinking; Inovagéo Social; Modelos de Processo;
Social Evolution 6

RESUMO

No ambito do programa Portugal Inovagéo Social o investimento em projetos
de inovagdo social aumentou significativamente no pais. Este artigo dedica-
-se ao desenvolvimento de um método sistemdtico para a inovagéo social que
ajuda a desenvolver resultados originais, centrados nas pessoas. Desta forma,
o estudo aqui apresentado demonstra a relagdo entre o Design Thinking e a
Inovagéao Social, explorando o conceito e descrevendo o desenvolvimento de
um modelo novo para este contexto. Defende-se que o Design Thinking como
método para a inovagéo centrado em necessidades humanas pode dar um con-
tributo significativo no &mbito de mudancas sociais.

Visto que este estudo se insere na realidade de uma consultora portuguesa, o
método aplicado é a pesquisa-agao interpretativa e indutiva. O resultado é uma
proposta para um modelo especifico de Design Thinking para a Inovagéo So-
cial, o intitulado Social Evolution 6, uma fusdo do modelo Evolution 6 da Mind-
shake (2017) com a Espiral da Inovacao Social da NESTA (Murray et al., 2010).
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ABSTRACT

The article fundamentally seeks to demonstrate to what extent technolo-
gies have changed the graphic thinking process of industrial designers. It
verifies what type of innovation graphic representation has undergone in
the ideation and creation phase, and detects that creative graphic think-
ing is the result of the three thoughts: creative thinking, where “associ-
ations” are the essence of our imaginative world, created between mind
and knowledge through combinations and associations [19-2, 20]; pro-
ject thinking, a dialogue between the solution and the discovery of prob-
lems [27], a fractal process in constant transformation [11], the designer’s
faculty in which he expresses, formulates and materializes his ideas; and
graphic thinking, which is manifested in the conceptual design stages, to
the development of ideas [16], the language of communication in a de-
sign project [26], dialogue and the expression of the designer’s thought [8].
The research recognizes a new perception, a new way of doing and thinking
both graphically, creatively and at project level, amplifying the possibilities
of graphic registers identified as five types of creative graphic thinking: an-
alogue, three-dimensional analogue, digital, three-dimensional digital and
experimental digital-diagram. The contemporary design process changes
the act of creative drawing carried out in two dimensions towards a virtu-
al modeling in three dimensions, creating surfaces freely. A process with
greater experimental freedom.

7th Edition | 14 and 15 May 2020 | Online 43



AUDITORY ALARMS DESIGN TOOL:
SPECTRAL MASKING ESTIMATION
BASED ON A PSYCHOACOUSTIC MODEL

Frederico Pereira'; Rui Maques'; Joana Vieira?
'CCG: Centre for Computer Graphics - Perception Interac-
tion and Usability; 2ALGORITMI Research Centre, Universi-
ty of Minho - Ergonomics & Human Factors Group
frederico.pereira@ccg.pt

rui.marques@ccg.pt

joana.vieira@ccg.pt
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ABSTRACT

Human ability to detect auditory alarms in the presence of noise has been
identi-fied as an issue in various working environments, with potentially
serious conse-quences. Spectral masking of alarms is recognized as a con-
tributing factor to response failures. In this paper, a GNU/OCTAVE soft-
ware implementation for the estimation of spectral masking is detailed.
The method is based on a psychoacoustic model of the peripheral human
auditory system and is suggested as an aid for the design of efficient au-
ditory alarms. Three scenarios are investigated using standardized clinical
auditory alarms as test stimuli: (1) pair of same priority alarms; (2) pair of
different priority alarms and (3) alarm in the presence of environmental
noise. The implemented method offers a visualization of estimated masked
signal spectral components, enabling the sound designer to evaluate ma-
nipulations for masking avoidance.
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ABSTRACT

Goldsmithing is an age-old art that, every day, innovates and allows us to
transform the metal into great arts of affection and meaning that transcend
from generation to generation. The objective of this work is the creation of
a line of jewelry made in silver, with earring, choker and ring inspired by the
plant of the closed biome through the relation between the design and the
bi-onics. The natural elements allow us, through their shapes and structures
in product design. Understanding the material and applying it in a proper
man-ner provides a design suited to the user’s needs.
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ABSTRACT

This case study about the jewelry design innovation in the renowned Van
Cleef & Arpels was triggered by the visit to the exhibition Van Cleef & Ar-
pels - Il Tempo, la Natura, ’Amore, held in Milan earlier this year. To in-
vestigate the design innovation brought by VC&A. to the high jewelry is
one of this research main objectives. Since its foundation in 1906 in Paris,
VC&A never stopped to innovate both designing new forms and introducing
new handicraft methods for the jewels creation. This French Maison’s style
evolution has always known how to interpret the spirit of the times, main-
taining a creative and execution quality of excellence. Van Cleef & Arpels
has always kept up to date with events in the world of art and with innova-
tions in the field of creation in general. The main aim of this research was
to under-stand the roots and the developments of the Van Cleef & Arpels
innovative path. This research was based on a specific literature review and
on the direct observation of the jewels and their original drawings.
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RESUMO

Este artigo apropria-se do conceito de “Design Chao” (DA COSTA, 1998)
- que se caracteriza pela utilizacdo de materiais vernaculares e pelo uso
de baixa tecnologia como elementos portado-res de identidade - para
relacionar a cultura da talha dourada com o ambito da joalharia.

Hoje, enfrenta-se a pandemia da COVID-19, obrigando ao isolamento, ao
encerramento de empresas e centros de produgédo. Este estudo tenciona
ser uma mais valia para a sociedade, no sentido que relaciona duas cul-
turas produtivas do Norte de Portugal. A ligagdo entre elas pode ser uma
ocasido para assegurar a sua sobrevivéncia e dar uma continuagéo dos
oficios, através da utilizagdo de tecnologias intermediarias.

Como territério experimental a joalharia, que tem sido influenciada pela
evolugao tecno-ldgica e produtiva, relaciona-se com outros &mbitos numa
continua procura para alcangar determi-nados resultados formais. Ela
tem dado continuidade as técnicas tradicionais e aos processos arte-
sanais, em que o saber dos artesdos juntamente com o design, leva a
inovacéo e a transmissao de conhecimento para a sociedade.

Para validar esta tese serdo desenvolvidos trés casos de estudo que evi-
denciam a influ-éncia da arte da talha dourada no design de joalharia.
Por fim, pretende-se demonstrar que o design tem uma vertente estraté-
gica para poten-cializar valores culturais e contribuir para o desenvolvi-
mento das atividades produtivas, intensifi-cando-as para uma autonomia
orientada para a especificagao das suas singularidades. No momen-to
atual, repensar as tecnologias intermedidrias pode ser uma possibilidade
para as comunidades, o design e a produgédo local determinarem cendrios
produtivos com sentido de futuro.
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ABSTRACT

A jewel can convey different appropriations and feelings, such as a hab-
itat, poetic and intangible space. Within the framework of the research
project named “Possible but Improbable Spaces”, we had started with the
experimentation around asymmetric architectures inspired by nature and
its capacity to metamorphose. The transposition of this creative process to
the jewellery field would imply the concretization of spatial concepts avoid-
ing any explicit transposition of this universe or even miniaturization. This
article focuses on the methodology underlying the creation of a contempo-
rary jewellery collection inserted in the project referred above and its main
principles: versatility and reuse. We had resorted to sketches, cardboard
models, 3D software, 3D printing and traditional techniques. Considering
the urgency for more sustainable answers, we should question whether jew-
ellery should not definitively follow a new course at the level of its design
and materiality. If in the 20th century, some designers began to integrate
into their new material creations for a conceptual or technical reason, at this
time the issue of urgency at the environmental level arises. Finally, the non
resource or punctual use of precious materials minimizes the cost of each
piece that becomes more dependent on its innovation, its narrative and less
on the value of the material, thus fulfilling what is for me will be the fun-
damental aim of design , to respond to the needs or aspirations of society,
looking at jewellery as a territory accessible to all who consider it a platform
for communicating their personality, identity.
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ABSTRACT

Clothes are collected and exhibited since the 19th century, evidenced
mainly by their historical or ethnographic characteristics. However, from
1971, textiles go through a new contextualisation when they enter the do-
main of museums, and other issues such as cut, author and style began
to be part of the criteria for the selection of objects for the narratives in
such spaces. Therefore, fashion exhibitions and museums dedicated exclu-
sively to fashion are challenged to build this tenuous relationship, where
the ephemeral and the eternal are in constant tension. This study aims to
conduct a documentary research of what fashion exhibitions communicate,
identifying the narratives related to the fashion phenomenon in museum
spaces in the last decade (2009-2010) in nine institutions. To achieve this
objective, the research technique employed consisted of an exploratory
content analysis of the official description of exhibitions on official websites
and annual reports. Overall, 164 exhibitions were mapped, with themes
related to history and author being the most frequent. However, it was ob-
served the effort to bring less traditional narratives, positioning the fashion
object in a broader context.
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ABSTRACT

This article aims to analyze how fashion images are created and prop-
agated by professionals and any individual, as well as their meanings in
contemporary times. Through this study can be analyzed the influence of
the traditional media and social networks on the concept of visual culture,
placed by Smelik [1] in the chapter entitled “Fashion and Visual Culture”,
of the book “The Power of Fashion: About Design and Meaning”.
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MUSICA E MUSICOLOGIA
CVBhsc;RaA(?d-l;essing sustainability in fashion we can easily verify that there M U S | C A N D M US | CO I—O GY

haven’t been many studies besides the confrontation between fast and

slow fashion, or fashion and cultural industries, or economic aspects in

fashion. Reflections on aspects used in the creation, development and co-

ordination adopted in fashion design, especially when we aim to achieve

a holistic point of view of the products’ several stages, to create a more

sustainable fashion. In this paper, we focus on innovative sustainable MODERADOR | MODERATOR
strategies in fashion, such as the adoption of ethical concerns in nowadays RUI DIAS
fashion, the importance to respond to the principles for a circular fashion

and to com-monly attend the 4 R’s in the fashion industry: reduce, reuse,

repair and re-sale. These are competitive and advantage key strategies

for the success in fashion industry. A literature review bridging and in-

tersecting the different research topics was carried out with the aim to

stimulate reflection and bring new perspectives on the addressed object

of study, which can stimu-late the industry, the professionals but also

the students in fashion design by showing that there are solutions to

face the now a day’s challenges in fashion design and industry, balanc-

ing innovation and sustainability.
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RESUMEN

En el son cubano se integran rasgos distintivos de la identidad nacio-

nal: musica, danza, poesia, lenguaje, gestualidad configuran un “modo
de hacer” denominado “lo sonero” (Orozco 1984). La poesia de Nicolds
Guillén refleja esta confluencia de mestizaje cultural y permea la obra

de compositores que, con diversas asimilaciones y resultados, acuden

a sus poemarios. En el repertorio de Hilario Gonzélez se advierten tres
canciones con textos de Guillén: La tarde pidiendo amor, El jarrén y El
manantial. El objetivo de este trabajo es examinar los vinculos artisticos
de Gonzalez con el Poeta Nacional de Cuba y analizar la primera de estas
obras desde una perspectiva contextualizada. Se toma como referencia
analitica la teorfa de los tépicos musicales (Agawu 1992) y la difinicién de
campo intelectual (Bourdieu 1994). Se concluye que el contexto emer-
gente de la Revolucién Cubana influyd en la eleccion poética y permitio
al compositor mostrar su alineacién ideolégica. Gonzélez se decantd por
versos de contenido elegiaco, social y amoroso, los que estilizé musical-
mente a través de elementos distintivos de “lo sonero”: patrones ritmicos,
reiteraciones, franjas timbricas, interjecciones, entre otros. Esta presen-
cia poética y musical del son cubano sugiere una postura identitaria del
compositor con su tradicién cultural.
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RESUMO

Este artigo se propde a refletir a danca que acontece nas festas de Mdusica
Eletronica de Pista como uma inscricdo/grama da tecnologia, a partir do
pensamento do filésofo frances Bernard Stiegler. Também se propde a
indicar essa danga como uma danca-tecnologia. Por fim, pretende contri-
buir para as discussdes entre corpo, danca e dispositivos tecnoldgicos.
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RESUMO

Na senda do interrompido Levantamento da iconografia musical em Por-
tugal e registo de instrumentos datado de 1976, temos, nos ultimos anos,
levado a cabo um recenseamento de campo relativo as imagens de musica
na pintura portuguesa em colec¢des publicas e privadas. A presente nota
de investigagdo, trata de um caso micro-artistico ou periférico: uma pin-
tura a dleo sobre tabua, denominada Anjos Musicos, datavel da segunda
metade do século XVIII, que se expde na capela lateral do Evangelho
(dedicada a Santissima Trindade), da Igreja do Divino Salvador (Paroquial)
de Aldeia do Bispo, Guarda, Portugal. Consiste numa alegoria sacra onde
figuram oito anjos que cantam e tangem di-versos instrumentos musicais,
entre eles, um aerofone que apresenta similitudes organoldgicas com o
baixdo. Este instrumento, largamente referido nas fontes documentais -
vide Processos Inquisitoriais, Registo Geral de Mercés ou Habilitagdes de
Genere - e na literatura lusa coeva, esta representado nalguma icono-
grafia de tematica mariana, cristoldgica, escatoldgica e alegérica, quase
sempre em parelha com outros instrumentos musicais e a acompanhar o
canto. Partindo da andlise da obra in situ e da documentagao coeva de
arquivo relativa ao patriménio material e imaterial guardense, procura-
remos responder as seguintes problematicas: Que comitentes teve esta
obra pictdérica para um publico bem definido? Que motivos determinaram
a escolha deste concentus angelorum para o enquadramento do tema
neo-testamentario da Santissima Trindade? Que elementos musicais
estdo representados? Qual a forma e a fungdo do baixado? Que fontes e
modelos terdo sido usados na sua feitura?
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ABSTRACT

Manuel de Tavares (c. 15685-1638) was a Portuguese composer who ac-
complished his professional career in several Spanish cathedrals and oc-
cupied the position of Master of chapel in Las Palmas, in Gran Canaria be-
tween 1631 and 1638. In this city the composer developed and reinforced
the polychoral style. From this core of pieces which remain till the present
days we can find a polychoral mass. So, this paper is about the characteri-
zation of this mass according to the following items: codicological analysis
and from the musical contents and its normal framing; and between text
and music and polychoral writing: type of voices and combination of clefs,
movement of parts from bass and harmonical independence in tutti pas-
sage and antiformal change.
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RESUMO

A técnica vocal compreende todos os aspetos importantes para um bom
desempe-nho coral. Sdo aspetos como o fraseado, a musicalidade ou até
as dindmicas, que podem e devem nao so ser trabalhados durante o aque-
cimento vocal, mas também a qualquer momento do ensaio, sempre que
o diretor considerar pertinente. Nesta medida, este trabalho de investiga-
cado incide sobre a influéncia que esta tem na prati-ca coral, focando-se
em duas partes: a analise do aquecimento vocal e da sua estru-tura e a
andlise da aplicacdo do aquecimento vocal nas aulas de coro dos alunos
do Ensino Especializado da Musica, através de um questionario realizado
com o objeti-vo de compreender a sua opinido sobre a implementacéo do
aquecimento vocal nas aulas de Coro, bem como de verificar se adquiriram
ou ndo conhecimentos relativa-mente ao tema.
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RESUMO

Apresentamos neste artigo o conceito de escrita grafica para a vocali-
zagao performativa enquanto modo de exploragdo das convergéncias
existentes entre a musica e as artes visuais, no plano do seu quadro
conceptual. A metodologia de trabalho elabora trés arquétipos deste novo
conceito que assenta nas obras Stimmung de Karlheinz Stockhausen,

Aria de John Cage, Stripsody de Eugenio Carmi. O modelo tedrico deste
estudo permite analisar os pressupostos projectuais das artes visuais que
objectivaram a construcdo destes trés artefactos de notacdo. E funda-
mental comecar por referir que é o som e também a voz humana que os
caracterizam enquanto plataformas que constituem um ponto de partida
e um ponto de chegada; neste sentido, para a analise apresentada, os
resultados conclusivos parcelares sugerem a evidéncia de duas estraté-
gias analiticas e instrumentais essenciais: (1) uma partitura para voz que
constitui também uma peca visual, (2) Um objecto das artes visuais que se
constitui enquanto partitura vocal funcional.
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SESSAO 6
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wamm1756@gmail.com DESIGN DE
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KEYWORD: Arnold Schoenberg; Modernist Design; Theoretical Virtues.

COMMUNICATION

ABSTRACT

Arnold Schoenberg’s refusal of ornaments is usually interpreted as a refus- D E S | G N
al of an entire epocal sense and sensibilia. In particular, modernism, art

déco, or Jugendstil design seem to have embodied that rejected sensibility

by Schoenberg. It seems that music can call into question certain forms

of life by calling into question a materialization of these forms. Neverthe-

less, the immediate systematic communication between design and music

is not obvious, because it is also not obvious at all which the relationships MODERADOR | MODERATOR
between music and the forms of life are. From Egon Friedell’s notes on z

his experiences visiting Vienna interior designs, | isolate a set of general JOSE SILVA
assumptions implied in Vienna’s indoor spaces. Everyday life in Vienna can

be better comprehended by analyzing these notes than a collection of in-

terpretations of art déco pieces. That set of assumptions is compared with

a set of epistemic virtues involved in the composition of the String Quar-

tet op. 7 by Arnold Schoenberg. His technical problems emerged from the

specific non-technical beliefs. It is not an analogical level what determines

the communication of design and music, but precisely the pre-theoretical

level of each discipline. | argue that the String Quartet op. 7 is the acoustic

embodiment of a Schoenberg’s critical statement, that is, a complex dis-

jointed unity of elements is not a condition of a more authentic expression.
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ABSTRACT

The present article deals with the contribution of communication design in
social innovation processes. Based upon a literature review on design for
social innovation, it focuses on two distinct areas: social innovation and com-
munication design, identifying some strategic points in the process of social
innovation where design may make its contribution. Design for social innova-
tion is an area currently in expansion, applying design project methodology
and its particular methods to initiatives which try to find innovative solutions
to all kinds of community problems. As the world and the problems that need
to be addressed are becoming more complex, social innovation seems to be
a viable alternative in exploring new solutions that embed collaborative and
participatory ways to foster change. The paper also aims to list the specific
needs of these processes that can be met by communication design, espe-
cially when considered as a comprehensive and evolving area, regarding the
scope and the artifacts it originates. When applied to social innovation initi-
atives, communication design can take advantage of its unique capabilities
to strengthen and expand them.
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ABSTRACT

Design responds to the needs of individuals, being happiness and well-be-
ing the subject of an increasing number of studies, which gave rise to a new
discipline, Positive Psychology. From these new approaches and concerns
related to subjective well-being comes Positive Design, whose objective is
to promote the well-being of individuals and communities in connection
with a culture of innovation. The cultural routes made accessible through
wayfinding systems, make it possible to put Heritage in dialogue, empha-
size the culture, memory and history of communities, providing citizens
with meaningful experiences that will have an impact both in the short and
long run, thus becoming agents for the happiness of individuals. This article
discusses the concept of Positive Design, based on Positive Psychology, ana-
lyzes the evolution and importance of Heritage in the Culture of peoples and
communities, questioning how the Wayfinding Systems, developed for cultural
promotion, can integrate the practice of Positive Design and this contribute to
the subjective well-being of individuals.
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RESUMO

O Design de Comunicacédo é um territério disciplinar, intrinsecamente,
ligado a tecnologia. A concretizagdo de objectos de design de comunica-
¢ao depende da correcta articulagao entre Projecto e tecnologias de pro-
ducdo. Esta adequacao foi sempre importante, desde os primeiros livros
impressos, até ao advento da industrializacdo. Nao se projecta, apenas e
s6, em fungéo das tecnologias que existem, mas ndo é possivel projectar
desconhecendo as suas virtualidades e limites. Neste artigo, revéem-se
algumas consequéncias das alteracdes nos fluxos de trabalho utilizados
nos projetos em design de comunicacdo, decorrentes das alteragdes tec-
noldgicas ocorridas durante os ultimos 30 anos, nomeadamente, aque-
las que decorrem da incorporacgdo dos designers na cadeia produtiva.
Pretende-se mostrar que o conhecimento das Tecnologias em Design de
Comunicacdo opera num ambito muito mais lato do que aquele que &,
comumente, entendido como sendo o seu pelos préprios designers. As-
sim, o projeto de investigagdo em curso, do qual este artigo é subsidiario,
pretende, por um lado, evidenciar que a tecnologia influencia os modos
de ver e de fazer, ou seja, constréi uma cultura que ndo se agiganta, nem
se submete a cultura de projecto; por outro, procura dar suporte cien-
tifico a experiéncia profissional de quem ensina, porque ensinar o que
sabemos €, manifestamente, escasso. A revisdo da literatura, as entre-
vistas semiestruturadas a responsaveis técnicos de algumas empresas de
producdo e a observacdo direta configuram a metodologia a utilizar para
atingir os resultados esperados.
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ABSTRACT

An inclusive project that aims to promote accessibility, learning, fight
against preconception and negative stigmatization of individuals with Dis-
abilities or Special Needs, needs to be based on a set of specific val-ues
and conditions based on the recognition of the right to difference, without
putting aside the rigor and quality required in the development of the work
itself. The designer can play a leading role in the develop-ment of solu-
tions: products and services that can effectively contribute to the social
inclusion of these individuals.

Today the term Special Needs is used to describe a particular group
of individuals who, due to their physical or cognitive nature, require
clear-ly differentiated procedures and guidelines. When we are willing
to work with this type of target group, we must take into account some
important acting factors.

This article aims to present a set of practices and considerations, which
are considered important in the development of activities and re-search
projects with children, youth and adults with Special The prac-tices and
considerations described here are directly related to the inves-tigation ex-
periences on field and professional work.
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RESUMO

O presente artigo analisa o design editorial e as carateristicas visuais e
gréficas da imprensa nacional do pds-25 de Abril a contemporaneidade.
Como ponto de partida referem-se alguns exemplos de jornais e revistas
que achamos serem relevantes e paradigmaticos para o contexto do
design editorial.

Para a analise deste intervalo temporal foram considerados alguns
marcos histdricos relevantes como por exemplo a evolugéo da técnica de
impresséo offset, titulos e fotografias de grande formato, o DTP (desktop
publishing) e o digital, a da cor total nos jornais e a redugédo dos formatos
e a adaptacgéo dos layouts para o suporte online.

O discurso grafico é muitas vezes entendido somente pela sua qualidade
estética, como suporte ou meio de textos e imagens, sem significagéo, e que
muitas vezes se impde de forma mais ou menos imperiosa aos contetidos.
Texto e imagem fotografica terdo perdido o seu espago de autonomia e
liberdade, devido as fronteiras que o design definiu.

Este estudo procura dilucidar a importancia da relagdo palavra/imagem
para a comunicagdo, em particular a imprensa nacional do pds-25 de
Abril a contemporaneidade e, com base em exemplos, determinar a rele-
vancia da narrativa grafica e das relagdes que se podem estabelecer entre
as duas formas de informagéo - a visual e a escrita.
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RESUMO

O presente artigo desenvolve-se no &mbito da Histéria do Design de Comu-
nicagdo em Portugal e sobretudo como a adopg¢ao de técnicas e tecnolo-
gias altera o desenvolvimento nédo s6 tecnoldgico, como epistemoldgico e
criativo num pais. Desta forma, a reflexdo surge inserida em investigagao
realizada em contexto de dissertacdo de mestrado, sendo um dos seus
objetivos, demonstrar a importancia das tecnologias nos processos de
producéo gréfica, em Design de Comunicagao. Assim sendo, este estudo
foca-se no periodo de transicdo entre os processos de producdo através

da fotocomposicéo e a adopgéo da técnica de Desktop Publishing, fazendo
um levantamento do impacto causado aquando desta mudanca ocorrida

na imprensa escrita portuguesa, procurando conhecer alguns dos seus
intervenientes. Neste sentido coloca-se a seguinte questdo, qual a impor-
téncia da Desktop Publishing no processo de producdo grafica da imprensa
escrita portuguesa? Através desta reflexdo coloca-se a hipdtese de que o
advento da Desktop Publishing causou mudangas significativas na produgao
da imprensa escrita em Portugal. Tomando como estudo o caso de quatro
jornais, assim como quatro agentes significantes, a investigagcdo decorreu
pelo meio de entrevistas, questiondrio e observagao de artefactos. Através
dos quais, concluiu-se terem existido grandes mudancas nos fluxos de
trabalhos, tempo de producgédo e mao-de-obra, mas também alteracdes a
nivel grafico, nomeadamente uma maior liberdade tipografica, na utilizagdo
formal do espaco e na utilizagéo generalizada da cor e imagens.
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ABSTRACT

This research examines temporal continuities in videogames - the passing
of time regardless of player action - and players’ understanding of it, tak-
ing into account videogame and media theory. It presents a chronology of
schools of thought and an analysis of the application of the theory to two
case studies, to determine the motives behind players’ actions over time.
Subjects played two videogames of different genres, and an analysis of
mixed nature revealed a lack of consensus about who is in control of the
passing of time in the narrative of videogames.

Results demonstrate the ambiguity in the awareness of the passing of
time, showing that: 1) players distinguish narrative time and story time;
2) time can be studied through dynamic problems presented to players;
3) narrative cycles inform scene segmentation. The study corroborates
previous hypotheses about the re-solving of conflicts bringing an end to
the narrative, thus also to the temporal continuity. Data shows clear evi-
dence of the possibility of analysing time in videogames through some of
the theories and frameworks tested.
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WORLD: WICH LEARNING MODEL HELPS
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ABSTRACT

To prepare students to face a technology-shaped world, education must
become creative and innovative. In fact, we live in a fast-changing world,
where technological advances have been causing a great disruption in our
lives, jobs and societies; job automation and knowledge-based economies
require our students to get ready for jobs that do not yet exist, for technology
that has not yet been invented. This study contributes to the understand-
ing of which learning approach is more likely to provide learners with the
skills for the 21st century, to include critical thinking, problem-solving,
collaboration and social-emotional skills. Building on existing research
on how technology impacts the way we teach and learn, it asks: which
learning model optimizes student’s preparation for the knowledge-based
societies? In this context, the outlined learning methods are traditional
learning (learning in the physical classroom); e-learning (learning through
online learning programs); and blended learning (a mix of face-to-face
and e-learning). This paper is based on a review of literature on different
learning approaches and respective advantages and disadvantages, both
from the student’s and the teacher’s perspectives. This analysis shows
that education must change, that the change includes using technology
and implies challenges for students, teachers and institutions. The results
indicate that to provide students with the crucial skills for an uncertain
future, instead of the traditional classroom-based or the fully online
learning-based model a blended or mixed approach would be preferable,
as it takes advantages of the benefits of both.
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ABSTRACT

Final years design students, both undergraduate and postgraduate, are
often presented with a pool of topics that they can select from to work
on their major/final course project. Some students struggle first with
making this choice and then, after the work is submitted, marked and
the degree is completed, with the frustration of leaving such projects
behind and totally inconsequential. This may happen because the student
is not oriented towards reflecting on how each of the possible topics to
choose from can become a more or less impactful project during the
remainder of their studies, for their professional development and future
employability, and in terms of supporting/helping a wider community, by
solving a problem common to many.

After analysing dozens of generative boards/canvases retrieved from a
diversity of professional sources, a taxonomy for the design of this kind
of visual tools was optimised and a visual board - the Impact Canvas -
is proposed. It aims at obviating the lack of reflection on the moment
of choosing a project, providing students with a matching process
between their interpretation of the available or most interesting projects
from said pool, and their motivations, capacities, ambitions, levels of
altruism and perception of value. A low-fidelity prototype was designed
and tested with academics and careers/placements officers. The tool
triggered immediate interest, for which reason it is currently being
implemented as alternative assessment (due to the recent COVID-19
disruptions) in a postgraduate academic context.
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ABSTRACT

The following paper introduces a design research and mediation project
dedicated to the recovery and reinstatement of declining traditional indus-
trial cultures in Portugal.

The project in question is based on growing evidence of craft and small-
scale industries in Northern and Central Portugal dissipating due to mod-
ern-day commercial and technological realities, and in conjunction, con-
siders four related case studies as vantage points for understanding the
underlying factors and impacts of such capitulation. These include con-
texts of handweaving, tilemaking, shoemaking, and letterpress typography,
wherein the project employs a number of design and ethnography based
research actions towards maintaining, and where possible, augmenting the
status quo of traditional making in contemporary culture, alongside poten-
tiating the recovered knowledge and empirical wisdom.

The project identifies a symbiotic connection between restorative research
and the curricular requirements of art and design education and envisions
natural reciprocity. It thus puts special emphasis on a constant reversion
of the generated outcomes and learnings, towards facilitating the transpo-
sition of knowledge between generations and disciplines.

The paper correspondingly discusses the pedagogic methods and affor-
dances of the project’s active learning based interventions with students of
graphic design from a polytechnic institute based in the North of Portugal,
wherein, the objective was to explore and reinterpret visual narratives sur-
rounding traditional crafts towards developing packaging design concepts
that promoted the associated material, social and cultural legacies.
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ABSTRACT

This paper analyses the context and circumstances under which the course
of Design (Graphic Art) was introduced at the School of Fine Arts of Porto,
consequently becoming the first higher education course in the field in
Northern Portugal. In accordance, the paper outlines a set of pedagogic
initiatives and academic experiences in the area of design that preceded
the creation of the course, and were instrumental in its formulation. The
study is based on literature review and ethnographic research conducted
with a group of artists/designers who played a key contextual role, both as
professors and as students. Correspondingly, the study infers that a close
relationship can be observed between the Design (Graphic Arts) and the Fine
Arts courses (within which the first Graphic Arts subject arises) due to the
orientation of the school itself, in addition to the profiles of the professors,
who originally received training in fine arts, but later migrated to the area
of design. This relationship determines the specificity of the course, which
was essentially associated with image and visual communication, alongside
the applicable theoretical, methodological and practical approaches.
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ABSTRACT

Successive technological advances and the overwhelming presence of digital
tools in our daily lives, necessarily have an impact on design practice, where
there is a growing preference for immediate and ephemeral communication
channels, instead of manual and craft practices. This paper aims to address
issues related to independent publishing and the exploration of traditional
production techniques in a workshop context, namely through the
extracurricular project - i.E. Magazine - that the students of the Degree in
Design and Graphic Arts Technology of the Polytechnic Institute of Tomar,
have been developing in recent years, aiming to contribute to explore and
learn outside the classroom and encouraging the use of the equipment and
materials provided by the printing laboratories of this institution.

The i.E. Magazine, owned by the students, has acted as a platform for
exploring the polytechnic laboratories, but also as a way of expressing
their ideas, without the commitment to respond to an training, agenda
or problem placed in the context of the classroom. The students, in
each edition, are responsible for the choice of contents to be addressed,
for the writing or external solicitation of articles, for the production
of images and illustrations, for design and layout, for the choice of
materials and for the production. In recent editions they has also been
care to use fonts designed by students or alumni of the Design Degree
or the Master of Editorial Design.
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ABSTRACT

This research aims to demonstrate the importance that teaching with toys
can have in the education of children, more specifically as a complement to
classroom teaching, generating certain skills that will most likely be useful
in their future. This study ended up in the development of a video, with a
nonlinear structure that used flashback and flashforward narrative devices,
as a tool for enlightening the learning potential of an ambarscience toy, a
company of the Ambar group. For Albino [1] babies since birth are highly
predisposed to learn and their brain naturally absorbs all the information
of new life, this is not op-tional, it is a human condition. According to
the same author, since children are born they are constantly absorbing
information and learning, it is up to adults to promote their learning and
the development of many of their abili-ties. Didactic and educational toys
are a good support in this training, help-ing them to develop all their skills
in the development of imagination, memory, concentration and visual
perception.

This project points out the importance of didactic toys as a complement
in the classroom; the field work developed in the company is described,
as well as the methodology used for selecting the product to promote;
Practi-cal, Pre-Production, Production and Post-Production phases are
succinctly presented; and with the final prototype, the tested reactions
will be briefly analyzed.
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RESUMEN

En los ultimos afios se ha producido un crecimiento en el numero
de imagenes que condicionan la vida de las personas. La educacién
artistica debe desempefiar un papel mas activo en la formaciéon de las

futuras generaciones que ayude a alfabetizar criticamente en este nuevo MODERADOR | MODERATOR

contexto visual. Esto supone aprender a crear y a analizar la imagen ot
desde una perspectiva contemporanea, sin dejar de lado el estudio de LUISA CORREIA CASTILHO
otros medios creativos. El dibujo se presenta como una herramienta

del conocimiento, no como un ejercicio de reproduccién mimética de la

realidad. La investigacion se ha desarrollado con estudiantes universitarios

del Grado de Educacion Primaria, futuros maestros, y se ha centrado en

la creacidn de guiones graficos o storyboard como parte de la elaboracién

de proyectos audiovisuales. Con es-te estudio se pretende averiguar si los

alumnos cambian su perspectiva res-pecto al uso del dibujo, siendo un

proceso mas significativo para ellos. Con este fin se utilizara la metodologia

basada en las artes, analizado sus representaciones y las opiniones que

los estudiantes aportan en las entrevistas semiestructuradas realizadas.

El resultado sefiala que los guiones graficos se realizan a posteriori del

proyecto audiovisual. Las representaciones denotan inseguridad en el

proceso, sefialando una ausencia de significatividad en la experiencia.
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RESUMO

O artigo apresentado em seguida tem como raiz o Projeto de Investi-
gacao desenvolvido no ambito do Mestrado em Ensino de Musica da
Escola Superior de Artes Aplicadas de Castelo Branco. Este projeto de
investigacdo teve como tema “Manual Iniciagdo ao Trombone Alto”,
onde o principal objetivo foi a criagdo de um manual em portugués que
reunisse toda a informagéo possivel acerca da tematica. Desta forma,
procurou-se entender as necessidades dos estudantes, as diferengas
existentes entre o trombone tenor e alto, bem como a melhor forma de
solucionar estas adversidades. A metodologia utilizada na investigacado
foi a pesquisa descritiva, baseando-se na recolha da informacéo exis-
tente na literatura. De forma a completar a informagéo, foi realizado
um questiondrio a professores de renome nacional e internacional da
area em questdo. Posteriormente foi criado o Manual de Iniciagdo ao
Trombone Alto, procedendo-se em seguida a sua validagéo através de
docentes da drea em questao.
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ABSTRACT

The year 2010 saw the creation, in Italy, of the Liceo Musicale, replacing
the first five years of study in the learning pathways of the older organ-
isation of the Conservatorio. As the foundation of the Liceo fostered the
drafting of new curricula, the focus of this study is to examine the current
state of the teaching of music history in Italian Licei Musicali through an
analysis of the Indicazioni Nazionali issued by the Ministry of Education.
The contents, the teaching objectives and the methodology contained in
the Indicazioni provide a starting point for a number of teaching ideas,
considerations and suggestions, while the recent institution of the Licei
Musicali offers the chance to re-think the teaching of music history within
the remit of new teaching and learning pathways. The aim of this article is
to select, on the basis of the Indicazioni Nazionali, some methodological
aspects of the teaching and learning of music history in the Licie Musicali,
and to extend them to the teaching of music history in general. Particular
attention will be devoted to the teaching of music history as ‘emotional
education’, on the strength of the most recent psychological, pedagogical
and music-teaching research.
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TECENDO MUSICA: “A BELA AURORA”
DE JULIO POMAR
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Faculdade de Ciéncias Sociais e Humanas da Universidade
NOVA de Lisboa

claudiaspsousa@hotmail.com
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RESUMO

A tapecaria de Portalegre é uma histéria bastante recente na arte portu-
guesa. Técnica iniciada em 1946, a criagdo do ponto de Portalegre levou
a internacionalizagdo da tapecaria da cidade e elevou-a a um patamar de
reconheci-mento internacional. A musica presente na tapecaria de Por-
talegre é algo bastante variado e que depende inteiramente do pintor que
elabora o cartdo que sera tecido posteriormente. O objetivo deste artigo
é identificar os motivos musicais presentes numa das primeiras tapecari-
as da Manufactura, “A Bela Aurora” de Julio Pomar. Pretende-se também
correlacionar a escolha da tematica com os ambientes musicais da regido e
indagar as motivagdes do pintor para a concepgéo do cartao.
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Marta Domingues'; José Domingues’
'Escola Superior de Musica de Lisboa
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KEYWORD: Helena Almeida; Yliathim; Som; Escuta

RESUMO

Os elementos que constituem a justificacdo do tema: uma tradugéo do es-
tado estético Sente-me, isolado da série fotografica Sente-me, Ouve-me,
Vé-me de Helena Almeida, desenvolvida entre 1978 e 1979, numa condi-
céo (Yliathim) musical; uma concecdo da peca acusmatica Yliathim; uma
exploracdo da natureza temporal do som, convergente com uma sua radi-
calidade de ser proveniente de uma escuta.

7th Edition | 14 and 15 May 2020 | Online 81



ENSINO DA FORMACAO MUSICAL
NO 1° CICLO DO ENSINO BASICO:
UMA IMPLEMENTACAO HOLISTICAE
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Anténio Jodo César'; Luisa Correia Castilho'
'Instituto Politécnico de Castelo Branco (IPCB)

ajcesar@outlook.pt
luisa.correia@ipcb.pt

KEYWORD: Ensino holistico; Formagao musical; Jogos educativos; Iniciagdo
musical; Pratica de ensino supervisionada

RESUMO

A ideia para o desenvolvimento de um trabalho de investigagdo-acéo acerca
das possibilidades de implementagdo de uma abordagem holistica no ensino
da musica é fruto ndo apenas da indispensavel reflexdo tedrica proporcionada
pela frequéncia do curso de Mestrado em Ensino de Musica, mas também da
experiéncia profissional enquanto docente ao longo de 15 anos de atividade jun-
to das classes de Iniciagdo Musical (coro e formagdo musical) no Conservatério
Regional do Baixo Alentejo (CRBA) desde o ano de 2005. Foram desenvolvidos
durante este estudo as seguintes questdes de investigacao e objetivos: 1) como
implementar uma didatica da musica holistica e multidisciplinar junto de alunos
de formagéo musical do Primeiro Ciclo do Ensino Basico? 2) qual a eficécia e
pertinéncia da implementagao de uma didatica da musica holistica e multidisci-
plinar junto de alunos de formagao musical do Primeiro Ciclo do Ensino Basico?
3) adaptar, cri-ar e implementar um conjunto variado de exercicios e proce-
dimentos didaticos potencialmente conducentes a uma experiéncia de ensino
aprendizagem musical alicergada num ambiente holistico e multidisciplinar; e
4) avaliar a eficacia dos referidos exercicios e procedimentos didaticos, tendo
em conta, nomeadamente, a progressao na aprendizagem e a motivagdo dos
alunos. Apesar da amostra de alunos estudada neste trabalho ser de reduzida
dimenséo, ndo sendo, portanto, os resultados alcangados passiveis de genera-
lizagdo cientifica, os dados apurados parecem reforgar a eficacia dos procedi-
mentos holisticos, sobretudo ao nivel do estimulo da motivacdo e do interesse
dos alunos.
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RUDIMENTAL: A MUSICAL PRACTICE TOOL
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KEYWORD: Music education, Musical study, Communication and
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ABSTRACT

Following the experience of musical teaching, researchers found that often
students don’t know how to apply study strategies and be self-proficient.
A group of researchers developed an online platform, which intends to
optimize the students’ time when playing musical instruments. The platform
allows a teacher to monitor students’ work, through the use of data logged
during a set of classes and practice ses- sions. This paper presents the
design process and the implications of the tool implementation. The results
obtained before and after the use of this platform, by a group of students,
are described. Findings show that this platform’s use as a pedagogical
practice tool, permitted students to improve their instrumental practice.
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NOVICE PIANIST IN THE IPROVISATION
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ABSTRACT

In this paper, we discuss the design considerations and goals of an
interactive digital musical instrument (DMI) for novice pianists. It aims to
pro- mote the practice of melodic improvisation by guiding pianists in the
selection of notes. The DMI includes two major components: generative
jazz model (soft- ware) and an illuminating keyboard controller (hardware).
Note selection is guided by visual feedback in the form of illuminated
keyboard controller keys. Illuminated keys correspond to scale degrees that
comply with a harmonic struc- ture generated on-the-fly. The generative
nature of the engine allows high degrees of novelty while guaranteeing
a structurally-coherent harmonic structure an- chored in the blues/jazz
idiom. Preliminary experimental results inform critical directions for
future design iterations of the proposed system.
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TEACHING PIANO THROUGH LETTERS:
AN INNOVATIVE EDUCATIONAL TOOL BY
CARL CZERNY
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ABSTRACT

Carl Czerny was not only a notable pianist and composer, but also one of
the most renowned piano teachers in the history of 19th century music.
As a productive and influential musician, he played a crucial role in the
development of piano teaching. Czerny’s ability to play the piano came to
light during his early childhood, when he started to study music under the
guidance of his father, Wenzel, that provided piano lessons and repaired
musical instruments to support his family (Bell, 2009). Wenzel was “a
demanding but experienced and unordinary thinking teacher” (Kvasnikova,
2015, 522) for his son, who had the opportunity to be instructed by him
and, in addition, to look at him “playing and instructing” the other pupils
“on a daily basis” (Larson, 2015, 2).

Besides his father, a variety of musicians influenced the training of Czerny
as a pianist, from Ludwig van Beethoven - who was his teacher for two
years, from 1801 to 1803 - to Muzio Clementi and Johann Nepomuk
Hummel, that Czerny met many times between 1801 and 1804, underlying
- in comparison with Beethoven - “the clarity and elegance of his piano
technique” (Dubal, 2001).

After all, Czerny participated in the musical environment of Vienna, having
the opportunity to be introduced to many talented musicians, as happened
with Beethoven, but also with other pianists that attended the recitals
organized by Costanze Mozart (Czerny & Sanders, 1956, 308), as was the
case of Hummel.

Like his father Wenzel, Czerny started to teach piano very soon, at the age
of fifteen, offering lessons with a strict schedule, for about twelve hours
every day (Czerny & Sanders, 1956, 313), and organizing concerts of his
best students, to be held at his house (Ferrati, 2011).

Among his pupils, were Sigismond Thalberg and Stephen Heller; this latter,
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after some lessons with Czerny, was not able to afford the high fees of his
teacher and decided to study with Anton Halm (Barbedette & Borthwick,
1877).

Czerny quickly earned a great reputation for his teaching method, to the
point that also Beethoven had asked him to teach piano to his nephew,
Karl.

In 1819 Czerny was entrusted with the teaching of the enfant prodige Franz
Liszt, who had learned a lot from the great composer. Czerny describes his
new pupil as “a pale, delicate-looking child [...] while playing swayed on the
chair as if drunk so that | often thought he would fall to the floor. Moreover,
his playing over, his irregular, careless, and confused, and he had so little
knowledge of correct fingering that he threw his fingers over the keyboard

in an altogether arbitrary fashion. Nevertheless, | was amazed by the talent OUTROS TE MAS

with which Nature had equipped him” (Czerny, 1956, 314-315).

Liszt “ taught [by C ] to think, and to think ind dently, about A QN
b At A S gl i OU AREAS DE INTERSEGAO

s/?:rif\:i:fig:at:j s:rgrandes Etudes pour le piano, published in 1839, in OT H E R S U BJ ECTS
OR INTERSECTION AREAS

MODERADOR | MODERATOR
RUI DIAS
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EM REPOSITORIOS ONLINE: ASPECTOS
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AMBITO
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RESUMO

Este artigo tem como intencdo abordar aspectos relativos a disponibiliza-
¢ao online de projetos na area de Tecnologia Assistiva em plataformas de
disseminacdo de modelos imprimiveis. Trata-se de uma etapa exploratéria
dentro de uma pesquisa de doutorado, baseada numa abordagem focada
majoritariamente em buscas nestas plataformas, em conjungéo com a pes-
quisa bibliografica. Os achados estdo relacionados as possibilidades cria-
tivas abertas, porém ainda carentes de informagdes mais aprofundadas,
visando a criagdo de pontes de direcionamento para redes e grupos de
discussédo a respeito da produgao dessas tecnologias com base no conceito
de “Faga Vocé Mesmo” (Do It Youself - DIY).

88 EIMAD - Meeting of Research in Music, Art and Design

IMPACTO DAS PROGRESSIVE WEB APPS
NA CRIAGCAO DA MOBILE MEDIA ART

Joao Antunes
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RESUMO

A Digital Media Arte suportada em equipamentos méveis como smartpho-
nes, tablets e outros equipamentos associados a mobilidade, tem tido difi-
culdade em afirmar-se como plataforma de exceléncia de criagado artistica,
apesar do longo trabalho produzido pela academia na exploragdo do seu
potencial.

Este artigo, representa o estado da arte no explorar das potencialidades
da aplicagéo das Progressive Web Apps (PWAs) na criagdo de mobile me-
dia art, como elemento facilitador do desenvolvimento de novas narrativas
mediaticas, até agora dificultadas pelo meio tecnoldgico.
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ENTERTAINMENT. INDIA - A PERFECT
PLAYGROUND FOR THIS DIGITAL
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ABSTRACT

This theoretical paper is part of an ongoing PhD research project aiming
to study the ever-growing genre of Advertisement Video on Demand
(AVOD) specifically available on free to access platforms such as YouTube.
The research will focus on the Indian digital entertainment market and is
going to study various types of AVOD products generated by a variety of
content creators, from the established production houses to independent
entrepreneurial ventures, that have established their foothold in the
industry over the past 5 to 6 years. Those products will be analysed from a
creative and production point of view, using a mixed methodology.

The paper seeks to make a brief characterization of the global digital
entertainment market, namely its current dynamics (specifically in what
concerns music, gaming and sports), its challenges and opportunities. The
conducive conditions created by authorities, service providers, equipment
industries will also be mentioned. Along with this characterization some
main concepts of the research project, such as OTT and AVOD, will be
described. A specific focus will be given to the Indian subcontinent.
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ABSTRACT

Abstract. Every day, we consume and purchase products and services of
the most varied. As consumers, we look for quality, safety, and adequate
prices. The advertising market seeks, whenever possible, to publicize the
qualities of its products and services to convince us - the final consumers
- that their messages are sufficient for our purchasing decisions. However,
to consolidate our choices, it does not seem appropriate to rely only on
superficial advertising messages. Collective, certification, geographical
indication, and warranty brands can contribute in a more qualified way
to consumption decisions, since they are based on carefully defined
parameters, which can ensure benefits, reduce possible risks in the use
of products and services, in addition, to align interests related to social
welfare, inclusion, and sustainability of business and customers/users.
This paper, which integrates a doctoral research in Service Design field,
seeks, through a quantitative questionnaire carried out with people living in
big cities in all regions of Brazil, to identify whether the Brazilian consumer
has knowledge about certification marks, as well as whether they value and
recognize them its importance at the time of the decision to purchase and/
or consume goods and/or services.
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RESUMO

Este artigo discute possiveis abordagens a respeito da interacdo entre a
tecnologia computacional/digital e o artesanato. Tal interacdo é apresen-
tada a partir de atributos generativos e paramétricos que podem propor-
cionar resultados em que os limites entre arte, artesanato e design, as-
sim como, aspectos tedricos, técnicos e filoséficos tém se mostrado cada
vez menores. Para alcancar o objetivo deste artigo, a pratica artesanal foi
analisada diante da sua dimensé&o técnica. As relagdes entre técnicas ar-
tesanais e técnicas digitais foram investigadas objetivando os processos
e metodologias relacionadas ao desenvolvimento do produto artesanal. A
metodologia deste artigo apoiou-se na revisdo bibliografica e na identi-
ficagdo de exemplos praticos ja concluidos. Os projetos Skafaldo e The
Transaction Project do estudio de design Unfold e Delle Caustiche por Ve-
ronika Irvine ilustraram algumas das possiveis intera¢des da pratica arte-
sanal com a tecnologia computacional/digital. Os exemplos praticos e a
bibliografia demonstraram a possibilidade de novas estratégias criativas e
metodoldgicas capazes de fomentar a inovacéo e de estreitar a relagdo en-
tre o designer e o artesdo. Através da introdugéo das tecnologias compu-
tacionais/digitais no sistema de producéo artesanal, estas passam a fazer
parte de uma relagcdo simbidtica entre o homem e o computador.

92 EIMAD - Meeting of Research in Music, Art and Design

DESIGN AND KNOWLEDGE: CREATIVE
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ABSTRACT

Based on the importance of knowledge and with a focus on the contribution
that Design and Research in Design intend to provide for the development
of a more informed society with better, but also sustainable, quality of
life, this article proposes to collect the theoretical basis regarding juxtapo-
sition of the University (Knowledge) and Governments (Politics) domains,
medi-ated by Design. The ongoing research about Design for the Territory,
which this reflection is part, identified in the critical and creative nature of
think-ing in Design, a clear opportunity to support the creation of a knowl-
edge-based society and knowledge-based policy. The evidence of the stra-
tegic na-ture of Design and the mediation operated by Design, places it as
an urgent partner of decision-making bodies in Universities and Govern-
ments.
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ABSTRACT

The purchase of cars is increasingly influenced by digital. For this reason,
car brands have increasingly focused on digital communication strategies in
order to capture public interest in their products. This bet on digital is not
only in the sale of new cars, but also in the sale of semi-new and used cars.
Aware of this new market trend, Lexus Portugal has ordered the present
study, which has as main objective the design of a promotion and sales
online platform for seminew and used cars of this brand.

This online platform is not intended to be only a website for the dissemi-
na-tion of the available fleet of cars for sale. It also intends to offer its
user a pleasant environment; and, as the user browses the website, he will
hope-fully be effectively informed about the main attributes of Lexus cars,
name-ly their high reliability.

This paper focuses mainly on the first phase of this research project,
where a comparative analysis was developed on the online platforms of
the main competing Lexus brands.
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RESUMO

A evolugao tecnoldgica foi réapida e a adptagdo também, contudo, a so-
ciedade em geral ndo acompanhou essa progressado. O que significa entdo
o progresso? Se este é de caracter unicamente técnico e tecnoldgico? A
questdo maior prende-se com os alunos que chegam ao Ensino Superior
sem condi¢des mentais de captacdo de mais conhecimentos, chegam esgo-
tados e demasiado cansados. Porqué? Quais as causas que estdo a provo-
car este problema? Todo um progresso tecnoldgico, com base na maquina:
telemdvel e computador, ndo cumpriu a sua fungdo? Néo foram atingidos
os seus objectivos? Quais sdo entdo os objectivos da tecnologia? Servem
para quem? E para qué? Para acelerar processos? Quais os processos de
caracter humano? Nunca, com tantos recursos tecnoldgicos, os indices de
depressdo grave foram tdo altos na camada jovem estudantil, e cujos in-
dices de infelicidade foram t&do baixos. E ao contrdrio do que se esperava,
as redes sociais invadiram a vida destes jovens, e encontram-se cheias de
sorrisos e de encontros maravilhosos. Talvez a obrigagdo de manter um
sorriso, mesmo que seja forcado, leve a um estado de degradagao emocio-
nal, contribuindo para que todos se insiram numa sociedade alienada dos
seus sentimentos genuinos, e que caracterizam um estado humanizado.

A partir de um texto “A traicdo do eu”, e cujo ambito se encontra em ana-
lise, colocam-se os problemas do intelecto e de uma aprendizagem de ca-
racter social ao nivel da relacdo entre emocao e aprendizado. Deste modo,
e tendo em conta esta relagdo de aproximagéao ao jovem estudante, e cuja
falta deste impeto se torna dificil uma aquisicdo de conhecimento, bem
como o prolongamento da sua memorizagdo e integracgdo.

Tendo em consideracéao estes aspectos de caracter social e cultural, e visto
que as condicdes técnicas e de tecnologia dizem respeito ao ambito socio-
légico mais elevado, colocam-se ainda as seguintes questdes: o que fazer
para melhorar as condi¢cdes emocionais de captacéo e de acesso ao conhe-
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cimento intelectual e emocional? Serd apenas com recurso a maquina e a
apresentacdo técnica brilhante e entusidstica e sem estabelecer qualquer
vinculo afectivo e de caracter emocional expresso, que serdo atingidos os
objectivos criativos exigidos?

A anélise efectuada com base na observacéo directa de alunos que acedem
ao Ensino Superior nos recentes anos lectivos, demonstram a ineficacia tec-
nolégica, apenas com o uso de aparelhos técnicos evoluidos. Apenas se con-
seguem resultados com uma aproximagao maior ao estudante e sobretudo
com uma relagdo de aprendizagem, tendo como base uma afectividade liga-
da ao intelecto. Ainda a problematica das turmas extensas e com grandes
grupos de trabalho para acompanhamento. O século XXl teria que resolver
as questdes numéricas e reduzir os grupos de trabalho para um maximo de
10 a 15 estudantes no Ensino Superior e por turma. Contudo, o que assisti-
mos é o contrario, o que dificulta uma aproximagao vinculativa. Este sistema
de ensino ndo tem resultados proveitosos a médio e a longo prazo.

A eventual resposta encontra-se numa aproximagao do docente ao aluno,
permitindo um desenvolvimento pessoal, bem como o despertar de uma
personalidade prépria de modo a adquirir as competéncias técnicas e tec-
noldgicas que a sociedade lhe exige, contudo, acrescentando um ambito
afectivo e humanizado de modo a contribuir para um sociedade mais equi-
librada emocionalmente.
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ABSTRACT

This article exposes a methodology of design workshops for non-design-
ers (D4ND) developed in an academic context interested in 1) deepening
the explanation for what is the design for non-designers and 2) the strat-
egies which may be to provide the tools of design thinking to non-design-
ers. It is not a matter of transposing formal training structures to non-for-
mal training, but rather, to explore new pedagogical processes involving
design students to be applied to non-designers. Design is seen here as a
discipline supported by an active learning process, critical, and directed
towards problem-solving. We use the word design in its broadest sense,
contemplating a humanist vision capable of generating social transforma-
tions, promoting more democratic actions that aim at a better, more just
and equal world, and that at the individual level it can empower people
(students and non-designers) to increase their quality of life. In the first
part, we address the assumption of D4ANT project, beginning by describing
their goals and identifying its actors. Later we questioned the work process
through design and how to create knowledge through the implementation
of workshops. In the second part, we expose the methodology of the ex-
ercise of D4NT and present a synthesis of their outputs: five projects. We
conclude with an analysis of the outcomes of this pedagogical experience,
at the level of the students, as well as, the team teachers. Closing this pa-
per with the perspective of the future of the D4NT project.

98 EIMAD - Meeting of Research in Music, Art and Design

GRAPHIC EXPRESSION AND SEMANTIC
ANALYZE ON BRAND MARK CREATION

Catia Rijo

Escola Superior de Educacao de Lisboa / Centro de Investigagao
em Arquitetura, Urbanismo e Design (CIAUD), Faculdade de
Arquitetura da Universidade de Lisboa

catia.rijo@gmail.com

KEYWORD: Design Teaching; Moodboard; Graphic Design; Brand

ABSTRACT

This article proposes a methodological map of graphic and semantic anal-
ysis to help the synthesis process of the expressive code and also to boost
the relationship between the graphic expression and the semantics in the
design practice. It is intended to analyze whether he association of se-
mantic elements with graphic elements promotes the synthesis of expres-
sive codes and facilitates the process of creating brand marks. With this
problematic in mind was create a tool called Graphic-Semantic Expression
Map. This paper brings a case study where this tool was applied in creation
a brand mark for the International Week of Lisbon Polytechnic. The work
presented is one of the several exercises and workshops that were devel-
oped with students to test and evaluate this tool.
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ABSTRACT

This paper analyses the potential of working with the principle of code-
sign in active citizenship as an objective and a process in the vocational
education at the secondary level. The authors of this paper developed and
implemented a case study of graphic design education through codesign
practice in Porto, Portugal, with youngsters of age between 15 to 17 years
old. The key findings of the paper stress that the: i) stronger connection
between the designer’s professional role and civic responsibility could be
encouraged by staging the codesign in active citizenship; ii) design students
have the capability to share and own responsibility of codesign when work-
ing together on real-case scenarios; iii) additional research on the impact
of individual design methods is needed.
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Jan Eckert
Lucerne University of Applied Sciences and Arts
jan.eckert@hslu.ch

KEYWORD: Digital Transformation; Design Education; Digital Shift;
CoVid-19

ABSTRACT

Despite the fact that the so-called digital transformation is being seen as
one of the megatrends of the past and ongoing decades, there does not
seem to be a common picture of how schools of art and design should ad-
dress this phenomenon or even actively shape the digital shift. The study
dis-cussed in this paper, therefore, sets out to identify the main areas that
schools of arts and design could engage with in order to become active
players in the digital transformation. It does so by conducting both, a series
of qualitative interviews as well as an online survey that reached out to
rep-resentants of the design and arts community across Europe. Initially,
this sample was meant to be compared to a sample originating from the
computer science community. Due to the lockdown of European Univer-
sities caused by the CoVid-19 crisis, this second part of the study had to
be postponed. Instead, the paper completes the findings of the qualitative
study conducted in the design and arts community with a series of obser-
vations made during the sudden shift to remote and e-learning at our own
university of Applied Sciences and Arts. As a result, the emerging topics
from the study get criti-cally reflected with the fact that most schools of
arts and design suddenly became “remote” schools that had to shift exclu-
sively to the use of digital tools and media.
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RESUMO

A psicologia informa o design como disciplina na construgdo dos seus mo-
delos tedricos, ferramentas, e metodologias de trabalho, etc. O mesmo
nao se pode afirmar em relacdo a influéncia do design na disciplina da psi-
cologia. Nao obstante, aquilo que esta area cientifica produz - e em par-
ticular o seu ramo que estuda o bem-estar humano (a psicologia positiva)
- é equiparavel ao que faz o design, no sentido em que existe um esforco
em alterar uma situagdo de A para B, criando para tal um caminho estra-
tégico e iterativo. O design pode ser uma mais-valia para tornar tangiveis
certas ideias ao criar suportes para as concretizar. Com este pressuposto,
introduzimos mecanismos pedagdgicos do design no ensino da psicologia
positiva, para entender se estas podem melhorar o modo como as pessoas
e o seu contexto sédo compreendidos e as solugdes sdo implementaveis no
mundo real. Neste artigo apresentamos e discutimos resultados de um
exercicio feito no &mbito de uma pds-graduagéo em psicologia positiva, na
qual introduzimos ferra-mentas de design (telas baseadas em métodos de
design) e o formato do estuidio de design. Olhamos para as solucdes pro-
postas e questionamo-las em relacdo a sua exequibilidade, criatividade,
compreenséo por parte do utilizador, e justificagdo com base em teorias da
psicologia positiva, de modo a compreender se estes elementos pedagdgi-
cos melhoram o ensino da psicologia. Concluimos que, apesar da limitada
representatividade do estudo, existe um grande potencial em relagdo ao
que o design pode oferecer ao ensino da psicologia.
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RESUMEN

El estado de las capacidades para el desarrollo del aprendizaje en los nifios
ha estado determinado en cierta medida por la economia del ntcleo familiar,
imposibilitando a padres y cuidadores ofrecer herramientas que puedan en-
riquecer esta caracteristica cognitiva a los nifios bajo su cuidado. Se abarca
la problemética establecida con el fin de posibilitar el disefio de un objeto
que permita a los nifios desarrollar éptimamente sus capacidades sin tener
una dependencia directa del contexto econdmico familiar.

Se pretende verificar y describir la relacién de los nucleos familiares con los
procesos de aprendizaje de nifios entre 5y 10 afios de la ciudad de Mede-
llin. La muestra de la investigacion se determiné a partir de 5 familias del
barrio Robledo-Fuente Clara, en donde se evidenciaron dificulta des eco-
ndmicas y sociales, reflejo de varios barrios similares de clase media-baja
de la Ciudad.

Con el fin de obtener informacidn, se analizaron perspectivas de autores en
diferentes ramas bajo los conceptos: Déficit cognitivo, la nifiez en nucleos
de déficits econdmicos, relaciones interpersonales en el entorno social,
crianza y educacién. En la fase de ejecucion y disefio, se determiné cual
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seria la puntualidad de las habilidades cognitivas de los nifios. En la ruta
de trabajo establecida se proporcioné una propuesta que influyera en la
memoria de trabajo y por consiguiente potenciara la capacidad légico-ma-
tematica de los nifios. Se empled el método sistematico para disefiadores
de Bruce Archer, el cual propone abordar las posibles soluciones y los ob-
jetivos desde las caracteristicas y formas de los materiales. La recoleccion
de datos en conjunto con la sintesis de la investigacién concentré la fase de
disefio en una idea capaz de mejorar esta problematica, induciendo a los
nifios al cooperativismo, la creatividad, la rapidez y la experiencia desde
la idea objetual, con un juego capaz de ofrecer experiencia y explotar las
capacidades cognitivas.
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ABSTRACT

The main purpose of this PhD research study is to contribute to innovative
de-signs for fibromyalgia patients promoting, as result, their health and
wellbeing. A specialized medical garment design process is presented in
this paper. The solution is supported in previous research data including
interviews with patients and professionals for a better understanding
of fibromyalgia issues and patients. It also allowed to determine the
better design approach to the problem [1]. Fibromyalgia is a widespread
rheumatological syndrome recognized by muscle pain, fatigue and sleeping
disorders. It is more common in stressed or perfectionist people. Although
it can be seen at any age and in both sexes, it is most common between
30-60 years old and in women [2]. In this framework, the authors intent
to help fibromyalgia patients through a non-pharmacological method but
as a garment solution, presented here as a case study in a pre-test stage.
According to the doctors and patients’ interviews, applying heat to tender
points in fibromyalgia syndrome is soothing. Most of patients visit thermal
baths and emphasize that heating their tender points is a good solution
for pain. Also, they state that heat packs are not sustainable solution
and prohibitive of an active daily life. To obtain heat release and clothing
comfort properties electronic nanocomposite materials were chosen for
the proposed solution. Thus, an innovative medical garment design was
modeled for a fibromyalgia patient tender points in a quite customized way.
In the future research phases, tests will be made, under the supervision
of a doctor, allowing to apply or improve it to other tender points or
patient’s needs validating this new design approach as a complementary to
traditional and more invasive pharmacological solutions.
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TO INCLUSIVE PRODUCTS

Liliana Pina'; Paulo Martins'; José Lucas'; Paulo
Duarte'; Rui Miguel'

'University of Beira Interior

liliana_pina@hotmail.com

KEYWORD: Products, Fashion, Inclusive, Design, Visually Impaired

ABSTRACT

In recent years some fashion brands and designers have been developing
clothing having into account particular consumers, including the ones with
some kind of disability. This paper has the main purpose of analyse the
fashion design product development through the research of elements,
aspects and concepts that can be useful for inclusive products.

During the research, scientific papers, informative articles and reports were
found to address inclusive design as a useful tool for the development of
inclusive products for disabled individuals. However, specific guidelines,
foundations or models that could help fashion designers to develop products
for VI consumers are non-existent on inclusive design.

Regarding the methods, From the literature review contends, were considered
in-clusive Design concepts and user experience methods. These two main
aspects were the foundation for the creation of the necessary questions of
study, proposi-tions and units of analysis used on the case study.

The study offers an original approach considering fashion designers and
inclu-sive concepts, unfortunately the number of cases is too small. Due to
online re-search, there aspects related with designers products that were
not possible to comprehend, so for a further studies could be important to
interview these de-signers.

Despite all the effort by designers and deserved merit the cases here
presented are indeed specific projects with no projection within the global
market. The contends and the findings will be an asset for the scientific
community and for the devel-opment of inclusive products in fashion
directed to VI consumers on a national and international perspective.
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ABSTRACT

The Castelo Branco Embroidery is full of decorative grammar, it is endowed
with symbolism, both in design and in what concerns the application of
embroidery stitches and the colour palette. Here the typical embroidery of
Castelo Brancoisapplied toagarmentand studied from the design of the piece
to the symbolism and history of the typical embroidery. A non-interventionist
and interventionist action research methodology was used, and the following
hypothesis was formulated: Is it possible to create new pieces of clothing
respectingthe symbolic load attributed to the embroideries of Castelo Branco?
This investigation reinforces the importance of preserving and identifying
the tradition of embroidery, giving it an innovative character, focusing on
examples of pieces already created where respect for traditional materials
and symbols allowed for the development of innovative garments. The reality
is that in real terms the Embroidery never actually became extinct. A further
note is made to recent uses of the embroidery in clothing and accessories
which demonstrate its versatility in enhancing the creativity of designers.
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ABSTRACT

The development of the trends of activewear in everyday life of consumers
has been described as emerged as a new trend called athleisure, with
comfort characteristics reflected in a sophisticated yet a relaxed lifestyle
(Adorable & Bradbury, 2016; Petro, 2015), in this way inspiring the
development of leisurewear. For the present research, it is essential to
evaluate consumer perception regarding the developed clothing, matching
the trends and the satisfaction of the user’s expectations of leisurewear.
In this sense, it is purposed to make a process that will be divided into
two phases which include a focus group each. This paper aims to make an
insight into the consumer satisfaction opinion, related to the most relevant
twenty-five factors that characterised this kind of apparel.
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RESUMO

“O presente artigo faz parte do trabalho de investigacéo e dissertacéo final
de mestrado em design de moda “Uma Analise sobre o Traje Académico Por-
tugués - Um desenvolvimento Projetual”, e toma por objeto de analise o traje
académicoda Universidade de Aveiro envolvendo os processos de entrevista,
pesquisa em acervos etnograficos e observacéo participativa, sendo o uma
das principais ferramentas de metodologia as entrevistas para uma melhor
compreensdo do mundo em que os integrantes da TUA estdo inseridos.
O objetivo é dar continuidade a sequéncia de artigos, sendo este o segundo
queéacoletadeinformagdesdecunhohistéricoe populardaregidode Aveiro
e que se relacionam ao clima local. Isto permite ter um material que sustente
a construgdo e desenvolvimento de um novo traje de veraneio para a TUA.
O objetivo especifico, por briefing langado pela TUA - Tuna Universitaria de
Aveiro, e com base nos estudos iniciados nesta investigacao, foi desenvol-
ver um projeto de design de vestuario de verdo para atuagdes performa-
ticas paralelas estruturado pelos principios de design de moda e baseado
nas tradigdes, contextos histéricos e geograficos e nas necessidades ergo-
némicas indicadas pelos artistas.”

110 EIMAD - Meeting of Research in Music, Art and Design

A IDENTIDADE CULTURAL DE UM
PAIS COMO FATOR COMPETITIVO
DO DESIGN DE MODA: INICIATIVAS
PROMOCIONAIS DE AMBITO
NACIONAL

Catarina Rito'?3; Madalena Pereira #; Alexandra

Cruscinho 3

TUNIDCOM; 2IADE; 3Escola Superior de Artes Aplicadas
do Instituto Politécnico de Castelo Branco; “Universidade
daBeira Interior

catarinavasquesrito1970@gmail.com
mmrp@ubi.pt
alexcruchinho@ipcb.pt

KEYWORD: Identidade; Design de Moda; Plataformas; Portugal;
Lisboa; Porto

RESUMO

O objetivo desta investigacéo é dar a conhecer a constru¢ao de um modelo
de projeto que contribua para que o Design de Moda portugués possa ser
reconhecido dentro e fora de Portugal com respetiva identidade histérico-
-contemporanea. O Concept Fashion Design foi a plataforma experimental
desta investigacdo, que recorreu a metodologia de Mike Baxter, visando
experimentar no terreno a oportunidade de reunir diferentes expressdes
e linguagens criativas num sé espago e perceber como reagem quer os
intervenientes quer os visitantes.
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RESUMO

O presente artigo faz parte do trabalho de investigacdo e dissertacao
final de mestrado em design de moda “Uma Anélise sobre o Traje Aca-
démico Portugués - Um desenvolvimento Projetual”, e o objetivo é con-
tinuar uma sequéncia de trés artigos, sendo este o terceiro que traca
uma comparacdo entre trajes de diferentes regides do pais e a partir
desta analise comparativa, verificar as semelhangas e distingdes entre
ambos mediante a fatores climaticos, culturais e regionais que acarre-
tam na distin¢éo e design de cada traje de acordo com sua universidade.
O objetivo especifico, por briefing langado pela TUA - Tuna Universitaria de
Aveiro, e com base nos estudos iniciados nesta investigacao, foi desenvol-
ver um projeto de design de vestuario de verdo para atuagdes performa-
ticas paralelas estruturado pelos principios de design de moda e baseado
nas tradigdes, contextos histéricos e geograficos e nas necessidades ergo-
némicas indicadas pelos artistas.
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Justificacion

En la actualidad existe un cambio de paradigma en el
planteamiento del proyecto de los artefactos disefiados. Se revisay
amplia con diferentes propuestas el modelo racionalista
establecido desde la Bauhaus y fijado en Ulm (Sudrez y Martin,
2019). Esta busqueda por aportar soluciones simbélicas y culturales
ha sido una constante en las décadas con las que concluyé el siglo
XX (Pelta, 2004). En el XXI se mantiene este interés y se investigan
estrategias para incorporar la experiencia del usuario final y su
afinidad con dichos artefactos. El sentido del disefio supera la
resolucin de problemas para transmitir valores, sensaciones y
emociones (Lupton, 2017)

La implicacién emocional del usuario se trabaja en disciplinas como
la publicidad desde los afios 70 (Lamarre, 2019) 0 en la ingenieria
de la usabilidad desde los 90 (Montero, 2015). Hoy en dia
herramientas utilizadas en dichos campos como el storytelling o el
disefio emocional (Cafiada y van Hout, 2008) se estan trasladando a
los procesos proyectuales de todas las 4reas del diserio. Autores
como Caldas (2019), han descrito la necesidad contemporanea de
disefios mas personales frente a la uniformidad de lo funcional.

La tecnologia puede actuar aqui en dos direcciones. Por un lado,
con nuevos sistemas de prototipado rapido, que permiten una
fabricacién accesible y personalizada. Por otro lado, con el uso de
sistemas informaticos que estimulan [0 aleatorio (Eye Magazine 94,
2017)y lo impredecible de los resultados formales. Esta idea del
azar conecta la técnica con la intuicion como componente esencial
de lo humano mas alla de lo racional

e imponen nuevos campos de investigacion centrados en la
persona y sus referencias simbolicas y culturales. Se exige un
cuestionamiento reflexivo por parte del disefiador (Cooper y Press,
2009) al que pretende dar respuesta esta investigacion.

Propuesta y objetivos

A s plarten como objetvs  rescdn de arefacos

cton ransioraton of 0% ype of sgnal ito 3 afren

Tacs ot corporate pyscly  culural seman. <oud respond o

e distintos soportes que incorpora
Clemonto culturat expres\anes ceteicas basadas on as afinidades
culturales del usuari

L slucidn alproblema s apoya en el concepto de ransduccion:
stransformacion de un tipo de sefial en otro distintor. Segdn

Simondon (2008) la transduccién abarca un componente social que
i Los objetos
i

imaginacion (Rodriguez, 2007).

h , nos sirve
las preguntas de

- 4Es posible integrar literalmente una melodia en una imagen?
- ¢Se puede definir una metodologia reproducible que incorpore un
elemento cultural fisicamente en un disefio corpéreo?

Métodologia

La metodologia utilizada se encuadra dentro de la «Investigacion
dentro del disefio» (Pontis, 2009). Esta permite la combinacion de
nuevo conocimiento con una produccion original de disefio. Se
integra la investigacion en la practica y guiada por la practica
(proctice-led, practice-based). Asi, se ha partido de una experiencia
motriz que ha generado un proceso de indagacion para llegar al
modelo reproducible. Se ha seguido el esquema exploratorio
planteado por John Dewey (1993). A partir de esta exploracion
tedrica se han extraido las claves para el desarrollo del proceso
experimental de investigacion basado en la préctica.
Se ha abordado el proceso de transduccion en dos fases

De la misica a la imagen
2. Delaimagen a una materia textil

- Como acabado superficial

- Como estructura

En la fase primera se ha realizado la visualizacion de un elemento
cultural sonoro, en este caso varias canciones de The Beatles,
mediante imagenes aisladas y texturas basadas en la repeticion
modular. Para la visualizacién de datos se ha utilizado el programa
libre Nodebox (Gonzalez, 2017). En la fase segunda se ha procedido
2 la fabricacion material de patrones mediante tecnologias
experimentales de prototipado rapido (serigrafia, iser y maquinaria
de punto)

«;Se puede definir un proceso de
disefio reproducible que mcorpore
un cultural P
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Resultados y discusion

Los resultados gréficos y textiles, obtenidos a partir de las
canciones seleccionadas del grupo The Beatles, pueden apreciarse
en las figuras 1a 6, Tras un proceso experimental en el que se han
extrafdo més de 100 muestras se puede afirmar que:

- Es posible integrar literalmente una melodia en una imagen.

- Es posible integrar fisicamente un elemento cultural en un disefio
corpéreo y se puede definir una metodologia reproducible del
proceso de su disefio y fabricacién.

Cabe sefialar como limitaciones del trabajo la utilizacién de
herramientas técnicas: un Gnico programa de visualizacion de datos.
Podria ampliarse a otros programas alternativos. lgualmente, las.
técnicas de construccion y acabado textil serian susceptibles de
ampliacion. Por otro lado, a partir de lo mostrado se podrian
plantear miltiples aplicaciones para ampliar esta investigacién:
disefios adaptados a personas con diferentes capacidades
sensitivas, disefios de denticiod y gran variedad de objetos
personalizables. Todo ello integrarfa elementos culturales y.
simbélicos que apelan a la empatia y a la respuesta emocional de
sus receptores.
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Background
Como refere Galamian (1962), € muito importante os violinistas serem detentores de uma técnica sdlida, para conseguirem alcangar uma boa
interpretacdo, ou seja, deve haver uma relagao direta entre estes dois fatores. Galamian explica também a necessidade de coexisténcia das duas
carateristicas — musicais e técnicas — para o sucesso interpretativo das obras. E consensual a relevancia da técnica do arco para os violinistas,
uma vez que ¢ esta a responsavel pelo som do violino. Sdo inumeros os autores que legitimam a importancia e a necessidade de aperfeicoamento
desta tematica, tais como Galamian (1962); Auer (1925), Viotti (citado por Salles, 1998), Salles (citado por Salles, 1998); Gerle (2011), L. Mozart
(citado por Gerle, 2011), Capet (citado por Gerle, 2011), Flesch (1928) e Casorti (1880). No que diz respeito especificamente a importancia dos
movimentos do arco, Gerle refere que
A superior bow techique, no matter how easy and natural the artist make it appear, is the result of an untold number of contrasting, yet complementary
motions and their combinations. It is the sum of a constantly changing balance of forces, a sensitive and delicated adjustment of bow-speed and pressure,
of constant alternations of tension and release between the muscles and the bow (Gerle, 2011, p.15).

Para além de Suzuki e de Gerle (2011), autores como Flesch (1928), Galamian (1962), Rolland (1974), Hoppenot (2000) e Deutsch (2011), trazem
também informagGes essenciais sobre a importancia dos aspetos fisicos inerentes a per do violino, pr no que diz respeito
aos movimentos do arco. O primeiro estudo relevante sobre os movimentos produzidos pelos diferentes golpes de arco é concretizado por
Hodgson (1958), onde, no seu trabalho intitulado “Motion Study and Violin Bowing”, o autor prova pela primeira vez através da tecnologia de
captura de movimentos (Motion Capture), que os diferentes movimentos do arco s&o inevitavelmente curvos: “Many violinists will gain an entirely
new feeling of freedom and confidence after realizing that curved movements are unavoidable in bowing” (Hodgson, 1958, vii). Depois de Hodgson,
varios estudos foram realizados nesta area. Destacam-se autores como Schoonderwaldt (2009), com estudos importantes sobre a produgédo
sonora nos instrumentos de cordas através de duas perspetivas, ou seja, “the physics of the bowed string, and bow control in performance” (2009,
p. iii); Deutsch (2011), no estudo comparativo dos movimentos do arco entre estudantes de violino e masicos profissionais, refere que “(...) the
biomechanics of violin bowing is extremely complex and involves balancing a variety of physical parameters (...)" (2011, p.1); Askenfelt (1988) criou
um método capaz de medir parametros como “bow position, bow velocity, bow-bridge distance, and bow force” (p.1); e Rabbath (2012), com a
publicagdo de um DVD, com o titulo “The art of the bow".

O principal objetivo deste estudo centrou-se na compreensao dos movimentos somaticos necessarios para a reprodugéo dos diferentes golpes de
arco, com a inteng&o de criar padronizagdes gestuais para cada golpe de arco em estudo. A partir desta finalidade foram estabelecidos os

Objetivos
Resumo
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perceber quais as dlferengas elou semelhangas na |merpre|agao dos diferentes golpes de arco em obras de

reprodugdo dos diferentes golpes de arco, com o
objetivo final de se alcangarem padronizagoes
gestuais de cada golpe de arco, uma vez que a
técnica do arco representa um dos maiores
desafios para os violinistas (Pinto, 2016).
Através da andlise do repertério de violino dos
diferentes periodos da histéria da musica, dos
golpes de arco propostos por Carl Flesch (1928)
e dos golpes de arco modernos, bem como da
andlise dos movimentos necessarios para a
execugao de cada golpe de arco (através de
uma pesquisa empirica no laboratério de Motion
Capture que envolveu 30 violinistas), criaram-se
padronizagbes gestuais para cada golpe de
arco, que se traduziram em videos interativos e
que permitem a observagdo dos varios
componentes em andlise de cada golpe de arco
em estudo. Esta pesquisa concretiza-se no
ambito do projeto de doutoramento no CITAR, e
resultados recentes da pesquisa demonstraram
que a utilizagao desta (ecnolog\a pcde ser muito
util, na da
aprendizagem dos golpes de arco; na
possibilidade de visualizagdo, compreenséo,
corregao e consciencializagdo do proprio gesto
por cada violinista; e a possibilidade de corrigir a

diferentes periodos da histéria da musica (barroco, compreender quais as diferengas e/ou semelhangas
na execu(;ao dos golpes de arco de pessoa para pessoa: perceber quais as dlferen(;as e 0 porqué; perceber se alguns dos componentes

serao decisit para o da 40 de cada golpe de arco, e porqué; entender se a tecnologia de captagdo de
movimento pode ser ou n&o utilizada como recurso e estratégia no ensino do violino; perceber quais as dificuldades/ facilidades sentidas pelos
participantes na execugao dos diferentes golpes de arco; compreender a importancia da padronizagao na aprendizagem musical; e auferir o
conhecimento da nomenclatura de cada um dos golpes de arco realizados por parte dos participantes.

Metodologia
Para que fosse possivel a obtengdo de padronizagdes gestuais dos golpes de arco propostos por Flesch (1928), € uma vez que neste tipo de
estudo as amostras devem ser significativas, optou-se por uma de cariz qu , pesquisa em orio, onde
foram 30 interp des de ifi para cada golpe de arco em estudo (42 golpes de arco no total), realizados por 15
iolini: profi is e por 15 de violino, pi para se alcangar uma variagdo na amostra: um total de 1260 gravagdes. Nos
42 excertos selecionados, sdo representadas ao pormenor as quatro familias de golpes de arco de Flesch, bem como trés golpes de arco
modernos — provenientes e rep ivos das técnicas i (século XX e XXI). Para além disso, constam também para analise quatro
excertos musicais provenientes de cada uma das épocas histéricas em foco (barroco, e periodo Os excertos
musicais escolhidos resultam de um estudo previamente realizado das principais obras do reperlcno mainstream do violino dos diferentes
periodos da histéria da musica. Os componentes em analise no Motion Capture sao: a velocidade do arco, a distancia do cavalete, a diregdo do
arco, o movimento do brago/ pulso e a inclinagéo do arco. Todas as gravagdes foram também gravadas em formato video e som, o que permitiu
analisar e comparar es relativos ao i corporal, ici dos dedos da mao direita e outros aspetos que se
consideraram pertinentes. Todas as gravagoes foram sujeitas a apreciagdo de um juri, constituido por trés elementos, que se responsabilizou pela
seleg@o da melhor captagéo de cada excerto do Grupo 1 (constltuldo por 10 pamclpan(es que utilizaram o fato no Mocap — 5 profissionais e 5
estudantes), a melhor captagéo do Grupo 2 ituido por 20 par que a experiéncia sem o fato, apenas com os marcadores
no violino e no arco — 10 profissionais e 10 estudantes), bem como a pior captagao de cada excerto de ambos os grupos. Todos os participantes
responderam também a um questionario sobre assuntos que se consideraram relevantes para dar resposta as questdes de investigagdo, bem
como foram submetidos a medigdes de altura, comprimento do pescogo e brago.
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postura e de, prevenir
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Abstract

The main goal of this research focuses on the
understanding of the gestures necessary for the
reproduction of the different bow strokes, with the
ultimate goal of achieving gestural
standardizations of each bow stroke, once the
bow technique represents one of the greatest
challenges for violinists (Pinto, 2016). Through
the analysis of the violin repertoire from different
periods of the history of music, the bow strokes
proposed by Carl Flesch (1928) and the modern
strokes, as well as the analysis of the
movements necessary for the execution of each
bow stroke (through an empirical research in the
Motion Capture laboratory, which involved 30
violinists), gestural standards were created for
each bow stroke, which were translated into
interactive videos and that allow the observation
of the various components under analysis for
each bow stroke in study. This research is
carried out within the scope of the PhD project at
CITAR, and recent research results have shown
that the use of this technology can be very
useful, namely in simplifying the learning of bow
strokes; the possibility of visualization,

understanding, correction and awareness of the
gesture by each violinist; and the possibility of
correcting posture and, consequently, preventing
lesions.

Ao contrario do que acontecia até ao século XIX e inicio do século XX, em que no ensino do violino o discipulo ia ao encontro do mestre e
aprendia e aperfeicoava a sua arte, atualmente o ensino da musica passa a ser descentralizado. Desta forma, os professores devem, para além
de estar aptos para ensinar eximiamente a arte de tocar um instrumento, estar munidos de estratégias didatico-pedagdgicas que vao ao encontro
das reais necessidades dos alunos. Entende-se, portanto, necessario e importante que sejam criadas estratégias de ensino na performance do
violino que mantenham a fidedignidade dos conteudos que se pretendem ensinar aos alunos, nomeadamente no que diz respeito aos aspetos
técnicos. Neste caso especifico, no que diz respeito aos gestos inerentes aos diversos golpes de arco cujo presente estudo atesta a influéncia nos
resultados musicais dos violinistas, pretendendo-se que as padronizagdes para cada golpe de arco aqui criadas (traduzidas em videos interativos
realizados através das gravagdes no Motion Capture) se revelem uma importante estratégia no ensino/aprendizagem dos golpes de arco,
auxiliando alunos e professores. Através do presente estudo foi ainda possivel dar resposta a todas as questées de investigagao e através da
analise dos questionarios implementados foi também possivel concluir que os participantes, de forma geral, desconheciam a tecnologia de
Captura de Movimento (90%), e que todos os partici (100%) T que esta poderia vir a ser muito Util nomeadamente na
simplificagdo da aprendizagem dos golpes de arco; na i de , COITeGao e cor izagao do proprio
gesto por cada violinista; e a possibilidade de corrigir a postura e de, consequentemente, prevemr Iesoes Assim, este estudo pretende ndo s6
servir de reflexao, andlise e aprendizagem dos diferentes movimentos necessénos para a execur;ao dos diferentes golpes de arco no repertério
mainstream de violino, mas também de coadjuvagao no ambito da I de para ep de violino.
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Poténcia sonora e gama
dinamica dos instrumentos
musicais da orquestra

Musica

Poténcia sonora, Nivel de
poténcia sonora, Loudness,
Gama dinamica,
Instrumentos musicais

Resumo

Na execugéio dos instrumentos
musicais, os musicos adicionam
emocéo a muisica por meio de
variacGes em loudness. A série do nivel
sonoro usada na performance musical
é designada de gama dinémica, a qual
varia de pianissimo (pp) a fortissimo
(ff). Esta escala pode ser alongada
para baixo e para cima, de acordo com
a intengéio do compositor quanto &
expressividade musical que deseja
comunicar. Recorrendo a um estudo
qualitativo, pretende-se analisar o
nivel de poténcia sonora e a gama
dinémica de instrumentos que
integram os naipes da orquestra
(cordas; sopros madeiras e metais;
percussdo), adotando a metodologia
da revisdo narrativa da literatura. Os
resultados obtidos evidenciam os
valores minimo (pp) e mdximo (ff) do
nivel de poténcia sonora e da gama
dindmica de cada instrumento musical.

Abstract

In playing musical instruments,
musicians add emotion to the music
through variations in loudness. The
sound level series used in musical
performance is called the dynamic
range, which varies from pianissimo
(pp) to fortissimo (ff). This scale can be
extended downwards or upwards,
according to the composer’s intention
concerning the musical expressivity to
be communicated. Through a
qualitative study, the aim is to analyse
the sound power level and dynamic
range of instruments forming the
categories of the orchestra (strings;
woodwind and brass; percussion),
adopting the methodology of the
narrative literature review. The results
obtained show the minimum (pp) and
maximum (ff) values of the sound
power level and dynamic range of each
musical instrument.

Introdugao

Na caracterizagio do campo sonoro de um recinto fechado (ex.,
uma sala) mede-se o nivel de pressio sonora, ou seja, o nivel
sonoro. Contudo, este depende da forca da(s) fonte(s) sonora(s).
Referindo-nos ao som de um determinado instrumento musical,
torna-se importante conhecer a sua forga, isto é, a poténcia

sonora (Meyer, 2009).

Na execugdo de um instrumento musical, o mdsico fornece uma
determinada poténcia a0 mesmo. Da totalidade da poténcia, uma
pequena fragdo ¢ transformada em som e a maior parte perde-se
por atrito, entre outras formas, mesmo quando o instrumento é
tocado no seu nivel mais elevado. Devido 4 alta sensibilidade do
ouvido, os sons intensos podem ser produzidos por poténcias

muito pequenas (Campbell & Greated, 2001; Henrique, 2014).

A esta energia sonora radiada pela fonte chama-se poténcia
sonora (ou acistica), cuja unidade fisica é o Watt. Por questdes de
ordem pratica, a poténcia sonora representa-se na escala
logaritmica de Decibel (dB) (Henrique, 2014; Rossing, Moore, &
Wheeler, 2002). O nivel de poténcia sonora adequa-se melhor a
representagio da gama dinamica de um instrumento musical,
dado referir-se exclusivamente a radiagéo sonora do mesmo,

independentemente da actstica da sala (Meyer, 2009).

Poténcia sonora e gama dindmica dos instrumentos da orquestra

0 estudo recente de Weinzierl et al. (2018) fez a anlise descritiva
da poténcia sonora de varios instrumentos da orquestra, segundo
o0 método indicado pela International Organization for

Standardization (2012). Para os instrumentos musicais, Weinzierl e

is em pp (0 menos intenso

gravaram notas i
possivel) e ff (o mais intenso possivel) numa série cromatica
completa. Dos instrumentos analisados, mencionamos aqui o
nivel de poténcia sonora e a gama dinamica dos instrumentos
seguintes: violino, viola, violoncelo e contrabaixo (cordas); flauta,
oboé, clarinete, fagote e contrafagote (sopros madeiras); trompa,
trompete, trombone e tuba (sopros metais); e timbales

(percussio).

L o (9B) Ly msino(5) Ml SoPros madeiras Ly minna(B) L msima98)
P 1 PP b

Conclusdo

0s simbolos dinamicos usados nas partituras séo indicagdes relativas
do loudness que o compositor sugere ao misico. Os simbolos
indicam a graduagio da intensidade em seis niveis standard pp, p,

mp, mf, f e ff (Campbell & Greated, 2001; Rossing et al., 2002).

0 nivel de poténcia sonora minimo pp dos instrumentos acima
referidos varia de 52 dB, no violino, a 82 dB, no fagote, e o nivel de
poténcia sonora maximo ff varia de 95 dB, no violino, a 122 d8, na

tuba (Weinzierl et al., 2018).

Referindo-nos concretamente ao nivel de poténcia sonora mais
elevado, é possivel verificar que, de um modo geral, e

comparativamente com as cordas, os sopros madeiras e os sopros
metais emitem um nivel de poténcia sonora superior, sendo que o

dos metais & muito mais elevado (Meyer, 2009).

A partir da diferenca entre os valores pp e ff de nivel de poténcia
sonora, conhecemos a gama dinamica produzida por cada
instrumento musical. Constata-se que as gamas mais reduzidas so
as dos sopros madeiras de palheta dupla (oboé, fagote e
contrafagote), de 18 a 22 dB, e que a gama maior é a do clarinete, de

57 dB (Weinzierl et al., 2018).

0 conhecimento do nivel de poténcia sonora e de outros elementos
associados é importante “in predicting the sound impact in musical
performance venues as a result of source power, stage design and

auditorium acoustics” (Weinzierl et al., 2018, p. 1347).
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