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There is consensus among the cyber-researchers in saying that digital 
technologies will introduce changes that range from the installment of new 
models of representation and the organization of knowledge to our own 
transformation or cognitive expansion.

An interesting example of how is the argument elaborated by Alan Kay. 
In the text “The computer revolution hasn’t happened yet”, Kay formulates 
a series of questions about the introduction of the written printing press 
interfaces which, we all agree, had considerably transformed our oral society. 
Kay’s questions are:

When did the written printing press revolution really take place?
Was it in the middle of the 15th century when Gutenberg produced his  
Bible of 42 lines and demonstrated 20 copies – that looked like a hand- 

 written book – at the book fair in Nuremberg?
Or was it in the 16th century, when Martin Luther and William Tyndale 
translated the Bible into English and German, beginning the Reforma- 

 tion? (For those of you who don’t remember Tyndale was strangled and 
then burned for this effort).
Or was it during the 17th century, when new styles of argumenta- 

 tion and ways of thinking began to be written and read? [1]
These questions are difficult to answer, but Kay prefers the 17th century 
hypothesis. According to him, new ways of thinking about the world were not 
introduced by the press technology through propagation of the Bible or what 
Aristotle might have said in the past. For Kay, this technology really had an 
impact because the users could, beginning then, elaborate hypotheses and 
inferences that could only have been constructed by means of a specific 
chain of thought, which could not be followed orally, but, rather, needed to 
be written and reproduced in order to be transmitted and studied. In other 
words and summarizing, what Kay’s exotic proposal suggests is that the 
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invention of a new technology does not coincide with the innovations it 
produces. The author argues: The printing press was produced 200 years 
before society viewed literality as a value. 
The same seems to happen with computers and cinema.

The idea of a human centered cinematic interface, that consider the percep-
tive and cognitive capabilities of the interactor, stimulates me to investigate 
and develop experiments in interactive cinema. INFINITE CUBED, FLOOR, 
MIRROR and SOLAR, conceived and developed with Leonardo Crescenti, 
are some of the scientific and artistic products executed. As a rule of thumb, 
these experiments manipulate aspects of cinematic code via a device ori-
ented approach. In these prototypes the emphasis lies in the custom design 
of cinematic interfaces that make it possible to stimulate multi-sensorial 
mechanisms of interaction and agencying screen/environment/subject.

INFINITE CUBED Imagine a 3 x 3 x 3 mirrored cube suspended 25 cm 
from the floor supported on a crosspiece in the center of a base having four 
springs, one on each corner. Two of its facets rotate on its central axle. One 
facet pivots and the other facet balances. This pivoting wall also acts as 
an entrance door to its interior. When looking from the outside, the mirror 
reflects the surrounding area. When looking from the inside, upon closing the 
door, infinite reflections appear in all directions. The walls do not touch, in 
other words, the external area is visible through lines that are 3 cm thick and 
3 meters long. These lines are reflected while maintaining the color, light and 
the movement of the external area, wherein the multiple reflections generate 
a kaleidoscope effect.

FLOOR is an interactive interface designed to transfer data of strength and 
movement in the human-human relation and the human-space time relation. 
The mode of agencying FLOOR is very simple: you step on one of the two 
ends of the piece and this action produces a displacement of haptic infor-
mation, that is, the displacement of a wave in the direction equivalent to the 
action. For the other users (not interactors), it is worth noting that the wave 
in movement lifts a steel plate and the assemblage lifts who or what is on it.

MIRROR is an interactive optic device, designed to distort a mirror on the 
z-axis from the point of an observer’s relative distance. Imagine an optical
device with a sensory field of 8 meters to 60 centimeters. Fixed to the wall,
this mirror is programmed to constantly measure and react to your distance
from it. At 8 meters it will be convex, at 60 centimeters it will be concave and,
using a co-efficient of average distortion in centimeters, it will assume, in
function of the distance parameters that you generate, intermediary posi-
tions from one extreme to another passing (of course) through the plane
position.

SOLAR is a robotic installation designed to simulate qualities and meas-
ures of solar light in relation to man-space time. The interactor can agency 
SOLAR in two manners: he can control his geographic position and time 
with his feet and/or he can speak with it. Agencying via positioning makes it 
possible for the interactor to inform his geographic position to a data bank. 
Agencying via voice command or rotating dials makes it possible for the 
interactor to particularize a date and a moment of an event. For example: 
when the interactor says “August 03 at 3 p.m.”, the system associates to this 
command the information to his relative position, which makes it possible to 
simulate the solar light intensity relative to the space-time solicited.
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