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 Abstract  — SynDyn combines aesthetics, physical 
activity and public entertainment. While practicing 
vigorous physical activity, players control audiovisual 
events that occur in the game space/time, simultaneously 
feeding a light drawn imagery database. The 
Urban/Free/Rebel spirit empowered by its young and 
aggressive image associated with an idea of speed, power 
control and precision aim the adhesion of urban tribes that 
can play in unconventional places. The appropriation of 
game spots in the city accentuates concepts underlying 
sport activity - boldness, freedom and a rebellion - in the 
path of adaptation of conventional sports to the city or 
urban context, taking advantage of furniture, obstacles 
and architecture. As a "clean" modality, doesn't require 
special infrastructures and has no negative impact on the 
landscape. 

 Index Terms  —  Interactive Systems, Human 
Computer Interaction, Software Design, Prototypes, Art, 
Sports Equipment, Music, Lighting, Electroluminescent 
Devices. 

 I. DESCRIPTION 

The space where the event takes place is colored with 
light which is controlled by players movements. Their 
rackets and arms are decorated with electro luminescent 
wire and the shuttlecock (speeder) with a bright LED, 
providing vivid dynamic scenic effects. In the beginning 
of each game, users choose on an "iPod touch" a 
soundscape associated with visuals and colors for the 
ambience lighting system.  

SynDyn rackets are equipped with sensors that detect 
each hit of the speeder. A radio transmitter system 
broadcasts the sensors data to the central processing unit 
(computer). The hits on the rackets are accompanied by 
synchronous real-time synthesized sounds, by an instant 
change in the ambience light color according to the 
previous players choices and by real time generated 
visuals.  

In addition to this real-time audiovisual response, 
players can also take a visual memory of their game. A 
long exposure photographic camera covers the playing 
area. This camera registers the traces that represent the 
trajectories and movements of the lighting speeder, the 
lighting racquets and the lighting arms. 

The resulting drawings of light, can be automatically 
printed with photographic quality paper and offer to 
players. These images are automatically stored in a 
database that can feed a web photo gallery. Anyone, 
anywhere in the world can access this gallery of light 
drawings and vote for their favorites thus creating a 
ranking of the top rated light drawings. 

Literally the possibility of drawing with this game, gives 
SynDyn its original and innovative character: being 
simultaneously a sports, entertainment and art event that 
merges aesthetics, physical activity, technology and 
entertainment. This project can be presented as an 
interactive installation or as a performance. 

 II. RELEVANCE TO THE CITY 

SynDyn augments the City - it allows an unique  
interaction with the surrounding city landscape, the 
participants of the performance control changes in the 
color and sound of the space where its taking place. It is 
a City based project, happening in the form of public 
street art, that merges technology, digital media, design 
and community (local rackets players and general public 
are welcome to participate). As a performance, SynDyn 
reuses existing spaces of the city, conferring them 
temporarily a new function: simultaneously they 
become an art, game, sports, and  exhibition public 
space. By changing the light conditions and soundscape 
of the local where it takes place, our performance 
without doubt interact and affects the perception of the 
infrastructure and physical form of the city without 
causing any damage. As light is indispensable for vision 
and our performance strongly affects the quality of the 
light of the environment where it takes place there will 



is a strong visual impact. Because we use LED lighting 
luminaries the power consumption and the rental costs 
are much lower than traditional incandescent light. The 
setup of our performance is site specific and we plan the 
lighting design of the space according to its 
characteristics aiming the best visual impact. To ensure  
longevity, a memory of different moments of SynDyn 
performances is archived and published online in the 
form of a gallery of long exposure photographies. 
SynDyn is an urban experiment because it uses the city 
infrastructure(s) as scenography and the citizens as 
performers and spectators. Our concept points future 
possibilities for the city and urban sports. 

 III. PRPTOTYPE PRESENTATIONS 

SynDyn prototype was tested and documented at 
Auditório Ilídio Pinho in the Portuguese Catholic 
University of Porto and at the orchestra rehearsal room 
in Casa da Música in Porto on 2011. In the same year, 
SynDyn was selected to the opening ceremony of the 
FILE Festival - 'Festival Internacional de Linguagem 
Electrónica' in São Paulo Brasil where it also integrated 
the program of the Hypersonica node of the same 
festival. 

 IV. News, COMMENTS AND CRITICS 

In the first weeks after SynDyn was published online, 
it was referred in several websites. We highlight now 
some of what has been written about the project: 

'This is one of those projects that is almost impossible 
to put into words. Introducing Syndyn - a 3kta concept 
that "merges aesthetics, physical activity and 

entertainment." The basic idea here is that Syndyn can 
take any sport - whether it is soccer, tennis, basketball, 
football - and turn it into an instrument for artistic 
expression. It's like an art installment that is "powered" 
by human physical involvement.' 

in  Sparkfun News, Grady Emcee on March 18, 2011. 

‘Can Sports and Art Finally Come Together In This 
Interactive Installation? 

(...) 

New media and digital artists are renowned for their 
ability to appropriate and combine very diverse creative 
fields and disciplines. Most of the time, this synthesis 
remains hesitant, limited and within the strict borders of 
classic encounters between art, science and technology. 
Multimedia artists and designers 3kta (André Rangel et 
Anne-Kathrin Siegel) firmly intend to break this 
monotonous cycle and explore new horizons. 

(...) 

Is it sport? Is it a game? Is it art? Frankly, we’re not 
sure and we’re also not sure it really matters anymore. 
The traditional barriers of distinction are continuously 
being subverted by artists to the point of obsolescence 
and this hybrid project is just one example of an 
interactive environment that positions artistic creation 
as an integral and unavoidable component of the 
experience. And we’re all for that.’ 

in Creators Project, Morgan Poyau, March 28, 2011. 

 

Figure 1. SynDyn Diagram - hardware setup and connections. 
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Figure 2. SynDyn in use by two players and long exposure photos from players movements. 

Figure 3. iPod interface to choose the audiovisual landscapes. 

Figure 4. Players with the customized rackets. 


