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1. IntroducƟon
In 1964, Stan Lee (1922-2018) and the cartoonist Bill EvereƩ (1917-1973) published the first issue of Daredevil for Marvel Comics: it is the story of MaƩ
Murdock a law student went blind aŌer an accident with a truck full of radioacƟve materials. However, in spite of the loss of the sight, the contact with
radioacƟve waste provoked a strong improvement of the other senses beyond human natural abiliƟes. From that day MaƩ used these new abiliƟes to fight the
crime in New York City. The same author, in “Stan Lee’s Super-humans” (a documentary television series about people in real-life with extraordinary physical or
mental abiliƟes) presented the story of a real Daredevil; Ben Underwood (1992-2009) was an American teenager, blind since the age of three aŌer cancer of
the reƟna. Ben was famous for being an incredible echo-locator: at the age of five, he developed the ability to detect objects in the space by making frequent
“clicks” with his tongue and perceiving their echoes. 

Echo-localizaƟon is just one example of how human senses work simultaneously to compensate the absence of informaƟon (in this case visual), to build the
most detailed version of the world around them. As human beings, we use the informaƟon coming from the different modaliƟes (senses) but only in a few
cases our percepƟon is related to one single modality: we are mulƟ-medial most of the Ɵme (Park & Alderman, 2018). These arguments have been well
explained in an arƟcle published by Giovanni Anceschi and Dina Riccò in 2000:

“Even when we deal with mono-medial sƟmuli (such as a sound), what is triggered is not only the sensory system that is directly sƟmulated (i.e.
the auditory system) but also other modaliƟes, though not directly sƟmulated, in a process of compleƟon of the informaƟon” (pp. 2).

As in the case of echo-localizaƟon, phenomena of cross-sensory interacƟon are parƟcularly evident in people affected by a parƟal/total loss of a sensory
modality (in this case visual modality). Nonetheless, as we can experience in our everyday life, it happens very oŌen to use a sense to compensate another
when the specific modality is “blocked” even without permanent damage. As an example when it is too dark, we put our hands in front of us to touch possible
obstacles, or when there’s too much noise around, we try to read the movements of the speaker’s lips, etc. “There is a vision of touch or a vision of hearing.
The hand watches, the eye touches. The hand watches, but not like the eyes, and the eye touches but not like the hand” (Rognoli & Levi, 2005). When it is
possible to observe a transfer of competence between the different modaliƟes we are talking about «sensory subsƟtuƟon». These phenomena represent only
one typology of the greater set of cross-sensory interacƟons that human beings can experience. In parƟcular, those specific kinds of experiences of sensory
subsƟtuƟons  are  specifically  defined  with the term “acquired  synaesthesia”.  The word «synaesthesia»  (from the Greek syn,  "together",  and  aisthēsis,
"sensaƟon", literarily “perceiving together”) is oŌen used to describe some rhetorical expression in poetry, such as a “warm colour” or a “cold sound”. It is
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possible to find great use  of those  figures of  speech in the French poetry of  the XIX century.  To be  precise  those  expressions are  defined  “linguisƟc
synaesthesias” and are clear representaƟons of the natural and automaƟc mechanisms of human percepƟon that combine elementary sensaƟons of different
modaliƟes. In synaesthesia, the sensory informaƟon is also integrated with our past (personal experience) and with the imaginaƟve abiliƟes of our mind.
Richard Cytowic used to define synesthesia as the “union of the senses” (Cytowic, 2002). Nowadays we know that “synaesthesia” corresponds to the general
name for a great set of over 80 related cogniƟve processes (Córdoba, Riccò & Day, 2012). Besides those people that suffered the loss of a sensory modality
(acquired synaesthesia), phenomena of cross-sensory interacƟons are also common in a small group of the populaƟon able to experience similar phenomena
since the childhood with a great frequency. Those people are called “genuine syanesthetes” and represent around 1/23rd(4,16%) of the general populaƟon,
according to a study that across the relaƟvely  wide range of synaesthesias tested (Simner & Carmichael, 2015). For this second group, we use the term
“genuine synaesthesia” to define a condiƟon characterized by specific addiƟonal experiences in response to normal sensory input, without any damage to
sense organs. The most common example of genuine synaesthesia is l’audiƟon colorée, namely a condiƟon in which the hearing of a sound produces the
visualizaƟon  of  a  colour.  Famous  arƟsts,  such as  poets  Charles  Baudelaire  (1821-1867)  and  Arthur  Rimbaud  (1854-1891),  painters such  as  Paul  Klee
(1879-1940), Vassily Kandinsky (1866-1944) or musicians as Alexander Scriabin (1872-1915) and Arnold Schönberg (1874-1951) are amongst known famous
genuine synesthetes. A third group includes all the other synestheƟc effect that can be provoked - “induced synaesthesia” - with the use of some kind of
substances (drug-induced synesthesia) or with the exposiƟon to sensory sƟmuli opportunely designed. However, phenomena of cross-sensory interacƟons are
nothing  excepƟonal:  they  are  at  the  basis  of  the  funcƟonal  percepƟon  model  of  any  human  being.  As  observed  by  Maurice  Merleau-Ponty
in “Phénoménologie de la percepƟon” (1945, p.66).:

“Nor are these even excepƟonal phenomena. SynestheƟc percepƟon is the rule, and we are unaware of it only because scienƟfic knowledge
shiŌs the centre of gravity of experience, so that we have unlearned how to see, hear, and generally speaking, feel, in order to deduce, from our
bodily organizaƟon and the world as the physicist conceives it, what we are to see, hear and feel.” 

Based on this context, we invesƟgated how are those aspects related to the work of designers. Usually, designers invest great efforts in solving problems and
create something aestheƟcally appealing. Nonetheless, when the users are in front of a new object, they can perceive it with all their senses. As pointed by
Munari in 1981, even if at first look the object is found to be okay, if it is unpleasant to the touch, if it is too heavy or too light, if it is cold or if it doesn’t have
formal relaƟons with human anatomy, it will be discarded for a similar object, with same characterisƟc, but pleasant to all the senses. Nowadays, experiences
in fields as sound design, tacƟle design, and material experience are gaining great importance and poly-sensorialism is one of the most important drivers in
the change of epistemology that is today opening new sensorial approaches in design as well as in material science (Del Curto, Fiorani, & Passaro, 2010).
Nevertheless, the potenƟaliƟes of incorporaƟng phenomena of cross-sensory interacƟons, as synaesthesias, in Design are not completely explored and a
grammar of those phenomena sƟll not exists: the coordinaƟon of all the different modaliƟes doesn’t occur or, when exists, takes place only in later phases of
the design development. Considering that phenomena of cross-sensory interacƟon can be found in every human being, we envisioned a SynaestheƟc design
approach to be at the basis of a successful strategy for Human-centred Design. As we previously menƟoned, phenomena of cross-sensory interacƟon could be
induced. Since the expressive qualiƟes of any design objects are liable to be designed, designers are responsible for designing not only the sƟmuli (i.e. colour,
light, texture, soŌness, sound) but also the cross-sensory interacƟons that could be triggered by those sƟmuli. 

Achieving a beƩer configuraƟon of the designed artefacts is the objecƟve of SynaestheƟc Design. These methodological issues were object of study in a field
of research called SynaestheƟc Design by Anceschi  and Riccò in 2000. The SynaestheƟc Design research is  nowadays a mulƟdisciplinary field of Design
research,  embracing  fields  as  CommunicaƟon  (Anceschi  &  Riccò,2000),  AutomoƟve  (Haverkamp,  2013),  Healthcare  (Duarte,  Riccò  & Gambera,  2019),
MulƟmedia and Material Design (Rognoli & Levi, 2005). 

“The aim of the synestheƟc design is to coordinate all sensaƟon sƟmulated by an artefact in a manner that results in a pleasant, harmonious
overall  appearance while  coinciding  with the  parƟcular  funcƟon(s)  desired.  This  goal  can  be  achieved basing  the  design  choices on the
systemaƟc connecƟons between different modaliƟes”.Haverkamp, M. (2013, p.14).

2. Workshop
A workshop unƟtled  “Synaesthesia a way to design across the senses to promote well-being” was run in two universiƟes (Faculty of Industrial  Design
Engineering and Product Development, University of Extremadura, Mérida, Spain, the 11th of March 2019, and IADE - Faculty of Design, Technology and
CommunicaƟon of Universidade Europeia, Lisbon,  Portugal, the 26th of  March 2019)  with the main objecƟve  to idenƟfy  phenomena of cross-sensory
interacƟon within different modaliƟes. The fact that 13,95% of the Spanish populaƟon experiences some kind of synaesthesia (Melero, Peña-Melián, & Ríos-
Lago, 2015)  backed the choice of a  Spanish university  for  this  study. The  eventual  differences between the two groups,  if  found,  could suggest some
differences regarding the occurrence of cross-sensory interacƟons between the two countries. The gathered data is expected to be useful for the creaƟon of a
design model based on synestheƟc connecƟons.

3. ParƟcipants
A Total  of 54 Design students of  the bachelor’s  degree  parƟcipated: 44,4% were  IADE Universidade  Europeia  students and 55,6% were  students from
Universidad de Extremadura and EASDM (Escuela de Arte Superior de Diseño de Mérida), 70,4% were females and were 29,6% males. Their age ranged from
17 to 38 (IADE Mean age = 20,00; SD = 2,39 – UEX Mean age = 22,23; SD = 3,38). AŌer a preliminary analysis of the data collected, 10 parƟcipants (5 from each
university) were excluded from the sample due to the pieces of evidences of a clear misunderstanding of the task. As an example were excluded from those
forms, those one that reported in the descripƟon of the sƟmulus a confusion between some sensory systems (e.g. vesƟbular and visceral).  As a result, 29
students from Universidade Europeia and 35 from Universidad da Extremadura composed the sample.

4. Method
The experience started with a theoreƟcal introducƟon regarding the topics of sensory modality; sensaƟon and percepƟon. AŌer the introducƟon, a complete
taxonomy of senses, consisƟng of 32 sensaƟons, grouped in 8 sensory systems (Riccò, 1999) was provided, as it follows: 

Table 1 — Taxonomy beyond the five senses.
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Source: (Riccò, 1999).

The same informaƟon was displayed on 8 totems placed on the workspace, reporƟng the different sensaƟons per sensory system together with a list of
qualiƟes (i.e. bright, dark, sour, soŌ, etc). AŌerward, the topic of synaesthesia was introduced and synestheƟc percepƟons were explained with pracƟcal
examples. Then, eight different sƟmuli (one for any sensory system) were placed over a set of tables arranged in a circle. The sƟmuli provided were:

— An ASMR record of a woman breathing (auditory sƟmulus); 

— A Menthol candy (gustatory sƟmulus); 

— Ethylic alcohol spilled on coƩon balls (olfactory sƟmulus); 

— A physical exercise: leg push-ups or side rises (propriocepƟve sƟmulus); 

— CoƩon balls impregnated with water (tacƟle sƟmulus); 

— 10 twirls on themselves (vesƟbular sƟmulus);

— A painful clothespin on the nose (visceral sƟmulus); 

— Three bulbs emiƫng a cold light:  6.500 k, 806 lm (visual sƟmulus).

With the selecƟon of the sƟmuli, we tried to replicate some sƟmuli that are frequent in healthcare faciliƟes, coherently with our doctoral  research: i.e.
incessant lights, the smell of chemical agents, unpleasant textures (Nanda, 2017). ParƟcipants needed to try any sƟmulus for one minute to memorize the
percepƟon. AŌerward, they were invited to refer the sƟmulus, describing it with sensory qualiƟes of other modaliƟes and providing an opƟonal explanaƟon.
At the end of the workshop, parƟcipants’ answers were used to create a map of the interacƟons. For this purpose, parƟcipants were divided into 8 groups
(one group for any sensory system), and the connecƟons were made visible with the use of wool threads. This mapping was intended to provide a visualizaƟon
of how human percepƟon combines all the informaƟon proceeding from the different modaliƟes (fig.5). The workshop lasted 3 hours.

Fig. 1 — ParƟcipants experiencing the visual sƟmulus.
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Source: Authors.

Fig. 2 — Example of visual sƟmulus displayed.

Source: Authors.

Fig. 3 — Example of visual sƟmulus displayed.

Source: Authors.

Fig. 4 — ParƟcipants experiencing the visual sƟmulus.

Source: Authors.
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Fig. 5 — Mapping cross-sensory interacƟons with the use of wool threads of different colours.  — ParƟcipants experiencing the visual sƟmulus.

Source: Authors.

5. Results
Table 2  — Percentage of interacƟons per sƟmulus.

Source: Authors.

The data gathered (see table 2) suggest the existence of a cross-sensory interacƟon between most of the different modaliƟes, for each one of the sƟmuli
provided. The more frequent interacƟons are:

— PropriocepƟve, tacƟle, visceral and visual informaƟon in response to the auditory sƟmulus (fig.6). The record of a woman breathing caused different
reacƟons: a relaxing sensaƟon (oŌen associated to the loss of strength), as well as the sensaƟon of rejecƟon (visceral discomfort). Furthermore, several people
visualized different kinds of images as, for example, the sea or the sand. A TacƟle sensaƟon was oŌen associated with the feeling of the wind on the skin.

— Olfactory and tacƟle informaƟon in response to the gustatory sƟmulus (fig.7). These are common associaƟons, used every day to discriminate the tastes
and the consistency of food.

— Olfactory, tacƟle and visceral informaƟon in response to the olfactory sƟmulus (fig.8). Several parƟcipants reported augmented salivaƟon aŌer being
exposed to the smell of ethylic alcohol. In the case of tacƟle informaƟon, it is mostly referred to coƩon balls where the ethylic alcohol was spilled. In several
cases, the smell of alcohol was also referred to a sensaƟon of pain (visceral).

— VesƟbular and visceral informaƟon in response to the propriocepƟve sƟmulus (fig.9). Some parƟcipants experienced a loss of balance (vesƟbular) and
muscular or arƟcular pain (visceral).

— Visual informaƟon in response to the tacƟle sƟmulus (fig.10). Most of the cases refer to the colour of the coƩon balls.

— PropriocepƟve and visual informaƟon in response to the vesƟbular sƟmulus (fig. 11). These are common interacƟons used in daily motor acƟvity. The
interacƟons reported are loss of sight aŌer twirls and a sensaƟon of movement (propriocepƟve). In some cases, symptoms of nausea were reported (visceral
informaƟon).

— TacƟle, propriocepƟve and olfactory informaƟon in response to the visceral sƟmulus (fig.12). In this case, the tacƟle informaƟon regarded the sensaƟon
of pressure (tacƟle) and strength (propriocepƟve) of the clothespin applied on the nose.  The olfactory informaƟon provided was the absence of smell, due to
the nostrils occlusion.

— Auditory, propriocepƟve, tacƟle, vesƟbular and visceral informaƟon in response to the visual sƟmulus (fig.13). It is interesƟng to observe how the visual
sƟmuli  (three bulbs emiƫng  light  of  6.500 k and 806 lm) were referred to a great variety of sensory systems.  PropriocepƟve, vesƟbular  and visceral
informaƟon referred to a sensaƟon of strength (propriocepƟve), a sensaƟon of pain (visceral) and a loss of balance (vesƟbular). In this case, the light was
considered too aggressive.

Table 3 — Percentage of interacƟons according to gender and groups (on average).
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Source: Authors.

When comparing the recurrence for any interacƟon by gender, a higher number of interacƟons are found for females in response to the following sƟmulus:
auditory (+0,2%), olfactory (+1,3%), tacƟle, vesƟbular (+5,5%), visceral (+1,8%) and visual sƟmuli (+4,2%). On the other hand, a higher recurrence of masculine
interacƟons if found within the propriocepƟve sƟmulus (+2,7%). When comparing genders by university of origin, the results are as follows. In the case of
IADE, Universidade Europeia, a higher number of interacƟons are found for females in response to the following sƟmulus: auditory (+0,4%), vesƟbular (+9,6%),
visceral (+0,6%) and visual sƟmulus (6%); while masculine interacƟon presents more recurrence in gustatory (+6,4%), olfactory (+1,7%), propriocepƟve (3,1%)
and tacƟle (+2,9%). In the case of UEX, a higher number of interacƟons are found for females in response to the following sƟmulus: auditory (+0,1%), gustatory
(+1,8%), olfactory (+3,3%), tacƟle (+7,2%), vesƟbular (+2,8%), visceral (+2,7%), and visual (+3,3%) sƟmuli. The prevalence of masculine interacƟon regarded the
propriocepƟve sƟmulus (+2,1%).  

Fig. 6 – Auditory sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

Fig. 7 – Gustatory sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

Fig. 8 – Olfactory sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

Fig. 9 – PropriocepƟve sƟmulus: number of interacƟon per gender.
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Source: (IADE | UEX).

Fig. 10 – TacƟle sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

Fig. 11 – VesƟbular sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

Fig. 12 – Visceral sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

Fig. 13 – Visual sƟmulus: number of interacƟon per gender.

Source: (IADE | UEX).

6. Conclusions
The results of the workshop show a higher number of interacƟons between visual, tacƟle, auditory, olfactory modaliƟes (usually privileged by designers) and
the ones that, on the contrary, are oŌen neglected by designers (gustatory, vesƟbular,  visceral).  The data  between universiƟes do not suggest relevant
differences between the two groups. The comparison of results gathered by gender (both when considering the enƟre sample or when analysing data by the
university) seems to show a small prevalence of cross-sensory interacƟons in female responses for vesƟbular, visceral and visual sƟmuli and a small prevalence
of masculine responses regarding the propriocepƟve interacƟons. 

The choice of a workshop format to collect data limited our capacity to get a homogenous sample in terms of gender. Due to the reduced number of male
parƟcipants, we decided to not conduct inferenƟal staƟsƟcs. Future replicaƟons of the same experience will give us the possibility to enlarge the sample and
test data for significant differences between genders. The mapping of this  informaƟon is seen as a way to collect the required number of cross-sensory
combinaƟons to be strategically included in a SynaestheƟc model for design development.
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Gestão de Design: Panorama de pesquisas nos periódicos Estudos em Design
e Design & Tecnologia

24
30 Nov 19

RESUMO: A Gestão de Design é  uma  temáƟca que vem crescendo no Brasil  por  seu processo de organização e  gerenciamento nas
empresas sobre perspecƟva de atuação desde o nível estratégico ao táƟco e operacional. Por ser uma temáƟca relaƟvamente nova no
Brasil, a disseminação de pesquisas com este foco se apresenta limitada, porém com um importante potencial de aplicação em diversos
setores. Neste senƟdo, o arƟgo teve como base o levantamento e discussão de pesquisas em (...)

Read more

Rodrigo Augusto de Sousa Cavalcante | Giselle Merino | Eugenio Andrés Díaz Merino |

A comparison of cross-sensory interacƟons between Spain and Portugal. The
results of a SynaestheƟc Design Workshop

24
30 Nov 19
RESUMO: A sinestesia é o resultado de processos automáƟcos da perceção humana que combinam sensações de diferentes modalidades
sensoriais.  Ao longo deste arƟgo, apresentaremos os resultados de um Workshop de Design Sinestésico, realizado com estudantes de
design do  IADE,  Universidade Europeia  (Lisboa,  Portugal)  e  da  Universidade de Extremadura  (Mérida,  Espanha),  com  o objeƟvo de
idenƟficar diferentes Ɵpos de interações sensoriais que podem ser influenciadas para aspetos culturais e pessoais, entre parƟcipantes (...)

Read more

Davide Antonio Gambera | Dina Riccò | Emília Capucho Duarte |

Mobile Comics: Comics’ Design features focusing on small screen devices

24
30 Nov 19
RESUMO: Os quadrinhos digitais vêm atraindo o interesse dos estudos acadêmicos, influenciados pela crescente demanda deste Ɵpo de
conteúdo distribuído pela internet. Isso é potencializado quando se considera a leitura em tela pequena, devido a popularização deste Ɵpo
de disposiƟvo móvel. No entanto, existe uma preocupação entre os quadrinistas a respeito do design de seus trabalhos para este fim, com
diferentes caracterísƟcas visuais. Com isto, o presente estudo busca entender o que difere os quadrinhos digitais (...)

Read more

Alexandra Presser | Gilson Braviano | Eduardo Côrte-Real |
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Op art: Origens, enquadramento e os seus fenómenos da perceção visual

24
30 Nov 19

RESUMO: A Op Art e os seus fenómenos visuais são explorados e estudados, é descrito o contexto social e cultural em que surge e os
movimentos arơsƟcos onde encontrou precedências - pós modernismo. Na sua contextualização é feita uma análise formal  e teórica,
focada naquilo que a disƟngue de outros movimentos coevos, como a Pop art. A Op art em Portugal é sobretudo representada pelos
trabalhos de Artur Rosa e Eduardo Nery. Por úlƟmo, os principais efeitos óƟcos usados pela Op art (...)

Read more

João Pedro MarƟns de Almeida Manaia |

Transmedia Storyworld as NarraƟve Engine. The Case of Vampire: The
Masquerade

24
30 Nov 19
RESUMO:  A  personagem  do  vampiro  tornou-se  num  ícone  fascinante  devido  à  distribuição  e  consumo  de  conteúdos  que  foram
fortalecidos nas úlƟmas duas décadas, através de séries e sagas tais como Buffy, a Caça-Vampiros, Crepúsculo e Sangue Fresco. Concebidos
com  base  no mesmo mito,  estes  três  produtos  mulƟ-plataforma  criam  narraƟvas  transmídia,  nas  quais  contextos  da  história  bem
desenhados, cuja distribuição é feita através de canais digitais e (...)

Read more

Mariana Ciancia |

A Literature Review of Sustainable Behaviours. Asserted in the Context of
Everyday Life in CiƟes

24
30 Nov 19
RESUMO: Este arƟgo é parte de uma invesƟgação de doutoramento em Design que visa promover comportamentos sustentáveis no dia a
dia através do uso  de moda inteligente. A compreensão de quais os Ɵpos de comportamentos que podem ser considerados sustentáveis é
necessária para apoiar as decisões de soluções de moda que incluirão “wearables”. Assim, foi realizada uma revisão de literatura, seguida
de uma análise de conteúdo, com o objeƟvo de explorar e (...)

Read more

Gaye Ayanoglu | Emília Capucho Duarte | Madalena Pereira |

Development of Design capabiliƟes in smaller companies in the automoƟve
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industry: a methodological approach.

24
30 Nov 19

RESUMO: Este arƟgo reflete parte de uma invesƟgação mais ampla sobre o desenvolvimento de metodologias para idenƟficar, valorizar e
gerir os recursos de design, com o objeƟvo de criar uma vantagem compeƟƟva sustentável. Com a indústria automóvel e as pequenas
empresas  portuguesas  fornecedoras  como  pano  de  fundo,  este  arƟgo  explora  a  teoria  da  Resource  Based  View (RBV)  e  a  teoria
das Dynamic CapabiliƟes (DCT) como um construto teórico para o desenvolvimento de ferramentas de invesƟgação. Na (...)

Read more

Ricardo Paulo da Silva Cameira dos Santos | José Ferro Camacho | José Rui Marcelino |

MeeƟng the Circular Economy Agenda: SupporƟng Tools for a New Strategic
Design PracƟce

24
30 Nov 19
RESUMO: A economia circular é um novo conceito estratégico que visa responder às necessidades da sociedade de uma forma mais
eficiente e sustentável que se baseia na dissociação entre crescimento económico e bem-estar do aumento do consumo de recursos
naturais. Esta transição, do modelo linear tradicional para uma abordagem mais inovadora e circular no desenvolvimento da economia
implica o desenvolvimento de novos produtos, novos serviços e novos sistemas, apoiados, na maioria dos casos, no repensar e na (...)

Read more

David Camocho | José Vicente | Ana Margarida Ferreira |

The significance of discovering visual metaphor in a logotype on the
remembrance (of that same logotype).

24
30 Nov 19
RESUMO: A nossa invesƟgação centra-se na metáfora visual que um logóƟpo pode conter, e a consequência do encontro dessa metáfora
visual na memorização de um logóƟpo. Um teste modelo foi desenvolvido para esse efeito. Este modelo pode ser adaptado a outros
logóƟpos (fig.4 e fig.6) Em termos gerais uma metáfora, ou símbolo, é uma ação, pessoa, lugar, palavra ou objeto que representa outro
para lhe atribuir um significado diferente. No nosso estudo, analisamos metáforas (...)
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Human culture and eco-systemic needs to inform innovaƟon within toilet
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design

24
30 Nov 19

RESUMO: O trabalho proposto faz  parte  da pesquisa  de doutorado em andamento em design,  com foco na  pesquisa de requisitos
ambientais e sociais existentes para a inovação sustentável no saneamento urbano, focada no design de banheiros. As principais questões
da pesquisa estão voltadas para o ambiente português, onde caracterizamos aspectos de água e saneamento através das cinco dimensões
- cultura, tecnologia, governo, economia e meio ambiente. Neste arƟgo, o objeƟvo principal é determinar caracterísƟcas (...)

Read more

Laura Korčulanin | Ana Margarida Ferreira | Rajko Muršič |

Future Designers as Actors of Change: Exploring Design EducaƟon Scenarios
focused on Social InnovaƟon and Sustainability

24
30 Nov 19
RESUMO: O presente trabalho é parte do projeto de invesƟgação para o programa de Doutoramento em Design e foca em discuƟr o papel
do Ensino do Design na educação de futuros designers como agentes de mudança.  O  arƟgo descreve a metodologia aplicada a um
workshop facilitado para alunos de design durante a Semana de Design de Mérida,  na Universidad de Extremadura,  em Espanha.  A
aƟvidade discuƟu os pontos de vista dos estudantes no tocante à resolução de problemas complexos e suas crenças sobre as habilidades,
(...)

Read more

Hugo Rocha | Ana Margarida Ferreira |

Coworking as The Great Good Place for Design Learning. An Exploratory
Framework

24
30 Nov 19
ABSTRACT: Neste  arƟgo,  exploramos uma estrutura conceptual baseada em três linhas de pensamento dos autores Patrick Cohendet
(Underground / Middleground / Upperground), Ray Oldenburg (The Great Good Place) e Fred GarneƩ (Heutagogy or Self-determined
Learning). Para demonstrar a relevância e a viabilidade da nossa proposta conceptual, revisitamos os principais fatores e definições destes
autores e dos seus trabalhos. Embora não consƟtua uma framework teórica, o presente trabalho tem como objeƟvo ajudar a mapear
parte do nosso trabalho de pesquisa no (...)

Read more

Fernando E. Mendes | Carlos Duarte | Katja Tschimmel |
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Sobre nós

A  Convergências  -  Revista  de  InvesƟgação  e  Ensino  das  Artes  é  uma
publicação de Acesso Livre, com E-ISSN e avaliação paritária cega, que publica
arƟgos nas áreas do design, da música e artes visuais.

A  Revista  Convergências  publica  gratuitamente  em  acesso  aberto  os
resultados  originais  avaliados  por  pares,  que  explanam  experiências  e
resultados oriundos da invesƟgação  e  da práƟca nas  áreas do design,  da
música e das artes visuais. Através de ArƟgos Originais, Caso de Estudo ou
ArƟgo  de revisão  da literatura,  escritos por  profissionais,  invesƟgadores e
académicos, promove o conhecimento relaƟvo às aƟvidades do design, da
música e de outras artes visuais, em todos os seus domínios de aplicação,
bem como da sua história, do seu ensino e aprendizagem.

Os autores e leitores deste jornal  são sobretudo profissionais, estudantes,
invesƟgadores e estudiosos de todos os campos do design, da música e artes
visuais a nível internacional.

É publicada nos meses de Maio e Novembro de cada ano e aceita arƟgos
escritos em português, inglês e espanhol.

A chamada de trabalhos decorre em permanência até ao úlƟmo dia do mês
de março e de setembro de cada ano.

Objeto e âmbito

Atuar como um uma interface internacional onde seja possível  a discussão
entre invesƟgadores académicos e profissionais da indústria, relatando novas
pesquisas, teorias, princípios,  procedimentos ou técnicas relevantes para o
design, artes visuais e musicologia / música.

Ciência, conhecimento
e saber fazer

About us

Convergences - Journal of Research and Teaching Arts, has Open Access jornal
and is a scienƟfic research journal with E-ISSN and blind peer review, which
publishes papers in the areas of design, music and visual arts.

The  Convergences  Journal  publishes  free  of  charge,  in  open  access,  the
original  results  evaluated by peers, which explain experiences and results
from research and pracƟce in the areas of design, music and the visual arts.
Through Original papers, Case Reports or Review Papers, by by professionals
researchers and scholarly contributors, it promotes knowledge related to the
acƟviƟes  of  design,  music  and  other  visual  arts  in  all  its  domains  of
applicaƟon, as well as its history, its teaching and learning.

The authors and readers of this  journal are mainly professionals, students,
researchers and scholars from all fields of design, music and visual arts at an
internaƟonal level.

Convergences is published in May and November of each year and accepts
papers wriƩen in Portuguese, English or Spanish.

Call for papers is permanently open unƟl the end of March and September of
each year.

Aim and scope

Act as an internaƟonal forum for discussion between academic researchers
and industry pracƟƟoners, reporƟng new research, principles, procedures or
techniques relevant to design, visual arts and musicology/music.

We  aim  to  disseminate  new  theoreƟcal  perspecƟves,  new  pracƟces,
processes,  methods  and  techniques  that  result  from  project-grounded
research, theory and teaching experience or from other  relaƟons between
exisƟng data, with applicable results in the areas of design, visual arts and
musicology/music.
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Sobre nosotros

La Convergencias - Revista de InvesƟgación y Enseñanza de las Artes es una publicación de Libre Acceso, con ISSN y avaluación paritaria ciega, que publica arơculos en las
áreas del diseño, de la música y artes visuales.

La Revista Convergencias publica gratuitamente en acceso abierto los resultados originales avaluados por pares, que detallen experiencias y resultados provenientes de
la invesƟgación y de la prácƟca en las áreas del diseño, de la música y de las artes visuales. A través de Arơculos Originales, Caso de Estudio o Arơculos de revisión de la
literatura, escritos por profesionales, invesƟgadores y académicos, se promueve el conocimiento relaƟvo las acƟvidades del diseño, de la música y de las artes visuales,
en todos sus dominios de aplicación, como de su historia, de su enseñanza y aprendizaje.

Los autores y lectores de esta revista son sobretodo profesionales, estudiantes, invesƟgadores y estudiosos de todos los campos del diseño, de la música y de las artes
visuales a nivel internacional.

Es publicada en los meses de Mayo y Noviembre de cada año y acepta arơculos escritos en portugués, inglés y español.

La llamada de trabajos está abierta en permanencia hasta el úlƟmo día del mes de marzo y de seƟembre de cada año.

Objeto y ámbito

Actuar como una interfaz internacional donde sea posible la discusión entre invesƟgadores académicos y profesionales de la industria, relatando nuevas invesƟgaciones,
teorías, principios, procedimientos o técnicas relevantes para el diseño, artes visuales y musicología / música.

Nuestro objeƟvo es diseminar nuevas perspecƟvas teóricas, nuevas prácƟcas, procesos, métodos y técnicas que resultan de invesƟgación fundamentada en proyectos,
teoría y experiencia de enseñanza o de otras relaciones entre datos existentes, con resultados aplicables en las áreas de diseño, artes visuales y musicología / música.

Nosso  objeƟvo  é  disseminar  novas  perspecƟvas  teóricas,  novas  práƟcas,
processos, métodos e técnicas que resultam de pesquisa fundamentada em
projetos, teoria e experiência de ensino ou de outras relações entre dados
existentes,  com resultados  aplicáveis  nas áreas de  design,  artes  visuais  e
musicologia / música.
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