


Born in 2008, fruit of a collaboration between Eloi Maduell 
and Santi Vilanova, Playmodes is a transdisciplinar studio 
focused on digital creativity.

With a background in the fields of computer science and 
graphic design, we develop self-made digital technologies, 
both software and hardware, to create immersive interactive 
installations, projection mapping projects, stage scenogra-
phy, still & motion graphics, audiovisual instruments, music 
and sound design.

We’re passionate about art, sound, maths, physics, code, 
cymatics and nature, and we try to share all these passions 
by giving lectures and workshops in universities, schools or 
institutions. This will for sharing leds us to work with Open-
Source tools and to collaborate with an international comu-
nity of artists, producers, designers and developers.

To illustrate these concepts, we would like to introduce 
some of our play-modes!

PlayModes



PlayModes
Team

Santi Vilanova, educated as both graphic designer and musician, develops art 
projects based on software programming, interactive design and sound research, 
taking a special interest in the intersection between the languages of music and 
image. 

Member of the the Telenoika Audiovisual Open Creative Community, Vilanova has 
brought his creativity to audiovisual mapping projects, application of  technologies 
in theatre, recycling of technological waste, robotics and sound art.

Vilanova currently works as a lecturer at various catalan universities, teaching sub-
jects related to interactive design and audiovisual research.

Eloi Maduell is a computer science engineer specialising in live audiovisuals.

Founding member of the Telenoika Cultural Association, which has spent the past 
ten years working on refreshing the country’s independent audiovisual scene.

He has held the post of Technical Director of the VAD Festival, for which he hand-
les the technical organisation, bringing a young and experimental approach to its 
programming. 

At the moment he focus his work into developing and coding interactive audiovisual 
experiments in Openframeworks.



The world of installation fascinates us for its aptitude to 
introduce the audience inside the audio-visual discourse. 
Works like Feed (Kurt Hentschlager, 2005) or LSP (Edwin 
van der Heide, 2006) taught us the power of the immersive 
spaces and the possibility of creating universes untied from 
any reference to the daily world, eminently abstract and 
sensorially captivating. 

In turn, the use of physical interactivity in the installations 
allows the participation of users, who shifts from being a 
mere spectator to an indispensable actor, and brings the 
installation over to the concept of game:

Interactive installation and immersive spaces



Playmodes is an interactive installa-
tion that plays with the concepts of 
image, time, body and movement. Ins-
pired by the “magic mirrors” at theme 
parks and by the VJ culture, the insta-
llation captures the audience attention 
with the magic of a funfair.

This installation is based on the con-
cept of “video buffer”: it shows our 
image in real time composed toge-
ther with our image in the immediate 
past. The user/player composes video 
choreographies with his body and his 
temporary manipulated reflection. 
All this in different interactive modes 
which add up to create an experimen-
tal instrument for digital video dance.
Chrono-photographic effects, loops in 
real time, vjing and video delay effects, 
the aim is that the user experiments 
with its own image through the inte-
ractive manipulation possibilities of 
the latest VJing tendencies. 

Interactive installation and immersive spaces
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PLayModes is a work in progress, an 
open source code that has been de-
veloped in the open-Frameworks en-
vironment, and that nowadays is still 
improving thanks to the collaboration 
with other developers like Arturo Cas-
tro or Ignasi Alvarez. 

https://vimeo.com/4744258

Playmodes @ Mercat del les Flors. Barcelona. 2006.

https://vimeo.com/4744258


Playmodes @ Mercat del les Flors. Barcelona. 2006.Playmodes @ Animal a l’Esquena. Celrà. 2010.

Interactive installation and immersive spaces
Playmodes Installation



Blaus is a site-specific installation. 
The whole visual and sound creation 
is proposed by the architecture of the 
site where it’s held. 

Blaus adapts itself and mutates on 
every location as a simple result of 
it’s perceptual origins: space, light 
and sound.

Through the use of self-made tech-
nologies, both hardware and softwa-
re, Blaus re-draws the space by 
creating dynamical  light figures 
which emerge from the architectural 
characteristics. 

The mix of motorized laser beams, 
and mirrors on key points of the room 
allows for multiple dynamic combi-
nations of three dimensional forms. 

Also, the formal dramatism intro-
duced by RGB light design, helps to 
reinforce the concepts behind each 
mutation.

At the same time, architecture itself 
is used as a musical source, since 

Interactive installation and immersive spaces
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the study of the room acoustics and 
it’s resonance frequency allows for 
using the space as a giant musical 
instrument. 

Anchoring on this resonan-
ce frequency and its harmonics, a 
sound composition is generated that 
matches and reinforces the  archi-
tecture in the same way that laser 
does, allowing the space to speak.

Light and sound are always rela-
ted in time, frequency and percep-
tive domains, as several self-ma-
de software algorithms link light, 
sound and movement in an intricate 
manner.

A poetical will, summed to the 
convergent research of musical and 
visual relationships of geometry, 
make it possible to breathe life into 
the architecture.

https://vimeo.com/60564296

Blaus @ VAD Festival. Girona. 2012.

https://vimeo.com/60564296
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Blaus @ VAD Festival. Girona. 2012.



Radial is a fully immersive audiovi-
sual experience. Composed by a set 
of 8 moving blue laser heads and a 
kinetic light sculpture, it drives the 
audience into an abstract synaesthe-
sic trip.

While laying down on the center of 
the installation, you let yourself be 
surrounded of synchronized three 
dimensional light compositions, 
multichannel sound and the intricate 
moving color patterns of the Particle.

In this installation we mixed together 
“The Particle” a kinetic light sculptu-
re by Alex Posada, and “Blue Beams“, 
a set of 8 motorized blue laser diodes.

We arranged the lasers forming an 
octogon around the particle, leaving 
enough space in between to allow 130 
people sit in comfortable sunbeds, 
and enjoy the cymatic show. Every 
laser beam has an speaker asso-
ciated, summing a total of 8 channel 
audio.
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We created a multichannel synthe-
sizer driven by an 8-phase LFO, that 
generates synchronized sound and 
laser control through the OSC proto-
col.

Every laser has a sound oscillator 
associated which is played throu-
gh its corresponding speaker. Some 
parameters of this oscillator, such as 
pitch, amplitude or filter, are associa-
ted with the brightness of the laser 
light and it’s movement in 1 axis. So 
when we compose music with this 
syntesizer, we are really composing 
also light and movement…

https://vimeo.com/60887882

Radial @ Light Park. Barcelona. 2012.

https://vimeo.com/60887882
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Radial @ Light Park. Barcelona. 2012.



We are specially interested in the integration of audio-visual 
language in the context of scenic arts. The hybridization 
possibilities of different disciplines in the world of theatre, 
circus, dance and performance are very attractive for us, 
since they allow us to collaborate with creators coming 
from multiple fields. This creative richness of scenic arts 
supposes an important challenge, since it pushes us to find 
a place in the puzzle formed by the body, the word, the sce-
nery and the narrative. 

In parallel, we create audio-visual shows using multimedia 
technologies, where we explore the limits of audio-visual 
language. In the last years we have taken part in a big num-
ber of architectural mapping and light and sound projects. 

Nowadays we are working with mapping projects that allow 
a bigger participation of the audience, trying to move away 
from the predominant effectist wave in the mapping scene.

Augmented Scene and Interactive Shows



Augmented Scene and Interactive Shows

Real-time sampling theatre play, an 
experimental performance in which 
time connects the relationships 
between interactive audiovisuals, the 
spoken word and gestural perfor-
mance. Delay, repetition, polyphony 
and other concepts used in sound are 
applied to digital polypoetry.

The main idea behind Reflexus is the 
deconstruction of image and word 
by means of access to the immedia-
te past, stored in the memory of a 
computer in an audio-visual format. 
This temporary fragmentation allows 
the actor to establish conversa-
tions with himself, the overlapping 
of multiple copies of what happens in 
scene, or the inversion of play direc-
tion of the gestures and words that 
the actor executes, across the leit-
motiv of a broken watch. 

Reflexus

Reflexus was the first scenic expe-
rience in which we could apply the 
results of the research in live audio 
and video sampling, thanks to the 
development of the Playmodes 
software, which nowadays is still in 
development.

https://vimeo.com/3044222

Reflexus @ PoesieFestival. Berlin. 2009.

https://vimeo.com/3044222


Augmented Scene and Interactive Shows
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Reflexus @ CaixaForum. Barcelona. 2009.



Augmented Scene and Interactive Shows

A big format audiovisual show orien-
ted to the familiar audience, and 
made by children and the elder. This 
is how Mapping Fet a Ma is: a mixtu-
re of workshop, ociocultural anima-
tion activity and audio-visual show in 
which the audience, accompanied by 
a team of professionals, turns into a 
creator. 

We prepare a layout of the buil-
ding where the show will be projec-
ted. Immediately afterwards we 
visit schools, civic centers and old 
people’s homes that collabora-
te painting the building  themselves 
with felt-tip pens, dacs and water-co-
lors.

Later, these images are animated, 
coordinated with a soundtrack and 
projected during the show.

Handmade Mapping

Haandmade Mapping @ Fira Mediterrània. Manresa. 2012.
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Haandmade Mapping @ Fira Mediterrània. Manresa. 2012.



Since our very beginning in the vj scene, we have been pro-
ducing audiovisual contents for all kind of performances, vj 
sessions, advertisement or projection mapping projects.

We like to understand sound and image as a whole, so in 
most of our audiovisual creation is difficult to understand 
one without the other. 

The development of specifical software applications and 
audio-visual instruments is always tightly related to our 
creative processes, and many of our audio-visual creations 
are inseparable from the development of our own tools.

Audiovisual Contents



Audiovisual Contents

Our background in the field of graphic 
design, animation and computer 
graphics led us to research for new 
formats and developments.

Following this direction, we were 
comissioned by El Molino caba-
ret to create the first set of graphic 
contents for their LED Media Faca-
de, and also for developing a control 
software that could reproduce this 
contents precisely.

As part of the Telenoika Mapping 
team, we created 3D and 2D contents 
for a worldwide set of audiovisual 
mapping performances, some of 
them being internationally acclai-
med. For this project we also deve-
loped WarpMap, a real-time video 
player software with mapping speci-
fic functionalities such as warping 
and corner-pin.

Together with Roberto Fazio we 
collaborated in developing Elements, 
a software tool that allows 3D stereo-
graphic projection mapping.

Visual Design  & Development

Mapping @ Kernel Festival. Monza, Italy. 2011.

Telenoika Mapping @ Kernel
https://vimeo.com/26047200

Telenoika Mapping @ Macau Arts 
https://vimeo.com/24642623

Toy Factory Mapping
https://vimeo.com/36443927

https://vimeo.com/26047200
https://vimeo.com/24642623
https://vimeo.com/36443927


Wargames exhibtion design. Reus. 2012.Mapping @ Picasso 1936 exhibition. Comissioned by MID. 
Picasso Museum. Barcelona. 2012
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Software development and content production for the Molino’s LED Screen. 
Barcelona. 2011.

Mapping @ Macau Arts Festival. Macau, China. 2011.
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Warpmap Software. 2010.Mapping @ Plaza Mayor. Madrid. 2011.

Audiovisual Contents
Visual Design  & Development



Audiovisual Contents

Through the use of custom made 
software instruments we design 
soundfx and contemporary electronic 
music. We love to think about sound 
in the same way we think about 
image, so we create instruments 
that can act as real-time controllers 
for visual creation, same way that we 
create visual shows thinking in what 
way image is going to be related with 
sound.

This synaesthetic approach has been 
a constant since our beginnings in 
the vj/dj scene back in the nineties, 
and has been a big source of inspira-
tion through all these years.

We like the scientific approach to 
music and sound, mostly trying not 
to reproduce typical pop structu-
res. We learned to think about music 
and sound reading and hearing the 
masters: Stockhausen, Xenakis, 
Messiaen, Roads...

Sound Design & Development

We love to work using algorithmic 
methods for creating sound synthe-
sizers, musical sequences or cyma-
tic patterms, but we are also devoted 
to “traditional” musical instruments, 
so we often play and record instru-
ments, or collaborate with other 
musicians. Sound is a huge and yet 
unexplored universe...

https://soundcloud.com/playmodes

Audio core of the Playmodes 3 Software. 
2013.

https://soundcloud.com/playmodes


Our will for knowing and sharing knowledge has taken us 
to collaborate with institutions, universities and schools to 
develop educative programs or workshops.

Since the very beggining of the Playmodes existence, we’ve 
been collaborating with several catalan universities, such 
as Universitat Pompeu Fabra, Universitat Ramon Llull, 
Universitat Politècnica de Catalunya or Universitat Oberta 
de Catalunya to bring lectures about digital creativity and 
experimental audiovisuals.

In parallel, we also bring short-term workshop about spe-
cifical themes, such as Interactive scenography or Audiovi-
sual Mapping.

We are also authors of written materials about interaction 
design, which are nowadays used at the university for tea-
ching the new generation of catalan interaction designers.

Education and Research



Education and Research

The interactive Scenography Lab 
proposes the creation of theatre 
scenes by mixing new media with 
classical stage design.

The workshop is oriented to video-
makers, musicians, scenographers, 
engineers or spectacle technicians 
who are willing to spend some days 
contributing with their creativity and 
experience. Some of the resources 
are based on audio, video, design, 
robotics, lightning and interactive 
technologies as well as scene design 
and the wit of participants.

The main goal is to realize some 
sketches on a little scale which mix 
together all these disciplines.

The workshop is divided into 2 weeks 
of work. One, in a Celrà’s LabFàbrica 
classroom, and the other one in the 
Teatre Ateneu of Celrà.

https://vimeo.com/7148313

Interactive Scenography Lab

Interactive Scenography Lab, 3rd Edition. Celrà. 2010.

https://vimeo.com/7148313


Education and Research

This workshop pretends to introdu-
ce an emergent discipline in the digi-
tal arts that is doing big progresses 
in the last years, and which is finding 
new ways of application in a growing 
number of fields.

The mapping technique consists in 
projecting video on non conventional 
surfaces such as buildings, stages, 
objects, bodies...

Mapping allows us to work the visual 
scenography of a space with the light 
of videprojectors in a very special way 
enriching and “increasing” the archi-
tectural space with a game of images 
that confuse perception. 

The workshop proposes a number 
of experiments that will allow us to 
know the different techniques and 
technologies that are applied in this 
field.

https://vimeo.com/56366430

Mapping Workshop

International mapping workshop @ Mira Festival. Barcelona. 2012

https://vimeo.com/56366430
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