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Four exercises around my
REFLECTIONS ON REAL  TIME 1 AND 2.

Since the end of the 60s, when scientists and 
artists started to develop experiments and ar-
tistic practices using technology, a new concept 
emerges: “Real Time”. Pioneering researchers 
such as Engelbart or Shuterland, defined it in 
their theoretical essays, trying to help users 
who deal with the long-drawn-out time imposed 
by the perforated cards.
“Using a computer in real-time working in as-
sociation with a human to improve his effective-
ness” (Engelbart, 1962)  

The concept of “Real Time” is closely linked to 
the development of computer art; especially be-
cause digital systems need time discretization, 
and also because it proposes a new dialogue 
between two temporal perceptions: user/viewer 
and machine`s time. In some early digital wor-
ks, we can see succession as a temporal meta-
phor; for example, “Cubit Limit I”, (1976: Man-
fred Mohr), in which the evolution of a cube is 
plotted from a blank space to three-dimensional 
figure, represented in a 2D canvas. 

Cubit Limit I, (1976: Manfred Mohr) 

In this piece of art, we can perceive a sequence 
that evolves over time, as if each space of the 
screen occupies an animation frame. Many ti-

mes in a single time and the viewer can navigate 
through it; As if the movement of the eyes were 
able to play the timeline. (Linked with my Exercise 1)

This kind of representations has resulted in 
many experiments that, apart from their the-
matic proposals, explore different possibilities 
around asynchronous events. In this sense 
would be located the work  Reface [Portrait 
Sequencer] (2007: Golan Levin and Zachary Lie-
berman), in which one portrait is composed of 3 
different portions of faces. 

REFACE, 2007 | Tmema (Golan Levin & Zachary Lieberman)

The concept is based on the technique “cada-
vre-exquis”, used by the surrealists to combine 
elements in a random way, generating unex-
pected structures. (Linked with my  Exercise 2) In the 
same way, it would be Casey Reas’ latest essa-
ys, in which superimposing different news, at 
various times, he explores interesting concepts 
such as “’Post-truth” in the era of overabun-
dance information; as well as the idea that I’m 
describing here, about the successive times 
perceived in a single “Real time”. (Linked with my  

Exercise 4)

(2015: Casey Reas)

Research around temporal perception has given 
rise to other interesting concepts in digital art 
such as immediacy and continuity. “In RTI (Real 
Time Interaction) time passes independently of 
the users’ actions, and the perception of” ins-
tantaneity “is not as essential as the perception 
of “continuity”, primarily in time” (Jorda, 2008).  
From this follows another differentiation: Data 
capture vs. System`s response. (Sora, 2016). 
Which, in short, is the sensation of an interactor 
to perceive the system as a continuum. Making 



the paradox between human and machine time, 
credible. (Linked with my Exercise 2)

Around these ideas, I have developed four expe-
riments:

Exercise 1 (Test 006 Press Key A) consists of 
exposing the discrete concept about an image 
perceived in continuity. While the user is dis-
played by his webcam, a series of frames are 
impressed. A reflection on persistence of vision 
and how we conceive the moving images.

Exercise 2 (Test 006 Press Key S), is a re-
flection on “Real time”. The image is divided 
into thirds, displaying a webcam picture taken 
“now” and two other pictures that were taken 
“previously”. There is five seconds delay among 
them. The question around this exercise is how 
we conceive real time in an environment where 
multiple times are being experimented.

Exercise 3 (Test 007 Press D and then Space-
Bar), is based on the Timelapse photographic 
concept. Is about how different timelines can 
display at one time, and to what extent conti-
nues, to remain comprehensible. In other words 
how viewers perceive continuity.

Exercise 4 (Test 007 Press F), uses the Fou-
rier transform of the audio signal to compose a 
multiplied movie, that is formed as a succession 
of frames that occupy the same time, in diffe-
rent sizes. This construction results in a “ghost-
ly” image that recalls the image of the original 
kinetoscopes and the sense of discontinuity in 
pre-cinematic images.
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