
 

              IMPLICATIONS OF SYNESTHESIA IN AUDIO-VISUAL INSTALLATIONS 

                                                                  -abstract- 

        

                  Due to the interest and involvement, in recent years, in the area of audio-visual 

practices, I have sought through this work to find and theorize a methodology based on the 

synesthetic connection between sight and sound that my practices involve. 

                   From the beginning I realized that this methodology can be good for defining as 

many artistic facets of a work of art, so that the central problem set out in the introduction was 

related to the implications of synesthesia in audio-video practices. Also at the introductory 

chapter, I established the typology and methodology of this theoretical work, respectively an 

approach of research based on practice. In this way I can prove the implications of synesthesia 

in audio-visual installations by combining the theoretical treatment of these aspects with the 

practice and the results obtained by correlating them with theory. 

                  The paper dedicates in a concise structural way an area defining this kind of 

research, to each of the four chapters: chapter I represents the introduction with all the premises 

and the adjacent questions, chapter two discusses the theoretical development, chapter three is 

represented by the case studies , and the fourth brings the conclusions of the work. 

                       Chapter II is divided into four distinct subchapters which, in turn, are divided into 

subchapters. The first two subchapters treat historically the notions of projection and screen, 

continuing with those of audio-visual instruments, the intertwining between the two areas being 

absolutely necessary for understanding the development of the type of practice addressed by 

this thesis. The history of the projection and of the projector is closely related to the technical 

development and the ancient discoveries of the camera obscura (pinhole image) and to its use 

in the art world. The invention of the projector itself is marked by the evolution of the camera 

obscura, and the technical evolutions during the Renaissance and especially during the 

Counter-Reformation period, give an important place to the "magic lantern" - the historical, 

incipient name of the projector. The use of the term "magic" has a special connotation in this 

history, because in the eighteenth century, the projector begins to be used in ghost shows 

(phantasmagoria), where, despite the age of reason, it defies the collective imagination, still 

haunted by the ghosts of the Middle Ages. This use of the projector as an entertainment support 

will develop in the next two centuries, thus reaching the performance of projection mapping at 

the beginning of the 21st century, a practice of interest to the author.  



                 Parallel to this history is the history of visual instruments and the connection between 

sound and image. Like the projector, the age of reason which begins with the Counter-

Reformation, discusses for the first time the connection between colors and sounds, the first 

attempts materializing in the form of harpsichords or colour organs. The appearance of 

electricity and cinema at the end of the 19th century, radically changes the history of audio-

visual instruments. The emergence of avant-garde abstract films also influences the new 

electrical instruments and the visual aesthetics associated with sound, Thomas Wilfred's 

Clavilux as well as the animation works of Oskar Fischinger being a good example of what 

will later be called visual music . The continuity of these practices is sustained at the same time 

by the interest of artists such as Carsten Nicolai or Rioji Ikeda for visualizing sound using 

digital instruments.  

                 Subchapter three introduces a theoretical and historical research on the 

contemporary artistic frequency of Glitch Art. The need to study this current is explained in 

particular from the point of view of the practice in a current aesthetic paradigm. The digital art 

of error comes from a legitimate history of distortion in art, and its characteristics related to the 

spontaneous versus the provoked or even projected glitches, constitute a perpetual controversy 

between the theoreticians of this artistic frequency. The technical ways of obtaining the error 

are also discussed, the author having a particular inclination towards the most controllable and 

aestheticizing methods, therefore towards a projected glitch use.  

                    Subchapter four explores the notion of synesthesia from both a medical point of 

view and a cultural context. From the neurological condition represented by the synaesthesia 

one reaches the artistic approach of this phenomenon, analysed both theoretically and 

historically, and the way in which it is adopted more or less consciously, by some of the 

contemporary audio-visual artists. This essential aspect in demonstrating the central issue of 

the thesis is discussed in the last subchapter where the problem of using the concept of 

Gesamtkunstwerk - as a form of translation of synaesthesia - by contemporary artists, more 

precisely how they manage to make their works a total work of art. The most common examples 

are in the field of music and audio-visual performance, where artists such as Alva Noto, 

Squarepusher or Amon Tobin manage to combine in one work all the defining audio-visual 

elements for both performance or live concerts that accompany a musical product, as well as 

for the digital format or material ways of promotion and commercialization of this kind of total 

work. 

                   The implications of synesthesia in the creative act are brought to a conclusion by 

chapter III with the related case studies. The case studies are represented by four installations 



/ performances from my own body of work, presented chronologically and analysed according 

to the aspects of previous theoretical research. From the audio-visual installations with mapped 

projection from 2015 and 2016 presented in Bistrita and Brussels to the interactive installation 

of audio-visual instrument type from the Cosman Foundation in 2019, and not least to the work 

in progress project Trance Carpathia - work that follows the visual identity of a musical 

product, the research carried out aims to demonstrate the new implications of sight to sound 

synesthesia, respectively finding all the elements of visual identity resulting from the 

implications of the multimodality character of the synaesthesia. 

                   Chapter IV brings the conclusion of the research, namely the fact that the 

involvement of synaesthesia in the creative process helps to a multifaceted definition of the 

work of art and discusses the contribution of this work both in the theoretical field and in the 

artistic practice. This final chapter discusses the limitations of these researches and suggests 

the possible development possibilities of the subsequent researches, both in the field and in the 

related areas reached by this research. 
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