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Eco-Mod, MoCap Thesis Project Abstract

INSTALATION SETUP:

Installation dimensions: 40’x40’ space

Motion Capture Space: Octagonal footprint 20’x20’

A/V: Three rear-projection screens 8’x’6, each on an adjacent face of the octagon.  4-chanel speaker system fixed to octagon supporting columns.

Eco-Mod, MoCap is a 3D interactive installation in which participants, through physical movement, cooperate to modify a projected kinetic image of the local environment. Participants are given an opportunity to alter a pristine river flowing scene by constructing virtual manmade structures, adding vegetation, or causing floods.  The primary purpose of this interactive piece is to raise public awareness and environmental consciousness in a playful, non-threatening manner.

As spectators approach the installation, an outdoor soundscape introduces the underlying theme of this environmental experience.  Using PhaseSpace motion capture system, a pair or participants interact within the motion capture space. Their movement is rendered in real time, affecting a continuous video clip, which is displayed on the 24-foot wide cyclorama.  The video, an aerial view of a streaming river, is modified by participants’ movement vocabulary/dialogue.  A static version, or screen capture of these cooperative renderings can be printed out, thus becoming a tangible reminder of the participants’ experience.  Also, a cumulative database of raw motion capture files is gathered and saved as a digital copy of the artwork.

Eco-Mod, MoCap uses motion capture technology as a form of input.  This allows the user/participant to freely engage with the piece using natural kinesthetic movements.  A comfortable interface is crucial to create an immersive experience, one not hindered by the use of external input devises such as a mouse, keyboard, or remote control.  Motion capture also enhances the experience of observers outside the capture area.  For purely aesthetic reasons, it is more entertaining to see a person engage using his/her full body than to watch that same person use a mouse, for example.  Viewers do, however contribute to the piece’s multilogue (designer, participant and observers).  They are given agency to affect what the participants see on the cyclorama in one of two ways: by communicating with the designer, who may change the perspective of the video clip; or by physically blocking the image from the projectors (which are placed outside of the motion capture area).  

Though there is a single user option, two participants are encouraged to work cooperatively in the piece.  Each participant chooses to wear either a pair of gloves or shoes.  They are instructed with a simple set of rules -- ways their movement affects the video displayed.  As participants move within the motion capture space, their position is shown and their actions (relationship of their respective markers as well as from one participant to another) have a real-time affect on the semi-circular display in front of them.  Both active participation as well as static presence cause a reaction on the screen.  Shoe markers moving around cause virtual concrete foundations to be laid on the ground. Get too close to the water and the foundation may cause a flood.  Standing still on or near a concrete slab causes grass to grow over part of it.  The glove markers build manmade structures or plant trees depending on the participant’s position (over a slab or in open space respectively).  Elements added to the video clip show up as independent, animated layers.  For example, “planting a tree” refers to a time-lapse video of a tree growing (in whichever location the participants finds him/herself performing the “building or planting” action/movement). 

As elements are added to the kinetic image so are corresponding sound cues of construction sites and local fauna.  The source materials used in Eco-Mod, MoCap are a combination of found and produced images, videos, time-lapse animations and sounds. Found imagery may come from, but not limited to, the internet as well as from collaborations with local artists.  Produced source materials are comprised of photos, CG graphics, time-lapse images, video clips and sound bites gathered from Santa Cruz County and Pajaro River Watershed area. 

My capacities as the designer/composer establish the point of view and parameters of elements added to the cyclorama.  A video loop of a flowing river is chosen from my Pajaro River Watershed video library. The initial point of view, or perspective is chosen prior to user inter-activity.  Whenever there are no participants in the motion capture space, the designer may pull raw data from any of the previous participants in the database for replay.  Also, new combinations of shoes and gloves may be displayed – either both from the database, or one from database and another from a live participant.

The main driving force for this installation is a combination of my love for the environment and my fascination with human movement and interaction.  My goals are: a. to create a unique setting in which local environmental issues can be presented to a wide audience base; b. to bring up recent “real world” events occurring in the Pajaro River Watershed area; c. to comment on the current negative impact human population has on the local environment.  Ways in which I plan to achieve these are: a. movement as vocabulary for dialogue; b. visual exaggeration of poor construction planning (structures lacking a concrete foundation sink to the ground or topple over); c. flood caused by constructing too close to the river.  

There is, however, an underlying hopeful tone present in the piece – something purposely not mentioned in the participants’ instructions.  The natural environment is allowed to regenerate, or reclaim its space (grass grows over concrete slabs) by a participant simply standing still. 

