


objective:

to place the partidpant in an environment

that is not normally or easily experienced

definition:

computer-based interface to human

perceptual and muscle systems

VIRTUAL REALITY MADE SIMPLE "the use of technology to create an environment that seems realistic"
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Individual ergonomics
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effect (experiential):

to have a significant personal experience

while participating in an environment

effect (operational):

to perform operations while

in an environment



tTable 1. Perceptual systems.

System Mode of activity Receptive units Organ anatomy Organ activity Stimuli External information

Orienting Posturing and Mechanical Vestibular Body Forces of gravity Direction of gravity
orienting and gravity organs equilibrium and acceleration or acceleration

receptors and balance

Auditory Listening Mechanical Cochlear organs Orienting to Vibrations in Nature and location
receptors sounds the air of vibratory events

Haptic Touching Mechanical, Skin, joints, Exploration of Deformation Contact with object
thermal, and muscles, and many kinds of tissues, surfaces and shapes,
kinesthetic tendons including configuration material states,
receptors appendages, of joints, stretching solidity and viscosity,

skin, and tongue of muscle fibers heat and cold

Taste-smell Tasting Chemical and Oral cavity Savoring Chemistry Nutritive and
mechanical (mouth) of ingested biochemical values
receptors objects

Smelling Chemical - Nasal cavity Sniffing Chemistry Nature of odors
receptors (nose) of vapors

Visual Seeing Photo receptors Ocular Accommodation, Light Size, shape, distance,
mechanism pupillary location, color, texture,
including eyes adjustment, and movement
and whole-body fixation,
movement convergence,

scanning, -

ttTable 2. Muscle systems.

System Purpose Application Other systems

Postural Orientation with gravity and Maintain body equilibrium Vestibular organs
acceleration forces

Orienting- Movement of body parts to Sense information or explore All other senses
investigating obtain external stimulus

Locomotor Movement of body or body.parts Go from one location to another Orienti ng-i nvestigative and
to other parts of environment postural

Appetitive Movement of body parts to take Ingest or relieve Taste, ingestion, and
from or give to environment other body functions

Performatory Movement beneficial to the individual Take action, move items, protect self Locomotor and others

Expressive Movement to express self, display Make postural, facial, and vocal Voice, hearing, and facial muscles
emotion, or identify self movements

Semantic Movements to signal action, Voice expression Any other system based on
state, or expression signal intents

Adapted from: J.J. Gibson, The Sense Considered as Perceptual Systems (Boston: H~ughton.Mifflin, 1966);

John N. Latta and David J. Olberg, "A Conceptual Virtual Reality Model," IEEE Computer Graphics & Applications (January 1994).



THE BEDLAM STAGE
Nomadic Multimedia

Performance Space

MATTHEW TALBOT-KELLY
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The truth about the world, he said, is

that anything is possible. Had you

not seen it all from birth and thereby

bled it of its strangeness it would

appear to you for what it is, a hat

trick in a medicine show, a fevered

dream, a trance bepopulate with

chimeras ... a migratory testshow .

The Universe is no narrow thing .

even in this world more things exist

without our knowledge than with it

and the order in creation which you

see is that which you have put there,

like a string in a maze, so that you

shall not lose your way.

- Cormac McCarthy, Blood Meridian

The Bedlam Stage is an outdoor urban

. theatre which is a vehicle for a non-linear

form of performance. This nomadic site

functions as a space of visual and aural

theatre which is structured as a series of

vignettes strung out along the city's fab

ric - rather like an urban-scaled pilgrim

age or stations of the cross. The projeCt

makes use of scrim and rear projection

technology (virtual animations, live

video, pre-recorded and slide) in combi

nation with audio collages and spoken

word. Both live and pre-recorded signals

are utilized. These elements are com

bined in order to achieve a flexible and

expansive set of theatrical possibilities.

The visual and aural focal point of the

performance is the tower - a flexible

multi-media performance platform. The

tower is a carefully articulated and flexi

ble mobile stage. It consists of an eight

by eight foot wooden platform on wheels

that carries a sixteen foot high scaffold

system wrapped in scrim, which is in

turn hidden behind a heavy curtain. Two

sides of the scrim can be opened, each

pivoting from a corner, folding out to

form a wider stage element. The tower

will house speakers and minimal lights

and is the primary recipient of the pro

jected images. These moving anamor

phic projections provide a shifting

backdrop for the actions.

The second component is the content

delivery system, which consists of three

wheeled carts from which images are

projected and sounds sampled. Each

cart transports a projection system and

microphones which record ambient

sounds of the city.

These two components might be

seen as call and response (action and

chorus) components. The performances

take place at dusk and move through var

ious in-between architectural sites

spreadout th rough the city. The viewer is

invited to participate in the performance

by following the carts to the different

locations of the stage. The sounds and

images of the city itself, sampled, appro

priated and collaged, are projected onto

the stage set, becoming an aural and

visual backdrop for the action which is

being presented.

This project was made possible through

a Design Arts grant from the Ontario Arts

Council.


