Playing the Soul

Designing Interactive Holographic Orgel (Music Box)
Abstract: In this proposed interactive work, ‘Playing the Soul’, it will d eal with th e relationship
between platform as reality and the digital image as digital soul that can be projected by audience.
Digital technology, we are closed with, is precisely changing our perception of real. ‘Playing the
Soul’ will let users have an experience that how we have been floating within digitized reality.
We were in spired and influenced by some of Jin Yo Mok’s physical involvement interactive work
that in tegrates an in stallation with i nteraction thro ugh tou ching LEDs. ‘Music Box’ i s b asically
consists of an antique orgel (music box) with its h andle, which is ab le to trigger to b e interacted
with so und. Th rough th e imp lementation of th ese i nteractions, sim ply users a re able t o face the
digital aesthetics by the analogue operating system.
Key words: Interaction, Interface Design, Human Behaviors, Perception, Emotion and Physical
Interaction .

1. Introduction: Objective
‘Music Box’, interactive installation reminded us that where we are at this present time in our s ociety. What we
felt at th e first impression was reflected to present value of our past (analog mechanism) in this reality, we are
being sublimated into digital form. Through our proposed physical interactive installation, we believe that we are
able to implement the self-examination about our tru e value of past within the present or reality which is being
digitized.
The level of interest in this work may has the potential to be a go od indicator of how much those of liv ing in a
culture where software more and more pervades common experience still v alue the use of analog mechanisms.
Through developing t his i nteractive w ork base d o n t echnical as pect of Ji n Y o M ok’s physical i nteractive
installation, we may b e ab le to p rovide that su ch an in teractive wo rk could prov ide an exem plification for
industrial ar tists abo ut further kno wledge of how to i ncorporate a nalog m echanisms into a va riety of user
interfaces.

2. Artist Statement
2.1 Motivation and Analytical Philosophy

Fig. 1. Example of Jin Yo Mok’s interactive installation

We were inspired and influenced by some of Jin Yo Mok’s physical involvement interactive work that integrates
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an i nstallation with in teraction thro ugh t ouching LEDs. ‘Music Box ’, sound i nteractive i nstallation, b asically
consists of an antique org el (m usic b ox) with its h andle, which is ab le to tr igger to be in teracted w ith so und.
They are also constructed and designed as a simple design (interaction) in which LEDs light up through touching
and are turning the handle as controller which is placed on cylinder. Namely, for use r interaction, “Music Box
(orgel)” is composed of LED and light-responsive sensors and is built by the duplicate music box where the pins
and metal keyboard are exchanged, as well as a computer screen used as an input apparatus. Maybe its structure
might be c omplex, but t he method of u sing i t i s rat her simple. Howev er throug h t he im plementation of th ese
interactions, simply users are able to face the digital aesthetics by the analogue operating system.

2.2 Purpose of Development

Fig. 2. 3 Dimensional Detailed Image of ‘Playing the Soul’

Through t his work a s <Fi gure 3> s hows, we d o not i ntend t o desc ribe t hat ou r p roposed work ex ists as t he
illusion of sp ace of th e digital technology. As we only approaches to the m edia with its sub stantiality, for this
study, media technology is an interaction in which is ab le to be embodied in th e real l ife we b elong. Thus it is
about the study of that digital virtual reality in which t he reality was assumed as the int erface in this interactive
work.
Expressing the present time we live on now, and the past we used to imagine before is a simple and clear story. It
never was a co mplicated story. Thr ough <Ho lographic Music Box >, it will trigg er to ex cite t he an alogue
nostalgia in our contemporary society as it became a digital technology society. And <Music Box> itself also can
be described as a toy which will remind us a value of our past and accelerate us to imagine ourselves.
In terms of works as i t is often used as a digital media, a fo rced metaphor and a manipulation of object we a re
able t o see often, can be t ransformed i nto t he o bject t hat led us to a ct as m emorize an object which is be
sympathized with an object (subject) even if the object is the sound or the visual. And this m ay be the reas on
why this work itself described as discovering analogue nostalgia in our contemporary society.
At this point, what we are intended to create through this proposal 'Holographic Music Box’ project will attempt
to create th e quality fusion of the audiences and interactive work. And th rough this research, it will also study
further abou t an attribu te of in teractive fusio n between visual im age as 3-dim ensional im age and t he s ound.
Through this proposed study, participation in which it was embodied through a sense of touch and the interaction
of auditory reaction will provide as the replaceable amusements for the user (audience) in reality.

3.1 Methodology I (Relation to ‘SoniColumn’)
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Through touching LEDs in which they have been placed on installation, as drawing a pattern on the screen, user
able t o play t he so und by tu rning th e h andle on orgel (music box). Simp ly th is in teractive in stallation can be
described as a combination of the feel of a simple analog operation system and a digital aesthetic.
Users can draw a shape and pattern on the screen with their mouse and the same pattern of LEDs will light up on
the physical music box. Turning the crank handle on the LED cylinder, any sensors that detect the light from the
LEDs will m ake so unds. Data su bmitted by u sers is stored in a database and sh ared by bo th th e online an d
offline music box. T hrough the el ectronic augmentation, users ca n compose, save , select, s hare a nd play their
own music.

3.2 Methodology II (Relation to ‘Hologram’): Recreation of Visualization

Fig. 3. 3 Dimensional concept image of ‘Playing the Soul’

However in this work, s o called physical interactive art m ay have a problem that user m ay felt a l ack of visual
while user interacting with its platform. In fact, it is tru e that ‘SoniColumn’ or ‘Music Box’ provides the user to
have an i nteractive exp erience lik e af ter operating its p latform, th e u ser ab le t o listen to t he so und w hich is
generated, through touching LEDs.
Certainly t he existing h ologram t echnology can not be able t o provide t he c omputer generated i mage based
hologram we are used to see on film of science fiction genre. We are howev er initiated to research h ow we are
able t o ac hieve m ovie-like holographical 3 D visualization based on t he m ethod of ‘ Peppers Ghost Il lusion’.
Following exemplification of hologram is about implementation of 3 dimensional holographical moving images
by using holographic screen. Its method is in fact based on ‘Peppers Ghost Illusion’ which is invented in 1890’s.
By considering ‘Pepp ers Gh ost Illusion’, we

were i nitiated to im plement 3

dimensional im age based

holographical illusion to express the visualization of hu man beings who have been floating in digitized reality
within our proposed work.

3.2.1 Exemplification of Hologram Practice
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Fig. 4. Hologram Performance in Alexander McQueen Fashion Show

Musion Eyeliner System is a whole new way of projecting video to create the illusion of life-size, full colour, 3D
moving images. All of the images used on a Musion Eyeliner System are 3-dimensional images, but projected as
two-dimensional i mages (2D/ 3D) in to a 3D stag e set. The min d of the au dience creates th e 3D illu sion. Th is
means that production costs are minimal, needing only single camera lens for filming and single projector for the
playback.

3.2.2 Technical Description (Relation to previous hologram technology)

Fig. 5. Elaborate stage trick using Pepper’s Ghost Illusion

Following fi gures a re i ndicated t o ex plain h ow we a pplied ‘Pepper’s Ghost Il lusion’ t o be e xpressed
holographical illu sion for our p roposed work. Gen erally so called “Ho logram Screen ” wh ich is cu rrently
developed by ‘Musion Eyeliner System ’, is based on an optical illusion, ‘Pepper’s Ghost Illusion’. In 1862, its
first appearance of an optical illusion was presen ted (exhibited) to trick the eyes o f audiences on the stage. As
above fi gure illu strates, th e "g host" is an acto r lo cated forward of an d below t he stage fl oor. Th e g lass pane
illustrates the reflection of the off stage "ghost" while the leftmost "ghost" simulates what the audiences actually
see.

4. Conclusions
Although digital media work still may be strange or incomprehensible for audiences. And it may also difficult to
understand its concept for audiences as the general public. However through this proposed interactive installation,
it will app roach t o delivery t hem in a rather familiar wa y. As we d escribed ab out t he interactive i nstallation
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‘Playing the Soul’, we can assure that audiences would not hesitate to being participated through a simple and an
immediate in teraction. When we i ntend t o conv ey th e message to the audie nces, we sim ply e mphasize that
prompt delivery of the message is important in terms of conveyance of concept.
Through our proposed work, we do not i ntend t o d escribe ab out th e illu sionary sp ace o f digital tech nology.
Instead, we are app roached the digital media based on the interaction and actuality within our daily life. In this
work, it naturally induces the audience participation towards unfamiliar art.
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