EXHIBIT OPERATIONAL DESCRIPTION

Connecting Point

date:  March 5, 2008

main message:

Virtual worlds are unique tools for communication that allow you to interact real-time with others far and near.  

summary description:

“Connecting Point” is a first life/second life live camera feed system that links a first life physical space to a Second Life location through two screens, one in second life and one in first life. The live camera feeds are set up to link the participants to complete goals and play games in and across the two areas. Tasks and games will be set up on both sides of the interface so that the visitors to the exhibit must work together across the two spaces to complete shared goals or compete in game scenarios. The screens work as a static meeting point in the two worlds so that the participants can relay the answers and information to one another and participate in real time. The screens are a conduit between the real and virtual environments and the project will demonstrate how technology can bridge the gap between the real and virtual worlds for shared communication. 

goals:

· Visitors will enjoy playing games with avatars and exploring what is easy and hard in each environment.

· Visitors will think about how they communicate with others physically, and how that physical communication can be conveyed in a digital format.

visitor operation:

Visitors can take part either in the role of “avatar” or human participant.  The artists will create an SL space in the virtual Tech Museum that is identical to a space in the real Tech Museum.  In the real space, there will be a camera focused on a “performance space” where visitors will be able to perform for the camera, which streams into the SL space.  When a visitor approaches an avatar kiosk, he or she can select the “challenge” to be performed.  Challenges may include Simon Says, Head Shoulders Knees and Toes, Charades, Dance-offs.  The challenge is then broadcast to the visitors in the performance space, who will then compete against or work with the avatars on screen to complete the challenge.  
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graphics (preliminary list):

Title

Main Message

On-screen graphics for questions/avatar augmentation

performance and operation specifications:

equipment list (preliminary):

* A back projection large scale screen with digital projector

    * 3 Second Life accounts

    * 4 Hi Spec computers - 2 for the performing Avatars, 1 as a link computer to stream the web cam and one for the mouse look avatar to stream. (4 machines are needed to cut down on the Lag and create a more real-time performance environment)

    * 1 good quality webcam

    * 1 performance space within second life (created by artists)

    * 1 streaming server

    * A specifically created gestures hub for the project, freely distributed so avatars can join in outside the performance space (created by artists)

    * Specially created gestures using poser (created by artists)
fabricator:

in-house

AV/multimedia producer:

Alan Hook and Pete Wardle will provide SL build, HUD, and gestures.

