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1. Introduction and background

Recent web innovation: content management, e-commerce, social media,
games and simulation. Yet, no integration of ideas to improve user
engagement.

This project aims at exploring means of injecting engagement and
emotion into online content to create a first person experience of being
connected to the presented media.

We seek new means of creating online experience, which would be true to
its intended intellectual contents but emotionally engaging in its form.

We seek to create online experience that would appeal to the new
generation of web users, who are also avid gamers, and thus, expect
intense visual stimulation, demand rich interaction, and who are
accustomed to being in control of digital media.
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2. The Sims project at Deakin

e DeaklnSims have been
deployed in T&L across
professions

e Students generally enjoyed
the experience

e Why?
eSims were found to be...
— Helpful in learning
— Realistic but focused
— Interactive and fun
— Challenging yet safe
— Authentic & experiential

# Macromedia Flash Player 8
File View Control Help

Blue Cut Fashion
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3. Examples of engagement (®)DEAKIN
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3. Examples of engagement (®)DEAKIN

1 Use the phone
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4. Testing grounds and ideas (®)DEAKIN

“The doing or making is artistic when the perceived result is of
such a nature that its qualities as perceived have controlled the
question of production. The act of producing that is directed by
intent to produce something that is enjoyed in the immediate
experience of perceiving has qualities that a spontaneous or
uncontrolled activity does not have. The artist embodies in
himself the attitude of the perceiver while he works.”
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5. Aristoberry idea

We invited the following artists:
- lllustrator
— Painter
— Fantastic realist
— Abstractionist
— Realist painter and archaeologist
— Expressionist painter
— Painter and philosopher
— Expressionist painter
— Sculptor and painter

They are all different
in focus, style, form and opinions!
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. Today’s galleries online
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Lee Ufan: Marking Infinity
Home > New York > Interact > Watch > Lee Ufan:

CURRENT EXHIBITION VIDEOS
Lee Ufan: Marking Infinity

PAST EXHIBITION VIDEOS

The Great Upheaval: Modern
Art From The Guggenheim
Collection, 1910-1918

The Great Upheaval: Origins
Of The Guggenheim Musem
Collection

Chaos And Classicism: Art In
France, Italy, And Germany,
1918-1936

Curator Ken Silver's
Exhibition Highlights:
Sculpture, Decorative Arts,
And Fashion

Chaos & Classicism:
Challenges

Aftermath: The Interwar
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Solomon R. Guggenheim
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Marking Infinity presents the work of artist-philosopher Lee Ufan, charting his

The New Body
The New Woman
Haunted: Contemporary
Photography /Video
/Performance

Anish Kapoor: Memory

exhibition page.
Kandinsky exhibition page

radically expanded
acclaimed for an
notion of encounter—seeing the

hat is actually before us and focusing on “the world as it is.
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6. Today'’s art installations online
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6. Today’s art installations online (®)DEAKIN

“...To perceive, a beholder must create his own experience. And
his creation must include relations comparable to those which
the original producer underwent. They are not the same in any
literal sense. But with the perceiver, as with the artist, there must
be an ordering of the elements of the whole that is inform,
although not in details, the same as the process of organization
the creator of the work consciously experienced. Without an act
of recreation the object is not perceived as a work of art. The
artist selected, simplified, clarified, abridged and condensed
according to his interest.”
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7. Aristoberry art
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The aim of this gallery is coliect
artwork from very oifferent artists,
who use different artistic media,
have distinct approaches to
creating art, have broad
educalion, views and
experiences, and all have strong
views on how art could be (and
perhaps should be) experienced
online.

This gallery s part of a project
alming to explore new ways of
presenting and experiencing
traditional art forms (such as oil
paintings, drawings or sculpture)
online (e.g. on the web). The
study is conducted in
collaboration with a number of the
Australian fine artists, Deakin
University, its researchers and
students. Together we wish 1o
design a virtual gallery that would
present artists and their wark in
novel ways, so that viewing of art
online would be simple and yet
offering satisfying experience.

The essays and reflections
about the featured artists and
their work can be found in
Aristoberry Place, the gallery’s
sister web site.

Gallery Curator
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8. Aristoberry artists (®)DEAKIN
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8. Aristoberry artists (®)DEAKIN

How to best capture lives, views,
opinions and experience of artists?
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9. Aristoberry experience

Victor
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10. Interviews — future experience ~ (®DEAKIN

Wendy:
Angie:
Dana:
Colin:
Felix:
Deirdre:

Victor:
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| want to see the viewer’s facial expression
My art should be viewed as if it were a diary
Paintings shown to surround and embrace you
Light and shadows cast on exhibited work

Art should be seen like a dream

| want people to touch my sculptures

My sculptures should float high above clouds
Space, distance and physical interaction
with art is essential in its experience -

and more... o
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10. Interviews — future experience ~ (®DEAKIN

Jacob:

Young generation does not visit galleries

Online art is presented with no emotion

Social media is not a substitute for art engagement
Photography is a poor medium for fine art

Video is not used creatively in art exposition
Interactive multimedia is seldom utilised

Virtual spaces are difficult to reach by casual visitor

New ways of installing Fine Art need to be explored

www.deakin.edu.au



11. Design Phenomenology (®)DEAKIN

Focus:
Experience design

Design Research i
Information Systems
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12. Sample Installation (®)DEAKIN

Art that is surroundingand & . ‘ Vi
embracing you. It is not just ”"““m””a““c
colour, but also acoustic b
sensation, light, movement,
everything together. It can
be very depressing for some,
for others unusual, perhaps

unbelievable.
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13. Sample Installation
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People feeling the surface will experience
that sculpture is a process.
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14. Sample Installation (®)DEAKIN

You can come into the the light so you can, in
a way, experience the moment of birth.
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14. Sample Installation (®)DEAKIN
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You can come into the the light so you can, in
a way, experience the moment of birth.

www.deakin.edu.au



15. Lessons learnt
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Dimension

Aspect

Components and Alternatives

Scope

Audience

User, skills, expectations, market.

Aim

Learning and assessment, gaining experience,
testing ideas and theories, developing
understanding, entertainment.

Objective

Environment, physical and mental tasks,
communication, relationship, collaboration, and
resistance.

Substance

Narrative, story, scenario, script, content, theme.

Settings

Time, space, culture and language, resources, rules,
styles.

Experience

Arrangement

Duration, extent, completeness.

Emergence

Presentation, guidance, direction, surprise,
uncertainty, unpredictability.

Convergence

Blending, reality and virtuality, transferability,
coherence, consistency, connectedness, reflection.

Immersion

Perception, attention, concentration, comfort,
fitness.

Engagement

Commitment, interest, satisfaction, and enjoyment.

Authenticity

Believability, credibility, acceptance, congruence.

www.deakin.edu.au




15. Lessons learnt
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Mechanics

Strategies and
methods

Thinking and planning, problem solving, use of
skills and reflexes, listening and observing,
following instructions.

Stage and props

Backdrop and environments, objects, inventory,
representation, instrumentation.

Characters

Personality, abilities, looks, voice, behaviour, body
language.

Character control

Puppetry and role-playing, personification,
constraint satisfaction, improvisation, and
experimentation.

Action

Simple, facilitated, collaborative, adversarial.

Exploration

Navigation, gaining familiarity, confidence.

User interface and
control

Audio-visuals, media, interactivity.

Deployment

Implementation

Managing development process, development of
systems, delivery media

Adoption and
diffusion

Development of personal, technical, and
organisational capacities, experience transfer.

Monitoring

Setting objectives, performance tracking,
modelling mental states, feedback, and debriefing.

Evaluation and
improvement

Evaluation of objectives, processes and artefacts,
experiences, views and opinions. Improvement.

www.deakin.edu.au




16. Why not another way? (®)DEAKIN

SecondLife

Imposes communal / social
settings

Need to be part of SL
community

Inconvenient / difficult
access

Imposes “go to art” not “art
coming to you" thinking
Constrained to a single
experience metaphor

Games or Simulations
e Strong story orientation

* Interaction primarily with or
against other actors

e Problem solving or strategy
development is the focus

* Winning is often the aim

www.deakin.edu.au



17. Past and future

The following has been
achieved:

e 10 artists involved

* Interviews (> 30
hours)conducted and
transcribed

 Overa 1000 images
processed and presented

o 7 artists’work featured
e 3 showcases developed
e 2 essay sites established
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The following is still to be
done:

Interviews to be analysed
3 remaining artists shown
2-3 more showcases

8 more essay sites added
Involvement of VAS & NGA
Research published

Pilot completed

Fully funded project
initiated

www.deakin.edu.au



18. Words of warning (®)DEAKIN

“In the development of an expressive act, the emotion operates
like a magnet drawing to itself appropriate material: appropriate
because it has an experienced emotional affinity for the state of
mind already moving. Selection and organization of material are
at once a function and a test of the quality of the emotion
experienced. In seeing a drama, beholding a picture, or reading a
novel, we may feel that the parts do not hang together. Either
the maker had no experience that was emotionally toned, or,
although having at the outset a felt emotion, it was not
sustained, and a succession of unrelated emotions dictated the
work. In the latter case, attention wavered and shifted, and an
assemblage of incongruous parts ensued...”

www.deakin.edu.au



19. Summary and conclusions (®)DEAKIN
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Thank you!
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