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“In-Between™*

Like mapping memories and brain paths, through our project we want to map
out stories and historic paths of Gotha and Barogue. Our project should be
interactive so that it invites the guest/onlooker to connect his own
experience to the memories of Baroque. Exactly like when person is watching
a movie, tv show or a theatre play, the emotional connection allows the
person to remember the story without even trying.

We started by examining our two separate barogque boxes.

Katarina's baroque box expressed a game-like vision of her own memories.
The cube was an intuitive process and to her, her own brain seems chaotic
and mysterious. On the other hand, Kati's collection was also of memories, but
was consisted of a structure, that was given by the presence of the well kept
receipts and dates.

Since our brains are actually precisely structured and Gotha exhibition and
collection clearly archived, our game-like approach required some kind of
rules, a code.

Next step was to examine our own ideas that were closer related to the
future pavilions.

Kati's receipts gave us a glance at her dad’s meals shared with many different
people, from his own family to his co-workers and their kids and it shows the
intention to make the "game” playable by everyone. This means we need
different levels of access and perspectives, to allow different participants.

Katarina's mapping on the city map of Gotha presents the need to have
multiple levels of this "game”, which would at the end lead to the point that
both of us recognized as the main visual

point between the Museum and the Castle.

Now we present you our project.

//baroque box
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pavillon

Intervention with urban
showcase in the culture
and city area

ducal former castle LEmst,
museum rosegarden friedenstein der Fromme*




Here we explored the connection between our target group, locations and our
main communication strategy, which is "playful interaction”.

We decided to place two first level pavilions on two opposing locations in the city.
One would be placed at the Neumarkt, inviting locals to participate. Squares and
markets are spaces of a city where all it's bustling life is gathered. On the other
side, we placed the second pavilion in front of the train station, welcoming new
visitors of the city of Gotha.

Second level would be placed at Orangerie and third one at former Rosengarten
in between the museum and the castle.

0On a later slide we will better explain this connection.

Our next analysis was that of colors found on our chosen locations. We decided
early on that the color will play an important element in the rules of our game.
We picked six distinguished colors found in all four locations and used them in
our project.

Since we wanted our pavilions to present opportunity for participants to relate
and create a connection with the presented information/knowledge, we decided
that each season(not clearly defined), 6 objects/artifacts would be chosen from
the collection as the start for our game.

It means that at the first level, a player would be able to get a glimpse of five
different objects, then by the time he reaches the second pavilion he would
choose two that he likes the best and by the end he would have decided on only
one, whose background story he would be able to experience. This way, by
presenting a player opportunity to choose, we automatically create a connection
between these objects and a player.

Here is a small analysis of six objects that we choose to use for our presentation.
Some other time it could be some other six objects. We would also like to
re-examine our choice of objects after plenum and find the best combination.

//analysis
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the object had
been considered
missing since the
post-war
turmoil 1945

ivory on wooden
corpus, brass
fittings, silk atlas
appliqués

shows scenes
from the Old
Testament in half
relief, such as the
worship of the
golden calf

was a birthday
present from the
Duke of
Saxony-Weissenfel,
Johann Adolph |

itwas an
engagement gift
from Frederick I
to his wife
Magdalena
Augusta

artefacts

Since 1717 kept at
the
JKunstkammer" at
castle Friedenstein

is part of an
ensemble of
memorabilia
intended to
commemorate an
accident of Duke

object had been
auctioned off ata
campaign in
Heidelberg in
May 2017

original lid
crowning shows an
ivory figure of the
priest Aaron,
which had been in
Gotha




no more borders / no closed spaces
bring the collection outside
(the location)

imagine fun paths to knowledge
changing

interactive

(the concept)

create familiarity / simple
eliminate the fear
(the design)
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inspiration / level 3

/wwwistiftungfriedenstein.de/

inspiration / level 2

inspiration / level 1




The visitor from the train station or Neumarkt would come to our first level and
be presented with 81 rotating squares which on one side have facts
corresponding to 6 different artifacts and on the other 6 colors that would map
out these facts. Each color represents one object. To find all facts of one object,
a visitor would flip through them searching for the same color. At this level, visitor
also gets a simple leaflet with a map to all the other pavilions and both the
museum and the castle and just simple introduction to our game.

After the visitor decides for one color, or for one object that he wants to learn
more about, he would get a code that he would keep. This level is all mechanics,
there is no use of media or any software.

On the second level the visitor would use this code to scan it and choose which
two objects would be presented on the screen.

Second pavilion has three construction layers. First one being a conductive
transparent foil acting as a touch sensor, second a shutter glass that reveals or
hides the part of the picture behind and third the screen that shows the visual
behind.

This screen/visual shows scattered details of two objects that explain material
and texture of these parts. A visitor has to play a simple memory game and reveal
all the parts of the same object. Here he would get another code that he would
scan at the third level.

At this level we use Arduino, playing with sensors and light.

On third level a visitor scans the code to continue exploring the artifact that he
connected with. He enters the cube where he gets to experience the story behind
the object, without actually seeing the whole object. We want to create
interactive Audio/Visual experience that would tell a history of an artifact, but
more through glimpse of memaories, feelings and ambience then actual images of
real spaces. A visitor gets to experience a feeling of a room where this object
would have found itself.

For this we thought of using the touchdesigner, but we still need to explore its
possibilities and connect it to our idea.

At third level, by scanning another code, visitor would get a simple map to the
object that he chose. This is the first time he sees the object in full. From this
point his visit to museum and castle begins.

//cabinets
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details
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How does it work? Arduino

The ITO (Indium Tin Oxid) coated plastic sheet is connected to the capacitive
sensor [mpr 121), so when touched on the conductive side the sensor will
recognize it and transfers a signal to the shutter glass.

This shutter glass is a Liquid Crystal Light Valve, which is a device that uses
the properties of liquid crystals to control the level of illumination passing
through an optical system. By changing the voltage applied, it will block light
more and more - until opague at highest voltage.

Im my case | programmed the code like that, to reach the outcome | wanted:

If a touch is detected - the voltage is getting removed - the shutter glass will
turn transparent - and is revealing the information behind it.

If no touch is detected (anymore) - the glass will turn opak again after a
certain amount of time - in this case after 5 seconds.

How does it work? TouchDesigner

We are using LCD panels for showing interactive visuals created inside of the
TouchDesigner. The interaction is achived through motion tracking, yet for
our protoype we decided on mouse and keyboard interaction.

The visuals are created by creating UV maps in Maya and creating the imput
animation and movement inside of the TD.

//media



arduino workflow

top cover

ITO Coated Plastic - Touch sensor mpr 121 Shutter glass
ITO = Indium Tin Oxide 12-Key Capacitive Touch Sensor Liquid Crystal Light Valve Controllable i '
g Black-out Panel Reveal effect ito coated plastic
ITO is a clear, conductive liquid/film can handle up to 12 individual touch pads o , . . LED strip
as a coating on a flexible plastic sheet A Liquid Crystal Light Valve (LCLV) is a device
Senses the touch of the finger / hand and that uses the properties of liquid crystals to
the plastic sheet is connected to the transfers the signal to the shutter glass control the level of illumination passing
capacitive sensor, so when touched through an optical system. frame
on the conductive side the sensor will
light more and more - until opague at highest
voltage
If a touch is detected - the voltage is getting
removed - the shutter glass will turn frame
| transparent - revealing the information
ROBEG R0 behind print
- will turn opal again after a certain amount of
time
cable cover
box - containing:
arduino
ITO coated plastic power supply

how the prototype works - physical computing with arduino ﬁ shutter glass . physical prototype

diagram of the prototype
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