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Several issues emerged from the feedback after my final presentation, at the end of the semester. The first aspect questioned was related to the concept of the monument. One to the critics mentioned that there was a contradiction between the definition of a monument and what I was planning to do. He asked if it was something else, since it doesn’t fit with the characteristics of the monument and its role within the city. Additionally, two other weaknesses were exposed: The real form of the sound visualization and the interaction of the user with the installation.

First of all, the idea of creating a monument of people is conceptually interesting but it seems to be too literal. A kind of anti-monument would be a better concept, and moreover, its metaphor is more relevant for my purposes. The main idea behind this project is to create awareness of diversity and unity by creating new visualizations of identities (signatures). Those representations will build a large collective construction (anti-monument) that is renewed each 24 hours, making it like a living organism. Thus, the idea is not to create a monument per se but a new representation built by common people who interact with this installation.

I am still working to define the nature of the user interaction, but it will depend upon the kind of input that the piece will receive. Should it be a voice, the scratching sound of the pen, calligraphy or a mix of them? In my final presentation, I demonstrated a writing application that records sound while the user writes. However, I still need to work on defining the kind of interaction I want. Once this is set, the input/output devices necessary for the interaction will be clear (such as if I need a tablet, microphone, and other resources).  

While discussing sound visualization and visual form, Zach Lieberman recommended dividing it into two parts: how to visually represent sounds, and how to visualize a collective construction of people. Following his and Katherine Moriwaki’s advice, I am working on both sides in parallel, sketching my own language of how I interpret voices or writing and testing new structural designs for the visual architecture. I am also analyzing voices using the tools that I know, and comparing the mappings of related works done previously by other people.

In any case there is a need to improve some skills in OpenFrameworks and maybe MaxMSP (due to the kind of sound processing that MAX MSP has), but I will prefer to work only in one platform or language. I also need to design the physical display of the projection, which will involve  an audio setup. However, I am leaving this step for the end of my plan.

Below I have listed the tasks I intend to work on this semester:

1. Developing new audio-visual options

using Max and OpenFrameworks

2. Developing new visualizations of collective constructions/structures

OpenFrameworks

3. Testing the visual options for both sides


user testing of visual options

4. Designing and testing interactions

5. Choosing which option to work with
6. Building the real application (software) and hardware. 

7. Designing and Building the physical display.

8. Determining the form of audio output.

9. Debugging.

Production Schedule

Week 1 - 26 Jan: 
sketch new visual outputs, and collective structures

Analyzing voices from different people and sketching parameters for the structures. Testing different kind of audio mapping.

Improving skills in OF

Week 2 – 2 Feb: 
sketch new visual outputs and collective structures

Analyzing voices from different people and sketching parameters for the structures. Testing different kind of audio mapping.

Improving skills in OF

Week 3 – 9 Feb: 
Test options with users and Design interaction.

How to ask people to interact using their voices and to say their names: “TELL ME YOUR NAME”?. What kind of strategy I should use for this case?

Week 4 – 16 Feb:
User Testing of interaction.

Defining the material requirements of the interaction: a microphone embedded in a kiosk maybe? What kind of visual can help people to interact? 

Week 5 – 23 Feb:
Production and Testing: software and interaction.

Week 6 – 2 March:
Start the design of the Physical display as well as the audio setup. 


Defining the scale and form of the physical display: 3D or just 2D?  Scrim or plastic screen? Back or front projected?

Week 7 – 9 March:
Production of the software and the physical display.

Breaking down the software details: The clock timer, steps to get the user input and processes it into visuals and audio (minimum and maximum time of each file, minimum and maximum amplitude required to get the input). A function for the time life of each signature.

Week  – 16 March:
SPRING BREAK.

Software and physical display production.

Week 8 – 23 March:
Software and physical display production.

Week 9 – 30 March:
Software and physical display production.

Week 10 – 6 April:
MIDTERM REVIEW. Software and physical display production.

Week 11 – 13 April: Working for the exhibition

Week 12 – 20 April:
Working for the exhibition

Week 13 – 27 April:
Working for the exhibition

Week 14 – 4 May: 
Exhibition setup

Week 15 – 11 May: Polishing details for final review


