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Thank you it  is a great pleasure for me to be here, my first trip to 
the Philippines. I want to affirm my appreciation to organisers & 
hosts of this event for Kyoto, UST.  What I want to share with you is 
a research practice that amalgamates cultural heritage and 
museological collections with interactive cinema, augmented reality 
and embodied narrative. [CLICK] I call this work cultural data 
sculpting.

 



The rematerialization of museums in the virtual has been coupled 
with the rapid growth in participatory culture where creative 
production by non-specialists has overtaken basic access as the 
primary motive for interaction with digital collections. To provide 
experiences that respond to this desire for creative engagement still 
poses significant experimental and theoretical challenges for 
museums and cultural heritage organizations.



ARCHIVE DATA
ARCHAEOLOGICAL DATA

Within the context of applications for the museum sector, my talk concentrates 
on two data visualizations types: [CLICK] archaeological data [CLICK] archive data.



T_Visionarium 2008
Neil Brown, Dennis Del Favero, Matthew Macginity, 
Jeffrey Shaw, Peter Weibel

iTurkiye 2010
Sarah Kenderdine, Jeffrey Shaw, Ben Healley, 
Cedic Maridet, Paul Bourke

UNMAKEABLELOVE 2008
Sarah Kenderdine, Jeffrey Shaw, Conor O'Kane, 
Scott Ashton, Yossi Landesrocha

Reconfiguring THE CAVE 1997/2001
Agnes Hegedus, Bernd Lintermann, Jeffrey Shaw, 
Leslie Stuck

PLACE-Hampi 2006
Sarah Kenderdine, Jeffrey Shaw, John Gollings, 
Paprikaas Animation Studios, Paul Doornbusch, 
Dr L. Subramanian

CUPOLA 2005
Bernd Lintermann, Jeffrey Shaw

PLACE-Hampi 2006
Motion capture: Shiva as Nataraja

PLACE-Hampi 2006
Composited animation: Shiva as Nataraja

YER-Turkiye 2010
Roundshot VR panoramic camera

WILD Exhibition 2009
Panoramic Navigators, Museum Victoria

The setting for this research is the Applied Laboratory for Interactive 
Visualization and Embodiment, located in the Science Technology 
Park in Hong Kong.



ALiVE
 Applied Laboratory for Interactive Visualization and Embodiment

ALiVE builds on creative innovations that have been made over the 
last ten years at:



ZKM Institute for Visual Media Karlsruhe, Germany

CUPOLA

PLACE

EVE

ZKM Centre for Art and Media in Karlsruhe.  



iCinema Research Centre, University of New South Wales, Sydney, Australia

AVIE

iDOME

UNSW iCinema Research Centre, Sydney,



AVIE

Museum Victoria, Melbourne, Australia

Virtual Room

Panoramic Navigators

and at Museum Victoria in Melbourne. Through such collaborations 
with academic institutions, museums and cultural organizations are 
able to act both as applied laboratories and as nodes of 
experimentation for the cultural imaginary of our times. 



AVIE

RE-ACTOR
PLACE

AVIEAVIE

0.5 CAVE
PLACE

iDOME

DOME

The systems we work with include these six large scale displays, four 
stereoscopic 3D and two monoscopic. They offer strategies for multi-
sensory engagement and give us powerful ways to reformulate 
narrative in a digital context and they emphasizes human to human as 
well as human-machine interaction.  The works I will describing today 
encompass three immersive strategies or “ways of seeing”. Panoramic, 
Hemispheric and Augmented.



entanglement, embodiment, performance

ARCHAEOLOGICAL 
IMAGINARY



P U R E  L A N D :

I N S I D E  T H E  M O G A O  G R O T T O E S 
A T  D U N H U A N G 

2 0 1 2
 

For archaeological data I will talk about the interactive exhibition 
work Pure Land: Inside the Mogao Grottoes at Dunhuang. Pure 
Land is a collaboration between ALiVE and the Dunhuang Academy 
based on the world heritage site in the Gobi Desert, Gansu 
Province in Northern-most China. 



Dunhuang is the nexus of the Silk Road and includes over 500 
Buddhist grotto temples, inside each cave is an art treasury 
abounding with murals, statues and architectural monuments. Filled 
with paradisiacal frescos and hand-moulded clay sculptures of 
saviour-gods and saints, they are, in size and historical breadth, like 
nothing else in the Chinese Buddhist world. 
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The surrounding region encompasses over 700 caves, all of which 
are under the jurisdiction of UNESCO and the Chinese Govt. The 
Dunhuang Academy, appointed as custodians employ over 600 full 
time staff, enviably there are 90 members of the photographic team 
alone. 



Pure Land combines laser scanning data and its resultant optimized 3D 
model
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with ultra high resolution photography of CAVE 220 and, in particular 
the sutra of Eastern Pure Land of the Medicine Buddhas on the north 
wall of the cave.  The exhibition is, among other things, a study of 
visualization strategies such as recolouring and restoration of the mural 
paintings, 2D and 3D animations, and the use of 3D video to create an 
interactive experience. 



The AVIE system is the experimental arena for this project. This 360 
degree 3D stereoscopic enclosure is 10metres across and 4 metres 
high.  The laser scan fits inside the AVIE system to give an approximate 
scaled experience of “being there”. 



This is a laser scan of the escarpment at Dunhuang. The hundreds of 
cave entrances visible beneath the enormous sand dune.



This work begins in escarpment image browser based on the 
iconography of significant caves. At this stage the user can only enter 
Cave 220, however there are plans to expand the work to numerous 
caves.



Once inside the Cave the first feature simulated is a torch. Currently 
when one visits Dunhuang, the tours are led by a guide who uses a 
torch to reveal a narrative sequence in the murals. In Pure Land this is 
replicated to give visitors a close-to-real experience.





One of the most powerful features is this magnifying glass, something 
only possible in the virtual world. It is an essential element for 
interpretation, offering viewers of the dense mural paintings 
opportunity to see the rich features. 





We are fortunate to have expert scholars of Dunhuang iconography in HK. Putting one of these experts inside 
CAVE with the magnifying glass and is a 2 hour interpretive experience.



On of the other visualization strategies
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In the lefthand corner of the north wall is the Samanta-bhadra Bodhisattva, coming 
to pay homage to the Medicine Buddhas.



!

"!

Here you see the original painting on the left hand side and several 
stages of the recolouring process as applied to this Bodhisattva. It 
involved over 16 hand painted steps, all based on the scholarship of 
Dunhuang Academy academics and requires extensive discussion 
where the artists and the art historians can find common language to 
describe the scenes in colour and form.



These are examples of one of the Buddhas and 2 canopies, redrawn 
and recoloured. This was completed for a number of elements based 
on Dunhuang Academy scholarship.



In Pure Land  the seven Medicine Buddhas elements are treated as 2D 
cut outs with animation. Overall as mentioned Pure Land experiments 
with a number of strategies for visualisation to identify the most 
appropriate and also sustainable methods for future improvements and 
expansion of the work.



Another type of visualisation is the 3D model. Here we see an incense 
burner from the original mural.



These are the renderings for a couple of the incense 
burners.



The north wall is significant for the number of performers and 
musical instruments. Their talents add to the overall harmony and 
celebratory atmosphere. You can see a couple of the instruments 
here. 





One of the other visualisation strategies was to take advantage of 
life performances and the 3D video capture.



This is the process of checking the dancers against the 
painting.



The resulting dance.



The dance recoloured inside Pure Land.



Providing experiences like this is increasingly important for heritage 
sites under threat from human visitation. Currently at Dunhuang most 
of the hundreds of caves need to be closed to the public to ensure 
their preservation. Human breathe creates a fungus of destruction. 
Currently there are only 10 caves open for viewing. It is possible that 
all the caves will close in the future. And this is the same for many 
important cave sites around the world such as the Lascaux Caves in 
France. Cave 220 because of the significance and age of the mural 
paintings can never to be opened therefore providing new modes of 
access both on-site and, around-the-world, has been a driving factor 
for the development of Pure Land.



P U R E  L A N D   I I
H K  A R T  F A I R  2 0 1 2

 

At the invitation of the HK Art Fair we re-conceived the basic dataset 
of Pure Land to operate within the constraints of the Fairs’s exhibitor 
footprint.  Pure Land II uses camera tracking to provide an augmented 
reality experience.





  P A N O R A M I C  N A V I G A T O R S  2 0 1 0
W I L D  2 0 1 0

This is Wild exhibition where we designed and installed panoramic 
navigators which uses a similar style of augmentation for a gallery 
without labels.



M U S E  A W A R D  2 0 1 0



P L A C E  H A M P I  2 0 0 6
A N C I E N T  H A M P I  2 0 0 8

H A M P I  L I V E  2 0 1 0
K A L A D H A M  2 0 1 2

 

We have undertaken 4 projects focused on the site of Hampi 
in South India the former Kingdom of  Vijayanagara:  these 
works demonstrate different strategies for embodied 
engagement with cultural heritage landscapes incorporating 
tangible and intangible heritage.



Hampi is simultaneously a monumental world heritage precinct and a 
vibrant centre for contemporary pilgrimage — where history, the 
natural environment, mythology and everyday cultural practices are 
closely interwoven. 



P L A C E  
H A M P I  
2 0 0 6

PLACE-Hampi is a work of augmented ultra high 
stereographic panoramas that enable the visitor to undertake 
a journey of discovery of the world heritage site. Place-Hampi 
was commissioned in 2006…...



It was commissioned for France India year in 2006 and has 
been touring the world to numerous museums since then. 













 Opera-House Lille, October 2006
 A Bollywood festival celebrating France/India year; 300,000 people on opening night

K A L A D H A M  2 0 1 2

 

In 2008 I curated the exhibition to go with PLACE Hampi based on 
the archaeological imaginary and the visual languages of archaeology, 
photography and new media installed at developed for the 
Immigration Museum in Melbourne until 2010.  This exhibition is now 
permanently housed in a new museum next door to the 
archaeological site itself in South India.



P L A C E - H A M P I :  T H E  P A N O R A M I C 
I M A G I N A R Y  o f  V I J A Y A N A G A R A 

K e h r e r  V e r l a g  2 0 1 2

The year I will publish a new book which combines double gatefolds 
panoramas of the site together with a theoretical discussion of the 
PLACE-Hampi work.



RELIVING THE ARCHIVE

cultural data sculpting



  T - V I S I O N A R I U M  2 0 0 8

This project again uses the AVIE system. It distribute data in 360 
degrees and in 3D space. This image is of T’visionarium from 2008, is 
our 2nd experimental televisual work investigating the potential for 
recombinatory narrative using video archives. It uses 24 hours of 
free to air broadcast TV footage from 5 Australian channels as its 
source material. This footage was analyzed by software for changes 
of camera angle, and at every change in a particular movie (whether 
it be a dramatic film or a sitcom), a cut was made resulting is a 
database of 24,000 clips of approx. 4 seconds each.



MOVIE : 4 able young men sat in a room and tagged each 4 
second clip with somewhat idiosyncratic metadata related to the 
images shown including EMOTION; EXPRESSION; 
PHYSICALITY; SPEED; and SCENE STRUCTURE; with 
metatags including GENDER; COLOUR and so on. 



MOVIE: The result is.....500 simultaneous video streams 
looping....



As the archiving abilities of the digital allow data to be changed 
from its original conception, new narrative relationships are 
generated between the multitudes of clips and meaningful 
events emerge as a result of viewer interaction in a 
transnarrative experience where gesture is all defining. 



E C L O U D  2 0 1 2

We know one of the most important initiatives in cultural collections is the fact 
that diverse datasets can be accessed in a distributed way, on the internet. 
This access is increasingly powerful through linked open data research. We 
are now responding to the desire to re-harness distributed heterogenous 
collections in the situated spaces of cultural organisations. ECloud visualizes the 
crowd-sourced WW 1 database developed as part of the Europeana 1914-1918 and 
is staged on a 9 metre rear projected 3D screen. Europeana is the largest cultural 
portal in the world with over 20 million objects. ECloud emphasizes the re-use of 
online archives in situated settings, that is harnessing the internet and exposing its 
latent potential for the big screen. 



The database includes over 10,000 letters, postcards, photographs and 
stories from Germany, Luxembourg, Ireland, Slovenia and the UK 
collected during roadshows to various locations throughout these 
countries. A phenomenal success this project takes on increasing 
significance as the 100 year commemoration of WWI in 2014.



Curators at Europeana, have selected key contributions to create 
stories of relationships and social meanings out of the dataset that 
start the experience which then unfolds through the metadata. These 
are the unofficial stories, the untold history.



Ecloud uses the geo-location of the Europeana dataset to position 
each of the key stories on representative satirical maps of Europe. The 
maps show opposing points of view across Europe during the war and 
provide a highly emotive context.  As studies in political propaganda 
visualization strategies satirical maps are a fascinating study in their own 
right. Hark Hark the Dogs do Bark.



It is interesting to realize that Europeana images can be displayed on 
this 9 metre screen, at fabulous resolution. We are not constrained by 
our desktops any longer!



THUS FAR IN THIS DISCUSSION WE HAVE BEEN LOOKING PRIMARY AT PANORAMIC enclosure of 
the viewer. mAnother of the great traditions of looking is the hemispherical view or, looking up.



D O M E  /  M I R R O R
P R O T O T Y P E  F O R  D E S E R T  &  S E A 
N A V I G A T I O N  A N D  M I G R A T I O N

 



L O O K  U P  2 0 0 5 - 2 0 1 0

 

.






