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Overview

● Shadows in arts and sciences

● Virtual theaters

● Virtual shadow theater setup

● Nature of the ShadOw AVatar (OAV)

● Directing an avatar : 2 approaches

● Two use cases : The Shadow performance and pedagogical master classes
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Shadows in digital art - Videoplace/Myron Krueger

● Digital silhouette

● Interaction

● “Distributed theater”



Virtual theater - Inhabiting the 3D scenography

● Coexistence between 

physical and digital

● Connexion with 

physical audience

● Towards immersion



Virtual theater - Trickster at the intersection

● By Q. Wu, P. Boulanger, M. Kazakevich and R. Taylor

● Low cost motion capture device

● Inhabiting an avatar in real time



Virtual theater - The Tempest

● Royal Shakespeare Company with INTEL



Shadow theater

● Acting style

● Specific architecture

● “CAstelet Virtuel d’OmbrAVatar”



CAVOAV set up

● A frame opening to a virtual plays-in-plays

● 1) Only shadows   2) Shadows and virtual puppets   3) Only virtual puppets



CAVOAV set up

Two principal goals :

● Eliciting mixed theatrical situations based on duplication by shadows

● Enriching the art of directing actors, shadows and puppets



Peter Schlemihl’s Miraculous Story, by Chamisso



● Flat human silhouette

● Rigged on a plan

● Transition from 2D to 3D

● Casting a shadow or not

● Visible or invisible









AvatarStaging
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CAVOAV as a variation of AvatarStaging

● Virtual Space B = 

Theatrical space 

behind a 

stage frame

● Avatar = OAV



Direction of avatars : 1st approach

● OAV controlled in real time by the mocaptor

● Close collaboration between the mocaptor and the manipulactor

● Presence effect : acceptance that the virtual bodies share the same space 

and time as the human actors

● Suspension of disbelief



Direction of avatars : 2nd approach

● Recorded animations

● On set previsualization

● Having the best 

conditions to inhabit 

the avatar



Direction of avatars : 2nd approach

● Axis Neuron              

=>

● Motion Builder (with 

MotionRobot plugin) 

=>

● Unreal Engine 4 (with 

LiveLink plugin)



Direction of avatars : 2nd approach

● Presence effect + SYNCHRONIZATION

● Theater = living process

● Programming of an acting OAV able to follow a performer 



Direction of avatars : 2nd approach

● Finite State Machine

● 2 buses

● mix of action channel 

and idle channel



Direction of avatars : 2nd approach

● Idle channel sub-

system

● Mixing normal and 

reverse mode

● Suspension of action



Direction of avatars : 2nd approach



Use case N°1 : The Shadow

More information on the performance : http://didascalie.net

● After Andersen

● Directed by

G. Gagneré

● Created in 2019 

● Produced by

didascalie.net



More information on the performance : http://didascalie.net
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Use case N°2 : Pedagogical masterclasses

● moving properly in a virtual set

● Inhabiting a virtual body



More information on the master classes : http://didascalie.net



Perspectives

● Exploring bricks of autonomy for the OAV’s behavior

● Testing the setup in immersive reality both for the performer and the audience
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