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1. Project OverView
Themes, Statement & Strategy



7

Summary of project

tHEME:

Project Statement:

Overconsumption of technology and lack of physical contact with the world

“Our project focuses on overconsumption of technology within society,
specifically highlighting the reliance we place on technology to communicate
and stay in touch with people.”

Strategy - Our main message:
The visuals, audio and installation aim to be interconnected and evoke emotions related
to our central theme, presented in a non-linear story and abstract way for
interpretative meaning. 

Key questions for our viewers to think about when they experience the installation:
To what extent are our lives experienced through screens? 
What is the true meaning of being present in the moment? 
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Gantt Chart - Semester 2 Plan for March
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Where are we in
Block 1

The following ideas in the “ideation” section of this book reflects
our brainstorming process and exploration, overtime we have changed
ideas etc. 

We are currently in the final stages of prototyping videos and in
the process of selecting final videos for the installation for Block
2. We do have a clear direction of which videos pieces we intend to
finalise and showcase as final works
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 2. Ideation 
Inspiration

Brainstorming [Videos] 
Location Choice & Floor Plan

Plan [visualiation of installation]
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Ideation of video installation

As a team we discussed how we
wanted to approach our video
installation and the direction of
the experience. We deicded to
focus on a non-linear
storytelling appraoch, focsuing
on wanting the viewer to feel a
certain way while making sure
that the videos are connecting to
each other visually and
conceptually.

IDEATION
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Group Mindmap Exercise

Overconsumption
Obssession
Contact
Touch
Desensitise

Needs / Wants
Addictive
Systematic
Dystopia

Attachment 
Reliance 
Digital 
Disconnected 
Alone/loneliness 
Dopamine 

Words we wrote down that describe our project theme and installation. Selecting
certain words to further explore and ideate video ideas

Ideation of videos

IDEATION
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General Specifications for
instaLLation

To guide us during the creation of the video installation we developed a set of
specfications/goals to provide us with a clearer direction of how we want to move forwards

Include 4 projection videos on
loop

Include 1 real time
interactive video

Audio music playing throughout
room or for certain projection

videos

At least 2-3 different ways of
experimental projection that
includes projection mapping

IDEATION
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Description- Nicholas Kempton is an American
digital 3D artist with 15 years of experience
in creating engaging digital art. A lot of his
work explores the connection between human
life and technology portrayed. His visual
style goes into the depths of pixel effects,
distortion and glitch based effects. 

How it connects to our theme/project-
Kempton’s work inspires our visual style.
Moree specifically how he uses pixel and
glitch effects which we can adapt to our own
videos to help create a digital look.
Conceptually, his work uses human life with
technology, similarly to our theme of wanting
to explore how technology loses our sense of
presence. 

Inspiration:
[Visual] - Nicholas Kempton

IDEATION
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Why we like it- we interpret this work as an intimate
connection between 2 people who remain in contact through
technology. Despite their physical distance from each
other they remain connected online. 

We also interpret this work as someone getting drawn into
technology in an unhealthy obsessive way as if technology
begins to replace real human presence and connection. 

“Your hand in mine”

Why we like it- we like the eerie unsettling quality it
creates by showing how someone appears to be in a trance
state suggesting a loss of control like as if the mind
itself is dissolving.  

“Beauty behind the
madness”

Inspiration:
[Visual] - Nicholas Kempton

IDEATION
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Inspiration:
[Video Installation] - Surrogate Bodies by Aisling Phelan

This contemporary video installation explores
themes of identity, control and ownership of one’s
own face. The installation features a interactive
video where the artist has scanned her own face and
used AI to overlap it onto the faces of the viewers
“transforming them into a digital surrogate through
advanced AI algorithms”- Aisling Phelan 

We are drawn to the eerie quality it portrays and how it connects to our project exploration of
technology and being presentt. By following a similar message of how we present ourselves online and
in real life. Additionally, we also like how it draws attention on the seriousness of our face ID
that “can be easily accessed, manipulated, or even commodified.”- Aisling Phelan. 

How it connects to our project:

IDEATION
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This installation consists of small
screen devices showcasing words and
phrases from online conversations
with no context. We like its eerie
strange quality of having the
different words overlap and play at
the same time with audio of the words
being said out loud by a robotic
voice. 

This installation connects to our project through its focus on people’s online presence and communication.
Through the way that these online conversations are presented it feels both personal and not personal at
the same time.

While we feel like it also conveys how you are constantly watched online questioning privacy rights in
online environments. 

How it connects to our project:

Inspiration:
[Video Installation] - Listening Post by Mark Hansen and Ben Rubin

IDEATION
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Inspiration:

Other References

Jean Baudrillard - Simulacara
Postmodernism

Francis Bacon - Screaming
Pope

Edvard Munch - The Scream Marina Abramovic - The
Artist is Present

IDEATION
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Location Choice:
Photo Studio

Selecting this room allows for consistent bookings throughout the prototyping stage and
offers us a dedicated space, free from disturbances. Its size will conveniently fit our

decor, artefacts and easy access for our viewers. 

Why?

IDEATION
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Floor Plan:
IDEATION

Photo Studio
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3D Model of photo studio

3D model of room to help us with visualizing how we can plan out
different placements of videos & objects

IDEATION
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 3. cREATING
ViSUALS 

Testing of videos/audio choice  {Visual Experimentation}
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Challenge we encountered

We encountered a challenge figuring out how we would collaborate together to create our
projection videos. Purposefully avoiding the idea of individually creating our own videos and
then bringing them together as a team as we feel that this lacks the meaning of working on a
group project. Additionally, our visual styles are very different to each other which would
lack cohesiveness as a final installation. 

We quickly realized that creating 30sec videos with all 4 team members working together on each
piece would not be the best approach additionally it would also be challenging allocating roles
and distributing work load.

After a long discussion we decided to split into duos and run weekly mini sprints to produce
prototype videos.

This way we can come together as a team to regualry share our process and show our prototypes.
Doing this with the aim of naturally overlapping our visual styles and conceptual ideas
together, to make the curating process smoother in terms of having the videos cohesively
connect with each other visually and conceptually.  

Solution to challenge
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PrototypE VIDEO - Flowers
Zhuoyi + Saskia

Main Concept

This video prototype follows how we can be so
consumed by technology that it disconnects us
from reality. We used flower imagery with
distorted pixelated effects with Adobe After
effects to highlight beauty of nature.  

It creates a contrast between organic nature
vs artificiality of technology. The flowers
represent the naturee environments and helps
encourage the viewer to reconnect with the
physical world. 

CREATING VISUALS
Uni week 3
(9th-15  Feb) th

Behind the scenes: 
AE timeline

Behind the scenes:
TouchDesigner
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PrototypE VIDEO - cAPTCHA
Chris + Priscilla

Main Concept

This piece consists of a 3x3 grid of
morphing and flashing Google Maps
scenery, each with its own
synchronised distorted Captcha
audio.

The images and audio reference
Captcha’s purpose of differentiating
between human and machine. The
images of empty landscapes taken
from a Google Maps database create
an eerie feeling of disconnect from
reality, like we are only
experiencing it second hand, through
many layers of separation.

CREATING VISUALS
Uni week 3
(9th-15  Feb) th

Behind the scenes:
TouchDesigner
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PrototypE VIDEO:
 Surveillance blob track

Chris + Saskia

Main Concept

This video combines footage of people
walking with a blob tracking effect
(applied through TouchDesigner), the
main idea focuses on exploring the
boundary between what is real and not
real. While also hinting at the
concepts of secuirty cameras of being
constantly watched. 

These videos have been recorded in
Grafton street and St Stephen’s Green
Shopping center. 

CREATING VISUALS
Uni week 4
(16th-22nd Feb) 
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PrototypE video - Mind map Blocks
Priscilla + Zhuoyi

Main Concept

The main concept is mindmaps. We
wanted to create a visual that
emulates memories we have
experienced and that connects
them into a mind map. We also
explore the theory of aphantasia.
Certain visuals are pixelated,
scribbled, and even blurred to
show how we might remember them
as a distant memory we once
experienced.

CREATING VISUALS
Uni week 4
(16th-22nd Feb) 

Behind the scenes: AE timeline
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PrototypE Video - Algorithms

Chris + Zhuoyi

Main Concept

Explores the theme of
algorithms and how they try to
keep you on the app by giving
you what you want. This
prototypes shows the “behind
the scenes” of how algorithms
work, having various visuals
sorted out.

CREATING VISUALS
Uni week 5
(23  Feb- 1  Mar) rd st



Goal: Uneasy, eerie,
surreal look,
hurmous? 

Eye blinking

Mouth speaking (no
sound, just captions) 

Grainy, glitch,
static effect 

Hand
moving

Real human parts 
(organic natural human

textures vs the digital body)

Person
breathing,
moving

First Draft Idea:
Idea of how it should conceptually

look

29

CREATING VISUALS
Uni week 5
(23  Feb- 1  Mar) rd st

Inital concept board:

PrototypE video - pieces

Priscilla + Saskia
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PrototypE video - pieces

[First Test With Stock Footage] Draft Test With Our Own Footage

{Soft Light}

{Hue}Main Concept

For many of us, media serves as
an escape mechanism; we use
filters and effects on our phones
to present a different side of
ourselves. The piece captures the
recurring pattern that many
people go through, filtering
themselves to conform to social
norms.

Giving in to social pressure
causes the person to have a loss
of touch with themselves to the
point where they become
fragmented and blurred as they
change and mutilate their
appearance.

CREATING VISUALS
Uni week 5
(23  Feb- 1  Mar) rd st

Priscilla + Saskia



Concept:
This is an interactive audiovisual piece using Touchdesigner and FL Studio. In real-time hand gestures
will be able to manipulate visual & aural paramateres like visual effects, reverb, panning and
distortion. These movements communicate our disconnection with the real world which is creating an
overall dissonance, and instability with the natural order of the world.

Immersive Experience:
Hand movements serves the main purpose of this piece, as they are associated with physical contact,
which can be intimate. The user’s gestures and interaction with the screen and sound acts as a
communication that is filtered into non-organic, artificial system, rather than expressing through the
people around us.

Connection To Our Theme & Our Questions To Viewers:
This piece explores how we have an increasing reliance on digital interfaces to fulfill our emotional,
and sensory needs. This obsession with the constant need of dopamine consistently brings people to use
digital devices as they can give rewards due to algorithms to fulfill this need. This piece should bring
reflection to users (following the questions we want to address): What does it truly mean to be present
within the real world as technology continues to prevail into our natural reality?

PrototypE:
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[Live Interactive Piece] - The user is present

CREATING VISUALS
Uni week 6
(9  Mar - 15  Mar) th th
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Priscilla

Driver Setup

CREATING VISUALS
Uni week 6
(9  Mar - 15  Mar) th th

Main Concept

For its setup I need to use a driver so that it loads the Leap Motion Controller and can map out the fingers.

The Leap Motion controller controls the parameters within the visual, such as the amount of
boxes, the size of them, etc. It also controls the audio playing via different hand movements;
e.g. panning, frequency filter, and delay.

PrototypE:
[Live Interactive Piece] - The user is present
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PrototypE video - Emboss rain

Main Concept
This prototype video is a further
enhancement and new output of the previous
prototype “Surveillance blob track“. 

We wanted to continue to use the original
footage of people walking in Dublin on a
rainy day. We used a free website
application called PixelCrash that applied
a emboss and binary code filter. We
adjusted it accordingly (colour of text,
size of text, code direction etc) to suit
our preferences.   

It continues to follow the meaning of the
boundary between what is real and not
real. While also purposely editing the
binary code to appear as rain to create a
small connection to Ireland and its rainy
weather. As a team, we want to further
develop this prototype. 

CREATING VISUALS
Uni week 6
(9  Mar - 15  Mar) th th
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 4. Equipment Test 

Projection Mapping / building tests
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Prototpying piece - Rear
PROJECTION Test

As a part of a more physical piece in the installation we created a large hollow frame out of
right angle aluminum extrusion, over which we planned to stretch a material that people could
push on to make the projected video react.

The video will be rear projected, with an Xbox Kinect also behind the material to detect
depth, and interact with Touchdesigner to have the video react

EQUIPTMENT TEST
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Construction of boxes

DIY white boxes for projection - Based on
prototyping session, we plan to use layers of white
paint instead of paper for better durability and
effect 

Blocking of daylight

BEFOREBEFORE AFTERAFTER

We used 1 layer of black bin bags to cover
the windows. We will use a 2  layer of bags

for a greater effect

nd

EQUIPTMENT TEST
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Projection Mapping Test - Setup

1st set up for projector
mapping

1 External
projector

1 Laptop1 Laptop

2nd set up for projector mapping and
prototyping

2 External
projectors
2 External
projectors

2 Laptops2 Laptops

2 small RGB LED
lights

(underneath and
on top of table)

2 small RGB LED
lights

(underneath and
on top of table)

EQUIPTMENT TEST
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Projection Mapping Test

Test 1
(1 video onto 1 box) 

Test 2
(1 video onto all boxes) 

Test 3
(different videos on

different boxes + lights) 

EQUIPTMENT TEST
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Video - Captcha 

Further finalisations: 

We plan to use 3D boxes in replacement of
the flat cardboard pieces to give greater
dimension and depth to our space. 

Boxes should be roughly 30x30cm for
projection

The boxes will be kept as they are with
no paper/white paint covering them. 

We will use the broken flashing
projector, as it adds effect to our
video.

Note: We have to map how far the
projector should be from cardboard.

EQUIPMENT TEST

For final installment
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Construction of boxes
EQUIPMENT TEST

The final captcha piece is made up out of 9
30x30x30cm cardboard boxes.Each of these boxes is
made out of 3 pieces that connect using velcro. We
designed them this way to be able to take them
apart and put them back together for easy storage
and transport.

When testing, we also found that we liked the
texture added by the little prints on the cardboard
or the reflective pieces of duct tape, so we
decided to keep that as part of the piece.
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Block 1 reflection

At this stage of the group project we think that we are making steady progress. Sometimes we
feel like we are maybe moving too slow we still try to remain positive. Even with the
challenge of figuring out how we were planning on making our projection videos as a team we
still remained collected and listened to each other at all times valuing each other’s insights
and input.
 
Working in the different duos have been productive and insightful. It has been valuable to
learn new things from each other when it comes to using programmes such as TouchDesigner and
After Effects, through this collaboration we feel we have managed to make effective progress
while maintaining the goal of keeping our videos connected to each other both visually and
conceptually. 

Our goal is to complete the full video installation as soon as possible so that we can
allocate enough time to final adjustments, final testings, room for error as well as gathering
feedback from peers who experience the space. Doing this to allow us to refine our work and
ensure that the final installation is strong and impactful. 
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5. Development &
Refinement

Chosen Videos & Final Plan

These are visuals we are choosing to present in our final video installation

Draft plans of how the installation will be set up

continuation - Block 2
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Video 1 - The User is PResent
For final installment

Video Test

Further finalisations:

We plan to use a TV for this video
instalment. We will place a Leap Motion
controller on top of the TV, attached
with Blu-Tac. This device will be able
to track the user’s hand movements.

Cable management is set, as there is a
box to keep items on the TV stand.

Note: The laptop needs to be kept in no
sleep mode. Speakers should be left and
right for a pan effect.
Change Blu-Tack for tape, as the Leap
Motion controller gets very hot and
heats up the Blu-Tac (starts sliding) 

FINAL VISUALS

Final Set Up
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Video 2 - Text RAin Emboss
For final installment

Further finalisations:

We used the prototype rain emboss
video and continued to finalise it
by creating different versions of
enhancing the depth and look of the
emboss effect in TouchDesigner.
Additionally, we added more
controlled blue text following the
phrase “what is it that you
desire?” that repeats across the
screen. 

FINAL VISUALS
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Video 3 - Mind Blocks
For final installment

FINAL VISUALS

'Mind Blocks' felt fitting as
our third video, as we wanted
to continue on with the memory
idea.
This visual covers rememberance
and aphantasia as a concept.

The main core videos have been
changed to be more fitting with
the room’s aesthetic and
visuals.

This visual will be viewed on
the 2  TV monitor in the room.nd
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FINAL VISUALS

Video 4 - Captcha

Main concept: 

The images and audio
reference Captcha’s purpose
of differentiating between
human and machine. The images
of empty landscapes taken
from a Google Maps database
create an eerie feeling of
disconnect from reality, like
we are only experiencing it
second hand, through many
layers of separation.

Before After
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Video 5 - Touch Frame
For final installment

The Touch Frame is a large
frame made out of steel with a
piece of spandex stretched
over one side. Behind it is a
projector and an Xbox Kinect.

The viewer can press on the
frame to effect the video and
create different effects.

PROTOTYPE BUILD
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Prototype of video installation: 
(Behind the scenes)

PROTOTYPE BUILD
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Prototype of video installation: 
(Behind the scenes)

PROTOTYPE BUILD



1 more TV
placed in
this corner

Chair hiding this
projector (with 3D human
model sitting on chair) 50

Prototype of Room Position & layout:

Room
projector

Speaker with
interactive

video

1 more
speaker for
this video

Room speakers playing
main music

Attempt 1

PROTOTYPE BUILD
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Prototype of Room Position & layout:
Attempt 2 - We have decided to follow this layout for the final

PROTOTYPE BUILD

Note: this TV will
remain in the final
installation with a
chosen final video
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 6. Final Build & Look 
Final builds for our presentation day

How the video installation will look like when we present
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Final Look for video installation
(These photos were taken for doccumentation and to be used for our branding

assets)

FINAL BUILD
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Final Look for video installation

FINAL BUILD
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Final Look for video installation

FINAL BUILD
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Final floor Plan of VIdeo installation
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7. Branding & team
Identity

For promoting our installation and

showing unity of team
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Experimentation of
T-Shirt Design (team t-shirts)

Ideas for the back of the t-shirts
Original images - Abstract techy/cyber
edited (abstractly following our project

theme)

Experimentation 1 - focus: aesthetic

T-SHIRT DESIGN
EXPERIMENTATION
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Experimentation 2 - focus: group aesthetic

T-SHIRT DESIGN
EXPERIMENTATION
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Tests of different logo designs

Inspired by
vapourwave
wireframes

(Inspo)Experimentation 3 - focus:
group aesthetic

T-SHIRT DESIGN
EXPERIMENTATION



Test of different type designs

T-shirt draft #1

Experimentation 4 - focus:
typography

T-shirt draft #2

Random experiments making
type [modular/bit]
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T-shirt draft #3

T-SHIRT DESIGN
EXPERIMENTATION
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Experimentation 5 - focus:
typography & colour

T-SHIRT DESIGN
EXPERIMENTATION
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T-Shirt Mockup - 3d model

Note: Wanted to redesign the t-shirt design’s font as it could be stronger

Conceptualising the shirt design to see what it could look like before final print

T-SHIRT DESIGN
EXPERIMENTATION
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Typography Test focus

To make the t-shirts personal to us as a team
we decided that we wanted to create our own
typeface.

Lots of changes were made to make each letter
similar. Decided to make the letters fit in a
confined box of 14x14 box so that exporting
will be easier.

The font was based on a test for one of the
previous t-shirt designs made (experimentation
4 & 5)

A decision was made to make it an entire font
that can be used to further enhance the visual
design of our group

Change of “a” to fit design better

Initial type design
for t-shirt

Final draft for lowercase

T-SHIRT DESIGN
EXPERIMENTATION
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Typography Test

Setup of file before exporting to be converted into a type

Lowercase

uPPERCASE

Numbers

Special Chracters

T-SHIRT DESIGN
EXPERIMENTATION
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Typography Test

Importing all the characters into FontForge to set up entire font

T-SHIRT DESIGN
EXPERIMENTATION
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final Typography
(Modula is the name of our typeface for t-shirt and project)

T-SHIRT DESIGN
EXPERIMENTATION
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Final T-Shirt illustration

Front Back

As a team we decided to choose this t-shirt design as
our final. Based on this we located a custom t-shirt

store in Dublin to print our custom design.

T-SHIRT DESIGN 
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Final print of t-shirt (physical form)

Team logo presented on t-shirt

T-SHIRT DESIGN 
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Poster flyer Design

To promote our video installation we decided to create flyers, below are different versions 

BRANDING ASSET:
FLYER



71

FINAL Flyer Design

Printed Flyer (A3 and A4)

As a team we chose this as our final flyer

BRANDING ASSET:
FLYER
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Website Design - plan

These screens are plans of the
architecture and layout of the website

(note: Very rough layout made
in Illustrator)

1.

2.

3.

Launching page of our installation (visuals and brief description of installation) 

BRANDING ASSET:
WEBSITE
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BRANDING ASSET:
WEBSITE Website Design - plan

Final Website Architecture
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Final Website

Web View Mobile View
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Final Website

https://claustra.netlify.app/

https://claustra.netlify.app/
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Block 2 reflection

As a whole we are proud with our final outcome of our video installation. We feel that we have
been consistent and steady throughout the project both as a team and with the amount of work
produced. We are happy that we have steadily followed our project timeline and met our smaller
deadlines, resulting in positively having extra days for errors and last finalisations.
Communication within the team has been clear and consistent in person and on text, whenever we
felt like we had to address something it has been within an open space.  

We encountered challenges along the way in Block 2, consisting of small minor technical
difficulties with equipment or programmes. These challenges were resolved within the same day
or 1-2 days after our prototyping sessions. Examples such as connecting the leap motion
controller to the HD TV, the “we are present” interactive video changing its pacing in
TouchDesigner, projectors disconnecting etc. 

This project has pushed us individually and as a whole within using our skills and expanding
them, learning new programmes, brainstorming new ideas while working together as a team. 
Overall we feel like we have met our project goals and followed our theme abstractly
“overconsumption of technology”. Continuing to raise the awareness of how much we rely on
technology and how it can distance ourselves from being present. 
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	Include 4 projection videos on loop
	Include 1 real time interactive video
	Audio music playing throughout room or for certain projection videos
	At least 2-3 different ways of experimental projection that includes projection mapping
	IDEATION


	Inspiration:
	[Visual] - Nicholas Kempton
	IDEATION


	Inspiration:
	[Visual] - Nicholas Kempton
	Why we like it- we like the eerie unsettling quality it creates by showing how someone appears to be in a trance state suggesting a loss of control like as if the mind itself is dissolving.
	Why we like it- we interpret this work as an intimate connection between 2 people who remain in contact through technology. Despite their physical distance from each other they remain connected online.
	We also interpret this work as someone getting drawn into technology in an unhealthy obsessive way as if technology begins to replace real human presence and connection.
	IDEATION


	Inspiration:
	[Video Installation] - Surrogate Bodies by Aisling Phelan
	How it connects to our project:
	IDEATION


	Inspiration:
	[Video Installation] - Listening Post by Mark Hansen and Ben Rubin
	How it connects to our project:
	IDEATION


	Inspiration:
	Other References
	Jean Baudrillard - Simulacara
	Postmodernism
	IDEATION


	Location Choice:
	Photo Studio
	Why?


	Floor Plan:
	Photo Studio

	3D Model of photo studio
	3D model of room to help us with visualizing how we can plan out different placements of videos & objects

	3. cREATING ViSUALS
	Testing of videos/audio choice  {Visual Experimentation}

	Challenge we encountered
	Solution to challenge
	CREATING VISUALS

	PrototypE VIDEO - Flowers
	Zhuoyi + Saskia
	Main Concept
	CREATING VISUALS



	PrototypE VIDEO - cAPTCHA
	Chris + Priscilla
	Main Concept
	CREATING VISUALS



	PrototypE VIDEO:
	Surveillance blob track
	Chris + Saskia
	Main Concept
	This video combines footage of people walking with a blob tracking effect (applied through TouchDesigner), the main idea focuses on exploring the boundary between what is real and not real. While also hinting at the concepts of secuirty cameras of being constantly watched.
	These videos have been recorded in Grafton street and St Stephen’s Green Shopping center.
	CREATING VISUALS
	Uni week 4 (16th-22nd Feb)




	PrototypE video - Mind map Blocks
	Priscilla + Zhuoyi
	Main Concept
	The main concept is mindmaps. We wanted to create a visual that emulates memories we have experienced and that connects them into a mind map. We also explore the theory of aphantasia. Certain visuals are pixelated, scribbled, and even blurred to show how we might remember them as a distant memory we once experienced.
	CREATING VISUALS



	PrototypE Video - Algorithms
	Chris + Zhuoyi
	Main Concept
	Explores the theme of algorithms and how they try to keep you on the app by giving you what you want. This prototypes shows the “behind the scenes” of how algorithms work, having various visuals sorted out.
	CREATING VISUALS
	Uni week 5
	(23rd Feb- 1st Mar)




	PrototypE video - pieces
	Priscilla + Saskia
	First Draft Idea:
	Idea of how it should conceptually look
	Inital concept board:
	Real human parts
	(organic natural human textures vs the digital body)

	CREATING VISUALS
	Uni week 5
	(23rd Feb- 1st Mar)




	PrototypE video - pieces
	Priscilla + Saskia
	Main Concept
	For many of us, media serves as an escape mechanism; we use filters and effects on our phones to present a different side of ourselves. The piece captures the recurring pattern that many people go through, filtering themselves to conform to social norms.
	Giving in to social pressure causes the person to have a loss of touch with themselves to the point where they become fragmented and blurred as they change and mutilate their appearance.
	CREATING VISUALS



	PrototypE:
	[Live Interactive Piece] - The user is present
	Concept:
	Immersive Experience:
	Connection To Our Theme & Our Questions To Viewers:
	CREATING VISUALS
	Uni week 6
	(9th Mar - 15th Mar)



	PrototypE:
	[Live Interactive Piece] - The user is present
	Priscilla
	Main Concept
	The Leap Motion controller controls the parameters within the visual, such as the amount of boxes, the size of them, etc. It also controls the audio playing via different hand movements; e.g. panning, frequency filter, and delay.
	CREATING VISUALS



	PrototypE video - Emboss rain
	Main Concept

	4. Equipment Test
	Projection Mapping / building tests
	EQUIPTMENT TEST


	Prototpying piece - Rear PROJECTION Test
	EQUIPTMENT TEST

	Construction of boxes
	Blocking of daylight
	BEFORE
	AFTER
	EQUIPTMENT TEST


	Projection Mapping Test - Setup
	Projection Mapping Test
	Test 1
	(1 video onto 1 box)

	Test 2
	(1 video onto all boxes)

	Test 3
	(different videos on different boxes + lights)
	EQUIPMENT TEST



	Video - Captcha
	For final installment
	Further finalisations:
	EQUIPMENT TEST


	Construction of boxes
	Block 1 reflection
	continuation - Block 2

	5. Development & Refinement
	Chosen Videos & Final Plan
	These are visuals we are choosing to present in our final video installation
	Draft plans of how the installation will be set up
	FINAL VISUALS


	Video 1 - The User is PResent
	For final installment
	We plan to use a TV for this video instalment. We will place a Leap Motion controller on top of the TV, attached with Blu-Tac. This device will be able to track the user’s hand movements.
	Cable management is set, as there is a box to keep items on the TV stand.
	Note: The laptop needs to be kept in no sleep mode. Speakers should be left and right for a pan effect.
	Change Blu-Tack for tape, as the Leap Motion controller gets very hot and heats up the Blu-Tac (starts sliding)
	Final Set Up
	Video Test
	FINAL VISUALS


	Video 2 - Text RAin Emboss
	For final installment
	Further finalisations:
	FINAL VISUALS


	Video 3 - Mind Blocks
	For final installment

	Video 4 - Captcha
	Main concept:
	The images and audio reference Captcha’s purpose of differentiating between human and machine. The images of empty landscapes taken from a Google Maps database create an eerie feeling of disconnect from reality, like we are only experiencing it second hand, through many layers of separation.
	Before
	After


	Video 5 - Touch Frame
	For final installment
	The Touch Frame is a large frame made out of steel with a piece of spandex stretched over one side. Behind it is a projector and an Xbox Kinect.
	The viewer can press on the frame to effect the video and create different effects.


	Prototype of video installation:
	(Behind the scenes)

	Prototype of video installation:
	(Behind the scenes)
	PROTOTYPE BUILD


	Prototype of Room Position & layout:
	Attempt 1
	PROTOTYPE BUILD


	Prototype of Room Position & layout:
	Attempt 2 - We have decided to follow this layout for the final

	6. Final Build & Look
	Final builds for our presentation day
	How the video installation will look like when we present
	FINAL BUILD


	Final Look for video installation
	Final Look for video installation
	Final Look for video installation
	Final floor Plan of VIdeo installation
	7. Branding & team Identity
	For promoting our installation and showing unity of team
	T-SHIRT DESIGN EXPERIMENTATION


	Experimentation of
	T-Shirt Design (team t-shirts)
	Experimentation 1 - focus: aesthetic

	Experimentation 2 - focus: group aesthetic
	T-SHIRT DESIGN EXPERIMENTATION

	Experimentation 3 - focus: group aesthetic
	(Inspo)

	Experimentation 4 - focus: typography
	Test of different type designs
	T-shirt draft #1
	T-shirt draft #2
	Random experiments making type [modular/bit]
	T-shirt draft #3


	Experimentation 5 - focus: typography & colour
	T-Shirt Mockup - 3d model
	Conceptualising the shirt design to see what it could look like before final print
	Note: Wanted to redesign the t-shirt design’s font as it could be stronger
	T-SHIRT DESIGN EXPERIMENTATION


	Typography Test focus
	Typography Test
	Setup of file before exporting to be converted into a type


	Lowercase
	uPPERCASE
	Numbers
	Special Chracters
	Typography Test
	Importing all the characters into FontForge to set up entire font

	final Typography
	(Modula is the name of our typeface for t-shirt and project)

	Final T-Shirt illustration
	As a team we decided to choose this t-shirt design as our final. Based on this we located a custom t-shirt store in Dublin to print our custom design.
	Front
	Back

	Final print of t-shirt (physical form)
	Team logo presented on t-shirt

	Poster flyer Design
	To promote our video installation we decided to create flyers, below are different versions

	FINAL Flyer Design
	As a team we chose this as our final flyer
	Printed Flyer (A3 and A4)

	Website Design - plan
	Launching page of our installation (visuals and brief description of installation)
	1.
	3.
	2.
	These screens are plans of the
	architecture and layout of the website
	(note: Very rough layout made in Illustrator)

	Website Design - plan
	Final Website Architecture

	Final Website
	Web View
	Mobile View

	Final Website
	https://claustra.netlify.app/

	Block 2 reflection

