"During the mechanical ages we had extended our bodies in space. Today, after more than a century of electric technology, we have extended our central nervous system itself in a global embrace, abolishing both space and time as far as our planet is concerned."

 This quotation shows how technology effects human perception and thoughts. However, I have a question. The Virtual Reality, which is taught as a peak of electric technology development, truly extends human’s body?  
1. From virtual reality to real world

: Change of dimension: from flatland (2D) to real land (3D) 

                                       & from representation to re-presentation

   1) From Panorama to VR

 -The first important revolution of creating VR - one linear perspective, invented by Brunelleschi, Filippo in the Renaissance period. 

-“trompe l’oeil”  -  artists make the mathematical illusion, which represents a scene exactly as it is. 

-Limitation of painting- delimitation by a frame, so observers are intervened to completely            involve into the painting. 

-The invention of the panorama - encloseing the audience in a 360( space of painting,

                                                      limited entering number of audience

                                                      indirect light, smell and fog 

-Limitation of panorama- not allowing an active participation. 

-The emergence of VR - using HMD (Head Mounted Display), CAVE and data-glove as    interface

-Characteristics of VR - covering audience’s whole sight and real-time responses

-The limitation of VR - equipments are still under developing stage and too expansive

                                      the lack of physical activity and confined stimulating sensoria. 

  From VR to Reality =Embodied VR

 -Another way of VR – connecting with reality to be concrete and corporeal

-Comparing with the Post Painterly Abstraction and Minimal sculpture.

- Embodied Virtual Reality overcomes “presentness” and becomes “presence”.

-The definition of EVR - Whether virtual reality become a part of reality or reality become a part    of virtual reality, the important thing is coexistence of virtual reality and reality 

2. Embodied VR characteristics

    -Physical Interactivity and new space and time

 1) Physical interactivity and navigation

  For centuries a small number of writers were confronted by many thousands of readers. This changed toward the end of the last century. With the increasing extension of the press, which kept placing new political, religious, scientific, professional, and local organs before the readers, an increasing number of readers became writers--at first, occasional ones. It began with the daily press opening to its readers space for "letters to the editor…. Thus, the distinction between author and public is about to lose its basic character... At any moment the reader is ready to turn into a writer.

- The physical limitation of VR -  purely optical freedom without moving bodies

-The traditional perspective paintings, panoramas and VR- prohibit audiences from touching their pieces.

-Artwork displayed in a physical space - people can explore and navigate it. 

-A perceptual conversion - from the artist and artwork-centered stage to the observer-oriented one 

-Artist and audience become co-creators 

2. New time and space

-Limitation of the Renaissance perspective paintings or panoramas - a frozen moment in fixed perspective and irrelevance to the place where the event has occurred.

-How VR overcomes painting and panorama - the real-time interaction

-The limitation of Virtual Reality - the event only occurred in the viewer’s optical or perceptional space.

-Similarity between Embodied Virtual Reality and VR – the real-time feedback

-Difference between Embodied Virtual Reality and VR – using physical architectures and sites

-The outcome of Embodied Virtual Reality - converges multi-layered time and space

-Audience can change the real time and space through layering, juxtaposition and interpenetration. 

-Audience makes their own story - process of becoming, various version of story (space) 

-Audience can generate their own time through real-time feedback. 

 3. The Embodied VR artists: connection between VR and R

   The example of this attempt easily can be found in three artists: 

                                     Jaffrey Shaw, Joachim Sauter and Lozano hemmer. 

 - Australian artist Jeffrey Shaw - the audience’s physical interactivity with virtual reality. 
-“legible city” - audiences ride a stationary bicycle to explore the computer generated three-dimensional letter city

- The bicycle as an interface gives the viewer to interactively control the direction and speed of travel. 

-The physical riding in the real world is transported into the virtual city as making a conjunction of the active body in the virtual domain. In this work, traveling city is the same as journey of reading. When audiences pick each path, they can read texts as well as spontaneous juxtapositions and conjunctions of meaning Especially, those texts are related to the historical events of the city, so the abstract letter city reveals that it is not fictional but real city, through texts. As audiences control their speed to follow the texts, they can make a new reality in their perception. 

-Joachim Sauter, a German artist - virtual reality, interface, visualization and communication

-“The Invisible Shape of Things Past” - representation of time and navigation through time

- Not only an interactive installation but also a material architectural model based on individual film objects

- Three concepts for the time layers 

-The first concept is the transformation from one temporal moment to the next moment.           Comparing with Duchamp’s “Descending nude staircase”. 

-The second is viewers can make multi-spatial layer of the historical conditions. 

- Last, viewers can mingle different time layers.

- In a final step, a film object is integrated in the real space of today. 
-Mexican-Canadian artist, Rafael Lozano-Hemmer - virtual story and narratives on the real architecture

-According to his definition - the technological actualization of buildings and public spaces with artificial memory.
 

“Displaced emperors” - uses an "architect" interface to transform the Habsburg Castle in Linz, Austria

-Wireless sensors calculate a visitor’s arms and hands

-Visitors use their bodies to explore real castle in Linz, 

-The narratives revealed by visitor’s hand are not linear but multi-layered stories with adding audiovisual elements. 

Conclusion

 -The virtual images, merged with the real place or real object, bring several distinctive characteristics - physical interactivity as well as multi-layered time and space. 

 - New media art is just beginning, so I don’t know the embodied virtual reality is the process for the perfect virtual reality or a totally different genre. 

- I doubt we can enter the “bodiless exultation of cyber-space” where William Gibson drew in his novel, “Neuromancer”.  

-We must consider why Neo comes back to reality in the “Matrix”. 

� Marshall McLuhan - Understanding Media (1964) 
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