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Case Studies of Generating Poetic Metaphor and Epiphany
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[Abstract]

The aim of this study is to propose a new methodology for analyzing the poetic metaphor and epiphany in an interactive work.
Previous papers studied a method of analyzing interactive artwork from a digital aesthetic viewpoint. However, the previous
method did not consider finding the poetic metaphor and epiphany in the interactive artwork because these studies focused on
digital technologies and a user’s functional participation. This paper defined poetic metaphor and epiphany through the interactive
installation and proposed elements for a new experience through the poetic metaphor and the epiphany in the interactive artwork
for enhanced artistic values. By applying these elements, this paper analyzed poetic metaphor and epiphany in five interactive

artworks and proposed new and expanded aesthetics by generating audience participation.
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Table 1. List of Selected Interactive Artworks

Author  /

Factors | Title
Year

Description

The Legible City is a pioneering
interactive  art  installation
where the visitor rides a
stationary bicycle through a
Jeffrey simulated representation of a
Shaw / city that is constituted by
1989 computer—generated,
three—dimensional letters that
form words and sentences
along the sides of the
streets[28].

Legible
City
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Wooden
Mirror

Daniel
Rozin /
1999

Wooden Mirror explores the
line between analog and
digital. The essence of the
piece is the notion of inflicting
digital order on a material that
is as analog as it gets: wood. |
was hoping to take the
computational power of a
computer and video camera,
and seamlessly integrate them
into the physicality, warmth,
and beauty of a wooden
mirror[29].

3 Text Rain

Romy
Achituv &
Camille
Utterback
/ 2000

Text Rain is an interactive
installation in which
participants use the familiar
instrument of their bodies, to
do what seems magical—to lift
and play with falling letters that
do not really exist[30].

Rain
Room

Random
Internation
al / 2012

Rain Room can be seen as an
amplified representation of our
environment. Human presence
prevents the rain from falling,
creating a unique atmosphere
and exploring how human
relationships to each other and
to nature are increasingly
mediated through technology
[31].

Adventure of simulated
representation of a city

Legible City

Handlebars and
pedals of the

bicycle interface

and large Screen

Journey of
reading and
crashed into the
cyber buildings
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Table 2. Factors of Generating Poetic Metaphor and
Epiphany in the “Legible City”

Voice
Tunnel

Rafael
Lozano-H
emmer /
2012

"Voice Tunnel" is a large—scale
interactive installation
designed to transform the Park
Avenue Tunnel during the
"Summer  Streets"  Annual
Celebration in New York City.
The tunnel goes from 33rd to
40th streets and is open for
pedestrians for the first time in
its almost 200 year
history[32].

Number | Factors Description

Shaw produced an artwork with a bicycle
installation. He used a bicycle wheel and
pedals represented on a large screen.
Viewing the installation, audience
members could experience riding a
bicycle on the screen.

1 Installation

“olo A Ol
21= T M

a8 2.

A oE g

EA] (Legible City)

Fig. 2. Main Scene of the “Legible City"[28]
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The metaphor of the artwork was a virtual
city tour by bicycle. The trip through the
virtual city occurred in a real-time
simulation. The core experience for the
audience was to cross over buildings
consisting of virtual text.

Poetic
Metaphor

In the artwork, audience members could
visit a virtual world through cyber travel.
The main epiphany was to watch virtual
buildings composed of text and to
recognize a principle of construction in
the world. In the climax, when an
audience member crashes into a virtual
building, the building disappears. At this
point, the audience members experience
the epiphany of escape and disruption.

3 Epiphany
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Table 3. Factors of Generating Poetic Metaphor and

Epiphany in the “Wooden Mirror”

Number | Factors Description

Rozin constructed an artwork using
square—shaped pieces of wood and an
interactive installation consisting of
motors, video cameras and computers.

Installation

The installation was a metaphor for a
mirror that reflected the shape of the
audience members. The wooden
P o e t i clinstallation continued to reflect the
Metaphor transformation of each audience
member in real time and reproduced
their shape and activities as the wooden
pieces moved.

In the artwork, audience members could
watch themselves in an unfamiliar way.
The actual mirror reflected shapes and
reproduced the shape as it was. In other
words, audience members gazed at an
unfamiliar ~ figure captured by the
movement of existing portraits and
thought of the origin of self-appearance.

Epiphany
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Epiphany in the “Text Rain” oA Ag-S s}
Number | Factors Description
The installation of the artwork was a . . )
1 Installation  |large screen reflecting a beam Walk initherain but nat gstiing wet
projector.
In the artwork, when audience members
stood in front of the large screen, text Dry within a
5 Poetic fell like raindrops on the screen. The Water, injection Rain Room continual
Metaphor audience members performed poetic mlould_zdtllles, downpour as
activities—collecting or bouncing the s°e:r‘:ss‘l'j:eves’ t(:t:vsr:;\:egé:;
falling text like rain. regulators, controlled
custom software machine
One of the epiphanies in the artwork

was a play on words by silhouette.
Audience members could re—create the
3 Epiphany world of language through their
activities by collecting or bouncing
falling text like raindrops in various
figures.

http://dx.doi.org/10.9728/dcs.2022.23.6.1031
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Fig. 9. Analysis of the “Rain Room”
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Table 5. Factors of Generating Poetic Metaphor and

Epiphany in the “Rain Roon”

Number | Factors Description
The installation of the artwork was a huge
space consisting of various types of

1 Installation | sensors, including water and
injection—molding tiles and solenoid
valves for rain water.

Audience members walked through the
) rain without getting wet. The metaphor of
Poetic ) ) )

2 Metaphor this artwork was the experience of irony
as viewers walked through the rain without
getting wet.

The epiphany of the artwork was the
difference  between  the  fantastic
experience of walking through the rain
and the technical ability to control the
3 Epiohan natural phenomenon. It is also a
piphany recognition point for the limitation of

human abilities to control tiny bits or not
to control natural phenomena — a typhoon
or tsunami — despite the world of these
controlled sensors.
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Taking a walk in a
bamboo grove

Large-scale
interactive
installation
designed to
transform the
Park Avenue
Tunnel
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Fig. 11. Analysis of the “Voice Tunnel’
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New world by
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Table 6. Factors of Generating Poetic Metaphor and

Epiphany in the “Voice Tunnel”

Number | Factors Description

The installation of this artwork was a
large—scale interactive space at a tunnel
on Park Avenue. The piece consists of
300 powerful theatrical spotlights that
produce columns of light along the walls
and cladding of the tunnel. All fixtures are
floor mounted immediately next to the
walls, seven feet from each other, shining
past the spring line and fading along the
internal curved surface of the tunnel, just
reaching its crown.

Installation

In the artwork, audience members could
experience walking as if traversing a huge
bamboo forest. The sounds of the
audience members were mixed with
voices from other audience members to
create a variety of visual spectacles on
the surface of the tunnel. At this point, the
sound of the audience's voices were also
mass media that conveyed various
stories.

Poetic
Metaphor

The epiphany of the artwork was the
presentation of a new world made of
various memories and voices from
audience  members.  Through the
real-time visual spectacle of a media
tunnel, audience members could gain
insight into the construction principle of
this world composed of various layers.

Epiphany
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