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Battle field Series 2011-2017

My Sculpture - Media and Methods
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Drawings, Watercolor and Pottery 2008 to 2020 >>>>>>>
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Videography
Image Manupulation
Glitch Art
Networking system
Live switching
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BRIEFTIMELINE  ~2 AET and tradition
2019 1o 2021

Conservation of Bamboo plants and tradition is much oversaid, | am looking in to a strange direction, which can be possible in a virtual space. The imaginery simulation of the extinct product
and the indigenous methods are going to be really interesting to transfer. | was insipired by Prof AG. Rao from IDC initiate and gather the bamboo community to re locate new
generahons In Ind|a

Bamboo pens |

Craft has become a major part of me. During 2019 to 2020, The pandemic put me
4 in a position to think about sustainable materials which are abun-
dantly available in my surroundings. | have initiated im-
mense energy to study bamboo from Kerala. With my
skill exploration, | have made more than 1500
pens out of bamboo. | started researching
bamboo and its mere application in our
culture and also from Asia and the
Middle East. This triggered me to
think about the priceless tech-
nique and knowledge of black-
smiths across the state. The
Kerala blacksmiths are becoming
extinct in their traditional prac-
tice; the government has intro-
duced many supportive programs
for them. | have evolved my
thoughts on doing research on this
community and to document their tools
and techniques, and to bring it to a virtual
platform to recreate it. A simulation can evoke
the memory of a tradition and locally acquired indig-
enous methods. This can reestablish the coming generation
to virtually and remotely experience the essence of vanishing crafts,
bringing awareness and preservation of tradition to future generations.




SRIEFTIMELINE - Teaching and Practicing Art within
2018 1o 20xx

Thought behind a PhD is actually quite difficult for an art person, Inln these past three years | have realised the need to have an expansion and further studies in many directions.

The priority is always given into a physical studio space. o Thinking and understanding the intersections of Art, Technology and Design is quite complicated by its options.
Evolving ideas and visuals are very unexpected and- | have realised that | need to re-focus through an academic perspective.

it can travel beyond timelines and history, Learning about New Media, New Design and Coding is a cruciality that | should continue doing this in the coming years.
Yet it is risky to split or expand the time within our consciousness. -] The intention behind the PhD is to educate myself to look at future Technology and Art.

My activities and observations are already beyond my plans. Thus, | will be able to interact with students in a more sensible way to understand Art by locating Technology within the
Getting into a research mode was one of the best options in this strange time. experience and emotions.

Site cfa 2014

Raising a point through works of art

Infrastructure

Intelluctual environment/Faculty
Library
Innovative Technology

Interactive sessions
Exposure

Outstanding guide support




| am looking into data collective/data responsive visual sensations and simulations through recent technology and art experiences.
The data could be historic, demographic and environmental. The tools and Techniques of Bamboo working community and blacksmith community in focus.

Aims and objectives

It is an extension of new media and its possibilities. My aim is to experience an immersed space which is totally simulated but strictly functional in its historic,
heritage and cognitive values. Through collecting and improvising the data pool of images and text | can evoke myself and the spectator into unknown areas of
visual experience which was totally strange to the existing art practices. The whole research will be in 3 different categories - Site Specific art - New media -

Data analysis and mapping.

Proposed methodology in Documentation
1. Traditional method of documentation on the communi-
ty via text, sketches, photographs and videography.
[ Equipment- Canon 7D, gopros, Timelapse etc]
2. Field interaction to collect the stories and myths
among the community.
3. Exposure of the medium that the community is going
to get represented.

| will introduce the idea
of my project, by showing the brainchild/prototype of a
mock VR within their atmosphere.
4. | may ask to display their work of art/craft/tool in the
VR environment,
5. | will make awareness of the importance of keeping
their elements within their culture and
tradition and thus heritage.
6. | will try to scan their traditional ritual art forms if there
are any and try to simulate them in VR.
[By using Touch designer.]
7. Mapping bamboo tools and products in to an interac-
tive virtual museum.

The Plan on my Proposal

AUDIO / VISUAL
PROJECTS

IMMERCED ATMOSPHERL
PROJECTION MAPPING/3D MAPPING
AUIDO RESPONDING

REAL TIME VISUAL PROCESSING
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Installation basic format
» Wall/Screen based

Multiple projections
Sensors
Product models/Tools in 3d
sound systems
V. ,.n""_'""".,.. Oculus, Epson or Hitachi high
4 : " end projectors,
ey 3 Kinect and sensors for this
""""" £y N o environment.

>
> 5 o
.......
......

Developing an Immersed environment /VR

1. Using multiple optimised data sources into videos and images to make conventional remakes of an-
thropological ritual elements which could extinct soon. [Flora and fauna also included].

2. Improvising the shape of the tools through bringing the feed/signal from the sounds which collected
from the community. [ Sound /Ableton environment controlling or processing the shape of the tools - by
changing the very basic visual aspects- color,shape transparency and light of the objects]

3. Connecting the visuals into an analogue unit [ Novation launch controller and Arduino Uno if possible
other sensor techniques too. -by establishing DIY project prototyping, Developing varied

varieties of projects that require a code based control, Automation System development. Learning AVR
programming,Entry level circuit designing.

Publishing the organised data into the cloud and unleashing the interactive VR.

1. | am yet to explore the VR infrastructure, | will be asking help from the guide to initiate a VR set up for
my project, or else | will DIY by learning the set up with his/her guidance.

2. | will use basic Oculus, Epson or Hitachi high end projectors, Kinect and sensors for this environment,
3. Use of Touch designer in the whole project to find its enormous possibilities in visual art.






