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The physical world and the v1rtual world
are two dlstlnctly separate worlds. The
rphysmal worlds is the doworld it

is the one we live our day; to day lives in —
however the virtualiworld|is becoml“
more andr“ore prominent and is begl

ning to appear where you would not quite
expect it.

The internet, the hub of the virtual world,
is starting to play a major part in our
everyday lives. Be it for education, net-
working, or just socialising with friends,
many people use the internet on a regular
basis. We sent emails to each other, par-
ticipate in chats and forums, and keep
blogs.

All this chatter accumulates in the virtual
‘world butiit:also trickles into the physical
world, bridging the gap between the two



\ \ \ ‘
TWITTER RSS Downloader |

Information O
Article List ©
Download Progress O
Done Signal O

O Update Signal

|
Animation Duration

© Structure Count ©

[ ol

[Patch Time 1o
O

O Input Output ©

YAHOO NEWS RSS Downloader
O URL Information
pdate Signal Article List © S
Download Progress C
Done Signal O

Patch Time
Animation Duration ‘ @ Opera
[0 inoue___ouput ol 0 opers

\m e
© Structure Count ©

i
\
1
\
~ FLICKR RSS Downloader

) Update Signal




@
5N

The visual thesis was made in Quartz
Composer. It is a feed aggregator in that it
searches websites such as Twitter, Word-
Press, Flickr, Yahoo! and Google for any
tweets, comments, news articles or blog
entries that contain the words ‘hello’, ‘hi’,
or ‘good day’. Those words in particular
were chosen because they’re common,
everyday words that that everyone says in
conversation.

The comments Quartz finds are then out-
putted to the visualiser. For some feeds,
their positioning and appearance is
decided by the feed itself (ie: the number
of characters in the feed decides what
colour it will be or how far down the
screen it is positioned). For others, the
values are manually set so they look good
in among the former feeds.
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The final work was projected in the campus’
common room. This room was chosen because,
just as the internet is the hub of the virtual
world, the common room is, in a way, the hub
of the campus. It’s where people go to eat,
sleep, relax, work on projects, chat--- it’s the
social area.

The chatter on the projection is not set up in a
way that is easy to read. For one, it is taken
out of context. Secondly the comments are
arranged in a way that they are cut off or par-
tially hidden. It is much the same as being in a
cafe. Everyone around is holding their own
conversation, and one can only pick out parts
of each conversation.

With a quick glance one may not get anything
out of this work, but if one was to sit and
watch for a time, the comments begin to form
new conversations with each other, taking on a
new life in their new setting.
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What is the next stage? The virtual world

is becoming stronger and stronger, but it

will not necessarily surpass the physical

world. Humans are physical beings and

our bodies must reside in the physical

world.

One possibility is that the virtual world
will continue to leak over into the physical
world until the barrier between the two
worlds becomes obsolete; we exist in our
physical bodies and the virtual world
comes to us. Another possibility is that we
give up our physical beings and go to the
virtual world; the physical world
becoming nothing more than a storage
shed for our unnecessary bodies.
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