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Abstract

Interactive art is a new field of study for art work
using a new computation technique that gives the
sense of reality to spectators and providing a chance
for them to participate in the work. Our work is based
on Peter Pan, a book of fairy tales. In the book, Peter
Pan’s shadow is the character that likes to behave
funny, causes some troubles, and defies Peter Pan.
Using Peter Pan’s shadow as a material for our work,
we make people look back not only to a shadow which
they used to pass over, but also to things which are
likely to be neglected. Besides, we intend to let our
work approach to spectators intimately by providing
babyhood amusement. Our work uses computer vision
technique which is the most popular tool for interactive
art works. Computer vision technique is one of the
most efficient way to make spectators participate in art
works and to experience the reality. Previous interactive
art works uses a special or an expensive tool to create
the sense of reality or give a partial feedback to
spectators due to technical problems. In order to
provide easy access and more sense of reality to
spectators, we have divided our work into two separate
parts. The first part senses spectator's gestures and
the second part displays the art work. We use
silhouette extraction, which uses image subtraction as
one of the computer vision techniques, and camera
calibration for tracing spectator position and also use
image intersection technique for tracing foot position.
By creating Everywhere Display for displaying art
works, we enhance spectator's interest and give a
strong accessibility to our work.

Keyword
Interactive Arts, Computer Vision, Gesture
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