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Abstract  Art is an ongoing process of experimenting and challenging, The
challenge and experiments of the artists encompass both the conceptual process
and the expressive process of creating artworks, It is not mandatory to use
cutting—edge technologies for interactive performances, since they can be realized
by adapting pre—existing technologies, Using previous technologies reduces the
difficulties in the production process and makes it easier for the audience to
understand the way of participation,

In this paper, propose an ARS—server—based control system in which a large
audience can participate during a performance to control certain features on stage,
This system was first proposed during the 'Ubiplay Workshop and Seminar' hosted
by the GSCT, KAIST, and applied to the digital performance 'Syntasia' in June and
July, 2007, hosted by the Goyang Culture Foundation,
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