HCI2009 &t=rH 3]

Tty ob=|@ YlE o AR BFE|Q YIE B E A|oj o|g 8f TE B of £|x|s| & =|sje|
ThAf At AR Aol € A 3ol TR o € = je]
d

Digital Storytelling of a Performance with a lirtual Marionette and an Actual Marionette

d
d

ol 2~ Soyoung Thm", 744 Sangtae Kim', $9t), Wondae Yoo, #1% %, Jumin Chi, 73 B3+ Takhwan Kimi

2% 7b) wlEloUES o)

= °f
MR e SA AdZbl Aol st Slgidh oel ¥ =R M vie]
= [e] ]

o

N

i

[

1

b

o o
o

AFehs HEids 7MY v QUE ko] opzt A i QU ELk o] &3kl Abgol
A vk SHES 24star, 1 vk QUETL 7R3 vl RUES SAlshs o HEWAE
AR A 7 AAS EA BAC dE mdstn Ytk olFe mEeUE FAl $AS
ol M PREQUES ol&¥ Adol V|E AT v R o] sbeds FHE

Aelet,

s

Abstract” There have been many experiments and researches of virtual marionettes
which mostly focused on controlling the marionettes more delicately and precisely.
This paper will prove that performances using virtual marionettes can show more
than simply controlling other objects delicately and precisely. The performance that
this paper is discussing about used not only a virtual marionette but also an actual
marionette. In this performance, a human manipulated an actual marionette and the
actual marionette controlled a virtual marionette. This performance is meant to
represent a controlling relationship between an actual world and a virtual world. This
recursive and duplicate process will show that experiments using virtual marionettes
can express more diverse objectives than existing experiments.
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