GEORGES, Fanny (2009)« One day in Japan. » Sequences, Contemporary Chronophotography and Experimental Digital Art. P. St-George (direction). Londres: Wallflower Press, 2009. 1 One day in Japan, Studiometis Fanny Georges Chronophotography, according to Marey, is a set of photographs of a moving object taken from the same viewpoint at equal intervals. Today, interactive chronophotography is a reinvestment of the chronophotographic tradition.

Between the images the work becomes a complex system of signs. The user recomposes the framework of a story in the gaps .

"We go from absence to presence, from void to complete, by virtue of the fundamental illusion of our understanding. " [1] "One day in Japan" is made using vjying software ('Play on me') that has been developed by the Studiometis collective. The user navigates in an animation database. The loops are classified by theme or in a chronologica l order. The user can change parameters of the visual experience with the keyboard: rotation, zoom, speed are controlled by keys "O", "A", "up", "down", "right", "left" and so on. Animations consist of photographs taken in Japan on September 15, 2002.

Studiometis plays on the idea of chronophotography. Some sequences adopt a fixed angle toward a moving target, in accordance with Marey's definition. Others adopt a moving angle and different targets. The diverse set of images is unified by the experience of the photographer. Image after image, loop after loop, the user subjectively rebuilds this experience.

On the first page, between the three pictures offered, I choose the first one, /Liquid funk/. Liquid sounds of rave break. A menu appears. I follow wit h the arrow keys. I make it turn faster. I realise a forehead appears, the white skin blends with the poster behind Miko. On it are drawn Japanese signs that I do not understand. They may be linked to the workings of the restaurant: menu, today's lunch, maybe something deeper. I don't know, so I ignore it and move forward. I /slow down/ and /zoom in/. I slowly get closer to observe her better. Her familiar and so kind face grows. She is not exactly in the centre of the picture that continues to turn slowly. Getting closer I miss my target. God is unique, but multiple in his revelations. In the Beijing Summer Palace, in thousands of cubes I saw thousands of sculptures of the same immortal God. The repetitive gesture is carved and animated by faith. The image is given the power to be beyond man by its multitude.

The repetition gives the image an aura and crystallizes the gesture. Between the present images, inside the absence is built the fiction.

The animated loops repeat the photographer's experience. On each viewing, the pictures are the same but the view changes. The user, using the keyboard controls, explores the uncountable possibilities. The viewer draws links between images. Resurrection is revealed by the loop. There is neither beginning nor end, but a eternity manufactured by repetition. Exploring the image of Miko, I find the idea at the very end of my gesture, the eternity in the repetition.

The experience is built on the possibilities of the photographic images and also of the software. The viewer, regulating framing, hue, rotation, zoom and speed, creates his own rules of experience. In this way, user investigates the subjective reality seen by the photographer. Whereas 'One day in Japan' restores the experience of the photographer, the device 'Play on me' proposes a framework of appropriation. The music invites one to associate sounds with images. According to Studiometis, the photographic matter contained in 'Play on me' is interchangeable with any other images. Perhaps this is because the fundamental objective of the experiment is not for the viewer to detect or interpret codes, but to create a multi-modal language and, with the help of illusion, to become both player and played.
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  Controls allow the user to go inside the missing pictures by allowing the user to study convergences, repetitions, beginnings and ends. The mixture of random with programmed sequences expresses the symbiosis of the perceptive and expressive human device with the technical device. A new poetic form of the gesture is born. The gesture is a more than a movement. It is part of and extends the work. The arm of the viewer extends the interface into the haptic and the experiential . The repetitive gesture on the shutter release turns the image-segment into subjective movement. The gesture of the vj turns these subjective movements into theatre.

  

  

« Nous allons de l'absence à la présence, du vide au plein, en vertu de l'illusion fondamentale de notre entendement » Henri Bergson, L'évolution créatrice, Paris, Presses universitairesde France, Paris, 1959, p. 727.