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Overview

● The creation-as-research The Wizard without Shadow

● Aesthetical context : CAstelet in Virtual reality for shadOw Avatar (CAVOAV)

● Animation of Shadow Avatar as digital double with AvatarStaging framework

● Impact of COVID19 lockdown on the creation process

● Answer given through spectator and actor digital doubles exploration



The Wizard without Shadow

● Techno-artistical goals

● Exploring hybrid relationships between physical actor and avatars

● Inside the concept of virtual shadow theater

● Artistic team, led by phd candidate Anastasiia Ternova from INREV team



The Wizard without Shadow

● Creative process following both

● Creation-as-research approach, as defined by Chapman & Sawchuk (2012)

● Computer Theater approach, as proposed by Pinahez & Bobick (1996)

● Story and deadlines

● A young boy learns magic in the school of a master sorcerer

● 5 performances in january 2021 for elementary classes in Villiers-Le-Bel (north of Paris)



The Wizard without Shadow

● Documentation

● http://wip.didascalie.net/20som-vitrine

● International Conference ARTECH 2021(13-15 of october in Aveiro, Portugal)

● Ternova A., Gagneré G.,The Wizard without Shadow, in Proceedings of 10th International Conference on 

Digital and Interactive Arts (ARTECH’21), 2021, Aveiro, Portugal, ACM, New York, NY, USA, 4 pages. 

https://doi.org/10.1145/3483529.3483758

http://wip.didascalie.net/20som-vitrine
https://doi.org/10.1145/3483529.3483758


CAVOAV context

● A frame opening to a virtual plays-in-plays

● Eliciting mixed theatrical situations based on duplication by shadows

● Enriching the art of directing actors, shadows and puppets



Peter Schlemihl’s Miraculous Story, by Chamisso



● Flat human silhouette

● Rigged on a plan

● Transition from 2D to 3D

● Casting a shadow or not
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AvatarStaging
Gagneré G., Plessiet C., « Experiencing 

avatar direction in low cost theatrical mixed 

reality setup », in Proceedings of the 5th 

International Conference on Movement and 

Computing (MOCO ’18), Association for 

Computing Machinery, New York, NY, 

USA, 2018, Article 55, 1–6, 

https://doi.org/10.1145/3212721.3212892
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The shadow avatar as an actor digital double

Gagneré G., Mays T., Ternova A., « How a 

Hyper-actor directs Avatars in Virtual 

Shadow Theater », in Proceedings of the 

7th International Conference on Movement 

and Computing (MOCO ’20), Association 

for Computing Machinery, New York, NY, 

USA, 2020, Article 15, 1–9

https://doi.org/10.1145/3401956.3404234
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The 2nd actor digital double



The recorded Wizard without Shadow





The improvised dialog



The digital double of the spectator





Conclusion

Gagneré G., Ternova A.,Keeping the living bond between actors and remote audiences in 

distributed virtual theater, in Proceedings of 10th International Conference on Digital and 

Interactive Arts (ARTECH’21), 2021, Aveiro, Portugal, ACM, New York, NY, USA, 12 pages.
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