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Among the many art forms that incite people’s imagination, VR
experiences block out viewers'visibility of the real-world, where
viewers have no objects around them to hold onto; in other words, VR
entirely immerses viewers in.virtual audio and video simulations. VR
images; either built using real-wotld scenés or animation, grant viewers
2 types of visual fields. One is the entire scene rendered from a
camera'’s viewpoint, and the otheris the first-person perspective of
the character in the setup. In recent years, there have been more
6-DoF' VR videos that feature interaction tasks where users can make
real-time changes to the video context through turning their head,
moving around; using handles, and making facial'expressions. Any
variables and changes made amid the viewing can influence how the
viewers perceive the context.

Compared with movies and videos, VR has given birth to new viewing
experiences as people let the virtual immersion take control of their
senses, while the viewers also intervene in the plot'development from
time to time.In the context:with multiple predetermined options,
viewers build their own storyline, yet at the same time, all users share
the same characters, scenes, and narratives in that particular project.
That is, when viewers perceive the simulation through virtual
character’s perspective, the digital experiences are shared by all users,
yet unique to each individual in their own way. Also, only a handful of
viewers have this sensory experience, compared to those watching
traditional movies and videos.

In.recent years, VR production and motion detection technology
continue to advance; but challenges remain in laying a solid base for
VR creation, exhibition, and review, due to the high entry threshold for
production and displaying VR projects. Now, ET@T joins hands with
Taipei Film Festival to curate Digital Common Sense: French VR Showcase,
where 10 VR films, funded and produced by French companies, are
selected. Within the display of one-and-a-half month, viewers are
welcome to a vastarray of film themes including sci-fi, horror, and
romance as well as the poetic movies or the ones that highlight
humanity. With the diverse approaches of storytelling in these works,
there are 3 kinds of digital experiences to be explored: (1) following
the camera to roam in the virtual world?; (2) intervening in the
contexts with personal interactions?; (3) roleplay*.

Film festivals are a great stage for awards competition and showcases
of VR projects, which is seen across the world, and Taiwan is no
exception. Through working with Taipei Film Festival, ET@T looks
forward to building an‘environment conducive to diverse VR creations
and idea exchanges, so that VR can be introduced to more people as
collective experiences.

egrees of freedom (6DoF) refers to. the free body movement as

ard/backward, up/down, left/right translation in three perpendicular axes,
combined with changes in orientation through rotation about three
perpendicular axes, often termed yaw, pitch, and roll.
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Chapter | SPHERES: Chorus of Cosmos

Planet Earth sings. In this interactive VR experience, we discover the
Universe through sound. Our solar system becomes an instrument and we
listen to its music.

Chapter Il SPHERES: Songs of Spacetime
Dive into the heart of a black hole to uncover the breakthrough discovery
of gravitational waves. Fall into the darkness, and you will find the light.

Chapter lll SPHERES: Pale Blue Dot
The Big Bang was silent. Then came sound. Journey from the edge of the
cosmos to uncover the strangest song of all.
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In a dark expanse that could be the cosmos, we hear the voice of Arthur C.
Clarke, whose face - taken from a BBC archive dating back to the 1960s —
appears in the distance. His features quickly dematerialize into a multitude
of shimmering pixels, creating an enveloping and immersive space out of
which the thoughts of the famed author of 2007: A Space Odyssey (1968)
emerge.

At the heart of this spectral environment, and with a magnetic voice
sending us back to the time of cathode ray tubes and the golden age of
television broadcasting, A C. Clarke tells us about the arrival of digital
revolution, decades ahead of his time. / Saw the Future is an invitation to
travel, and a crepuscular form of poetry to be experienced immersively.
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Odyssey 1.4.9 is a breathtaking VR exploration into the visual heart of Stanley
Kubrick's masterpiece 2007: A Space Odyssey (1968). In addition to being a
personal tribute, this film is a sensory immersion into the heart of Kubrick’s
film, staging the famous dark monolith by building it into an incredible
object with scrolling images. A genuine memory aid that will crystallize
clear expression of the movie's theme: absolute intelligence.
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In the heart of spatial void, an imposing geometric form wanders in the
horizon of infinite space. It is a huge tetrahedron, that will soon break apart,
scattering its pieces in the emptiness, delivering a mysterious message as
its shape changes.

Recoding Entropia is a film in virtual reality whose immersive proposal is
mainly based on spaces and scales. Closely linked to the thematic explored
(the becoming), it attests of the immensity of the possibilities inherent to
thinking. In concert with what the story suggests, the film plays with the
disturbance and the surprise in order to deploy an endless loop in which to
divein.
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16:00
16:30
17:00
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Contingent upon the actual demand for tickets and other relevant factors,
please note that some screening sessions will be cancelled due to the side
events.

Panels and Q&A Sessions will release on Digital Common Sense: French VR
Showcase website. Stay tuned.

5 Venue: 104836 R ILLEMARICHE 35352058
B1,B1F, No. 20, Ln. 353, Linsen N. Rd., Zhongshan
Dist., Taipei City 104, Taiwan | BB Rd Open Hour:
BZEFR Tue-Fri 13:00~19:00#87ZEH Sat-Sun
11:00~19:00 | Bt 48 F A Contact Us:+886-966-031-
472 /etat.ticket.2021@gmail.com | 48l Website:
www.etat.com “vrvahub.tw/digitalcommonsense
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Missing Pictures is an immersive documentary series that delves into the
stories that were never able to make it on the big screen, interviewing great
directors of our time to learn what happened.

In the first episode, we meet long-time independent American filmmaker
Abel Ferrara. Birds of Prey would have been the political thriller of his
dreams...until it all fell apart. The Neo-noir, provocative director behind
movies like Ms. 45 (1981) and Bad Lieutenant (1992), takes us with him on a
journey through the heart of his unfinished story based in the 70's New
York city.
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In her early 40s, a woman tries to answer her boyfriend’s question. Opposite,
a young man is infatuated with the woman seated in front of him. As
audience, we enter the thoughts of the passengers traveling on a train and
help them face a pivotal moment in their lives.

1 11/1%88ReROLAETIE 2% F) (2021) (3x107) ©
I From Nov. 1 to Nov. 14, the showcase will present The Passengers: The Kid
(2021) (3x10")
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"What does the hangman think about when he goes home at night from
work?”

Inspired by the 1922 Carl Sandburg poem of the same title, this VR
single-user immersive experience explores themes of acknowledgement
and participation. It is not about hanging people, but about the awkward
intimacy that comes with being human, and the connection between
spectator, witness, and accomplice. The animated, interactive experience
invites you into five interwoven stories, capturing pivotal moments in
people’s lives. The Hangman at Home — VR ultimately reveals that we are all
more alike than different, while raising questions of responsibility.
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Biolum is an interactive, narrative VR sci-fi experience which immerses you
in the mysterious beauty of deep sea life on a dive that takes a shocking
turn for the worse.

It thrusts the user into the role of Rachael, an experienced diver exploring
the abyss, guided by expedition leader Eva, a renowned marine scientist
and mentor.

Rachael discovers that luminescent parasites are infecting ocean flora and
fauna. She gets infected herself and faces a mesmeric fight for her mind
when she discovers that Eva knew all along that she was sending her into
the jaws of danger.

Inspired by the beauty of deep sea life, Biolum blurs the lines between
biological truth and sci-fi and taps into existential themes and cosmic
wonder of the great unknown.
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Jailbirds: Bwa Kayiman is a fantastic tale based on the visual universe of
Philippe Foerster, Belgian author of black poetry comics. First part of a
trilogy, the story plunges us into a bittersweet fable about human freedom.

Set sometimes in a nightmarish prison, sometimes in beautiful landscapes,
the experience makes full use of the assets of the VR medium as narrative
tools. The story resonates strangely with the promise of virtual reality: a
prisoner escapes each night as his eyes magically detach from his body and
set off to discover the world that is physically inaccessible to him.
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You are “Lady Sapiens’, you were born 38,000 years ago.

You are experiencing the place of women in the clan, but that’s not the end
of the story.

No, women were not out picking while men were hunting. The director
Camille Duvelleroy imagined a virtual reality experience based on the most
recent scientific discoveries, evolving in a sumptuous graphic universe
designed by UBISOFT.

Lady Sapiens, The Experience offers a journey through time in the body of a
Sapiens woman.

Plunged into the heart of an ancestral valley, you make the unforgettable
encounter of a Palaeolithic huntress. She invites you to follow her and leads
you to her clan. In a painted cave, she introduces you to a shaman woman,
who familiarises you to cave painting. In the heart of the village, you are
invited to a hut where you learn how to carve your own tool, a spear, which
will later allow you to take part in a mammoth hunt...

Welcome to the Palaeolithic.
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