Snow Sculpture - for Solo Zheng, Electronic, and 3D video game scene
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When we are viewing a sculpture, we cannot view the entire sculpture
without moving back and forth of ourselves. So we have to combine all the 2D
viewing images in our brain to perceive the 3D sculpture. This work is a
combination of this 3D space and sound installation concept. The composer
designed and made this 3D video scene view and music, to interact with
audience. In this scene, with 3D snow scene, there are many ball-shape objects
(some are transparent, some are colored), each ball carrying certain sound, by
moving toward these balls, the player will trigger the movements and sounds of
these balls. The movement of the ball will affect the panning of the sounds in 3D
space. Therefore, this space-related musical work will be complete by the player

from an audience with certain pre-defined rules embedded in the game.
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Although the main structure for this work is pre-designed, the player of
audience controls the details of how the music sounds. Thus, the music project
the concept of viewing a sculpture in 3D scene, by moving back and forth, the
player decided the sequence and the time of each musical element to be heard,
and therefore formed his/her own series of 2D images and transformed into 3D
perceptions. In addition, the interaction between the electronic music and live
Zheng solo, mimics the interaction of “virtual” and “reality” or “past” and
“present,” and showing the crossing-space abilities of human spirits, and formed

the sculpture of current space.



A EE AR L AR RI & 2R LE RS0 S5t (HANERRF B e » L
RANE R E B dnlls - ZR[BIED) - VB EA [F S ST R AR TR A B R -
TR E ORI I A Z R SR » 5581 759 BRI P B 2] Y B A 0
IMERCE S 2 8 —FIREER SR B T R AR E T8
REIRAE ) ZIFZEZ 58 2R ABOEZ ISR - JORCE N2 3558 2 f
¥ o

This work is projecting composer’s feeling of daily life. The player starts an
unknown and solely journey. The snow scene might showing the loneliness of
the journey, and without any implication, the player needs to interact with those
objects, and overcome the uncertainty while playing this video game, until the
owl, which is the symbol of the wisdom, leads the player back to the promised

land, and end of this journey.
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