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When it comes to the Internet, most art is displayed in a very typical fashion. 

Even web sites for art galleries and museums are normally very boring and only allow 

you to cycle through one picture at a time. Simply put, viewing art on the web does not 

compare with seeing art in a gallery. The atmosphere and scale are completely lost, and 

displaying three-dimensional sculptures with only a few two-dimensional pictures does 

not do the works justice. These shortcomings are the inspiration for AbsorbArt.com, a 

web site designed to show that art can be displayed in a creative and interactive manner 

on the Internet. 

This creative thesis combines art, video, and the Internet to create an online 

interactive art gallery that recreates a gallery experience and provides insight and 

criticism from the featured artists as well as art experts. For the project, I was in charge 

of all the video aspects including interviews, documentaries, and developing a method of 

showing sculptures from all angles. In this rationale, I will give a background of the 

project and describe the decisions I made and the methods I used to complete my part of 

the project. 
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Background 

My introduction to this project started with a simple emaiL I received an email 

regarding a project that would be funded by a $20,000 grant from Tel-A-Vision, ajoint 

project of the Virginia Ball Center for Creative Inquiry and the Center for Media Design. 

The project was seeking the help of a student skilled in video production as well as the 

process of making video suitable for the Internet. Immediately, I said, "Hey, that's me." 

I replied to the email assuming that nothing would ever come of it, but within two days I 

was scheduled to interview for the position. I showed Jay Zimmerman, the faculty 

advisor, some of my previous video work, and thus began my official involvement with 

AbsorbArt.com. 

Interviews 

Early on, we knew that we wanted to have video interviews incorporated into the 

web site. Our hope was to replicate the experience of being at the opening of an artist's 

newest show where one would have the opportunity to talk with the artist and ask 

questions about his/her life, influences, and work. In order to make our web site similar 

to the experience described above, we would allow visitors of the site to view pre

recorded interviews with the artists. 

1 

First, we decided on a series of questions that we would ask each of the four 

artists featured on the site. We made our list by asking friends and family what questions 

they would want to ask if they had a chance to talk to the artist, and we also listed our 

own questions. After gathering all of our questions, we discussed which ones we thought 



would be of interest to most people and which ones would apply to all four artists. This 

allowed us to narrow our list of questions down to 32 questions. 

After we had our list of questions, Jay scheduled times when we could interview 

each artist in their studio. We conducted the interviews as a team, but I was responsible 

for lighting and camera work and I also was the interviewer. Once we had interviewed 

all four artists, I digitized the video using Avid Xpress DV and began reviewing the 

footage. 
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The editing process for the interviews, though very time consuming, was actually 

rather simple. I first put all of the footage for one artist on a timeline. I then broke up the 

responses on the timeline so each little block on my timeline represented a single 

response. After doing that for all four artists, I listened to every single response for every 

single artist and took notes on what they said. Next, I compared my notes for all of the 

artists and chose which responses were the best based on video and audio quality, length, 

and content. Once I had found the best responses, I edited some of them in order to make 

them as short and free of tangents as I possibly could. By making the length of the 

responses as short as possible without eliminating content, I could make the file size for 

each clip much smaller. The smaller the file is, the faster it loads over the Internet. 

Once I had found the best responses and edited them, I was left with 18 clips for 

each artist. From Avid, I exported every clip as a separate QuickTime Reference movie 

file. I then loaded all 72 clips into Cleaner XL and encoded them as Flash movie files. 

This type of encoding allowed the videos to be integrated into the final web site, and it 

also provided a very good quality to file size ratio. 
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The team also decided that it would be beneficial to have criticism on the featured 

art. We decided that the best way to do this would be to use videotaped interviews again. 

Luckily, Jay knew two art experts who had commented on art at different 

museums/galleries and were willing to discuss the featured art with us. Jay scheduled the 

interviews that we then conducted at the Virginia Ball Center. 

These interviews were conducted in the same manner as the interviews with the 

artists. The question list was also compiled in a similar fashion and included questions 

regarding their background, their comments on the artists, and their comments and 

analyses of the featured art as well as their comments on digital representations of actual 

art. Once the interviews were complete, I edited them and prepared them for display on 

the Internet using the same method as I had used for the artists' interviews. 

3-D Sculptures 

One of the most challenging aspects of this project was finding a way to present 

sculptures on the Internet. In a traditional gallery/museum, the viewer can walk around 

the sculpture and view it from any angle they choose. On the Internet, this is not the 

case. Most often, sculptures are presented the same way as paintings, and a single 

photograph is used to show an entire sculpture. Unfortunately, this photograph is limited 

to a single angle and a single distance. My job was to make sure that we presented Bill 

Zack's sculptures in a more realistic manner. 

It took me a while and a bit of research to find a solution to the problem at hand, 

but I think the end result shows the effectiveness of the method I developed. I first 

started by using Google to find out if anyone had already done something similar to what 



I was attempting. I found that there was a way to do what I was hoping to do (normally 

using smaller items than Bill's massive sculptures) with QuickTime VR. However, this 

method required expensive software and an expensive camera. Since the team could not 

really afford either, we had to come up with a low-budget way to get similar results. 

After a bit of thinking, I came up with the idea of using a digital video camera to 

record the sculptures as they rotated on a homemade turntable (constructed by Bill using 

two wooden boards and ball bearings). Then, using traditional animation techniques, I 

would make it seem as though the sculptures were actually rotating. Since there would 

be some limitations on what we could show due to the resolution of the video camera, I 

worked closely with Bill to make sure that we highlighted the important aspects of each 

sculpture. 
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Once we had an idea of how to make it all work, we brought all of the sculptures 

into a photography studio. One at a time, we placed them on the center of the turntable 

and lit them. Then we set up the camera, hit record, and slowly spun the sculpture by 

hand. After a few slow rotations, we recorded any other angles before we took the piece 

down and set up a new one. After all the pieces were recorded, I digitized all of the 

footage in Avid Xpress nv. 

The next step was figuring out how to tum a rotation (generally lasting anywhere 

from one to six minutes) into about thirty individual frames of video. To do this, I loaded 

every art piece onto a separate timeline in Avid. I then moved through the rotation frame 

by frame and carefully selected the 30 frames most crucial to the rotation. Once these 

thirty frames were isolated, I was left with a one second rotation. However, if I scrubbed 

the timeline slowly, it seemed as though I was actually slowly spinning the sculpture in a 
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smooth manner. After doing this for every angle of every sculpture, the problem of 

creating a rotating and controllable online sculpture had been solved for less than $20. 

After all of the timelines were complete, J.ex.ported -them-as QuickTime Reference 

files and imported them into Cleaner XL. There I compressed them to Flash movie files 

and put a scrubber (video controller that could be dragged back.and forth to simulate the 

rotation) on them. When all the files were done, I gave them to Mark Miller, the project 

manager, and he incorporated them into the web site. 

Documentaries 

One of my main responsibilities for the project was to provide a video record of 

our progre,ss. As a TCOM student who has done numerous documentaries, this was a 

great opportunity for me to hone my skills and get more practice, Over the course of the 

project, I p,r.educ-ed six-doeumeBtaries, each telliag-a different-part'of-ourst-oryand 
, 

explaining what we did and how we did it. 

The first-documentary was-a'very-stan:dard -documentary', 1 ffiterviewed.J.ay in his 

office and this interview served as a guide to telling the story, Essentially, Jay narrates 

the first do,mmentary-wliile clips are-shown-to emphasize-and viswdizewhat-he 

discusses, Like the rest of the documentaries, I edited this video in Avid Xpress DV. 

The second documentary followed a structure similar to the first. I interviewed 

Jay and used his explanation of events to help move the story forward, With the third 

documentary, however, I wanted to try something different. My goal was to do the third 

video without using any voice-over/interview style narration, To do this, I used some 

advanced text and graphic tools in After Effects to make the text appear to be typed in 
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real-time on the screen. I also created a title reveal and light explosion in After Effects to 

show off the official name of our web site. I used some tutorials at www.creativecow.net 

to help me figure out how to achieve the effects I wanted. 

For the fourth documentary, I needed to cover a lot of information. I wanted to 

discuss all of our work over the summer, but I still wanted the documentary to be 

entertaining and not get bogged down in details. In the end, I chose to use a voice

over/interview to help move the story along. Since everyone was so busy with the 

project, I actually used myself as the interview subject. It worked out pretty well, and I 

think I was able to make it seem like I was talking to a real person instead of just a flower 

on my wallpaper. 

The fifth and six documentaries are not actually documentaries at all. The fifth 

video is like a movie trailer in that it shows severally visually interesting things in a 

promotional manner. In this case, I was trying to use our Atrium showing of the project 

as a preview of what the fmal web site would be like. I wanted to show that people were 

interested in what we were doing and that it really was a successful merging of art and 

the Internet. Finally, the sixth video is a blooper reel designed to simply show that 

despite all of the hard work and long hours we put into the project, we were always able 

to have a good time and laugh at ourselves. Overall, I think the six videos were effective 

ways to show what we did, how we did it, and who we are. 

Stine's 365 

Another bit of video that I did for the project involved an art piece by Jon Stine. 

For a full year, Stine took Polaroid's of himself standing in the same location and 



wearing the same clothes every day. He also recorded a short bit of video every day. I 

ended up taking the video clips from all 365 days of the year and making them into one 

smooth video where it looked like Jon (especially his hair) was gradually changing over 

the course of about 20 minutes. 
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To get the effect Jon wanted, I started by digitizing all of the video in Avid. I 

then made a sub clip of every single day so that I ended up with a total of365 video clips. 

Next, I put these all on a single timeline and placed a dissolve between every clip. After 

rendering the effects, I was able to export a single video file from Avid. We also thought 

it would be interesting to have the video in black and white, so I simply loaded the single 

video file back into Avid and removed the color saturation. 

Finally, we wanted a smaller version of the black and white video to be placed on 

the web site. In order to make the file size reasonable, I actually changed the speed of the 

video. I imported the single video file into Avid and sped the video up so that the final 

length would be only 5 minutes. After that was done, I exported the file and compressed 

it into Flash Video for Mark using Cleaner XL. 

In the End 

Looking back on the project, I can proudly say the team was successful. The site 

was beautiful and everyone who saw it was very impressed. We were also able to please 

the artists and present them with a new way of thinking about art on the Internet. For me, 

the project also helped provide experience in my career and taught me how to work on a 

long-term team project. Not only did it strengthen my skills as a filmmaker, but it also 

helped me grow as a person and make new friends. 


