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A visitor explores Fakespace Music at “Strats, Studios
& the Seattle Sound.” This virtual reality music
experience, by Fakespace Music Corp. in California, is
based on content from the EMP collection and made
possible by Silicon Graphics computer hardware.
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MUSI C- BASED VI RTUAL REALITY ADDS TO
EXPERI ENCE AT SEATTLE' S PACI FI C SCI ENCE CENTER

Fakespace Music (TM Creates A Dynanmic New Virtual Environnent To Be Shown As
Part O Experience Music Project's Exhibit "Strats, Studios and the Seattle
Sound"

Seattl e, Washington -- Decenber 12, 1996 -- Visitors to the Pacific Science
Center in Seattle will be able to i merse thenselves in a unique virtual reality
(VR) nusic experience produced by Fakespace, Inc., and presented as part of the
Experience Music Project's critically acclained exhibit, "Strats, Studios and
the Seattle Sound." The exhibit at the Pacific Science Center, open to the
public from Decenber 13 to January 20, 1997, offers a hands-on | ook at the

hi story of rock and roll music fromthe Pacific Northwest, the regi on which has
produced tal ents ranging fromBing Crosby to the Ventures, and from Jim Hendrix
to Nirvana.

In one of its first public installations, Fakespace Miusic offers visitors the
chance to explore spaces in a state-of-the-art virtual environnent created
specifically for the exhibit, which highlights the many contributions made by
nusi cians hailing fromthe Pacific Northwest. Visitors are taken on an i mersive
voyage of sound and dynanmic 3D conputer graphics that is unlike any other. Based
on content fromthe pernmanent collection of the Experience Misic Project, these
artificial spaces defy the basic | aws of physics, challenging accepted
definitions of three-dinensionality.

Musi c- based VR opens up several possibilities for new types of artistic and
entertai nnent experiences, in addition to fully inmersive 3D nusic videos.
Musi ci ans can create interactive | andscapes which transformin direct
relationship with their live music. Location Based Entertai nnent centers will be
able to offer these experiences as a new formof entertainnment for their guests,
nore enotionally engaging and spatially challenging than traditional video gane
styl e experi ences.

In the Fakespace Music installation, objects gyrate in real-time to the mnusic.
Kal ei doscopi ¢ nmandal as pul se to the beat. Ml odies draw colorful trails across
the sky as the visitor noves through the environnent, discovering new visions at
every turn of the head.

"The music and the rhythmactually fuel the virtual environnent itself,
transporting visitors into a world in which the inmages are conpletely controlled
by what they hear, providing a truly synaesthetic experience," said Mark Bol as,
presi dent of Fakespace, Inc. (a |eading supplier of 3D imersive visualization
systenms for professional VR).

Fakespace Music inmplenented technol ogy, that provides artists and entertainers
with tools for incorporating VR into creative works, for this specia

exhibition. This temporal artwork was produced with the Soundscul pt Tool ki t

(TM, from Fakespace Music, as a denonstration of how VR can fulfill its prom se
as a tool for aesthetic expression and entertainment. The Soundscul pt Tool ki t
links the worlds of nusic and VR to create uni que audi o/ vi sual experiences.

Fakespace Music, an operating group within Fakespace, Inc., provides the



Soundscul pt Tool kit to producers and artists in traditional mnusic and energing
el ectroni c entertai nment markets.

The Soundscul pt Tool kit uses cues extracted fromrecorded nusic to create
geonetry and control object behaviors within a virtual world. Virtual objects
respond in sync with the nmusic, creating a rich, nulti-sensory experience. Using
Soundscul pt, which is based on Silicon G aphics' Performer (TM, artist
Christian Geuel created this nusical world, which will be presented at Pacific
Sci ence Center using a Fakespace BOOM 3C (TM hi gh-resol ution stereoscopic

vi ewer and an Onyx RealityEngine2 (TM, provided by Silicon G aphics, Inc.
"These tools allow directors and designers to devel op visually active, imersive
environnents that merge three-di mensional nodels with sound,” said Geuel, a 3D
artist with Fakespace Music. "It's like nothing ever seen before, a music video
where the user is conpletely imersed and free to explore a world generated by
the music."

The seed for nusic-based VR cane several years back when Mark Bol as was

devel opi ng prototypes for VR research under contract with NASA Anes Research
Center. There he was visited by his brother Ni ko, a record producer who has

wor ked with such diverse nusicians as Neil Young and the Circle Jerks. Slipping
into a VR sinmulation of the Space Shuttle while blasting tunes on his personal
stereo, Niko inmediately realized the possibilities of cross-fertilization,
observing that "This rocks!"

"Strats, Studios and the Seattle Sound" prem ered |ast sumrer at the Tacoma Art
Museum and can be seen again at Pacific Science Center from Decenber 13, 1996
until January 20, 1997. Experience Miusic Project, Seattle's forthcom ng
interactive music nuseum wll open at Seattle Center in 1999. For nore

i nformati on about "Strats, Studios and the Seattle Sound", visitors can call the
EMP event hotline at 206/ 990-0575.

Those who would like nmore informati on on Fakespace Music may visit their website
at http://ww.fakespacenusi c. com

Note to editors: For review tickets to "Strats, Studios and the Seattle Sound",
contact Jason J. Hunke at EMP, 206/450-1997 or jasonh@nw. com



