
Canticle emerges from three distinct aspects of composing work for the CAVE. It is involved with these more theoretical engagements and also inspired by my desire simply to create 'an enchanting experience' using the affordances of this unique medium. Canticle aims to unfold in manner that is rich in the kind of spectacle that the CAVE can produce, in my experience. Why put text in 'space'? Why the CAVE? What is specific to these media?

These questions prompted three movements: Peripheral, Convergence and Perspective.

The text for each movement focuses on one of the three aspects, infusing rich language into a corresponding sonic environment that inflects the viewer's experience during each 'spectacle.' The movements unfold as follows:

Movement 1: When the Eye (spectacle: Peripheral)

The core elements of Movement 1 are poetic lines inspired by the process of reading on the periphery of the reader's sight. The lines constantly evade the gaze of the primary point of view, driving the piece, always skirting away from a position in which they could be read. The reader's gaze also triggers the lines to produce a audible 'reading' that is only partially construable.

Movement 2: Duality (spectacle: Convergence)

The CAVE system generates two - stereo - visual channels in order to produce the illusion of a single visual channel that has depth and three-dimensional contours. The duality is revealed by finding places and moments when the illusion of convergence fails. As text rendered in space intersects with the 3D glasses of the primary point of view, it will separate and can be seen as the two channels of a would-be stereo image. The spectacle may then lie in what is undone, or its undoing. The dual channels of text streaming at the user from all three walls first reveal their distinction and then intermix their stereo components.

Movement 3: A Canticle, A Spectacle (spectacle: Perspective)

The CAVE was originally constructed for a single user. As such, the primary point of view determines the perspectives that are rendered, which other displaced users see differently. It is possible for these others to see graphics that are rendered in the CAVE but that the primary point of view - although driving the CAVE - cannot see. It is also possible for the primary point of view and other users to be in different locations. They are literally and figuratively separated from each other by their perspective on the objects in the CAVE.
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