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Our visual landscape has been thrust into its largest fundamental shift since the 
initial advent of computer graphics. We have watched the steady progression of both 
the video game industry and computer generated visual effects for the past 30 years, 

but in the past two years, something has changed. What once was two very distinct 
paths of progress, at times sharing some core fundamentals, have now begun to 

blend and deeply effect each other. This is in no small part thanks to the introduction 
of Microsoft’s Kinect. We now are living in the initial bloom of physical computing. 

It seems as tough with each passing day we are seeing more and more uses for the 
Kinect and similar devices. Gallery openings that shift and adapt to the viewers in the 
space. Interactive exhibits finding new ways to convey information to its patrons. New 

form of story telling, even performance art such as theater and dance now integrating 
live time visuals. The bulk of this work largely being done, not by major studios or 

tech firms, but by individuals, small creative collectives, and newly fashioned hybrid 
teams of tech innovators and visual artists. 

Interactive art, or new media, has long been mocked within the industry as a 
relatively homeless form of media, difficult to commodify, and too ugly to reach 

the main stream audiences. Yet recent innovation has blown the doors off of our 
preconceived notions in the area. With colleges and universities scrambling to adjust 

curriculum,  long time commercial and design studios are staffing up as fast as 
possible to hit the ground running on new opportunities in this field. Innovation has 

quickly become the new black. 

Yet with myriad of new projects and burgeoning new ranks of innovating tech/artist, 
we cannot forget a major player powering so many of the creative and inspiring 

pieces we will mention here, the Kinect. To despite the integral role Microsoft has 
played in the emergence of physical computing, it’s lack of active direct involvement 

in the field has left it very little credit for its accomplishments. We’re going to change 
that.
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the new technical alchemist
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the current landscape 
a selection of projects the embody that spirit of this initiative



This software is a science fiction; a hint of a potential future functional just to the 
point of allowing a community to share in imagining the possibilities.

The RGBDToolkit is an experiment in a possible future of film making, where 
photographic data captured in 3-dimensions will allow for deciding camera angles 
after the fact, combining the languages of photography and data visualization. This 
hybrid computer graphics and video would allow for a storytelling medium at once 
imaginary and photo real. The RGBDToolkit is a software work flow for augmenting 
high definition video with 3D scans from a depth sensor, such as an Xbox Kinect, to 
create a hybrid video and computer graphics. First a recording application allows 
you to calibrate a high definition video camera to the depth sensor, allowing their 
data streams to be merged. Secondly a visualization application allows for viewing 
the combined footage and applying different 3D rendering styles, camera moves, and 
exporting sequences.

This software is a science fiction; a hint of a potential future functional just to the 
point of allowing a community to share in imagining the possibilities.
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rgbd toolkit

RGBD Toolkit as quickly thrown the filmmaking landscape for quite a loop. 
Existing completely on donations, this hack has opened exciting new possibilities 
for both the fields of film making and visual effects. With the upcoming release of 
the new Kinect 2.0. We can only imagine where this software is going. 

What if we could make 3D conversion a thing of the past? What if 3D camera 
tracking for film was as simply as downloading info from the camera rig itself? 
Can you composite in an element created in 3D software into a shot scene buy 
physically placing in behind someone shot with the new RGBD Toolkit? We think 
so and we think this will change the game completely, from small VFX houses to 
the common user, the ramifications of this kind of technology may change how 
we create media from its core.
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iPi Motion Capture™ is a scalable markerless motion capture software tool that 
supports 1 or 2 Kinect cameras or 3 to 6 Sony PlayStation Eye cameras to track 3D 
human body motions and produce 3D animation. iPi Motion Capture™ is a markerless 
technology that literally puts motion capture at animator’s desktop and brings a 
totally new workflow paradigm to filmmakers, CG animators, videogame developers, 
broadcast motion graphics designers and prosumers. 

ipi mocap studio

ipi Mocap Studio, is another glowing example of the kind of innovation that has 
happened in the past couple years. Again rooted in the visual effects and game 
worlds. Their markerless mocap solution has flipped the motion capture industry 
on its head. Classically to do motion capture, it required either an investment 
of 10’s of thousands of dollars or extremely expensive rental rates at a motion 
capture stage. While this software is not yet perfect, is it good enough that a new 
job has appeared which did not exist before, that of the prosumer motion capture 
artist.



In 2012 Universal Everything were invited to help celebrate the release of Nike‘s 
special edition Flyknit collections at the design week in Milan. The installation, as 
seen here, is comprised of a 4 sided video cube capturing the hive of activity where 
living threads swarm across the screens responding to human presence. As you 
enter you hear the hum of a factory process, sounds derived from macro samples 
of threads, interlocking repetitions and peaks of brightness causing visual reactions 
around the space. All of simulated colored threads correspond to visitor movement. 
Each side of the cube uniquely reflects different patterns and sounds for a multi-
sensory experience. A major component of the installation involves the use of 
Microsoft Kinect devices, in conjunction with numerous open source development 
platforms including ofxOpenNI and OpenFrameworks. 
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Nike Flyknit ‘Fit’ Installation

The notion of the interactive exhibit has come a very long way as of late. With 
more and more people wanting to capture a dynamic, personalized experience 
for showcase purposes. Despite how stunning the visuals are in events such 
as this, it always has to start from the ground up. An endeavour such as this 
requires a heavy investment of development time and our old friend trial and 
error at a code level. Even with Nike’s support, this project wouldn’t have had a 
the level of execution it did without also requiring additional support from Intel 
and The Creators Project. 
With the introduction of Project Spark, we can envision a scenario where creative 
agencies turn their attention towards games engines to create experiences such 
as this. Allowing for the medium to make greater progress by standing on the 
shoulders of giants.



Our goal with the Alchem Initiative is to create a new form of incubator. We have seen 
the recent success of endeavours such as the Creators Project and Google Labs. The 
establishment of technical support for creative groups has yielded some of the most 
inspiring projects and notions that has come out the Film and Music genres in recent 
years. 
We see a scenario where some the best and brightest are given a chance to get help 
straight from the source, at the Microsoft campus or in Redmond. Rather than simply 
donate to the cause, we want to give artists technical support and infrastructure in 
which to innovate and then release the tools used to create. This notion is where the 
Alchem Initiative separates itself from other similar initiatives.  Rather than ask for 
help to make onetime projects or single use media pieces, we would like to create 
new tools for the public. In order to create a greater creative talent pool, we need to 
make better tools that can reach a broader audience of potential media creators.
In the early 2000’s Apple released Final Cut Pro, in conjunction with rapidly advancing 
hardware, the industry was quickly put on notice. What once was an expensive and 
complicated craft of video editing, largely done on expensive machines by longtime 
industry professionals, now was available to most any college student with a laptop. 
We really saw the birth of the prosumer and the death of the Film and Broadcast 
Edit industry  as we knew it. Rates crumbled and the population exploded, but so 
did innovation and jobs. It is this tectonic shift in creative and technical landscape 
we would like to set lose on the videogame and interactive film industry. There are 
companies, artists, musicians chomping at the chance to get their feet wet in the 
interactive space as it stands today, we would like to streamline and expand the 
marketplace. There is a new market that we are watching the birth of, but all of 
it’s underpinnings are based on open source user developed software and hacked 
products. Much of the initiative to get us here has been under the flag of the hacker 
culture, as there has been little support from organizations to help further the cause. 
Most of the time lacking a clear point of how these innovations can support a bottom 
line. There are real opportunities here, and few others are as well positioned to take 
the reigns of this new field as Microsoft. 
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artist... please meet our friend Microsoft


