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Colin and Chloé are in love, in a world he invented, with emotions so strong that 
they disrupt the laws of physics. Froth on the daydream, Boris Vian’s famous jazz 
novel, becomes the cornerstone of narrative writing designed and tailored for Le 
Cube, a collective virtual reality space. The main narrative argument is to turn the 
Cube’s space into Colin’s bedroom: poetic, interactive and sensory, experienced 
behind closed doors.

SYNOPSIS

CONCEPT NOTE
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The audience is invited into the Cube space, 
a traveling VR set-up, for a 12-minute 
immersive and interactive collective 
experience. 

When the audience enters the Cube, they enter 
Colin’s bedroom. This dreamlike and luminous 
bedroom will undergo transformations throughout 
the experience, just like in Boris Vian’s novel. The 
virtual scenery projected on the cylindrical screen 
provides the audience with the feeling that the 
room is changing in real time, rotating gently on 
itself, stretching, rising, until it is overgrown by 
vegetation before gradually darkening...

The six spectators inside the Cube are invited to 
interact with the narrative space projected around 
them and to perform a number of actions, which will 
move the story forward. To this end, they use the 
objects available in the Cube and can experiment 
with the key inventions described in Boris Vian’s 
novel (the pianocktail, the biglemoi, the anti-
waterlily flowers etc.).

The spectator, who becomes emotionally and 
physically involved, explores the interactive 
canvases created in close correlation with Boris 
Vian’s funny or dramatic situations.

This virtual creation is part of a key project designed for 
Boris Vian’s centenary based on his work Froth on the 
daydream. The project «Froth on the daydream – Virtual and 
audio reverie» will be available in two formats, which will be 
complementary but independent from each other:

- A live-digital art performance (1h15) : an adaptation 
designed for an actor performing on stage within an 
interactive set-up (the main character, Colin, interacts in 
real-time with his visual and sound universe. Our concept 
being that the emotions themselves are disrupting the laws 
of physics).

- An immersive and collective virtual reality experience (12 
minutes) within the Cube, Black Euphoria’s mobile VR space 
(the audience is invited to enter Colin’s virtual bedroom 
and interact with key objects invented by Boris Vian, in an 
unprecedented performance environment).

The aim is to reach different audiences and provide two 
radically different experiences. As the purpose of this 
virtual creation is to adapt Froth on the daydream, the live 
performance will take the audience on a journey through 
the entire novel, within twenty interactive scenes, while the 
virtual reality experience will enable the audience to enter 
the most emblematic and representative place in the novel, 
Colin’s bedroom, and experience it with their own senses.

The live performance will be performed in theatres—planned 
in France and abroad—while the collective virtual reality 
experience in the Cube will travel in order to reach a wider 
audience—including middle and high school students—since 
one of the director’s wishes is to enable people to (re)
discover literary works in a different way through innovative 
set-ups.

AN IMMERSIVE AND 
INTERACTIVE EXPERIENCE

VIDEO LINK THE CUBE : HTTPS://VIMEO.COM/274838023

 https://vimeo.com/274838023
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Froth on the daydream is one of the jewels of our written heritage. This 
literary work is deeply rooted in our modern collective memories.

THE AUTHOR’S STATEMENT 
OF INTENT 

The novel left me with a heightened feeling of 
carefree arrogance which ends by being ripped 
to shreds: the image of Colin and Chloe’s broken 
destiny, separated by illness, the recollection 
of unlikely and ingenious inventions we would 
absolutely love to try. I had in mind an incredibly 
sparkling jazzy soundscape which would gradually 
distort and slow down, the main idea being of a 
space shrinking under the worries piling up and gold 
lights hidden by overgrowing, swampy vegetation. 
This novel had «perceptibly» stuck in my mind and 
its rich visual and audio universe, had left their mark, 
like sensory footprints.

My artistic approach as a director consists in 
initiating encounters around literary, visual and 
interactive stories.
In inventing new scores and exploring new playing 
fields. When I considered creating an interactive 
project for an immersive set-up, my first thought 
was Boris Vian. On the one hand, because I felt it 
was important to rely on a text which was modern 
and well-known to the general public, a symbol of 
contemporary collective memory, and on the other 
hand, because Boris Vian’s surreal world made 
it possible to place the five main characters in a 

context where space and time are flexible, changing 
and adjustable.

By adapting Froth on the daydream, I intend to 
invite the audience to «physically experience» 
the emotions, sounds, roughness and color of 
the text. It is in that spirit that I tried to imagine 
writing that is non-literal, both alive and organic. 
I want the audience to immerse themselves in a 
virtual and sound reverie, to invite them to enter 
a modern, immersive and interactive universe. It is 
my way of offering a contemporary and innovative 
interpretation, as if I were trying to answer the 
question “How can Boris Vian’s work be showcased 
for the centenary of his birth?”.

After a long period of writing, I showed a stage 
adaptation first to La Cohérie Boris Vian: a journey 
through the novel in twenty interactive scenes. In 
this proposal, the actor playing Colin is the driving 
force behind everything happening on stage and can 
alter his environment in real-time.
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I then imagined a shorter narrative, which would 
be more suitable for an immersive virtual reality 
experience. This experience is tailored to a wider 
audience enabling spectators to become the true 
actors of a narrative, which is faithful to Boris Vian’s 
original text.
I was immediately attracted to Black Euphoria’s 
Cube due to the 360° collective immersion the 
structure offers, but also because of its mobile 
nature. The Cube appears to be a poetic and 
mysterious bubble within the public arena.
In the Cube, the audience experiences a 360° 
immersion in Colin’s bedroom, the heart of Froth on 
the daydream; and, in this closed poetic experience, 
they can intervene in a playful and instinctive way 
in the «living» visual and sound universe as well 
as in the novel’s symbolic elements such as the 
pianocktail, the biglemoi and the swamp bedroom.

It is important to note that writing this adaptation 
for the Cube has been a radically different thought-
process to the live performance. It is an evolution 
of my writing process, which consists in directly 
integrating into my narrative choices and storyboard 
this unique technical set-up and its principles of 
interaction. I have tried to ensure that the Cube’s 
space becomes a stage in its own right and that 
the audience truly acts as the story’s driving force. 
The cylindrical walls of the Cube thus become an 
interactive setting enabling the story to unfold, 
particularly through the performance by actor-
spectators who have unwittingly become an integral 
part of this new and unique experience.

When the audience moves round the virtual setting 
of Colin’s bedroom, they are invited to interact 
with the objects available in the Cube, and even to 
dance... Depending on their interaction and position 
in the space, different video sequences are displayed 
on the screen. These narrative moments help to 
move the story forward, to maintain a narrative 
thread and above all a dramatic tension.
The writing designed for the Cube, enables the 
audience to discover the novel’s objects and 
emblematic universe, which have not been featured 
in the live performance, such as the pianocktail.

I did however wish to link both projects, in the love 
scene in particular between Colin and Chloé. A 
choreographed scene in which Colin and Chloé are 
seen kissing will be projected in the distance and in 
very small format on one of the Cube’s cylindrical 
screens during the show.

Nicole Bertolt, director and authorized 
representative of Boris Vian’s estate, immediately 
found that the overall project was perfectly in 
keeping with Boris Vian’s personality, as an author, 
musician and engineer, and chose these two 
complementary and independent forms to be the 
key project for the centenary of Boris Vian’s birth. 
2019/2020 season. (Boris Vian was born on March 
20th, 1920).
Julie Desmet Weaver

Julie Desmet Weaver
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LITERARY AND GRAPHIC 
DOSSIER

SUMMARY OF 
THE LITERARY WORK

Colin is a well-off young man who loves 
jazz, loves love and hates violence and work. 
Full of romantic longing, he lives in a world 
of his own in which his strong emotions can 
disrupt the laws of physics.

Omens accumulate and lead Colin to Chloé. 
He thus finds true, passionate love that will 
cause the loss of everything he cherishes.

But shortly after, Chloe becomes ill. Soon, 
windows no longer let light through, Colin’s 
radiant universe becomes gloomy, time 
accelerates, his actions are rushed, his 
failures, which are ever more violent, are 
less and less reversible, his space shrinks, 
becomes unlivable, the room transforms 
into an oozing and swampy sphere.

Thus begins a long decline and the 
spectator watches, helplessly, as an entire 
world capsizes.
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THE CONCEPT

The audience is invited to enter the Cube, a traveling 
VR set-up, for a roughly 12-minute collective 
immersive and interactive experience. A poetic and 
literary «escape-game” (through its unity of place 
and its playful aspect, loosely based on Boris Vian’s 
novel).

The audience interacts, through movement and 
action, with the visual and sound universe in this 
unique technical set-up of a 360° cylindrical screen 
(8 meters in diameter; approximately 3m50 in 
height).

LITERARY PROCESS

Though enriched by the meticulous work carried out 
during the adaptation of Boris Vian’s novel in twenty 
interactive scenes for the live performance, the idea 
was to offer completely different writing for the 
experience in the Cube. Here, the literary argument 
is to fully use the Cube’s space as a central and 
essential narrative element.

Extensively described in Boris Vian’s novel, Colin’s 
bedroom is a central location for the dramatic 
action: spacious and bright to start with, the room 
eventually shrinks and folds in.

This room is not realistic but represents the place of 
remembrance: it is unpredictable, alive and organic. 
As the story unfolds, it reflects Colin’s emotions and 
what runs through his mind.

A modern and contemporary visual universe has 
been designed specifically for the Cube. Following 
initial filming of the live performance, the images 
were tailored and configured to the specific format 
of this set-up, requiring rigorous development and 
integration within specific software and engines 
(Unity, 3D modeling and animation).

In the Cube’s immersive setting, the 
bedroom unfolds through multiple 
tapestries, symbols of the passing of time, 
gently spins on itself, rises, changes, twists 
and eventually becomes an oppressive, 
narrow and swampy space. This changing 
visual universe turns the room into a 
narrative hourglass as the disease gains 
ground (a waterlily grows in the lungs of 
Chloe’s character...).

It is from this notion of changing and 
malleable space-time that the idea of 
four sequences was born. In each of the 
sequences, the audience is invited to 
experiment in different ways with funny, 
playful or, sometimes, more dramatic 
situations. The intent is to make the 
audience physically experience the main 
characters’ situations.
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SOUNDSCAPE
Froth on the daydream is a jazz novel, so it is 
absolutely crucial to have a jazz soundscape 
resonating inside the Cube (including: Erroll Garner’s 
«Jazz 625 Part», Chet Baker’s «I get along without 
you very well», Duke Ellington’s «Chloé» and «Black 
and tan fantasy», Dizzie Gillepsie’s «Manteca», Louis 
Armstrong’s «Saint James Infirmary» etc.). In the live 
performance, the orchestra, directed by conductor 
Benoît Schlosberg, plays the jazz scores.

In addition to the jazz songs accompanying the 
action and narrative, a whole soundscape built 
of layers, ambiances and sound effects plunges 
the audience into matter. The idea is to offer a 
tangible soundscape: when the audience enters the 
bedroom, they enter Colin’s inner world, in which all 
sensations are amplified. One can hear, for example, 
the sound of a 78-rpm vinyl record being played, 
the light thud of small marbles falling, the rustle of 
wind over the vegetation, the chirping of invisible 
insects.

These sound proposals, designed to produce 
physical sensations, shivers, sometimes blend with 
the sound effects created for the digital shaders, 
namely sounds which reflect the various states of 
water: effervescence, rain, water that freezes etc. 

TECHNICAL NOTE

The system used for this mixed reality experiment 
relies on two main technologies:
- the Cube®’s 360° virtual reality performance, 
enabling us to share and experience a VR360 scene 
together.
- InLumin® technology, multi-camera 3D recording 
used in real-time.
Technology which makes it possible to have an 
immediate virtual representation of the use of 
space, people and their gestures, via several hubs 
each grouping several volumetric cameras (RGB-DI), 
broadcast live into a digital exchange from which 
the virtual world is simulated.
This technology provides immediate information 
on the volume of a space, enabling the camera to 
move freely through time and space, enabling the 
kinetics of objects to be deduced from the volume 
of a room and to insert them into a physical particle 
simulation engine. It also provides a virtual trackpad, 
cylindrical in the Cube’s case, allowing a multitouch 
interaction echoing that of Minority Report but with 
multi-users.
This technology, which was initially standalone, 
will be extended to interface with Unity3D, the 
main virtual and augmented reality multi-platform 
engine.
 
The purpose of this development, in addition to the 
experience provided, is that it outlines the premises 
of a new live production toolchain adapted to the 
needs of Augmented Reality.
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THE CHARACTERS 

Actor
Axel Beaumont

Colin is the main character of Froth 
on the daydream. He is a well-off 
young man who is passionate about 
jazz. He falls madly in love with 
Chloe and will do everything in his 
power to save her.

Actress
Lou de Laâge 

Chloé embodies the feminine ideal 
through her beauty and gentleness. 
She is also the personification of 
death. Her first name comes from 
the song «Chlo-e (Song of the 
Swamp)». Chloé falls ill; a water lily 
inevitably grows in her lungs. 

Actor 
Damien Bourletsis

Nicolas is Colin’s cook. A seductive 
and fickle man, he is renowned for 
his virility. He has been successful in 
everything. A true model for Colin: 
Nicolas teaches him the famous 
steps of the biglemoi.

Actor
Jonathan Genet

Chick is Colin’s best friend. Chick 
loves Alise but her consuming 
passion for Jean Sol Partre keeps 
her far-removed from reality.

Colin Chloé Nicolas Chick
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FOUR IMMERSIVE
AND INTERACTIVE 
SEQUENCES

The experience inside the Cube is divided into four 
sequences:

1 – The prelude
2 - The Pianocktail
3 – Colin-Chloé’s Biglemoi
4 – The swamp bedroom

Through «narrative bubbles», video sequences in 
which the actors who play Colin, Chloé, Chick, Alise 
and Nicolas recite dialogues from Froth on the 
daydream, perform dance moves or even play an 
instrument. These sequences truly move the story 
forward and respect the narrative and chronological 
thread of the novel. 
These video sequences are juxtaposed with 
immersive scenery projected in the Cube and are 
triggered by audience interaction.
 

PRELUDE
Immersive universe: when the audience enters 
the Cube, they end up standing in front of a mirror, 
facing Colin’s reflection. The spectators are then 
invited by the main character of the novel to enter 
the unique world of Froth on the daydream.

Interactive set-up: Face to face with Colin, the 
audience’s faces gradually merge with his own in the 
mirrors in front of them. Condensation then appears 
on the screen. With their hands, the spectators 
erase the condensation effect from Colin’s face 
(motion detection via Kinect cameras). The complete 
removal of the condensation triggers a music and 
video sequence in which Colin whispers Boris Vian’s 
preface as a rule... A symbolic invitation to become 
immersed in a dreamlike world, a surreal décor. 

«The main thing in life is to always jump to 
conclusions. The fact is that the masses are always 
wrong –and the individuals always right. But we 

should be careful not to attempt to base any rules 
for behavior on this –there is no need for rules to 
be written down before we follow them. Only two 
things really matter –there’s love, every kind of love, 
and then there’s New Orleans’s music and Duke 
Ellington’s music…” »

TRANSITION / As soon as we hear the notes of 
Duke Ellington’s «Chlo-e», Colin’s bedroom reveals 
itself to be bright, radiant and cylindrical all over 
the Cube’s wall.
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Musical interaction for the pianocktail 
sequence is as follows: when the spectator 
presses the right keys, a song starts. An 
alcoholic drink appears on the screen along 
with this song, which is visually sometimes 
effervescent, sometimes colorful, etc. This 
visual effect is then replaced by a narrative 
video sequence, which allows the story to 
move forward once again.
 
The «right musical notes» trigger a surprising 
and sensual narrative sequence, which 
shows Alise starting to dance. However, if 
the spectator does not play the right chords, 
the infamous eel from one of the novel’s 
key recipes, will visually trigger an electric 
shock. A white light comes out of the animal 
and travels around the bedroom (The Cube).

TRANSITION / At the end of this audience 
interaction, Colin expresses his desire to 
also fall in love. Gradually, the pianocktail’s 
visual and sound universe fades, giving 
way to a sequence, which shows the first 
romantic encounter between Colin and 
Chloé.

Immersive universe : Colin appears on 
the cylindrical screen and presents his 
invention, the pianocktail. « To each note, I 
assign an alcohol, a liqueur or a spice. The 
quantities are directly linked to the duration 
of the note: the quadruple-quaver equals a 
sixteenth of a unit, the quarter note equals 
a unit, the whole note equals four times a 
unit. »

Interactive set-up: at the same time, a 
real piano is lit inside the Cube. The right 
keys will appear in color thanks to a mini 
video projector, positioned just above. The 
audience will have to press the right keys, 
play the right chords to start the music 

(jazz) and the narrative video sequence 
will appear on the cylindrical screen 

and will move the story forward.

It is obvious that no musical skill 
is required since the experience 
is aimed at a wide audience and 
interaction will be guided by a set 
of colors projected on the piano.

In this sequence, the audience is 
asked to play three chords and launch 

three «narrative bubbles»: in these 
three narrative videos, we discover Chick 
and Colin, intoxicated with «god music” and 
talking about love and sexual innuendos, 
while Nicolas, the cook, prepares his famous 
eel pâté.

THE PIANOCKTAIL
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Immersive universe : Colin’s bedroom then 
begins to turn gently on itself. Inside the 
Cube, the virtual tapestries unfold and 
transform as the seasons change. Colin 
and Chloé’s faces, which are filmed in 
close-up, mimic each other. Chloé changes 
her appearance, going from blonde to 
redheaded or brunette; she embodies 
femininity. The bedroom space becomes a 
space to explore, the audience witnesses 
the immersive universe coming to life all 
around: a scripted animation places the 
spectator in a truly changing space, Chloé 
and Colin answer each other and their 
acting sets the bedroom in motion, which 
turns to the right, then the left…
When Colin and Chloé climb the stairs to 
the platform (element described in the 

novel), the bedroom seems to rise, the 
audience now feels they are rising 

(like in an elevator), the doors open: 
they are in seventh heaven, or 
rather on a kaleidoscopic dance 
floor to dance Biglemoi’s famous 
steps. In this first phase the novel’s 
characters (the actors who will 

have been previously recorded) 
lead the audience into a completely 

different visual universe and provide 
them with new interaction. This 

interaction will require obeying a certain 
number of very specific instructions (sound 
and outlined) on the gestures required to 
move the experience forward.

The Biglemoi: «The principle of the Biglemoi 
relies on producing interference from 
two sources that are driven by a strictly 
synchronous oscillatory movement. »

Interactive set-up : when the audience is 
on the dance floor they will have to follow 
Nicolas and Colin’s instructions and perform 
the right moves: if the moves are not right, 
Chloé’s image will diffract thanks to shaders 
(visual effects that can modify texture).
Following the same pattern as before, if the 
audience performs the right movements, 
video sequences showing Chloé winking, 
laughing or sending a kiss, will be triggered. 
However, if the gestures are not sufficiently 
expressive, Chloé will evaporate into 
space in various ways and the music will 
be distorted, scrambled, slowed down (if 
the gestures are too slow for example) or 
accelerated (if the gestures are too hasty). 
All this is technically possible thanks to the 
use of 3D scanner technology (see technical 
note) which will accurately calculate in real-
time, the slightest movements made by the 
audience inside the Cube.

TRANSITION / At the end of the Biglemoi’s 
interaction, Chloé becomes ill. From then 
on, the visual universe of the room begins to 
transform and change.

COLIN-CHLOÉ’S BIGLEMOI
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Immersive universe: Colin’s bedroom is gradually 
overgrown with vegetation. A swampy universe 
begins to ooze from the walls, with phosphorescent 
tadpoles. The walls become covered with foam; the 
soundscape becomes organic and truly stifling.

Interactive set-up: boxes containing silk petals 
can be found in the Cube. The audience then 

finds themselves in Colin’s shoes. To fight the 
waterlily disease, they must buy as many 

flowers as possible. They have to insert fake 
coins into the boxes to open them, and 
then they can «throw» silk flowers at the 
bedroom walls (towards the cylindrical 
screen).

The petals are a narrative element. Audience 
movement inside the Cube truly triggers the sound 
and visual effects on the bedroom walls. The idea is 
a race against the clock: the need to find flowers as 
quickly as possible to save the loved one.
But soon, flowers will run out and the swamp takes 
over.

As with the other sequences, if the audience 
manages to put petals all around the edge of the 
room, the space will light up and reveal luminous 
colors. However, if audience is too slow, the swampy 
universe gains ground and ends up filling the entire 
space until it is completely dark—representing 
Chloé’s inevitable death. 

THE SWAMP BEDROOM
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The development stage will 
be divided into two main axes:

On the one hand, we will need to adjust 
the visual universes of the four main virtual 
settings to the Cube’s cylindrical screen. 
These virtual settings should provide the 
feeling of truly entering Colin’s bedroom. 
The walls of this dreamlike bedroom 
will also be used to screen the narrative 
elements of Froth on the daydream. It 
is within these virtual settings that the 
narrative video sequences (in which the 
actors move the story forward) will be 
triggered, thanks to interaction between 
audience and the cylindrical screen.

On the other hand, we want to test and 
experiment with this interaction, with the 
technical set-up, as well as the objects that 
will be used as vectors inside the Cube. 
The aim is to create playful and instinctive 
interaction, directly inspired by the novel. 
Here is an overview of the visual elements 
and interaction we want to experiment with 
for each sequence.

SEQUENCE 1 : PRELUDE

The prelude sequence atmosphere 
is mysterious. It is an invitation to an 
immersion in Boris Vian’s world. Like 
pushing a door, the audience must wipe the 
condensation from a mirror to be able to 
immerse themselves in the experience.

The Mirror Interaction
At the very beginning of the novel, Colin, the 
main character of Froth on the daydream, 
is in his bathroom. The mirror interaction is 
a meeting point: the audience is invited to 
enter Colin’s bedroom. They can wipe away 
virtual condensation that appears on Colin’s 
virtual reflection with their hands.

Technical aspects
Inside the Cube, we will have pre-installed 
a video, infrared and volumetric camera 
system (RGB + depth).

-Preliminary video recording of the actors 
against a green background

-Use of Augmented Reality: real-time 
volumetric representation of the 
participants’ reflection on the mirror (behind 
Colin).

-Audience position and movement detection 
inside the Cube.

-Creation of the 3D scene with Unity 3D 
(Colin’s bedroom)

SEQUENCE 2 : PIANOCKTAIL

The pianocktail sequence atmosphere is 
very playful. It creates a frenetic sensation 
inside Colin’s bedroom: Boris Vian’s surreal 
world is first introduced by the appearance 
of an eel that goes around in circles, leaps 
out, dives to jazz sounds... In this playful 
atmosphere of drunkenness, desire and joy, 
the visual universe (directly related to the 
soundscape) will be entirely modified in 
real-time by audience interaction. 

The Pianocktail interaction
The pianocktail is by far the most 
emblematic object in Froth on the daydream, 
therefore it will tangibly exist within the 
Cube. The plan is to invite the audience to 
play the piano and to ensure that any note 
played interacts with the visual and sound 
universe. To this end, spectators can press 
the piano keys, which appear in color thanks 
to a mini projector placed above the piano. 
When pressed at the same time, the colored 
keys trigger a jazz song, which results in 
transformation of the visual universe or 

“narrative bubble”. Pressing a key that is not 
colored is like hitting a wrong note and will 
make the electric eel react.

Technical aspects
A physical keyboard with a MIDI connection 
for interaction. A video projector light 
placed above will light the piano.

-1 video projector connected to a computer 
receiving instructions via OSC to light the 

AVENUES FOR DEVELOPMENT

piano keys, which must be pressed
-1 MIDI keyboard connected to our Unity 
interactivity system

-Option 1: Computer + video mapping 
software

-Option 2: Nano-computer + development of 
a specialized script
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SEQUENCE 3 : BIGLEMOI

The Biglemoi sequence atmosphere is romantic. It is 
the moment when Colin and Chloé first meet. The 
bedroom walls change according to the seasons. The 
audience will find themselves in a loving sway. Love 
pushes the boundaries. The bedroom walls start to 
unfold, then stretch upwards (feeling of elevation). 
The feeling is of well-being... with time to dance. At 
the end of the sequence, the walls of the room, which 
had stretched, narrow and the room sinks a little 
deeper into the ground.

The Biglemoi interaction
The Biglemoi is the famous dance that the characters 
of Froth on the daydream use to flirt when they are 
going out. Together with the actor and dancer, Nicolas, 
we came up with simple choreography following 
various scopes and tempos. The audience must 
perform the movements danced by Nicolas correctly 
in order to charm his partner (Chloé). If the audience 
fails, Chloé diffracts. The sum of the (more or less 
well executed) movements performed within the 
Cube can also transform the soundscape, slowing it 
down or speeding it up. The audience’s movements 
are captured in real-time using Kinects.

Technical aspects
Motion detection:
volumetric camera set-up
Nicolas’ Dance: pre-recorded video sequence
(on a green background + spherical eversion).

SEQUENCE 4 : THE SWAMP BEDROOM

The swamp bedroom atmosphere is oppressive. Every 
time an ultraviolet light beam scans the cylindrical 
space, it deposits swampy foam on the decor of 
Colin’s bedroom.

Anti-water lily flower interaction
When Chloé first becomes ill, there is a notion of 
time and lack of money in the novel: Colin’s bedroom 
eventually folds in on itself. To save Chloé, Colin has 
to buy more and more flowers «to scare the other» 
(the water lily that grows inside Chloé’s lungs).
The idea that the audience has fake coins that they 
will be able to use to open the flower boxes is 
directly inspired by Colin’s realization when he opens 
his safe to count how many “doublezons” he has left 
(the currency used in the novel).
The audience will have to open the boxes and handle 
their contents: silk petals. By throwing the petals 
on the cylindrical screen walls, the audience fights 
against the swampy vegetation that is growing on 
the walls. It is not the petals, of course, but audience 
movement that is captured in real-time by the Kinects.

Technical aspects
We will rely on the set-up used in sequences 1 and 3 
for this application.



L’ÉCUME DES JOURS VR / LA CHAMBRE DE COLIN

16

STATEMENT OF INTENT
FROM THE PRODUCER

After two extremely full and busy seasons devoted 
to Histoires d’Espaces, a series of original virtual 
reality creations designed with the directors and 
choreographers of the Avignon Festival and Aix en 
Provence Art Lyrique Festival, produced following a 
trip to the United States and a meeting with Laurent 
Duret, a new encounter and a new journey are 
behind the project we are pleased to present. 
Wishing to continue to develop our collective 
and interactive virtual reality cylinder called the 
“Cube», I went to the European Commission’s call 
for proposals known as Starts. This international 
call for proposals aims to develop innovation 
through the convergence of art and technology, and 
funds artist residencies within technology-driven 
companies. We presented the Cube and our aim 
to turn it into an interactive cultural provider for 
smart cities. The Cube was selected from 30 other 
European technological set-ups. We were extremely 
touched to learn that more than 27 international 
artists out of the 80 applicants chose the Cube for 
their residencies.
While reading the various proposals, I was 
immediately struck by the ambition as well as 
the poetic and interactive dimension of Julie 

Desmet Weaver’s digital adaptation of Froth on the 
daydream. Her intent to use the Cube as a digital 
stage to represent Colin’s bedroom, and her desire 
to use collective interaction to move the narrative 
forward immediately intrigued me as it covered the 
lessons I learned from Histoires d’Espace. After 
selecting this project as our favorite, an international 
jury chose us as one of the ten European Starts 
winners. The adventure could begin.

Working with Julie, as with Olivier Py, Redouane El 
Medeb or Philippe Découflé, is both a challenge and 
fascinating. Her literary approach, which is extremely 
close to the original work, and her conception of 
space, which ends with the physical stage, sparked 
heated and fruitful debates. After several weeks 
of residency spent with Black Euphoria’s digital 
teams, we managed to sketch out a project, which 
combined her dreamlike ambition with a simple, 
intuitive and original interactive narrative. Our 
collective immersion in Boris Vian’s work allowed us 
to discover, within his whimsical and rich universe, 
areas for interaction, which were perfectly suited 
to our 360° stage. The Biglemoi, the Pianocktail or 
the Swamp Bedroom come to life and invite the 
audience to rediscover together, through coordinated 
choreography, this literary heritage that is so close 
and yet so far away.

Our immersive digital project is totally 
complementary to the play directed by Julie. As 
we approach the centenary of Boris Vian’s birth in 
2020, we wish to take this opportunity to make his 
work known to the greatest number and carry out 
an original distribution strategy. For large venues 
and festivals that are already interested in Julie’s 
play, the immersive work screened in the Cube may 
appeal to a younger audience disconnected from 
literature. For the 2020 edition of the Avignon 
Festival, we are planning to install the Cube inside 
the digital display space of La Manufacture, next to 
the theatre where the play will be performed.

As the Cube can be assembled in a day, it will 
be possible to plan a tour and take the work to 
institutions and countries that do not have the 
means to host the traditional play. Our contacts 
with the French Institutes in Romania and Hong 
Kong, as well as our discussions with Le 104, point to 
a large-scale tour in 2020, which will help promote 
Boris Vian’s work abroad.

It is with this enthusiasm and ambition that we 
turn to you hoping for your support. We hope that 
you will be as excited as we were when we first 
discovered Julie’s work.

                                            Mathieu Rozières
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IMPLEMENTATION 
SCHEDULE

CURRENT PARTNERS

NOV. 2018

Tests & adaptation of 
images/visuals (from 
the live Show) inside 
The Cube

DEC. 2018

Finalize staging of 
interactive sequencies 
and the interactive 
VR set-up specific 
adaptation

 JAN. MARCH 2019

R&D –development 
of tools and digital 
technologies for the 
technical set-up (3D 
modelling, interactivity, 
shaders...)

MARCH 2019

Presentation of a 
sequence prototype at 
The Pompidou Center

APRIL-JUNE 2019

Interactive sequencies 
and test sessions

JULY 2019

Official launch at the 
Avignon Festival

END 2019

Additionnal tour of the 
live performance + VR 
experience 

MAR 2020

Centenary of Boris 
Vian’s birth & laucnh of 
a headset app at the 
SXSW in Austin (Texas)

Cohérie Boris Vian         CNC Expériences Numériques          ADAMI                 104



L’ÉCUME DES JOURS VR / LA CHAMBRE DE COLIN

18

CONTACTS
BLACK EUPHORIA

CURRENT PARTNERS

Cohérie Boris Vian         CNC Expériences Numériques          ADAMI               

Mathieu ROZIÈRES
PRODUCER
Mobile : +33 (0)6 99 11 22 37
Direct : +33 (0)4 13 41 55 14
mrozieres@black-euphoria.com

Jean-Baptiste LOI
PRODUCTION MANAGER
Mobile : +33 6 42 51 58 82
jbloi@dark-euphoria.com


