Communicable Entertainment: DEEP AQUA
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Communicable Entertainment: DEEP AQUA

Ryota OIWA and Haruhiro KATAY OSE

DEEP AQUA is an interactive entertainment content, the motif of which is communication of water.
DEEP AQUA provides its users (i. e., swimmers and observers) the sensation of connection through
bubbles. Swimmers generate bubbles by moving in front of camera. Observers crash bubbles by
poking to touch panel display. These situations are linked by relative gimmicks. This is to say,
Swimmers and observers direct image and sound effect by them collaboration. In conclusion, we

can create content that audience as general installation can join the enforcement actively.



