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Credits: Le Souffle de l’aube from Fleuve | Espace danse from Chantal Caron with Marie-Maude Michaud and Marie-Ève Demers.
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Partners
The project received financial support from Quebec’s Ministère de la culture et des communications. It was carried out as part of La Danse sur les routes du
Québec’s LabDSR. LabDSR is supported by the Canada Council for the Arts’ Digital Strategy Fund. The main partners are: Culture pour tous’s Lab culturel, La
Machinerie des arts, HEC Montréal’s Pôle médias et divertissements,

Québec numérique, Regroupement québécois de la danse, and RIDEAU.
https://petittheatre.org/application-fleuve-espace-danse/

La DSR would like to thank the ministère de la Culture et des Communications as well as the ministère des Affaires municipales et de
l'Habitation du Québec, the Conseil des arts et des lettres du Québec, the ministre du Patrimoine Canadien and the Bureau des
festivals de la Ville de Montréal.
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Background
This project was initiated by the dance company Fleuve | Espace danse (FED), in collaboration with La danse sur les routes du Québec (DSR) and
Made in BC - Dance on Tour (MiBC). For over ten years, FED has created in-situ dance productions performed right on the gravelly shores of the
St. Lawrence River, proving itself as a leader in showcasing regional Quebec dance. Chantal Caron, FED Choreographer and Artistic Director,
specializes in outdoor choreography, using daylight (sunrise and sunset) and the magnificence of nature as her stage. In 2018, she was appointed
to the Order of Canada as a Member “for her artistic creations highlighting our natural heritage and for her contributions to the development of the
next generation of dancers.”
FED identified the following problem: there is no data on audiences that attend in-situ dance performances. Since the shows are presented
outdoors, it is difficult to have a box office, which has historically been the only way to collect behavioural and socio-demographic data. Without
audience data, it is extremely difficult to find sponsors, solicit donations and implement effective communication, marketing and
audience-development strategies. Under these conditions, artists are unable to establish and maintain a virtual relationship with their target
audience to share information and content, which affects audience development and online visibility.
Although original in-situ dance shows have seen significant expansion and led to the development of a new dance presentation network, it is clear
that the presenting model for this type of dance is not making use of advances in the digital world.
La DSR, MiBC and FED have therefore come together to co-create a data-collection and audience-development prototype for in-situ dance using
digital technology.

Goals
●
●
●
●
●

Develop a tool that can be adapted and transferred to different shows and artists;
Acquire a deeper knowledge of the people who attend in-situ shows;
Experiment with audience behavioural and socio-demographic data collection methods;
Develop an application (app);
Develop a kiosk and postcards with a target image to support the app;
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●
●

Test the prototype three times by November 2019;
Finalize the Apple app (including test users) by August 2020.

Target audience
●
●
●

Quebec millennials aged 25 to 40 (primary clientele);
Quebec baby boomers aged 55 to 70 (secondary clientele);
Quebec adults aged 40 to 55 (tertiary clientele).

Project presentation
Fleuve | Espace danse’s mobile app is a joint project created by the FED dance company, La DSR and MiBC, with Le Petit Théâtre du Vieux
Noranda (PTVN) collaborating on the technical and digital aspects.
This mobile app promotes the company by providing information, ticket sales and most importantly, augmented reality (AR) experiences. These AR
experiences are original creations inspired by the shows and by the company or artist’s artistic process. To develop the app, we needed a concrete
case on which to base the experience, so we decided to use FED’s show Le Souffle de l’aube [The breath of dawn]. The creative AR was based on
three paintings composed of fibrous, organic or particulate elements, and accompanied by the show’s soundtrack. These experiences can be
viewed through a cellphone camera pointed at the FED postcards.1
The codes developed during the project are open source, so they are accessible to the community, and can be redistributed and used to create
derivative works. That way any artist can adapt the code to their content based on their project.

1

To view the postcards: 1, 2 and 3.
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Prototype description
A. Glossary
Augmented reality (AR) is an interactive technology that superimposes virtual images, or complementary information, onto images from the
real world, in real time, using a viewing device.
An application (app) is designed to be downloaded and work on a mobile device, and is developed using a language specific to each type of
device. Smartphones and digital tablets are examples of these devices. A mobile application can come pre-installed on a mobile device, be
downloaded from an online store, or be accessed from a web server.
User design (UI and UX): User Interface (UI) is the “visible” or “perceivable” part of a product: it is the part we can see, hear and touch, for
example when using a mobile app.
The User eXperience (UX) is a mix of the visible and invisible parts which, together, contribute to the user’s overall experience on the mobile
app.

B. Starting environment (digital and physical)
Chantal Caron, FED Artistic Director, creates and performs right on the shores of the St. Lawrence River. Nature and the circle of life are at the
heart of her choreography. She returns audiences to a natural environment and using danced poetry, presents as a gift the paradigm of an
ecosystem that is so rich, yet so fragile. Her choreography awakens the conscience to an environment where man, nature and animals come
together, where sometimes it is hard to tell them apart. This is the company’s vision, to offer a unique approach to dance that fits naturally into
Quebec’s ecological art practice.
Made in BC - Dance on Tour is a not-for-profit association dedicated to building a culture for dance throughout the province of British
Columbia.
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La DSR developed Jouer dehors, a professional development program for the presenting of dance. It is intended for artists who have created a
show to be performed offstage (in situ). Over the past ten years, the program has helped develop a new market for dance.
Collaborating with MiBC and La DSR was a natural choice, since both organizations are dedicated to reaching audiences in their regions while
supporting the presentation of works offstage. While they actively use social media, newsletters, printed publications and posters, all three
organizations are keen to develop new communication strategies including digital technology, but have practically no technical knowledge in
terms of digital development.
To develop the digital and technological aspect of our project, we joined forces with Le Petit Théâtre du Vieux Noranda. This key venue for
artistic and cultural production and presentation in Abitibi–Temiscamingue is a huge proponent of interaction, creativity and the next generation.
Since its digital turn in 2012, PTVN has helped make the region a hub for digital innovation and expertise in Quebec and abroad thanks to its
state-of-the-art technical equipment and unprecedented human expertise.
C. Technological challenges
●
●
●

Managing to get to presenting venues without an internet connection;
Providing on-site support to people who do not know how to use an app;
Creating a high-quality prototype that is easy to move (light and flexible, yet sturdy).

D. Design and features developed
The mobile app was well thought out and designed to be easy to use and accessible, since our goal was to reach a large number of people,
regardless of their digital knowledge or skills. It is currently only available on Android phones, but will be available on Apple devices by April 30,
2020.
Here are some screenshots taken while the app was being developed and put online.
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The app has several features, including information on the dance company and its shows, as well as aesthetic AR experiences inspired by
FED’s show Le Souffle de l’aube. As part of the development process, several technical tests took place:
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We hired Andréane Boulanger, a visual artist, to create the AR target images, and the digital artist Jules Boissière to develop the animation.
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In developing the stand for the target images, several ideas were generated and tested. At first, a metal sculpture was produced.
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We later simplified it to a banner stand and postcards to make it more flexible and facilitate transporting it to other presenter sites:
To view the postcards: 1, 2 and 3.
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E. Roles and responsibilities
Project Management:
● Fleuve Espace danse: Émie-Liza Caron St-Pierre, Tania Hillion, Chantal Caron
● La danse sur les routes du Québec: Aude Watier
● Made in BC - Dance on Tour: Jane Gabriel
● Petit Théâtre du Vieux Noranda: Valentin Foch, Rosalie Chartier-Lacombe
Artistic and Visual Direction:
Andréane Boulanger
●
3D Design and Animation:
Jules Boissière
●
Programmer:
Simon Descôteaux
●
UI/UX and Graphic Design:
Cynthia Di Dio
●
Printed Graphics Design:
Geneviève Guérard
●
Camille Barbotteau
●

F. Production budget
Budget
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G. Production schedule
Project schedule

Prototyping analysis
Prototyping trials took place at various cultural and artistic events with different audiences. We conducted several user tests with the general
public, which provided us with critical feedback on the use, practicality and aesthetics of our mobile app:
● At the Festival de musique émergente’s Virtual Reality (VR) Garden (August 2019)
● At presentations of Le Souffle de l’aube in Laval (July 2019) and in Rouyn-Noranda (September 2019)
● During Parcours Danse, Montréal (November 2019)
● At RIDEAU, Quebec (February 2020)
We were thus able to ascertain that our app worked well on users’ phones, both in terms of downloading and latency. From a practical
standpoint, these different tests helped us adapt our user design (UI and UX) based on the different ways the app was being used,
misunderstandings of its graphic icons, and above all the ergonomics requiring modification. Lastly, in terms of the app’s aesthetics, user
feedback reflected an appreciation for the AR design. Critical feedback on sound design, flow and visual quality was also collected during
conversations with the public.
A. Impact analysis (qualitative and quantitative)
Since the app has not yet officially been launched, the current data is not representative of its projected impact. At the moment we have:
● 4 active users
● 1 user who uninstalled the app
This matches the number of Android developers and designers working on the project. The numbers will be updated once the Apple app
is ready and made available to all.
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B. Results
Since the final prototype was validated late in the project timeline, we had very little time to work on the final AR artwork. It was then that
the divide between the different artistic directors’ visions became apparent, i.e. dance, infographics/graphic design, and AR. Nonetheless,
we are happy with the final prototype deployment format. We believe the postcard is an original means of communication for reaching
presenters, and an effective communication tool for promoting and selling shows. For efficiency’s sake, we now feel it would be wise to
narrow down the three final AR visuals to one.
C. Challenges and issues
●
●
●
●
●
●
●
●
●
●

FED, La DSR and MiBC’s lack of digital knowledge and experience;
The main contributors’ lack of time and availability, and a change in key players during the creative and production process;
Distance and telepresence;
The need to have an agreed upon time for brainstorming and production;
Creating a product without having seen the show first;
Prototype definition that was not clear enough at the outset: is this a work of art or a communication tool?;
Changing course in terms of animation in the middle of the project;
The difficulty of going back and reworking design and animation (time-consuming);
Two artistic directors with different visions;
Short timeline for completing the entire project.

Strategic analysis- looking to the future
A. Development opportunities
●
●

Setting up a project webpage online and social media promotion;
Moving forward on how we think about collecting and using behavioural and socio-demographic in-situ audience data;
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●
●

Allowing players in the field to experiment with new audience-development methods and tools by offering the open-source codes we
have developed;
Creating a Canada-wide anonymized database of behavioural and socio-demographic in-situ audience data that is accessible to all.

B. Challenges and issues
Before we can officially launch the mobile app, we need to be able to successfully install it on Apple phones. We will then deploy a
communication strategy in conjunction with the postcards so people can download the app directly from FED’s website or its partners’
websites. After a certain amount of time, we will be able to extract the app data and analyse it. Our lack of technical knowledge could
indeed be problematic in extracting said data.
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Conclusion
In conclusion, this project is an excellent starting point in allowing in-situ dance companies to incorporate digital technology in their audience
awareness and development strategy. For FED, the prototype could truly help us increase our ability to reach audiences and the app could be
an excellent tool for keeping in touch with them. Of course, some of the above mentioned issues will have to be addressed before launching
this digital strategy to the general public, but our team has learned so much in terms of planning and developing a digital strategy.
A. Lessons learned
●
●
●
●

Arrange for more in-person collaboration;
Properly explain the various project steps to those involved in the project;
Ensure better collaboration between different artistic directors;
Have a schedule that is more spaced out and covers a longer period of time.

B. Recommendations
We believe that being part of an introductory digital experience like this is critical to understanding all its implications. The term “digital” is
often misused, and is truly multifaceted. People picture applications, AR, or VR, but they often forget about strategic planning, technical
details, finding labour, etc. In this sense, the mentorship we received from LabDSR was key, as was PTVN’s coaching throughout the
project.

Appendices
●
●
●
●

Team training video on knowledge sharing;
Open source best practices;
GitHub data;
Video presenting La DSR’s project.
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