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Fig 7. “Generated Birds of Baton Rouge 4,” 2019 

I found birds to be an ideal animal to focus on for their shared relationship with the wild, 

and urban cities. The color and shape of their plumage rely heavily on their habitat(s). An article 

published in 2009 posits that something as little as bird feeders can have a large effect on the 
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appearance of the birds by speeding up evolution due to their change in migratory patterns.9 

Birds analyzed in this study show that the birds that changed their migratory pattern in order to 

get to bird feeders evolved to have rounder wings, and narrower beaks with different color of 

plumage and beaks. The birds have not branched off into separate species yet but they might be 

headed in that direction. In my work, I set out to attempt to imagine this effect as this rapid 

acceleration of evolution in birds is still quite slow and difficult to see on a large scope. Again to 

reference Chakrabarty, we need to widen our scope of imagination when interpreting the vast 

amount of changes that we inflict on the wild. My method to create these images (fig. 4-7) was to 

walk around Baton Rouge to obtain over 350 images of the environment (fig. 8, 9, 12). 

Afterwards, I generated feathers in a program called Houdini. The software is based on a 

procedural workflow which enables me to edit parameters in order to get a high degree of 

variance in the 3D model. I used birds from the surrounding area of Baton Rouge for a basepoint 

in which to model the feathers so that I could try and portray a hidden connection between the 

city and Baton Rouge's natural surrounding areas. 

                                                
9 Rolshausen, Gregor, Gernot Segelbacher, Keith A. Hobson, and H. Martin Schaefer. 2009. 

Science Direct. December. Accessed March 22, 2019. 

https://www.sciencedirect.com/science/article/pii/S0960982209019253. 



17 
 

 

Fig 8. Photo of texture in Baton Rouge, 2019 

 

Fig 9. Photo of texture in Baton Rouge, 2019 
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For example, in Fig.10 I researched the Louisiana Waterthrush in order to try and get at 

least a loose idea of the birds’ feather shape. 

 

Fig 10. Louisiana Waterthrush, 2018 

This is when I began utilizing Houdini in order to try and imagine what a bird might look like if 

it quickly evolved to the inner city of Baton Rouge. This inner city environment has much larger 

variance in color and saturation as well as a lot more pattern and design evident in things such as 

advertising, graffiti, signage (for example) as compared to wild flora and fauna in the 

surrounding areas. This led me to believe that a rapid acceleration of evolution in the birds might 

lead to a wider scope of shape and color in differing bird species due to many species 

dependences on camouflage, and in this case perhaps more rapid or slow movement depending 

on which part of the city they inhabit. Admittedly this is all very speculative, but my goal is 
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simply to get viewers to engage in their imaginations in context to our relationship with wildlife 

in urban environments. In Houdini, I am able to manipulate the length, width, amount of barbs, 

curvature as well as rot and clumping of the birds’ feather.  

 

Fig 11. Feather construction in Houdini, 2019 
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Finally, I then select one of the 350 images that I documented in downtown Baton Rouge 

that generally fits the aesthetic of the Louisiana Waterthrush, and apply the texture onto the 

generated feather.  

 

Fig 12. Photo of texture in Baton Rouge, 2019 
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Fig 13. Example of feathers generated in Houdini, 2019 
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Fig 14. Hybridized descriptions of Louisiana birds, 2019  

In fig. 14 I used some open source code that utilizes a Markov Chain to generate similar 

syntaxes through large bodies of text. I decided to research descriptions of urban birds in the first 

body of text, and descriptions of non-urban birds for the second body of text. What is generated 

is a hybrid of the two bodies of text which offers an imagined new species of bird that is caught 

between two worlds. In this element of the show I sought to have the viewer imagine what these 

birds might look like by attempting to amplify the inherent subjectivity involved in the written 

word. By doing this, I hope to widen the scope of viewers’ imagination of the potential for new 

species at the edge of urban cities. 
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Fig 15. Simulated murmuration of birds projected onto gallery walls, 2019 

 

Fig 16. Simulated murmuration of birds projected onto gallery walls, 2019 

In figures 15 and 16 I set up an experience for the viewer to interact with dynamically. I 

set up four projectors to image a simulation of a bird murmuration. Audio in the space involves 

recorded sounds of an actual murmuration along with changing white noise interwoven 
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throughout. My goal was to create something that felt synthetic but moved naturally in order to 

have the viewer question the nature of the imagery supplied.     

 

Fig 17. Mock-up of bird feathers relevant of source image location on Google Maps, 2019 

The above image shows a mock-up of augmented feathers located in google maps of 

where they were taken. At the time of this writing they were still pending approval from Google 

to be added. Hypothetically speaking, these images would be able to be accessed on Google 

Earth after selecting an “Art in the Anthropocene” subsection. Interactive platforms such as these 

will give a chance for the user to have agency over the degree of authenticity that they will 

experience while learning about nature and our relationship with it. 
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CONCLUSION 

This work will soon be available on Google Earth and Google Maps for users who 

choose Baton Rouge as a location. It's an attempt to reflect the “Ecstatic Truth” that resonates 

with the user, the wildlife, and the burgeoning technological interfaces or lenses through which 

we now experience our environments. The future of nature documentaries is an authentic 

depiction of the state of our environment. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



26 
 

BIBLIOGRAPHY 

Baudrillard, Jean. 1994. Simulacra and Simulation. Ann Arbor: The University of Michigan 

Press.  

 

Gregg Mitman. "Cinematic Nature: Hollywood Technology, Popular Culture, and the American 

Museum of Natural History." Isis 84, no. 4 (1993): 637-61 

 

Macdonald, Scott. "Up Close and Political: Three Short Ruminations on Ideology in Nature 

Film." Film Quarterly 59, no. 3 (2006): 4-21 

 

British Broadcasting Corporation. 2016. Using Graphics when Making Wildlife Films. April 29. 

Accessed February 3, 2019. http://www.bbc.com/earth/story/20160311-using-cgi-to-help-our-

understanding-of-the-natural-world. 

 

Rolshausen, Gregor, Gernot Segelbacher, Keith A. Hobson, and H. Martin Schaefer. 2009. 

Science Direct. December. Accessed March 22, 2019. 

https://www.sciencedirect.com/science/article/pii/S0960982209019253. 

 

 

 

 

 

 

 

 

 

 

 

 

 

http://www.bbc.com/earth/story/20160311-using-cgi-to-help-our-understanding-of-the-natural-world
http://www.bbc.com/earth/story/20160311-using-cgi-to-help-our-understanding-of-the-natural-world
https://www.sciencedirect.com/science/article/pii/S0960982209019253


27 
 

VITA 

 Jake Hamill is a digital artist originally from Texas. He has a background in drawing and 

painting but has since adapted his work into the digital arts. He plans on continuing his research 

in science and interactive media in order to attempt to inspire viewers to constantly question their 

surroundings.  

 


