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EASTN-DC Artworks Portfolio  
 
The EASTN-DC Artworks’ Portfolio contains the artworks supported by 
EASTN-DC project, in Art-Science-Technology, from 2017, November 1st 
to 2022, July 31st. 
 
The artworks are related to the 3 issues of EASTN-DC: 
Music, Digital Arts, Dance. 
 
They fall into two or three poles, among the 5 characterizing the EASTN-
DC Cultural Objects: 
Research – Creation – Pedagogy – Diffusion – Industry 
 
For that, they received the EASTN-DC agreement. 
 
The portfolio has been designed to be useful for practitioners, inside and 
outside the EASTN-DC network, to help them in their own cultural activity 
and in their own cultural dissemination agendas. 

 
See more at 
https://eastndc.eu/ 
https://eastndc.eu/library/ 
 
 
 
 
Contact 
Annie Luciani, Coordinator Manager of the EASTN-DC Project, ACROE 
annie.luciani@acroe-ica.org 
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@flat gaze 
Matej Mihevc & Benjamin Fele 
 
Art media embedded in the social media platform Instagram (2021) 
 
With the project @flat_gaze, new media artist of the younger generation Matej Mihevc 
explores the specificity of the current state of cultural production after post-internet. 
@flat_gaze raises questions about objectivity and meaning, innovation and authorship and the 
processes of production and dissemination in the arts and the broader cultural sphere, which 
are mutating at an accelerated rate with the advancement of neural networks and the 
increasing accessibility of artificial intelligence technologies. 
 
@flat_gaze is embedded in the social media platform Instagram, today’s increasingly relevant 
art venue, which instead of an economy of value, aura and meaning is shaped by an economy 
of attention, reach and affect. The project @flat_gaze updates the contemporary figure of the 
creator of cultural content as a remixer, DJ, programmer or curator of content into a 
generative and automatised feedback web of consumption and production (of images). 
 
The project includes the Instagram profile @flat_gaze, which follows specific profiles of 
individuals, art galleries and blogs related to digital, post-internet and contemporary arts that 
are posting photographic documentation of exhibitions, digital objects and their various 
intertwinements. The posts from these profiles are automatically aggregated and serve as a 
database for training the neural network StyleGAN2-ADA. The network learns unsupervised, 
and every day the automated process chooses random coordinates in the latent space, from 
which it generates the images that are posted on the @flat_gaze profile. 
 
Thus, during their daily scrolling through Instagram, followers of the profile come across the 
algorithmically generated images which vividly recapitulate cultural patterns, trends and 
currents into outlines of objects, spaces and moods. In fact, they are two-dimensional 
visualisations of the sections of multidimensional categories into which the neural network 
quantifies cultural production. Thus, they present the human-visible fragments of an 
otherwise alien and incomprehensible algorithmic “view” of the cultural field. 
 

   
https://wiki.ljudmila.org/Matej_Mihevc:_@flat_gaze_(en) 
 
Presented at 

osmo/za – Lubjiana 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 
 

01101110 
Alexandros Kontogeorgakopoulos 

an audio visual piece based on scientific concepts; 
 
01101110 is light-music installation echoing and celebrating the simplest mathematical model 
of computation. 
A series of light/shadow paintings depict instances of the evolution of the Rule 110 one-
dimensional cellular automaton (Rule 01101110 in binary) accompanied by a music layer 
based on the same process. The paintings are created by digitally fabricated perforated panels 
and white light LED beams; the panels diffract the light and project it on blanc canvases 
hanged on the wall of the exhibition space. Each painting offers it’s one unique light and 
sonic space. 
 

 
https://wiki.ljudmila.org/Artist-in-residence:_Alexandros_Kontogeorgakopoulos_(en) 

 
Presented at  
 Queens 2019 Festival - Copenhagen 
 
Produced by :  
 Cardiff School of Art and Design, Cardiff, United Kingdom 
 Continuous Lab., Athens , Greece 
 
 



1/x  
Alexandros Kontogeorgakopoulos 

An audio visual piece, based on scientific concepts;  
 
1/x is a sound and light art-science installation based on the singularity character of the 1/x 
function. A system of weighted reciprocal functions generates light flashes and sonic events, 
while establishing a second singularity point that reverses the system’s causality time-space. 
Around the singular points of those functions, an intensive experience is created allowing the 
visitor to immerse oneself in a dramatic environment developed through micro and macro 
time scales of light and sound. 
 
 
Presented at  

A dela ? Is it Working Festival 2020 - Lubiana 
 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 

Continuous Lab., Athens , Greece 
 
 
 



128 Hz 
Leslie Morrier		
Electro-acoustic	piece	written	for	a	multi-channel	surround-sound	system	-	live	performance.	
	
128	Hertz	 is	 an	 electro-acoustic	 piece	written	 for	 a	multi-channel	 surround-sound	 system. It	
blends	 together	 live	 recordings	 of	 sound	 objects,	 field	 recording,	 techno	 percussions	 and	
progressive	minimal	music.	
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
La Cordonnerie-Scènes de musiques actuelles, Romans-sur-Isère, France 
 
 



3 Cantos para Libertar o A(r)  
Miguel Azguime 
for 4 voices 2020 
Neue Vocalsolisten 
Johanna Vargas, soprano 
Susanne Leitz-Lorey, soprano 
Truike van der Poel, mezzo soprano 
Martin Nagy, tenor 
Guillermo Anzorena, bariton 
Andreas Fischer, bass 
 
“3 Cantos para Libertar o A(r)” is a piece for 4 voices a capella (soprano, alto, tenor and 
baryton) with 3 parts, each one using a text written by myself purposely for this piece. The 
first one is purely phonetical, the second is centred on semantics and uses the German 
language, the third one establishes a balance between semantics and phonetics and uses the 
Portuguese language. Each part calls for a different use of the voice and its emission 
technique. 
 
 

 
 
Presented at 

Música Viva Festival 2021 – Lisbon – 11/11/2021 
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 
 



 

A laugh to cry 
Miguel Azguime 
Music and  multilíngual texts 
 
 
A Laugh to Cry with music and multilingual libretto by Miguel Azguime is a metaphysical 
theater that puts eternal archetypes in music and scene. 
 
Reflecting on the devastation of the Earth, on the barbarism of war, on the destruction of 
Nature, on the hegemonic power of the “market” and the consequent annihilation of cultures, 
on the loss of civilisational memory, he speculates and confronts us with the possible collapse 
of humanity but also with its eventual rebirth. 
 
The interpretation also involves 7 acoustic instruments: flute, clarinet, violin, viola, cello, 
piano and percussion and electronic means in real time. The staging is based on multiple 
video projections built in symbiosis from music and text. 
 

 
 
Presented at 

Casa da música Porto Portugal - Thursday, October 7, 2021  
Casa da música Porto Portugal - Wednesday, February 10, 2021  
O'culto da Ajuda – Lisbon - Portugal - Sunday, April 10, 2022  

 
Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 
 



 

A vida e sempre preferivel  
Miguel Azguime 
Poetic Action – performance Poetry and music 
 
ou o monólogo do sal para lhe completar a medida 
Acção Poética 
Work in progress à procura de um novo devir, regresso à palavra e às suas transformações 
electrónicas, reflexão sobre o homem e o mundo, onde a vida é sempre o caminho e o lugar 
preferível. 
 
Poetic Action 
New sound poetry/new op-era show by Miguel Azguime, in which the composer, the poet and 
the performer come together again in one solo, for a new incursion into the word as music and 
through music as a word. Work in progress in search of a new becoming, return to the word 
and its electronic transformations, reflection on man and the world, where life is always the 
path and the preferable place. 
 
Miguel Azguime · musical and textual composition, voice, electronics in real time 
Paula Azguime - sound broadcasting 
Technical realization: Miso Studio 
 

 
 
 
Presented at 

O'culto da Ajuda Lisboa Portugal - Saturday, September 25, 2021  
  

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 



Abituà (Gesture) 
Simone Giordano  
stereo fixed media, multichannel live-spatialization by the composer 
 
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 



Acustiche informali 
Carlo Ambrogio, Hicham Baqa, Marco Barberis, Simone Giordano, Cristina Mercuri, 
and Debora Picasso, METS Students 
Instrumental and electroacoustic musics 
 
How does informal art sounds? What music can be combined today with the metal sheets 
corrupted by Alberto Burri's oxyhydrogen flame or with the cuts of Lucio Fontana's canvases? 
Acustiche informali (Informal Acoustics) is the answer given to this question by the student-
composers of METS-Conservatorio di Cuneo, led by the Composition Professor Gianluca 
Verlingieri and the Music Informatics Professor Francesco Canavese. Mets students 
premiered their compositions related to famous informal art works on 22nd and 23rd 
December 2018 in Cuneo, at the Monumental Complex of San Francesco, in Via S. Maria, 
both days at 17.00. 
 
METS student composers Carlo Ambrogio, Hicham Baqa, Marco Barberis, Simone Giordano, 
Cristina Mercuri, and Debora Picasso worked inspired by the works of art exhibited in the 
monumental space of S. Francesco (collecting suggestions from the works of Mastroianni, 
Parmeggiani, Galvani, Burri himself and from the local artist Pinot Gallizio, among others) 
and spread their electroacoustic compositions across the entire architectural space of San 
Francesco through the collaboration of the percussionist Michele Cera, who also made sounds 
from a disused sheet metal wardrobe door, electronically processed by student composer 
Marco Barberis. 

 

   
Moments of the performances in front of Burri’s and Fontana’s artworks 
 
Presented at : 

22nd and 23rd December 2018 in Cuneo, at the Monumental Complex of San 
Francesco 

 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 

 
 
 
 



Aduf&electronica 
Rui Silva and Bruno Gabirro 
Pour instrument de for instrumental musical instrument Adufe and electronics 
 
Aduf&lectrónica by Rui Silva and Bruno Gabirro, in residence at O'culto da Ajuda in June, 
present in concert the work they have been doing on adufe with real-time electronics, in the 
form of written and improvised music. 
 
Aduf&lectrónica is a project that seeks to bring adufe to the tradition of classical music. 
Despite being part of our Imagin collective river as a people, even outside the Regi es where 
aut ctone, the adufe was circumscribed, except for one or another exceptional situation, music 
of popular tradition where it originates. If this condition ended up giving it a mythical aura, it 
has also removed true possibilities of development and expansion as an instrument in itself, 
that is, both in instrumental technique and in the construction of electronics, in particular real-
time, arises naturally in the exploration and discovery of the possibilities of adufe and its 
treatment, within a musical tradition where electronics has been developing for a century, It 
has expanded greatly over the past 50 years and is now an active and integral part of classical 
music practice and thought. It also allows to create a connection with the history and tradition 
of adufe, through existing photographic records and as a link between two musical worlds, 
which being both music, are disparate in many respects. We propose a project that, having as 
final objective the presentation in concert of new perfomance as for adufe and electronics, 
includes not only the writing and public execution of these same pieces, but also a whole 
work of experimentation and research, in the studio, in the relationship between composer and 
instrumentalist, or in direct contact with customs and fertilizer groups that have kept the 
fertilizer and its tradition alive. Given the project’s unprecedented and investigative, the work 
has been developed since 2019, in various artistic residencies, studio moments and concerts.  
 

 
 
Presented at 

MMP FORMAÇÔES & INTÉRPRETES  EXTRAORDINÁRIOS Concert - O'culto 
da Ajuda Lisboa Portugal - Tuesday June 15, 2021 
Teatro da Rainha Caldas da Rainha Portugal - Saturday May 28, 2022 
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 



 

Air for Air-trombone  
Kousei Murata, Hideaki Isobe 

 
Air for Air-trombone was conceived as a demo piece to maximize the performance of the 
sensor. The player abandons the act of playing and is gradually dominated by the sensor. 
Thanks to Mr Isobe for programming. (K. Murata) 
The motion-sensing device, named "Murata-sensor", contains an ESP32 CPU, 9-axis sensor 
module and slide distance sensor. It communicates with the host computer via OSC. By using 
OSC to transmit data, it is possible to send performance data at hyper-high speed!! (H. Isobe) 
 

 
 
Presented at  

DCAC on line festival 2020 – Corfu 
 
Produced by : 
 Ionian University, Corfu, Greece 
 



Aliterações de Água 
Miguel Azguime 
Soprano and live-electronics 
Emergent Talents - Camila Mandillo soprano 
 
“Aliterações de Água” is a piece for solo soprano and live electronics, the material being built 
from the high register of an inharmonic spectrum. The text only appears halfway into the 
composition, and for most of it, only vowels are used. In terms of vocal production, this piece 
is about what is liquid, fluid and flowing and to achieve this, microtones are used extensively 
throughout the composition. The electronic part, all in real time, actively contributes to this 
idea of everything that flows like water, watercourse with different speeds depending on the 
topography. 
 
 

 
 
Presented at 

Teatro da rainha Caldas da Rainha Portugal - Thursday, December 16, 2021  
O'culto da Ajuda – Lisbon – Portugal - Wednesday, December 15, 2021  
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 
 



 

Anamorphic circle 
Hans-Peter Stubbe Teglbjærg 

Electroacoustic musical composition 
ACROE-ICA musical residence, GENESIS Software and TELLURIS Real Time Haptic 
Station 
 
This is a composition being created at ACROE. AGORA Creative festival 2019 October 2019 
will be a first worldwide broadcasting.  
Anamorphic circle is a new musical piece in two parts will be composed in ACROEs studio in 
Grenoble. Several work sessions with the staff of ACROE will precede the actual composi-
tion of the new work. 
The two parts each of 15 minutes can be performed separately or joined and performed for 
one 30 minutes long composition : 

- The first part will investigate an interactive scenario using ACROE’s force-feedback key-
board. This part is projected for first performance at the international AGORA festival 
(Grenoble October 2019). 

- The second part will realize the same ideas in a 3D loudspeakers dome setup (24 channels) 
performed at a 3D-concert serie (Royal Danish Academy of Music, Copenhagen march 2020).  
 
Physical modeling is attractive because of its modular nature and because dynamic variation 
arise naturally from parameters that correlate directly to the physical properties of the 
sounding object. Non-linearity is increasingly being recognized as fundamental in many areas 
of audio-physics. By studying the nature of coupling mechanisms (how an exciter and a 
resonator “interact”) a very large range of novel and dynamic sonics results can be produced. 
To compose with physical modeling both interactively with very new haptic gestural devices 
and sound diffusion into a 24-speakers dome is a very demanding task, which is comparable 
to the composition of a Symphony.  
 

  
 
Presented at  
AGORA Creative Festival 2019 – Grenoble 
 
Produced by : 

ACROE, Grenoble, France 

Compositeur et professeur au Conservatoire Royal de Copenhague (Danemark)  nous fera partager 
ses avancées de création musicale avec GENESIS, pour sa composition Anamorphic Circle en cours 
de création à l’ACROE.
Dans cette pièce, Hans Peter Stubbe Teglbjaerg cherche à utiliser la simulation d’instruments 
physiques virtuels pour faire l’expérience d’un monde sonore inaudible, mais qui est cependant tout 
à fait réel (virtuellement), tangible, et tactile.

Parcours de création musicale  
avec Hans Peter Stubbe Teglbjaerg

en distanciel depuis 
Copenhague

Séance d’écoute

Jeudi  9  décembre de 17h30 à 19h

Claude Cadoz - Quetzalcoatl III (2021)
Musiques italiennes pour guitare et électronique

Azio Corghi - Consonancias y Redobles (1973) 
Gianluca Verlingieri - Resonancias y Redobles (2018-19)
Giuseppe Gavazza - Dodici corde e mezzo (2014)
Miguel Azguime – Itinary of Salt (2020)
Davide Ficco - Aavaaye darun (2019)
Davide Ficco : Guitare
Massimo Deidda, Marco Barberis, Ricardo Rosso, électronique 
et spatialisation temps réel

Vendredi  10  décembre de 10h à 12h



 

Aura Machines  
Vicky Clarke 

Audiovisual film: Live recording for FACTmag Patch Notes series, 180 Studios, London 
 
A sound object has an aura. Can a machine produce an aura? 
AURA MACHINE LIVE is an audiovisual performance from Vicky’s artist residency 
exploring machine learning and musique concrete at NOVARS, University of Manchester. 
Incorporating live sound sculpture, DIY interfaces, modular and machine learning, the piece 
explores what happens to the sound object when processed by a neural network. 
Taking the listener on a journey through transmutational states, the piece begins with the 
concrete training data, original source material including manchester mill spaces, machines, 
materials and noise to a transmutational training state and finally a latent space exploration of 
purely generated AI material. 
Visuals feature Vicky’s AURA MACHINE icons, a graphical symbolic system representing 
the sound object in latent space. These AI generated forms are trained on a dataset of ancient 
alchemical – techno-mystical symbols, made physical in steel and neon sculpture, and form 
the live audio reactive. 
 

    

 
 
Visuals as developed/performed by Sean Clarke. 
Neural models used are StyleGAN2, NLP for text/voice and PRiSMSampleRNN. 
 
Presented at : 

InSonic 2021 Festival – Karlsruhe 
MATTE(R)ealities Festival 2022 - Cardiff 

 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 
 
 



 

B is for Bird  
Manusamo & Bzika Collective  
Augmented and Virtual reality ARtGroup fromValencia (Spain) 
 
Game-Audio Interactive Composition. 
Collaboration with composer Ricardo Climent 

Birdsongs and nature have inspired humans and informed musical compositions and other art 
forms for centuries. This live game-audio composition navigates an ancient Chinese folktale: 
"Hu was a wise woman who, for many years, had taken care of the flowers and birds of an 
enchanted Chinese Botanical garden. During the day, it looked like ordinary places to wander 
about. But when the sun was down, earth and sky merged together into a purple glow, while 
Hu intoned a musical Pipa born from a butternut squash and played with synthetic birds in the 
orchards until dawn..." The outcome is a game-audio live performance composition emerging 
from the design of an interactive music system for mimicking birds' vocal anatomy 
preforming alongside a virtual pipa (a four-stringed Chinese plucked instrument). The 
playground consists of an evolutionary aural ecosystem entitled “B - is for Bird”, which 
drives sounds from a modular synthesizer, as the core audio-engine source for soundscaping a 
virtual garden. Such 3D ecosystem (which may have alternative themes). The singing meta-
birds become A.I. actors on a game-engine server platform, which interact with the Pipa.  

3D models in Blender by Manusamo and Bzika. Gameplay in Unreal engine 4 
Composition and game-engines: Ricardo Climent 

Pipa Player credits: Yuhe Liu 

 
http://www.manusamoandbzika.es/bird.html 

 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
manusamoandbzika 

 
 



 

Beambreaker 
Tadej Droljc 
Audiovisual composition and performance (2019) – 25’30 
 
Beambreaker ("Žarkolom") is an audiovisual composition and performance that deals with 
breaking light beams and sound beams into volumetric audiovisual objects. These objects are 
multistable in cross-modal sense since they are based on a high degree of audiovisual 
ambiguity - are we listening to the sound light, maybe the sound of light structures, or do we 
see an embodiment of sound or something in-between? These multistable objects are often 
rapidly changing, forming fragmented chains of audiovisual apparitions, that present different 
perspectives and interpretations of some elusive feeling within us, which is essentially 
invisible and inaudible. Consequentially, the piece is not trying to be didactical or moral, 
neither it has a clear message. Instead, it offers one a mirror in which fragments of one's own 
invisible can be brought to light. 
 

   
https://wiki.ljudmila.org/Beambreaker 
 
Presented at 

Between 2019 Festival – Stockholm 
InSonic o2020 nline festival organized by ZKM 
IF 2022 Festival – Brussels 

 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 
 
 
 
 



 

Capilaries Capilaries 
Tadej Droljc 
Audiovisual composition/performance (stereo and projected image) 
Capillaries Capillaries is an audiovisual composition that does not prioritise any established 
audiovisual hierarchy. Therefore, the piece does not represent a visualisation of music or 
music for an image but rather a tangle of audiovisual interactions. In a predominantly bottom-
up compositional approach, most of the compositional decisions came as a consequence of 
cross-fertilisation between both modalities. 
The work extends the idea of an audiovisual object to an audio-visual-time object - that is, a 
tangle of interactions between sound, geometry and time. The audio-visual-time object is 
treated as a (meta)physical material inside a high-voltage continuum. The tensity of the 
continuum arises from the imbalance between various forces that pull the material in varied 
directions. Since the material is a complex audio-visual-time object, the result is often 
impossible to predict. Exploring the emerging structures and their behaviors is the main focus 
of the piece. 
 
The concept represents the translation of the id, ego and super-ego model to the audiovisual 
world. Just as the ego is established between the two groups of conflicting forces that 
constitute, distort, constrain, liberate, punish or disperse our subjectivity, so too is the material 
of Capillaries Capillaries. What we observe throughout the work is one and the same material 
transformed in different ways. 
The emerging structures were hence approached from two opposite angles. Some parts of the 
piece are predominantly “id driven” and are based on “hands off” generative techniques 
where time, rhythm and sound originate from various methods of geometry sonification - 
hence the unexpected bursts of energy, jerky rhythms and random time. 
Other parts on the contrary reflect the super-ego like internalisation of cultural norms - hence 
the metric re-organisation of audiovisual material into tidy sound-geometry-time gestalts or 
comprehensible shapes. However, the main focus of the piece is the space in between where 
the forces of id are tamed and the rules of super-ego bended - where noise becomes form and 
form becomes noise. 
 

 
 
Presented at 

Digital Creativity 2018 Festival - Manchester 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



Chiron.2060 
Cristina Mercuri  
stereo fixed media, multichannel live-spatialization by the composer 
 
“Chiron.2060” is instead the description of another landscape, the fascinating and unknown 
cosmic space. Rich in celestial bodies, electromagnetic radiations, magnetic fields, cosmic 
rays, matter and dark energy! 
 
Chiron.2060 in fact is the name of one of the biggest comets in the solar system. 
 
But even here, human contamination has arrived. 
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 

 
 



Cocci Sonori 
Cristina Mercuri and METS students (Cuneo) 
Interactive	multimodal	installation	
	
Cocci Sonori is an interactive multimodal installation based on the synergy between two arts, 
music and sculpture, which collaborate to seek a totalizing language, able to convey the 
intrinsic meaning of the work and to lead the user into a multisensory experience, with 
physical and emotional involvement. The work has its own autonomy, but is sensitive to 
external intervention. The user can interact and bring about changes: the guideline is enter 
into the harmony of opposites.  

 

 
Left : Audience visiting the Cocci Sonori interactive installation – Right : A detail of the 
Cocci Sonori installation 
 
A reflection is born on solids and voids, on their relationships, on their meanings, transported 
in the concepts of container and content, which become a metaphor of man and, specifically, 
of the body, as a shell of the soul. The use of vases makes explicit the concept of container, 
but the possibility of interaction and the "sensitivity" of the work, modifying its content, 
makes it become itself a metaphor of it. 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



Collisions 
Giorgio Zucco  
Fixed	media	with	audio/video	interaction	
	

Collisions	 investigates	 the	 relationships	 between	 synthetic	 and	 concrete	 microsound.	 The	
various	sections	of	the	piece	alternate	with	cyclical	structure	that	resurface	like	a	memory	game.	
The	 sound	 sources	 are	 based	 on	 analog	 synthetic	 material,	 percussive	 sounds	 and	 voices,	
granulated	using	a	software	developed	by	the	composer. 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 



Come semi a primavera 
METS Students, under the guidance of Prof. Giuseppe Gavazza 
spectacle with actors, orchestra and electronics 
 
The orchestra of the students of the pre-academic courses of the Cuneo Conservatory, 
coordinated by Prof. Riccardo Cirri, the sound technicians of METS-Conservatorio di Cuneo, 
who, under the guidance of Prof. Giuseppe Gavazza, arranged and reworked with electronics 
famous classical repertoire songs and, not least, the actors on stage: children and teenagers 
from the workshop of Officina Residenza Teatrale of the Compagnia Il Melarancio. Thus was 
born Come semi a primavera (Like seeds in spring), where word and music, gesture and 
sound have found happy synergy. A show focused on the theme of "rebirth", with a strong 
educational intent, referring to how defeats often give rise to ideas and energies capable of 
producing great results. 
 

 
A moment of the spectacle at Teatro Toselli, Cuneo 

 
 
Presented at : 

May 23rd and 24th, Cuneo, Toselli Theatre 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 

 



 

Composing for wheels 
Yannick Hofmann and Johannes Jensen 

Interactive musical installation 
 
Composing on Wheels” is an interactive artistic installation by Yannick Hofmann & Johannes 
Jensen developed at ZKM | Hertz-Lab as part of EASTN-DC. 
It reflects a growing concern among media artists: the invisible and intangible carbon 
footprint of their practice. The installation uses the muscle power of visitors to produce 
electronic music. The bicycle is connected to belt-driven generators, which power a sensor-
controlled device consisting of an energy-efficient single-board computer and several photo-
resistors. While it makes the creation and consumption of energy visible, the installation 
doesn’t pretend to be the solution to our non-renewable resources troubles. 
The work was shown as part of the seventh edition of the Device_art festival of art, robotics 
and new technologies organized by Kontejner at the Museum of Contemporary Art in Zagreb. 
 

     
 
Presented at : 

Museum of Contemporary Art in Zagreb 
 

Produced by : 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



 

connect.experience 
Rosi Grillmair 

Visual artwork in the field of artificial intelligence (2021) 

During her residency at osmo/za, artist Rosi Grillmair researched mechanisms of 
anthropomorphisation in the field of artificial intelligence and the return impact of AI on us, 
its users and (co)creators, who, in the now habituated interactions with such technologies, are 
also constantly updating and nearing machines in our behaviours. 
The artistic project connect.experience reverse engineers the procedures and situations in 
which we’re training algorithms daily – by confirming we are not robots, evaluating 
translations, recognising traffic lights and road crossings, talking to virtual assistants and 
chatbots … The artist has translated them into intentionally awkward and dysfunctional tasks 
for observing the feedback effect of such interactions on us. 
The exhibition, as a transformative ideological apparatus, is used as a polygon to carry out an 
experiment: training a multitude of people through repetition, learning and voluntary 
optimisation. Using the promotional address of contemporary applications and services, it 
promises involvement, transgressive experience, personal growth, networking and 
collaboration. It politely invites us from the streets and behind our screens, into a seemingly 
playful situation, which in turn requires a careful reading of signs and execution of 
instructions. Namely, because the artist designed the exhibition as one would write an 
algorithm. Algorithms are, after all, abstract concepts that with the help of the appropriate 
(im)material infrastructure are either executable or not. 
While following the circular path of a closed program loop – solving tasks, observing, 
responding, weaving semantic networks and learning – we’re physically executing the 
exhibition algorithm. Much like the first calculations in the beginnings of computer history 
were performed by “human computers”. The object of this behavioural programming is 
therefore us. The installation works as a program that, in seven steps, takes the visitor on a 
path of personal optimisation – becoming an artificial intelligence. When we’ve returned to 
the starting point at the end of our journey, we may, transformed by the experience, find it 
easier to integrate into contemporary techno-capitalism, or we may simply be better adapted 
to viewing exhibitions. 

  
https://wiki.ljudmila.org/Rosi_Grillmair:_connect.experience_(en) 

Presented at 
osmo/za – Lubiana 

 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



COREOFONIE 
Cristina Mercuri, Simone Giordano, Simone Conforti, Gianluca Verlingieri 
Electronic music, and dance 
 
Sound: Cristina Mercuri, Simone Giordano, Simone Conforti, Gianluca Verlingieri (METS-
Conservatory of Cuneo - Italy 
Choreography: Raphael Bianco 
Dancers: Compagnia EgriBiancoDanza (Turin, Italy) 
 
Eliasson work (video recording, duration ca. 13’) 
Realized on a light-work by Olafur Eliasson and on Stravinsky’s Rite of the Spring 
 
The moving rings of light in the work “The sun has no money” by Olafur Eliasson, set up in 
the apse of the Monumental Complex of S. Francesco in Cuneo (Italy), are captured in real 
time by a motion tracking system Presented by METS- Conservatory of Cuneo, which, 
reacting to particular configurations of the play of light, activates the diffusion in the 
exhibition space of electronic sound fragments, constructed from as many short extracts from 
Stravinsky’s Rite of the Spring. These extemporaneous musical episodes, immersed in a 
background sound setting, in turn arouse a reaction in the dancers of the EgriBiancoDanza 
company, of Turin who associate them with different choreographic gestures often 
unpredictable in their sequence and direction, in turn the result of a decomposition of a 
choreography of “The rite of the Spring”.  
 
The METS idea of temporarily "expanding" installations and contemporary works of art 
through the experimental sound dimension finds full realization in this concept, also thanks to 
the fundamental contribution of the choreutic action: the rings of light become metaphorical 
rings of a creative chain that generates sound from light and a dance gesture from sound. 
 

 
 

Presented at  
DCAC on line festival 2020 – Corfu 
Facebook page of the CRC Foundation 
Museo Borgogna – Italy - February 13th, 2022 
Cuneo River Park, Mirabilia Festival, September 4-5th, 2021, Cuneo 
Monumental Complex of San Francesco in Cuneo - Friday 30 April 2021 

 
Produced by : 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 

 



Cosmic Rain 
Tilen Sepič 
Light-sound installation (2019 / 2020) 
 
Muons are high-energy elementary particles forming in the atmosphere's upper layers during 
collisions of cosmic rays from space. They pass through our bodies, large natural masses, and 
human infrastructure at any given time, disintegrating mostly in the Earth's depths. 
These imperceptible particles are addressed and materialised by the light-sound installation 
Cosmic Rain by the artist Tilen Sepič. The installation consists of seven detector-signal units 
that are spread across the gallery and simultaneously powered by an electrified steel mesh. 
 
Each individual element is comprised of a scintillation detector designed in accordance with 
the Cosmic Watch open-access and open-source muon detector. As the muon passes through 
the scintillator, a weak light pulse is generated which is amplified by a silicon photomultiplier 
and then converted into an electrical signal. The built-in microcontroller detects the said 
signal, triggering a bright flash and a blow of the electromagnetic actuator against the mesh, 
emulating the sound of strings. 
 
The distinctly material representation of cosmic particles in the form of light and sound 
stimuli grants the spectator a sensual experience of physical and cosmic events that are 
otherwise unfolding everywhere around us yet remain inaccessible to our senses. The 
functionalist and engineeringly-precise artistic gesture is spreading out the detector and signal 
network in the space, which exposes the mass of muons' continuous collisions that are 
actually already present in every gallery as a kind of invisible cosmic constant of "from world 
separated" white and black cubes. 
  

   
 
https://wiki.ljudmila.org/Tilen_Sepi%C4%8D_:_Cosmic_Rain 
 
Presented at 

A Dela? Is It Working? 2020 Festival – Lubiana 
MATTE(R)ealties 2022 Festivl - Cardiff 

 
Produced by 

Ljudmila Drustvo - Lubiana 
 
 
 
 



Cosmonauts of Inner Space Exhibition 
Spyros Verykios in collaboration with Fiori Anastasia Metallinou at the National 
Observatory of Athens and Ilia Katsaridou in Brussels. 
 
This	is	a	collective	exhibition	on	a	topic	inspired	by	the	Science	Fiction	Film	"Fantastic	
Voyage"	 (Richard	 Fleischer,	 1966),	 curated	 by	 Spyros	 Verykios	 in	 collaboration	 with	
Fiori	Anastasia	Metallinou	at	the	National	Observatory	of	Athens	and	Ilia	Katsaridou	in	
Brussels.		

The	 exhibition	 approaches	 the	 topic	 of	 Art-Science	 through	 using	 metaphor	 of	
"Cosmonauts	of	 Inner	Space"	as	key	phrase.	 Several	digitally	produced	artworks,	both	
paintings	and	sculptures,	were	contributed	by	several	artists.		

	

   
Artwork examples & Press review of exhibition 
 
Presented at 

Heirakleidon Museum 
National Observatory 
 

Produced by 
 Ionian University, Corfu, Greece 
 
 



 

Cynergia 
Bénédicte Adessi, Annie Luciani 
Interactive dance installation and performance  
 
With the technical collaboration of Stéphane Boeuf, Nicolas Castagné, Nicolas André and 
Delphine Passinge - MIMESIS software and Dynamic Engraving, interactive slippers 
Cynergia combines dance and the interactive computer animation in real time. The Cynergia 
framework focuses on the kinesthetic perception inviting the people to be aware of his body 
patterns. 
 
The aim of Cynergia is to implement a sensitive relationship between the proprio-kinesthetic 
perceptions that the dancer has of his own body, and visual computer – generated 
representations. Such representations do not fall easily within the framework of computer 
image synthesis that is more morphologically realistic and not sufficiently focuses on the 
notions of forces, energy, proprioception or kinesthesia. A few years ago, the meeting 
between Benedicte Adessi, a visual artist and performer, and Annie Luciani opened up new 
ways of technological and artistic research in an attempt to answer to the question: 
How can the movements of a dancing body be made more intelligible by the viewer, 
especially by associating body perception and adequate visual representation? 
 

 

The system developed for Cynergia is composed 
of three elements: force sensors placed under the 
feet, physical models designed with MIMESIS that 
are controlled by these force sensors, and a visual 
trace of movements generated by these models 
also obtained by physical model. Sensors acquire 
foot pressure on the ground. The physical model 
made with MIMESIS plays as a virtual body-
metaphor in terms of masses and interactions of 
the dancer’s feelings. The dancer creates his own 
models. Benedict Adessi made several. It is also 
the dancer — here Benedicte Adessi — who 
develops the physical models of visualization. 

 
By this way, the dancer is able to externalize his inner body representation, that is to say what 
it happens inside his body. It allows anyone who plays interactive slippers in front of the 
visual echo showing the forces, to become aware of his body pattern. It focuses on forces and 
energy rather than spatial body movements: how to press, how to transfer weight without 
apparent motions, etc. So it is more about intensity than spatiality. 
Presented at  

AGORA Creative 2019 festival – Grenoble – France 
 

Produced by  
ACROE, Grenoble, France 
Grenoble INP, Grenoble, France 



Dante Songs 
Gianluca Verlingieri 
Electroacoustic composition for fixed media (with EMS Synthi100, contrabass flute and 
acting-voice samples). 
 

Songs: 1) Demons (3’40”), 2) Dark words (4’50”) 

In 2015 Verlingieri’s multimedia opera "Tre Movimenti di Luce", commissioned by the 78th 
Maggio Musicale Fiorentino Festival for the 750th anniversary of Dante Alighieri’s birth, was 
staged at the newly opened Florence Opera House. In order to create the fixed media part of 
the opera, many vocal samples based on "Divine Comedy" lines were recorded with singer-
actress Chiara De Palo, but not all of them found a place in the final tapes. Years later 
Verlingieri managed to use these interesting "leftovers" in a new acousmatic work, "Dante’s 
Songs", combining them with Antonella Bini’s contrabass flute "breathing" samples and the 
vintage synthetic soundscape of an EMS Synthi100, performed by the composer during a 
residency at the Institute of Psychoacoustics and Electronic Music at Ghent University. 

 

Presented at 
 InSonic 2020 Festival – Karlsruhe 

DCAC 2020 on line Festival – Corfu 
MATTE(R)ealities 2022 Festival - Cardiff 

 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 
 



Dense  
Kim Hedås 
Electroacoustic music 
 
Dense is twelve minutes long and was originally composed for eight Speakers at EMS 
(Elektronmusikstudion), Stockholm, Sweden. 
 
The music of Dense is based on ideas of spatiality in relation to time. Spatial and temporal 
changes in the music's movements provide a continuously changing polyphony. Imaginary 
sites, rooms, positions and directions are the basis of the music. Perforations, holes and voids 
from the sound material are superimposed, while structures with varying degrees of density 
are created. The music alternates between becoming dense, packed or airy. In Dense, the 
imaginary room is dark and lacks the bottom, the room slowly draws the music down and 
sinks deeper towards the darkness. 
 
Presented at : 

Digital Creativity Festival – 2018 – Manchester 
 
Produced by 
 KMH, Stockholm, Sweden 
 

 
 

  
 

 
 



 

Depuraçoes para um regresso 
João Quinteiro 
Live spatialized solist instrument and performance : video, narration and dance 
 
This project is not an opera. “Depurações para um Regresso” presents three works for live 
spatialized soloist instrument and performance (video, narration and dance). The three works 
presented are part of the five pieces for spatialized soloist instrument and performance that 
make up the universe of the ten satellite works of the opera “REGRESSO”, five works related 
to characters from the opera (Eurydice, Penelope, Sisyphus, Hermes and Prometheus) and 
five works that envelop the frames and environments of each character (four Dawns and one 
Twilight). 
All the works in this project have as their starting point the homonymous poems by José 
Mário Silva, objects that form the basis of the opera's libretto. 
Despite the establishment of tangential relationships with the opera, the satellite works are 
autonomous objects, with a life of their own and thought in a direct relationship with the 
poems of José Mário. As the libretto is a creative adaptation of the poems, the creation of the 
satellite works constituted a fundamental part of exploration, deepening and compositional 
development of intimate sonic relationships with the raw material of the texts, in their original 
version. The first contact with José Mario's texts took place in 2002, by chance, due to the old 
habit of turning pages of unknown books, at the Pretexto bookstore, in Viseu. Since then, the 
potential of dazzling everyday life and the magic of contemplating the infinite in the details of 
the apparent banality, which José Mário proposes when populating modern Lisbon with 
mythology, has fed my imagination in the slow process of discovering the characters, the 
environments and the “RETURN” places. This project is one of the results of that process. 
João Quinteiro 
 

 
 
Presented at 

O'culto da Ajuda – Lisbon - Portugal - Saturday, January 29, 2022  
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 



Distributed sensing dome 
Luka Frelih, Matic Potočnik, Peter Koštrun & Peter Rauch;  
3D Installation 

Tool allowing scanning and creation of 3D models of objects and people (2018) 

Distributed Sensing Dome is a project developed at PIFlab, which resulted in creation of a 3 
metre high dome equipped with multiple cameras, LED-lights and RaspberryPi ZeroW 
microcomputers. It allows to take pictures of a person entering the dome from multiple angles 
at once, which enable creation of a 3D model using the method of automated 
photogrammetry. These models can, for example, be later printed using 3D printers. 
Furthermore, this setup also enables to record movements, allowing for very curious sets of 
data to be gathered and worked upon. 

 

https://wiki.ljudmila.org/Kupola_za_porazdeljeno_zaznavanje 
 
Presented at 

PIF Camp 2019 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 

Duels for strings 
Ricardo Climent 
Live performance – Music and Virtual Reality 
 
Bach versus Marchand, Steibelt vs. Beethoven, Kaila Mullady vs. Chiwawa … from classical 
music to beat boxing, skilful musicians have historically challenged each other to a contest.  
 
Despite being quite bizarre, terms and rules of these musical battles are always clearly set and 
may include a range of virtuosic exercises, inventive improvisations, imitations and call-back 
defiant musical gestures. In most cases performers seek humiliating defeats, although 
sometimes engage in collaborative playing to audiences’ delight. 
 
This research aims to abandon the arguably old-fashioned compositional idea around the 
exploration of the ‘virtual versus the real’. Instead, it presents a stage embracing non-virtual 
performers and instruments doubled by their ‘imaginary’, ‘symbolic’ and ‘real’ realities, 
letting audiences to experience creative expression in the Reality of the Virtual (Zizek, 2003). 
 

 

The first formal Duel battle will be presented 
in September 2018 at Festival Música Actual 
Manises in Valencia, alongside Sigma Project 
(a Saxophone Quartet) and Manusamo & 
Bzika (3D models).  
 
These Sonic Duels are informed by the 
concept of applying “eSports” in the context 
of traditional Musical Battles and Duels, 
typically seen between snare drummers in 
marching bands, beatboxing battles, 
saxophone battles, etc. 
 

 
After a 10-year journey using game-audio and game engines to construct sonic centric 
immersive experiences, Ricardo will introduce his new ideas towards combining his different 
digital instruments for competitive Musical Duel performances. 
His collection of digital instruments includes a Bass clarinet, two African timbila, a VCS3 
synthesizer, a 4-stringed Asian Pipa, a Microbial Ensemble, a Violin, a meca-bird simulator, a 
marching-band Snare Drum and an Ethertrum, an instrument to audify the Ethereum 
blockchain. 
 
Presented at : 

Between 2019 festival – Stockholm 
AGORA Creative Festival 2019 – Grenoble 

Produced by 
NOVARS – University of Manchester, Manchester, United Kingdom 

 
 



 
 

SoundRunner  
David Berezan  
Virtual Reality works 
 

SoundRunner investigates the influence and benefit of real-time music and sound making, in 
addition to music listening, on performance and experience in endurance sport (in particular, 
running). 

   

The creation of sound and music as a direct consequence of physical effort, decision making 
and performance outcomes is explored as a dynamic aural environment that not only provides 
meaningful feedback and insight on performance indicators of a runner's experience, but also 
investigates specific attributes of sound and music and their influences upon human 
physiology and psychology in a sport context. 

The project is a collaboration between Professor David Berezan, a creative practice-based 
researcher in electroacoustic music composition at the University of Manchester and 
Professor Costas Karageorghis, a researcher in sports science and psychology at Brunel 
University. 

• Visit the EASTN-DC SoundRunner site 
• View a short documentary on the project 

 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 
 



Dust Variations  
Giulia Vismara 
Electroacoustic composition 
 
Dust Variations I is the first composition of a sound series that aims to explore the 
complexity of spatiotemporal experience through the spatial behaviour of interstellar dust. 
The composition incorporates 3D Ambisonics, stereo and various multi-channel formats in 
order to create a more complete spatial experience and was produced during a residency at 
ZKM, within the Sound Dome.  
 
The formation of interstellar dust is part of a continuous cycle in which physical and chemical 
phenomena assemble matter and energy. The interactions between the various elements can 
give rise to cosmic clouds, stars and planets. From this point of view, the material 
reconfigurations that occur in the formation of interstellar dust are in principle similar to those 
that occur in the digital processes of musical composition. Interstellar or cosmic dust appears 
as a jumble of grains with a maximum diameter of 1 um micron. These grains are actually 
simple assemblies of molecules that become increasingly complex. In particular, I chose three 
types of grains and imagined how they might interact with each other, forming agglomerates 
of various sizes or dispersing in space because of their incompatibility. The properties and 
relationships between the different elements that aggregate to form the dust then determine 
their spatial behaviour: how they produce, expand, activate, relate and occupy the space. 
Thanks to: Soprano Nadia Cunillera, Baritone Mathias Horn, Astrophysicist Riccardo 
Gualtieri 
With the support of: ESTNDC and ZKM - Hertz Lab Residency at: ZKM, Karlsruhe 
 

    
 
Presented at 

InSonic 2020 Festival – Karlsruhe 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Dynamic Heterotopia 
Annie Luciani, Mélanie Lesbats, Kevin Sillam, Noe Guirand 
Video of three artistic visual, musical and poetic creations 
 
Three artistic visual, musical and poetic creations 
1. “EtOndes..Particules” (2010), designed and created by Kevin Sillam, scientific 
PhD researcher during his doctoral internship and Melanie Lesbats, young artist during her 
internship, working at ACROE with Annie Luciani. 
In “EtOndes..Particules”, we interact with a simulated physical surface, causing propagations 
playing like an echo of the movement of his body, felt by a camera. The simulated physical 
surface reacts to the body gestures by creating multiple and varied dynamic echoes more or 
less transformed. The process can be collective: several people can interact simultaneously 
with the same simulated world. Behaviors such as multiple echoes of one action can emerge 
generating multiple ghost echoes. 
 
2. “Somnambule” (2007) designed and created by Kevin Sillam, scientific PhD researcher 
during his doctoral internship and Noé Guirand, young composer during his studies at Music 
Conservatory in Grenoble. 
In "Somnambule", a pianist interacts through his musical gesture with a physically-based 
puppet simulation. The puppet dynamically engraves the simulated physical surface, creating 
dynamic traces as in more or less fluid water. The dynamic trace of the puppet also controls 
another - its ghosts - similar but different from the first one, also engraving the same 
simulated material. Such a cascade of dynamic traces of the pianistic gesture aims to represent 
a dream of dreams as successive echoes of an initial gesture. 
 
3. “Wanderings” (2017-2019), created and designed by Annie Luciani, who designed the 
software “Dynamic Engraving”. In “Wanderings”, the simulated physically-based surface 
presents several zones, with physical parameters just a little bit different. Thus, at each 
frontier, the fluid propagation is more or less disrupted. By managing the physical parameters 
on the frontiers, echo and propagation are able to cross more or less the frontier, from total 
echo refection to waves propagation, and between both cases, we obtain a large panel 
transformed echoes, propagations, ephemeral or remanent absorbsions, etc. 
 

 
Left :   « EtOndes..Particules » by Mélanie Lesbats and Kevin Sillam - Center : « Somnambule » by Kevin 

Sillam and Noe Guirand - Right : « Wanderings », By Annie Luciani 
 
Presented at  

DCAC on line festival 2020 – Corfu 
Produced by : 

ACROE, Grenoble, France 



Echoes.xyz  
Josh Kopecek, Irena Pivka, Brane 
 
Josh Kopeček's Echoes, started in Vietnam after their involvement in locativeaudio multi-city 
project City As Network & Hyperwalk and has has termendous success since then. Not only 
because of the number of users creating projects for this geolocative platform but especially 
for the transformative power of come the contents created.  
For instance, "A short tour of Chichester" is a mgnificient example to understand Chichester's 
history while being aurally transported to another era. 
The project description says: "Chichester is a great destination for shopping, markets, theatre 
and galleries but visitors and residents alike can also delight in the amazing history of the city 
through the Echoes tour. Discover the fascinating evidence of Roman, Mediaeval and 
Georgian life as revealed through the obvious and tucked away places in the city. Find out 
about the cattle markets in North Street and why the Crooked S has such an odd name. Visit 
the Market Cross and find your way to St Martin’s Square and maybe be prompted to learn 
more about the city by arranging a visit to the 13th century St Mary’s Hospital Almshouses, 
the cathedral or the Novium." 
 
Echoes XYZ (also under the umbrella of EASTN-DC Manchester) is working on new 3D 
Spatial features using ambisonics and headphones orientation-awaremness, to provide further 
detail an inmmersiveness to their many lcoativeaudio experiences.  
 

 
locativeaudio.com 
 
Presented at : 

“A Dela ? is it working ?” 2020 Festival – Lubiana 
 
Produced by : 

NOVARS – University of Manchester, Manchester, United Kingdom 
 
 



Elettronica Portativa 
Giuseppe Gavazza 
Interactive musical installation 
 
I have always envied my musician friends who, on arriving at the concert, open the case, tune 
their instrument and start playing: not so for electroni music. 
Elettronica portativa is a concept I have developed all along my musician experience (as 
composer and concert organizer) inspired by Organo Portativo, a portable organ frequently 
used from XIII century. 
The relationship between the portable organ and the large church (or theatre) is similar – that 
between my Elettronica Portativa and the standard “large” electronics; with all the limitations 
and advantages – easily predictable – in both cases. Another definition could be that of 
Acoustic Electronics: instead of boosting the sound level of acoustic instruments to the level 
of electronic amplification, I choose to decrease the level of electronics to that of acoustic 
instruments (which are not, of course, amplified, but remain truly unplugged). 
Two main threads converge in developing this prototype system: the yearning – which has 
companied almost all of my electronic compositions since the early 1990s – that the origin of 
sound should coincide with the locus of the instrument that generates the vibrations, and my 
experience with GENESIS and the synthesis for physical models. 
Elettronica Portativa should be presented by the artist with the aim to show and discuss 
features, possibilities, limits and practical behaviour of the system and trigger future 
developments and collaborations. In this contest a première of a composition for Baroque 
Cello and GENESIS sounds should be scheduled. 
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



Etoile Noire 
Ctrl Alt Supp (Baptiste Pierre) 
Electroacoustic	Music	with	video	
	
Etoile noire is the first work of the Ctrl Alt Supp project produced with Xp4l, an Ambisonic 
patch developped by Eric Raynaud (Ircam). The video comes directly from the sound pluggin, 
and shows sound sources running on a strange spherical map looking like the dark star of Star 
Wars! Making sound with this tool naturally provides inspiration from old sci-fi movies... 
 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
La Cordonnerie-Scènes de musiques actuelles, Romans-sur-Isère, France 



Exhibits 
Tasos Asonitis 
Virtual gallery 
 
"Exhibits" introduces us to a fictional gallery where euclidean solids meet their xenomorphic 
counterparts. The solids are idealized structures, presented as whole and symmetrical. The 
counterparts maintain corrupted, incomplete and asymmetrical forms. 
These counterparts are sculptures generated through the Genetic Algorithm, an optimization algorithm 
inspired by Darwinian evolution. In their shape, they encapsulate the story of the algorithm's search 
for the best solution, laid out in three-dimensional space. 
During the virtual exhibition they oppose the euclidean solids, threatening their purity in our 
perception. A dialogue unfolds, with the two worlds fighting for their independence while sinking 
deeper and deeper into a vortex of bilateral exchange and hybridization. The divine versus the 
algorithmic, the familiar versus the xenomorphic, the owned versus the othered, until "versus" makes 
no sense anymore, and dichotomiesmelt into a space of infinite possibilities and identities. 

 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
NOVAS- University of Manchester 
 



Fabrique à musique électro 
Odalie et le lycée Triboulet  
 
Fabrique à musique électro avec Odalie 
Avec les élèves des colléges et lycées Triboulet. 
 
Les élèves explorent l'univers de la musique électro, de la MAO et de la manipulation d'objets 
sonores en live. Accompagnés par l'artiste Odalie, ils créeront une petite forme musicale qui 
sera jouée en première partie du spectacle « Derrière l'écran » le 4 mars. 
 

 
https://www.lacordo.com/actions/odalie-et-le-lycee-triboulet 
 
Presented at : 

Cité de la Musique - Romans-sur-Isère 
 
Produced by 

Scènes de musique actuelles – La Coordonnerie – Romans-sur-Isère 
 



Falling 
Ludger Brummer 
Electoacoustic composition 
 
The composition “Falling” uses short sound excerpts from Beethoven’s String Quartet op 133 
the Great Fugue. In this work I was particularly interested in the transitions between the 
motivic parts, since these passages represent an open or even diffuse situation and undergo 
interesting harmonic developments without being determined by the motivic dominance. 
Exciting are the moments of searching or orienting before a new material is established. It is 
precisely at these moments that the listener can least predict what is about to happen. All the 
sounds used in the composition “Falling” come from the material of Op 133, which, quite 
recognizable, are constantly in motion in changing constellations. In the first half, various 
algorithms work out melodic aspects of the composition or change its character completely. 
Changing loops are created, foreign chords that interpenetrate each other and a cycle of 
constantly changing condensation or disruptions. 
After various of these algorithmically developed rhythmic, melodic or percussive processes, 
the work culminates in minute 14 in three layers. These consist of a backward phrase of 24 
bars of the original composition, each transposed up and down by one octave and stretched to 
12 minutes 30 seconds. This rearrangement allows Beethoven’s material to develop a 
completely new polyphonic and harmonic substance, although not a single intervention in the 
course of the 24 measures was made during the 12 minutes and it is only contrapuntal to 
itself. The result is a new melodic and harmonic interaction between the now 12 voices of the 
three layers, each with 4 voices. 
The certainty of being in a harmonic process, written by Beethoven’s hand, increasingly 
disappears and takes on a life of its own. 
My thanks go to Art no tempo for the commission to compose this work 
 
Presented at 
 DCAC 2020 on line Festival – Corfu 

MATTE(R)ealities 2022 Festival - Cardiff 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Feels like home  
Silvia Rosani 
 
Feels like home” is an interactive piece which acoustically reflects the relationship between 
Smart Homes and their inhabitants. 
 

 
 
 
Presented at 

InSonic 2020 Festival - Karlsruhe 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 
 
 



Figure Ground  
Yannick Hofmann 
Audio visual piece 9’30 (2020) 
 
"Figure-ground" deals with the mental and cognitive processes that oscillate between 
reflection and dissociation. As part of the performance, an audiovisual collage is created in 
real time. Both the visual and sonic layers aim to create a kind of pareidolia effect. Using a 
real-time cany-edge detector, the outlines of a performer's fragmented self-portrait feed a 
Gray-Scott model of reaction diffusion. Its values control the parameters of a sonic feedback 
system. 
 

 
 
 
Presented at  

DCAC on line festival 2020 – Corfu 
 
Produced by : 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Forma Sonora 
Gianluca Verlingieri and realized by Cristina Mercuri and Simone Giordano. 
Sound installation 
 
 
FORMA SONORA, is sound installation conceived by Gianluca Verlingieri and realized by 
Cristina Mercuri and Simone Giordano. In the flyer of the event the installation is described 
as follows: “barefooting is a simple gesture that brings back the pleasure of contact with 
nature. What sounds do we make when we step on the leaves, the stones, the earth, the water? 
Through the f'Orma Sonora experience, the tactile and emotional journey of the Gesso and 
Stura River Park is amplified and processed by the METS through a mini-speaker. It will 
literally be possible to hear what our feet "feel".” 
 

 
A	detail	of	the	f’ORMA	multisensory	path	

 
Presented at : 

Hosted in the the courtyard of Palazzo Vitali (headquarters of Fondazione CRC) in 
Cuneo during the METS @CITTÀ IN NOTE 2022 Festival.   

 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 



 

Fractions  
Alexandros Kontogeorgakopoulos, Odysseas Kleiroussas, George Kontos 
Live audio-visual composition – experimental Dj/Vj performance 
 
The current project aspires to create a subtle immersive audiovisual experience through a 
dialogue between fragments of music and fragments of filmed spaces. It takes the shape of an 
experimental Dj - Vj performance where photographic slides, photographs, audio recordings 
and music are interwoven and entangled. The crossmodal interactions between image and 
sound to construct an environment that suggests the elimination of time by by passing any 
given narrative and enhances a spatial impression. 
 
The visual content of the piece comes from an archive of mainly spaces documented during a 
long period of exploration by two members of the artistic team. Clips and snippets of visual 
material create a composition that highlights architectural and perceptual qualities of these 
spaces. Equally, the sonic content derives mainly from small fragments or longer motifs from 
well-known pieces, re-appropriated and used in an audiovisual context which aims to evoke 
the perception of silence and emptiness and avoids any dramatic consideration. Recorded 
music from a wide range of repertoire which includes western classical music, contemporary 
music, electronica, electroacoustic music and soundscape compositions is mixed and 
processed together with various types of field recordings and film dialogues. 
The performance intends to recompose these audiovisual fragments and re-contextualize 
imaginative “locations”. Within the continuous live editing, the unsettling film experience 
never really takes a complete form. Overall the artists seek to construct an imaginary 
environment, a virtual reality where fractions of space/environment and sound/music fuse 
together. 
 

 
 
 
Presented at  
 DCAC Festival 2020 – On-line – Corfu 

Musica Viva 2021 Festival – Lisbon 
MATTE(R)ealities 2022 Festival - Cardiff 

 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 

Continuous Lab., Athens , Greece 



 

Fragility in a Hypogeum World 
Cristina Mercuri  
stereo fixed media, multichannel live-spatialization by the composer 
 
“Fragility in a Hypogeum World” is the description of an imaginary soundscape, bordering on 
the real and surreal, which exalt the natural elements, especially water and earth. 
The musical discourse develops playing with fusion and contrast of natural and artificial 
sounds, which is a metaphor for men's and nature's sensibility as well as the fragility of their 
relationship. 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



Fumée  
Kousei Murata, Hideaki Isobe 
for trombone and 9-axis motion sensor 
 
The trombone is equipped with a 9-axis sensor module and a laser rangefinder. These sensors 
get the data of the direction and tilt of the instrument and the length of the slide. The data are 
used for sound synthesis. The player's movements are partly notated and partly improvised. 
All of trombone part are made from the 14th century composer Solage's "Fumeux fume par 
fumée". The inevitability of the use of live electronics in instrumental music is often a matter 
of concern. Still, the idea of attaching sensors to the instrument was the brainchild of the 
trombonist. Therefore the goal was clear from the beginning. 
 
https://www.youtube.com/watch?v=2Z3UKoMcShU 
 

 
 
Presented at  

DCAC on line festival 2020 – Corfu 
 
Produced by : 
 Ionian University, Corfu, Greece 
 
 



Game Audio 
Ricardo Climent 
Virtual realities works 
 
Game Audio comprises a collection of sonic-centric projects focused on the construction of 
novel grammar for dynamic media in sound, music and in composition using 3D-audio and 
spatial thinking. 
 
game-audio.org comprises a collection of sonic-centric game-audio projects focused on the 
construction of novel grammar for dynamic media in sound, music and in composition using 
3Daudio and spatial thinking. It is divided in four distinctive sections; Role-playing of 
Musical Instruments, Sonic Expeditions, bio-Simulators and Musical Duels 
 
Overall, game-audio projects are informed by cultures which provide a high value on non-
visual modes of experiencing the world (e.g. ancient hunters, merchants, fishermen and 
seafarers) and who relied on sound when visually-oriented tools had failed (kamals, 
quadrants, mariner's astrolabes or sextants). 
 

 
 
Game Audio is divided in three distinctive sections; role-playing of musical instruments, 
sonic Expeditions and bio-Simulators where sound is key for progression. 
 
Organising dynamic sound employing game-audio technology as the focus for the user 
experience is still in its infancy and we are learning it as we walk here in game-audio.org. 
 
These projects explore sound-centric techniques for pathfinding and orientation in immersive 
environments, throughout the creation of interactive worlds employing physics-graphic and 
audio game engines. This space embraces questions emerging from the use of virtual and non-
virtual instruments and performers in immersive media environments. From a practice-led 
perspective it explores space co-presence, anthropomorphism and the breakdown and re-
embodiment of physical and aural taxonomies. 

Visit the game-audio.org project website 
 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 



Giga-bites” 
Students of Conservatory of Cuneo 
Sound sculptures Installations 
 
GIGA-BITES (see. 4.1.1.42) was setup in the foyer of the Sala Mosca concert hall in the 
historical building of the Cuneo Conservatory, again in collaboration with the Back to Bach 
Festival of Turin.  

 

 
The audience interacting with one of the GIGA-BITES sound sculptures exhibited in the Sala 

Mosca foyer in Cuneo 
 
This time the interactive sound sculptures were coupled to a concert of music by J. S. Bach 
held in the Sala Mosca, with two young talented musicians selected by the Conservatory to 
play movements of suites, and with the participation in the audience of many students of the 
local High School of Art (Liceo Artistico), being some of them active in the project and 
realization process of the sculptures. 

 

 
A detail of the sensors mounted in the sound sculptures 

 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 

 
 



Hands of joy 
Gianluca Verlingieri and Simone Conforti, undergraduate students in Composition 
and Sound Design at METS 
interactive sound installation 
 
Hands of Joy is a site-specific installation, created starting from the sculpture by Maimouna 
Guerresi that dominates the courtyard with two large black metal hands superimposed 
mimicking the gesture of receiving something, a symbol of peace, brotherhood, inclusion, 
sharing and goodwill.  
 

 
Left : A glimpse of the couryard of Palazzo Vitali, with Maimouna Guerresi’s sculpture – 

Right : The Cycling-74 Max environment managing the interactivity 
 
 
The installation, through real-time detection systems of the movement of the public around 
the sculpture, pilots the sound diffusion and the superimposition of single vocal and 
instrumental lines of Beethoven's Ode to Joy, which can therefore present itself in various 
scoring configurations, from full score to the superimposition of just a few melodic lines, 
randomly chosen from the complete list of instruments and vocals. Summing up, it’s like we 
could make a continuously changing x-ray of the full score, each time bringing out new 
filgrees.  
 
The concept of the installation is by Gianluca Verlingieri and Simone Conforti of the METS 
faculty; the technical project, realization and set-up are by Simone Conforti with graduate and 
undergraduate students in Composition and Sound Design at METS; the sound design has 
been realized by Giorgio Zucco and METS students of sound engineering and multimedia. 
The 8ch audio system was configurated in a double quadraphony at different level of height, 
thanks to gallery and balcony surmounting the courtyard.     
 
Presented at : 

RISUONA ITALIA event, Courtyard of Palazzo Vitali, Cuneo, October 1-3rd, 2020.   
 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 
 
 



Helios 
Cadoz Claude 
Computer Music and Computer images 
 
Musical interactive electroacoustic music generated by physical modeling sound synthesis 
CORDIS-ANIMA / GENESIS 
Sound projection : Either 24 loud speakers or 8 loud speakers or 4 loud speakers 
 
The original version of Helios is for 24 audio channels organized in a sound Dôme  version 
with a video, for the first configuration of the ACROE Hélicante Platform. 
Hélicante is a real-time simulation station with the CORDIS-ANIMA© physical modeling 
technique and with a modular force feedback keyboard Gamma©, including 12 haptic keys. 
 
The Hélicante station is for multichanel audio diffusion dome (typically, 24 loudspeakers for 
the original version of Helios). The Hélicante station also includes the software GENESIS-IV 
for creating the multisensory physical models CORDIS-ANIMA. 
 
Helios is composed of two simultaneous parts: a real-time part and a very complex part, 
calculated in non-real-time and played simultaneously with the previous during the 
performance. 
 

 

The very complex non-real-time model 
includes approximately 130,000 CORDIS-
ANIMA modules structured in about twenty 
virtual physical structures with specific 
properties. They simulate plates, 
membranes, large sets of interacting 
elementary particles, and so on. Some are 
very close to realistic structures, others, 
while remaining physically coherent, could 
not be built in reality. 
 
The "live" part is built from subsets of the 
complex model, which allows a perfect 
fusion between the two worlds, live and 
time-deferred. The performance of the live 
part is done with the haptic keyboard and the 
performer has a total freedom of 
improvisation. 

 
Presented at  

Micro Music Festival 2017 Romans-sur-Isére 
Between 2019 Festival Stockholm  

 
Produced by : 

ACROE, Grenoble, France 
Grenoble INP, Grenoble, France 



 

Hydrosophia 
Carlo Ambrogio, Marco Barberis and Debora Picasso under the artistic, technical and 
logistical supervision by Professors Gianluca Verlingieri and Julian Scordato. 
Multimedia interactive installation 
 
SONIC AND VISUAL KNOWLEDGE OF WATER  
The installation had its fulcrum in a fundamental element for human life that we need to 
preserve: water.  

 

 
Left : The lake of Beinette (Ph. Samuele Silva) – Right : Hydrosophia in the Adriano Olivetti 
Hall 
 
During the summer of 2019 METS students picked up sounds and visual details of the 
"aquatic" landscape of Beinette and then converted them in a multimedia experience in the 
Olivetti Hall.  
 
Through sensors and hydrophones (the latters realized by the british sound artist Jez Riley 
French) the visitors of Hydrosophia were able to interact with the installation, dipping their 
hands and objects symbolizing waste in boules full of water, thus changing the natural 
landscape visually and sonically represented in the hall by video and audio materials. The 
changes were the introduction of new sounds and distortion and corruption algoritms applied 
to sound and videoclips of natural elements, demonstrating how even the slightest 
unconscious human intervention can disturb precious balances in nature.  
 
Presented at : 

hosted in the Adriano Olivetti Hall in the town of Beinette 
 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 



 

I’ll know my song well 
Bruno Gabirro 
For flute, clarinet, violin, cello, piano, electronica 
Sond’Ar-te Electric Ensemble 
Guillaume Bourgogne conductor 
Sílvia Cancela flute 
Nuno Pinto clarinet 
Vítor Vieira violin 
Jorge Alves viola 
Filipe Quaresma cello 
João Casimiro  Almeida piano 
João DIas percussion 
Paula Azguime - sound design 
Miso Studio/ Miguel Azguime - electronics 

 

 
 
Presented at 

FORMAÇÔES & INTÉRPRETES  EXTRAORDINÁRIOS - o'culto da ajuda - Lisboa,  
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 
 
 
 
 
 
 
 



IDE Scene 
Iannis Zannos 
Interactive Dance Performance 
 
 
Capteurs de mouvement sans fil portables  
IDE Scene is a musical excerpt from a dance piece using wearable wireless motion capture 
sensors as input devices for controlling sound synthesis.  It is part of a project in telematic 
dance which connects dancers in performing in different locations via internet.  The present 
performance is a solo excerpt and explores various strategies for gesture controlled generation 
of musical structures and sound textures.  Among these are:  Playback of gestural segments 
from movements of the performer to control different layers of sound, creation of metric 
patterns by operating on layered cycles of beats to place individual sounds on these, and 
control on granulation and filtering parameters in sound samples.  IDE stands for Izutsu – 
Daphnis – Echo, refering to the myths that inspire the piece, stemming from Noh theatre and 
hellenistic and roman literature respectively.  The common underlying idea is that of virtual 
presence of a missing person evoked through movement and sound in intense emotional states 
of longing. 
 
 
Presented at  
 AGORE Creative Festival 2019 – Grenoble 
 
Produced by 
 Ionian University, Corfu, Greece 
 



 

IDE-Fantasy 
Iannis Zannos, Haruka Hirayama-Rai and Hideaki Isobe  
with Dancers and Choreographers Tasos Pappas-Petrides, Mary Randou, and Natali 
Mandila 
 
IDE-Fantasy is the final version of Magnetic dance works. It is a telematic dance performance 
where dancers in different locations use their movements to weave the rhythm and melody of 
the music through their movements measured by wearable wireless sensors. 
It was performed at the word premiere in Lisbon by : Iannis Zannos, Haruka Hirayama-Rai 
and Hideaki Isobe with Dancers and Choreographers Tasos Pappas-Petrides, Mary Randou, 
and Natali Mandila 
 

   
 
Presented at 

Musica Viva 2021 Festival – Lisbon 
 

Produced by 
 Ionian University, Corfu, Greece 
 
 
 
  
 
 



Idrolalia 
Marco Barberis 
interactive installation  
 
Idrolalia is an interactive installation based on the concept of importance and preservation of 
water.  
 

	
People	experimenting	the	sound	installation	-	 IDROLALIA	walking	in	the	
multisensory	path	at	Gesso	and	Stura	River	Park	in	Cuneo	

 
 
Presented at : 

Palazzo Vitali (headquarters of Fondazione CRC) in Cuneo during the METS 
@CITTÀ IN NOTE 2022 Festival.   

 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 
 



 

Il giardino delle voce timide 
Giuseppe Gavazza  
Sound installation en plein air 
 
 
In an open space, hidden among the plants of the garden, I will install a couple of dozens of 
pocket-speakers that will spread sounds created with the physical modelling synthesis 
program GENESIS, ACROE : strange voices that will resonate like freaky animals, cryptic  
signals from outer worlds, unusual musical instruments, unintelligible voices, radio 
signals, … 
 

 
 
Presented at : 

Jardin des Plantes, Grenoble (France), September 12th, 2021 
 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 
 
 
 
 
 
 



Image schema  
Henrik Frisk 
Electroacoustic music and video 
 
'Image Schema' is music to a video created by pianist Johan Fröst. The visual material is a 
processed video recording of himself playing a short piano piece by Debussy. Fröst has used 
unusual angles and extreme close-ups as a technique for shooting the film and the video has 
been edited from the point of view of the structure of the music primarily.  
 
I approached the video only, not knowing what the underlying piano music was, in an attempt 
to test the hypothesis that aspects of the structure of the original music can be communicated 
through the visuals in the way the video was edited. 
 
The materials for the music are piano samples that have been gathered in a way that is similar 
to how the video is created: putting microphones at strange and unusual places and at odd 
angles. 'Image Schema' premiered in Engelbrektskyrkan in Stockholm on November 24, 
2019. 
 
Presented at  
 InSonic 2020 Festival, Karlsruhe 
 
Produced by 
 KMH, Stockholm, Sweden 



 

In (x,y) 
Alexandros Kontogeorgakopoulos and Odysseas Kleissouras 
A sound and light installation and composition based on locative audio 
 
Designed during two weeks (9-20.5.2022) artistic residency at NOVARS research centre at 
the Music Department of Manchester University. 
  
Cardiff School of Art and Design collaborated with Manchester University for this project 
and the work that took place was part of Alexandros contracted hours in Cardiff. 
In (x,y) is a sound and light installation and composition based on locative audio. A number 
of music-sonic fragments are distributed in an open public space which can be played back in 
sync accompanied by rhythmic flashing lights. The public explores the area with GPS 
smartphones connected to mobile speakers, and triggers both the sonic and visual content 
accordingly. Therefore, the sound comes from many mobile sound sources, and in 
combination with light flashing from the smartphones, creates a dynamic spatial participatory 
interactive art event.  
 
The musical composition inherits a spatial dimension and is explored collectively in space 
instead of time. The piece is an homage to Terry Riley’s composition In C which lets the 
performers of the piece which is based on 53 music phrases, to follow their score at their own 
pace but in sync with each other. The piece was created in 2022 with the support of the 
European Art Science Technology - Digital Creativity (EASTN-DC) project in an artist 
residency at NOVARS research centre at the Music Department of Manchester University. 
The smartphones run a customised version of the Sonic Maps application by Recursive Arts, 
adapted for the needs of the piece. 
 

 
 
Presented at 
 NOVARS Festival 2022 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 

NOVARS – University of Manchester, Manchester, United Kingdom 
 



 

In Praise of Idleness  
Nolan Lem 
Visual art installation 
 
In this site-specific installation, several large socket wrenches (also known as ratchets) affixed 
to the gallery wall are driven by an assembly of motors that kinetically rotate them into 
different formal configurations. Evoking the ambient sounds of a swarm of metronomes or 
ticking clocks, the socket wrench is an audio-visual symbol linking mechanical labour with 
the passage of time. During this piece, several different algorithmic techniques are used to 
choreograph the socket wrenches’ collective behaviour, the result being a cooperative and 
sometimes crude synchronisation of movement and sound that is constructed in real-time. By 
listening in on this tournage méchanique, this sculpture attempts to reconstruct the language 
of work in the 21st century in order to dialogue with the trends in computational 
automatisation found in emerging AI technologies. The title, in praise of idleness, is taken 
from an essay by Bertrand Russel in which he calls into question our cultural obsession with 
work as inherently virtuous. 
 

   
 
 
Presented at: 

A Delà” Festival, in Lubjana, 2020. 
 
Produced by  
 Aalborg University, Copenhagen, Denmark 
  
 
 
 
 
 
 



In the beginning 
Mattias Skold 
multi-channel fixed media electronics (2019) – 11’19” 
Fixed media, multi-channel work for 3D sound dome 
 
When my last major work was premiered, a Creation oratorio for soloists, choir, ensemble 
and electronics, one planned introductory electroacoustic overture was not included. Haydn’s 
extraordinary introduction to his Creation, whose text I borrowed, left too long a shadow it 
seemed.  So at the time I decided to do without an opening. It was only halfway through the 
composition process of this work that I realised I was actually writing the lost beginning of 
the oratorio. It is not a representation of chaos but an exploration of timbre and space, using a 
combination of recorded acoustic sounds, physical modelling and additive synthesis 
techniques, originally spatialised for the 45-speaker dome of Lilla salen at KMH. The piece 
ends with a distant, mildly distorted chord progression which is the main harmonic theme of 
the oratorio, based on a twelve-tone row. 
 
Presented at 

Between 2021 festival – Stockholm 
 
Produced by 
 KMH, Stockholm, Sweden 



Insect Buzz  
Paul Granjon 
An electronic-art performance was developed for forthcoming protests against climate change 
 
Insect-inspired sound-emitting placards for environmental demonstrations. 
 
The "Insect Buzz" are sonic hand-held placards developed by Paul Granjon during his 
EASTN-DC residency. Featuring a simple microcontroller and contact speaker, the "Insect 
Buzz" emit a variable square wave similar to an insect in flight. The placards are made to be 
used in environmental protests, making some noise for reminding people that insects are 
dying and for a more ecological lifestyle. 
 

 
 
Presented at 
 InSonic Festival 2020 – Online – Karlsruhe 
 MATTE(R)ealities festival 2022 - Cardiff 
 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 
 
 



 

Interactive E-textile Storytelling 
Irene Posch 
Interactive installation (2018) 
 
The starting point for this project is a textile book my grandmother made for me when I was a 
small kid. She used her skills as a seamstress and craftsperson to produce an interactive book. 
Embedding of snaps, buttons, zips and various other textile accessories allows for attaching, 
opening, moving, rearranging of the textile artifacts, making individual stories come to life. 
The residency aims at revisiting this book, investigating the potentials of including electronic 
elements in textile storytelling. The goal is to explore the possibilities new technologies might 
provide for storytelling in this context. Towards this, I work together with local people that 
have interest and/or experience in (textile) crafts, storytelling, illustration or electronics to 
explore new ways to create stories. 
 

   
https://wiki.ljudmila.org/Artist-in-Residence:_Irene_Posch 
 
Presented at 

Exhibition and final presentation of the residency project - March 28, 2019, 7PM @ 
osmo/za, Ljubljana 

 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 
 
 



Javaari 
Manuella Blackburn 
Acousmatic composition 
 
Javaari is the term given to the bridge of the sitar where the melodic and sympathetic strings 
run and create the sound. The term also refers to the unique buzzing tone produced by the 
sitar. This piece explores these fascinating timbres originating from this instrument and pays 
particular attention to the beautiful pitch bends that arch over and under like vocal melismas. 
The work is structured into four episodes, each exploring a different intensity of explicit 
cultural sound use — often the sitar material is in the fore and sometimes it recedes or pokes 
through intermittently. 
 
Javaari was realized at the Visby International Centre for Composers (VICC, Sweden) and at 
Liverpool Hope University (England, UK). This acousmatic work is the first in a series of 
pieces composed in collaboration with Milapfest based at Liverpool Hope University. The 
yearlong project aims to examine the translation and transference of cultural sound to 
electroacoustic music and is funded by the Arts and Humanities Research Council (AHRC). 
Many thanks go to Roopa Panesar (sitar), Kousic Sen (tabla), Raaheel Husain (sitar), 
Kiruthika Nadarajah (violin), Senthan Nadarajah (mridangam), Kaviraj Singh (santoor), 
Upneet Singh (tabla), and Rohan Kapadia (tabla) 
 
Presented at : 

Digital Creativity Festival 2018 - Manchester 
 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 
 



Keep-it-Humans  
Ricardo Climent 
Virtual Reality works 
 

Keep•It•Human is a unique academic spin-out from The University of Manchester, focusing 
on how videogaming can meet philanthropy in novel ways. 

   

This social venture, founded by Professor Ricardo Climent, emerged from Aspect Success 
2020 accelerator with the support of the Masood Entrepreneurship Centre at the Alliance 
Manchester Business School. 

For more information visit the Keep•It•Human website and its first social game, Timbi 
World, which adds music and fun to digital fundraising, while celebrating African Culture. 

 

 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 



La presenza sonora del vuoto 
METS student composers Marco Barberis, Riccardo D’Ambrosio, Simone Giordano, 
Cristina Mercuri, Debora Picasso and Taylan Sakin, with the artistic coordination of 
Prof. Gianluca Verlingieri.   
 
“La presenza sonora del vuoto”(the sound presence of the void) is the ambitious attempt by 
METS-Conservatory of Cuneo to expand with sounds the sculptures of Giuseppe Penone in 
the exhibition "Incidenze del vuoto” (incidences of the void), organized by the CRC 
Foundation and the Castello di Rivoli Contemporary Art Museum at the Monumental 
Complex of S. Francesco in Cuneo.   

 

    
 
Electronic compositions inspired by Penone's exhibited works have been appositely created 
for this event by the METS student composers Marco Barberis, Riccardo D’Ambrosio, 
Simone Giordano, Cristina Mercuri, Debora Picasso and Taylan Sakin, with the artistic 
coordination of Prof. Gianluca Verlingieri.  In some of their works, Penone's poetics 
suggested combining electronics with voice and other musical instruments entrusted to 
students and former students of the Ghedini Conservatory: the singer Arianna Cibonfa, the 
flutists Ilaria Bellone and Elena Sandrone, the percussionist Michele Cera  (which 
transformed a chestnut tree from the Piedmontese Grana Valley into a surprising sound 
source).   

 
Also important was the role of the METS sound engineering students Francesco Cotta, 
Massimo Deidda, Michele Pautard and Diego Pelissero, who, under the guidance of Prof. 
Fabrizio Barale and in collaboration with the composers, took care of the technical set-up of 
the METS multichannel audio system. The speakers have been arranged following the 
location of the main sculptures of the exhibition: “Matrix”, a sculpture which fills the central 
nave as the backbone of a hypothetical human body, and “Sutura”, which, positioned in the 
apse, represents the skull of that metaphorical human body.   
 
Presented at : 

Castello di Rivoli Contemporary Art Museum at the Monumental Complex of S. 
Francesco in Cuneo.   

 
Produced by 

METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



Landline 
Manuella Blackburn 
Acousmatic composition – 9’34 
 
I have vivid memories of my landline telephone in the home I grew up in. It was an old-style 
shiny black rotary dial phone, with its own table, accompanied with directory and phone 
book, all situated in the entrance hallway. As I grew up, the home telephone changed size and 
shape, the rotary dial disappeared and replaced with touch-tone buttons, and then eventually it 
became cordless liberating the speaker from its fixed location. I realised recently that I had 
not used my current landline telephone in a long time. It had fallen behind some furniture and 
become caked in dust. When I came to use it, it felt strange and the sounds it made me curious 
about this somewhat endangered household object. I became fascinated with the dial tone 
sound and later discovered that landline dial tone sounds are not the same in every country.  
 
For some of my non-British friends and family dial tone pitches appeared to be a type of 
cultural sound emblem reminding them of home. The UK’s dial tone is a combination of sine 
waves mixed from 350Hz and 450Hz, while the North American is a combination of 350Hz 
and 440Hz. In this piece I have explored my landline telephone in all its glory and have tried 
to recreate and reimagine the sounds of that first home telephone I remember from when I 
was younger. Many thanks go to Conserve the Sound online museum 
(https://www.conservethesound.de/en/) for granting permissions to me to borrow one of their 
archived dial telephone sounds (name: Fernsprechtischapparat, Manufacturer: Deutsche 
Bundespost) and giving me insight into the world of disappearing sounds. 
 
Presented at : 

Between 2019 Festival - Stockholm 
 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 



LANscapes 
Sarah Grant & Danja Vasiliev 

Art Installation - Technological research project 

LANscapes is a research project into how one can work with the preexisting infrastructure 
found within a given environment for creating and deploying communication networks. 
Building upon the common natural phenomenon such as (and not only) radio, 
electromagnetism, acoustics in combination with elevations, forestation, (known and 
unknown) geodesic anomalies of a local terrain, the project aims to determine a set of possible 
solutions for creating local area networks (LANs) for communicating digital forms of 
information within a certain unmodified landscape. Trees, plants, rhizomatic root systems, 
bodies and streams of water could become antennae, signal leads and waveguides for 
messages sent from point A to point B. 

Outcome of LANscapes research is a collection of low tech technological solutions and 
methodologies for working with a given natural environment. Such a technique could become 
a useful tool for disaster relief, rural network deployment and last but not least understanding 
of the environment we find ourselves surrounded by. 

   
https://wiki.ljudmila.org/Residency:_Grant_%26_Vasiliev 
 
Presented at 

osmo/za – Lubiana 
 
Produced by 

Ljudmila Drustvo – Lubiana and Projekt Atol Institute 
 

 



 

Le tombeau de Rameau  
Gilles Colliard - Collectif Hausmusik 
Musique instrumentale enregistrée interprétée en diffusion multicanal avec le procédé de 
spatialisation dit « Ambisonic » 
 
 
Créé en 2017, constitué de huit musiciens professionnels drômois et d’un récitant, le Collectif 
Hausmusik a pour vocation de susciter et de financer l’écriture de compositions musicales 
novatrices mais reliées à notre héritage musical, exigeantes mais agréables à entendre comme 
à jouer, et accessibles à de petits ensembles de musiciens amateurs de bon niveau. Ceci, afin 
d’aider la création musicale écrite à renouer avec le public et avec les musiciens, en 
alternative à une musique contemporaine parfois considérée comme trop abstraite, trop 
difficile ou trop austère. A renouer aussi avec son passé, car la création artistique a besoin 
pour vivre et pour émouvoir, comme la jeune plante, de racines qui la nourrissent, sans pour 
autant contraindre sa liberté ni se résigner à une approche néoclassique : il s’agit ici 
simplement de réhabiliter la notion de plaisir musical et de retravailler à une continuité du 
présent avec le passé. 
 
Du fait que l’œuvre a été créée à la Cité de la Musique de Romans, dont l’équipe travaille – 
avec la complicité de Baptiste Pierre et en partenariat avec l’ACROE – sur la création 
musicale en multidiffusion, l’idée nous est venue d’en réaliser une version ambisonique, qui 
superposerait à cette création musicale écrite, elle-même reliée à un compositeur du passé, 
une création spatiale (réalisée par Baptiste Pierre) faisant voyager à travers la salle les 
différentes parties des musiciens… Ce projet est pour l’instant dans une phase expérimentale, 
ayant été enregistré à partir d’une captation en « live » et non en studio, mais nous espérons 
avoir l’occasion d’en réaliser bientôt une version plus aboutie… 
 

 
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
Produced by 

Scènes de musique actuelles – La Coordonnerie – Romans-sur-Isère 



Liminoid 
Saša Spačal & Matic Potočnik;  
 
Art Installation  - Virtual and augmented realities (2018) 
 
Liminoid is a portal which triggers a transition between virtual and augmented realities, thus 
leading to the experience of disintegrating subjectivity. In the context of anthropology, the 
term liminoid state describes the experience of the liminal stage of a transient selfhood that 
occurs during rites of passage. Much like liminality in tribal cultures, the liminoid experience, 
which signifies contemporary society, is achieved through a three-phase passage of separation 
from the old self, a transitional phase that is characterized by ambiguity and disorientation, 
and finally a phase of incorporation and the formation of new perspectives. This three-fold 
experience in Liminoid is reflected in the dramaturgy of the visual experience in the virtual / 
augmented reality headset, although the artists do not simply translate mental processes by 
visual means. Liminoid is thus not merely a simulation of the liminoid stage, but instead 
offers a number of augmented and virtual twists on it, thus making possible the realization of 
post-structural concepts such as the disintegration of subjectivity, the becoming, the virtual, 
the immersion and identification. The experience offers an intense and even rather unpleasant 
sensation of uncertainty, anxiety and existential fear. Liminoid thus represents potentiality, 
and the participant is in for a surprise.  
 
The system is based on virtual reality headset primarily designed for immersive gaming. The 
artists have modified this technology by adding a webcam to ensure a hybrid experience of 
virtual and augmented vision. Liminoid as a place of transition, a threshold that is also 
equipped with panoptical cameras overseeing the installation space, and incorporated in the 
dramaturgy of the visual experience. The participant is seated in a comfortable chair, in order 
to prevent any adverse physical reactions to the immersive experience, which might result in 
disorientation, dizziness or even nausea. 
 

   
https://wiki.ljudmila.org/Liminoid 
 
Presented at 
 Queens 2019 Festoval – Copenhagen 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 

Lineages  
Kim Hedas 
For organ and electronics in sixteen channels, spatialised into sixty loudspeakers. 
 
Lineages is another word for origins. The title for this work has been chosen because the 
music here is pointing backwards to the extensive history for both organ music and 
electroacoustic music. Although following very different paths through history, these two 
have some similarities, not least in various experiments which explore and expand both space 
and time. By listening backwards, some lineages can be transferred from the past to my work, 
sometimes clear and recognizable, sometimes distorted and fragmented. Microscopic units of 
rhythms shape both polyphonic lines and alloys of sounds, and dynamically bind together 
what was previously unrelated. Other lineages emerge and are now woven together in the 
structure of sounding material. 
 
Lineages is a new work in a collaborative project between organist Johannes Landgren and 
composer Kim Hedås, and is aimed at fusing multiple sounds of organ and electronics. The 
project comprises several studies, laboratory work and historical excursions. Four main areas 
are to be explored further: alloying of sounds, alternative tuning, expanded polyphony and 
spatialisation. Lineages is a first result of these experiments with organ and electroacoustic 
music. 
 
Presented at 

Between 2021 in November 2021 – Stockholm 
 
Produced by 
 KMH, Stockholm, Sweden 
 
 



 

Locative Audio / Augmented Auralities 
Location-based Media, an umbrella for Locative Audio, brings to composers the idea of 
customising and associating sonic ideas to a specific geolocation. 

 

Mobile technologies, such as the GPS smartphones employed for Locativeaudio.org project 
and custom made software provide the core tools for its realisation. These unique tools enable 
sound artists to apply locative audio and media technologies to creative thinking and to take 
the results to our streets and own pockets as an extension and reinvention of the concert hall. 

By 'Augmenting the Aurality' of a specific every-day location, composers can recover 
memories of a particular place, can produce sonic alternatives to repositories of visual 
information; and even attempt to forecast desired futures through sound. What else can be 
done? 

• Visit the Locativeaudio project website 

Locativeaudio is a sonic-centric walk experience started in the city of Manchester, UK which 
has progressively incorporated a network of people, institutions and cities around the world. 
To become a locativeaudio walker, all you need is a smartphone and headphones, (we can 
provide them too), a pair of sport shoes and the desire to explore the sonic journey (you bring 
these two!). To design the next generation of experience in the Augmented City, we place the 
walker at the centre of our thoughts to create unique immersiveness and understanding of a 
place. Locativeaudio has reconstructed history and architecture, has transformed noisy streets 
into beautiful soundscapes, has implanted secret thoughts onto solitary statues, and even 
extended the boundaries of the concert hall experience. Locativeaudio's contribution to the 
Augmented City may include converting urban spaces into citizen's livingrooms, where 
people could plant site-specific thoughts in every street, including their fantasies, desires and 
fears. 
 
 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 



Locomotion 
Henrik Frisk 
Musical installation and electroacoustic composition 

Locomotion is simultaneously an installation and a composition. It is a work in motion and is 
in continuous development. The main idea is to explore the tension between sound 
environments that have a clear connection to a place, and those that do not. This is related to 
the field of tension between virtual sounds – e.g. sounds that do not have an immediate 
relation to its source, such as some electronic sounds – and sounds the source of which is 
impossible to neglect. There are many aspects to why this may be interesting but at the core of 
this piece lies the search for the musical potential in each and every sound. Ultimately the 
listener should be able to approach the full sound, that is, the sound and its origin, and the 
musicality of the sound, and move back and forth between them. The hope is that this may 
challenge the perception of the spatial properties of the sounds as well as allow for 
transformations between the sound's and the listener's respective, and common, space. 

This version of Locomotion is an installation insofar as the audience may move freely 
between the two halls, Lilla Salen and Nathan Milstein, and the space between them. The 
music is different in the different spaces, hence, the listener can make their own version by 
moving through the spaces. 

The sounds are field recordings from the environments around the Royal College of Music, 
and also from inside the building. Apart from these recordings there are also synthetic sounds 
made from a physical model of a clarinet. The synthetic clarinet part departs from the sound 
fields but is also composed with purely musical ambitions. A next version of Locomotion 
could include a live clarinet part played along with the artificial, but also independently of it. 

 
 
 
Presented at  
 Between 2019 Festival, Stockholm 
 
Produced by 
 KMH, Stockholm, Sweden 



Loops in Transmission 
Staš Vrenko 
Interactive installation  
 
https://wiki.ljudmila.org/Loops_in_Transmission 
 
With the project Loops in Transmission Staš Vrenko continues his exploration of hardware 
and software processes of recording, storing, processing and transmitting of sound that was 
already the basis of his past works Connective (2016) and Adoption Techniques (2017). The 
project deals with technical media that are capable of constructing specific modalities of 
measuring and recording time while also creating unique technology-based temporalities.  
 
The sound installation Loops in Transmission is based as an interactive system of three 
identical sound devices or tools intended for processing of sound and logical signals. The 
foundation of each tool are smartphone applications developed for this specific purpose, 
extended with a selection of analogue-digital modular electronic circuits. Through a system of 
(electromagnetic and data) feedbacks in individual devices and through feedback on the level 
of communication between devices via LAN connection, Loops in transmission resonate and 
sonify the micro-temporal processes of analogue and digital tech media that are otherwise 
inaccessible to human perception. 
 

  
 
 
Presented at 

AGORA Creative Festival 2019 – Grenoble 
MATTE(R)ealities Festival 2022 - Cardiff 

 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 
 

 



 

Ludi Eterni 
Patrícia Sucena de Almeida;  
For piano, violin, scenery (swing), performance and video using ‘disguised quotations as 
childhood memories’ 
Disguised: to modify the manner or appearance 
Quotation: reference or allusion 
From Bela Bartok and John Cage 
 
Transversal work of art that crosses music with representation and visual elements. 

 
For Flute, piano and visual elements 

 
Relationship with the memories of children's games/plays (Ludi), the idea of being kept forever (Aeterni) with 
nostalgic returns that lead us to the childhood imagination of lived experiences and memories of a past that is 
relived either by participating and physically retaking or just being a spectator. 
 
Parts of pieces by Bela Bartók and John Cage were selected, mentioning Romanian Dances, Ten Pieces for piano 
of the 1st, and Suite for Toy Piano of the 2nd and in a cut and 'reorchestrated' way they were integrated into a 
personal compositional discourse functioning as pillars of a musical-theatrical construction with a cyclical 
component (common to the compositional process of already written pieces) that is related to the repeatability of 
human experiences and children's 'games' that reproduce and evolve from day to day, appearing almost 
imperceptibly in the landscape/speech with the whistling wind and the noise of the swing ropes squeaking when 
activated, back and forth on a children's playground. 
 
The swing, an essential element connecting the various sections, works as a leitmotif, despite being 'orchestrated' 
differently: the 1st appearance accompanied by the sound imitating the wind by the flutist, the 2nd only with the 
movement increasingly shorter, 3rd and final, solo accompanied by lighting that fades out slowly and a moving 
image/film with a swing that continues to prolong this memory, not in person but kept in a 'recording' 
intersecting with the real. It ticks time like clockwork, keeping the life rhythm of musical speech and total 
performance. Its movement and swaying, whether regular or not, works as a theatrical and 'musical' 'gesture' 
transposing its physicality, movement and sonority by swaying to a 'sonor' using the blow and whistle on the 
flute. The duo works as two participants in a Ludus/Game, interspersing various forms of organization of the 
total parameters of writing/musical and theatrical performance, becoming a trio when the swing intervenes with 
its solitary movement, hanging with ropes, however, with a movement differentiated and more agitated and 
complex, almost uncontrolled in the central climatic section of the piece, with the winding and unwinding of the 
strings in itself, a movement between the spinning and the clumsy. Loop and Untangle, twist, complicate and 
resolve. 
 
Allied to the musical discourse is the performance and scenario that are transversally linked: the movement of 
the swing with various interventions; the movement of the flutist, moving from her position to a secondary place, 
the main one being occupied by the swing and at the end of the piece she will 'play' and 'play' with the pianist. 
 
Presented at 

O'culto da Ajuda Belém Portugal Monday, May 30, 2022  
Produced by 
 Miso Music Portugal, Lisbon, Portugal 



Machinic Propositions  
Henrik Frisk 
Electroacoustic composition 

Machinic propositions is an artistic project and an attempt to critically examine Deleuze and 
Guattari’s theorems of deterritorialization as found in chapter seven and ten of their seminal 
book A Thousand Plateaus (Deleuze & Guattari, 1980). The artistic method is one where 
conceptual deduction and improvisation play central roles. It has grown out of our thinking 
about contemporary media and our attempts to critically examine both our own pro-technical 
approach and the hyper media-landscape we live in. This method was developed based on our 
artistic ideas, the needs of the projects we engage in, and the conditions of our respective 
practices. 

At the core of our work lies the attempt to deconstruct the relationship between sound and 
image. Our work process is slow, and the work on the present project began in 2016 and is 
likely to continue in the future. There are interesting parallels between the way we work, and 
the idea put forward by Deleuze of style as the ability to "stammer in one’s own language". 
Our working process is situated in the attempt to stutter in "language" while avoiding it in 
"speech". The modes of synchronization that have become central to our works will be further 
explored through the modes of thinking relating to the theorems introduced by D&G. There 
are, however, many points of entry. The systems of de/reterritorialization in this context are 
interpreted as attempts to detach both sound and image from their highly defined modes of 
engagement. Not in order for them to merge into one, but to become what may be described 
as the opposite of a couple. 

 
 
 
Presented at  
 MicroMusic 2018 festival – Romasn-sur-Isère 

Digital Creativity 2018 Festival, Manchester 
 
Produced by 
 KMH, Stockholm, Sweden 
 



Magnetic Dance 
Iannis Zannos, Anastasios Pappas-Petrides (Dance), Vasiliki Florou (Dance), Natali 
Mandila (Dance), Nikos Charalambidis (Software), Alexandra Charalambidi (Software), 
Giorgos Petras (Coordination Support), Panagiotis Tsangarakis (Audio Engineer and 
Production Support) ; 
A live-streamed dance and music performance 
 
Magnetic Dance is a telematic dance performance where dancers in different locations use 
their movements to weave the rhythm and melody of the music through their movements 
measured by wearable wireless sensors. 
Its objective is to explore the possibilities of telematic performance by concurrent 
performance in remote locations. To enable remote interconnection, the movements of the 
dancers are captured using wearable motion sensors and are broadcast in real time over the 
internet to all performance locations. Sound and graphics are synthesized locally at each 
performance location on the basis of the motion data. The actions of remote dancers are thus 
perceived locally indirectly through the characteristics of the sounds and graphics. 
 
Some links to recordings of rehearsals already done are:  

https://www.youtube.com/watch?v=xgAcO-Ol21U  
https://www.youtube.com/watch?v=BzXMlcHGZ-o  
https://www.youtube.com/watch?v=sFqfbQtNBTk  
https://www.youtube.com/watch?v=oKS4FmC4Ir4&t=8s  
https://www.youtube.com/watch?v=gNJbWWnR0y4&t=13s  
https://www.youtube.com/watch?v=ei-U3KzFCv4&t=10s  
https://www.youtube.com/watch?v=JbO3Pk0ImPA  
https://www.youtube.com/watch?v=cuxxfKCD-Ys&t=643s  

 

     
 
Presented at :  

Digital Creativity 2018 Festival – Manchester 
AGORA Creative 2019 Festivak – Grenoble 
DCAC 2021 on line Festival organized by Ionian University 
MATTE(R)ealities 2022 festival – Cardiff 
InSonic 2020 onLine Festival organized by ZKM 
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Margaret  
Mathieu Zurstrassen and Martin Pirson 
Visual Art Installation based on Artifical Intelligence Machine 
 
“Margaret” has been created during the residency of Mathieu Zurstrassen for a two-months 
residency at iMAL (Brussels, Belgium). Mathieu Zurstrassen collaborated on the software 
development with Martin Pirson. 
 
Margaret is an artificial intelligence machine initially created to fill the loneliness of a 
researcher, a fictional character named Hamilton. When the professor vanishes one day, 
Margaret has to face her own loneliness and decides to create her own companion: César 18. 
 

Cesar 18 asks questions about Life; Biological, Metaphysical, Societal ... Margaret then 
decodes the questions and answers them by tapping on the resources of its database in order to 
educate C18 on the meaning of life, so that it too can become an "ESP" », An Emotional 
Support Plant blessed with intelligence and discernment. 

The bottom line of the installation is to question the current status of what we still awkwardly 
call Artificial Intelligence, evoke the possible ability of a Neural Network to express Human 
like emotions like loneliness, and furthermore a human psychiatric disorder like; 
Schizophrenia. 

  
 
https://mathieuzurstrassen.com/works/article/margaret 
https://www.imal.org/fr/events/v2-residency-mathieu-zurstrassen 
 
 
Presented at : 

HYPERORGANIMS Exhibition - Brussels 
 
Produced by 
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mean  
Alexandros Kontogeorgakopoulos 
Musical interactive installation 
 
Designed during a remote artistic residency at the AudioVisual Arts Department at Ionian 
University in Corfu in April and May 2022. 
 
-mean- is it the meaning of a word just a mean value that speeds up communication, or could 
it be a multitude of personal peaks that enhance and deepen communication? In the wonder 
and pace of those thoughts, the artists of oneContinuousLab are activating a series of 
installation art projects. Together with the project text.ure, -mean- constitutes the starting 
point of that exploration. -mean- is a multichannel interactive sound art installation based on 
words, which are articulated as a spatial walk-through sound experience. More specifically -
mean- is a personal walk, through whispered words. The piece was materialised in 2022 with 
the support of the European Art Science Technology - Digital Creativity (EASTN-DC) 
project in an artistic residency at the AudioVisual Arts Department at Ionian University. 
The piece uses a large number of speakers positioned above and/or below the heads of the 
visitors. The following image shows some artistic experiments with various small speaker 
drivers Alexandros and Odysseas run in their private studio space (oneContinuousLab) in 
Athens, Greece. 

 
 
Presented at 

AudioVisual Arts Department at Ionian University in Corfu 
 
Produced by 
 Ionian University, Corfu, Greece 

Continuous Lab., Athens , Greece 
 
 



 

Menagerie  
Nolan Lem 
Visual art Installation 
 
Gun triggers, 3D printed parts, motors, mechanical components, metals, plastics, electronics, 
cables 
 
Inspired by the collective behaviors associated with biological swarms, this piece repurposes 
the deconstructed gun trigger as an autonomous sound object to evoke the repetitive nature of 
gun-related violence. Using statistics taken from the occurrence of firearm-related deaths 
from each US state, fifty custom fabricated automatic rifle (AR) style triggers are subject to 
various self-organizing and behavioral algorithms where they align, synchronize, and devolve 
to reveal the emergent polyrhythms inherent in American patterns of violence. The empty 
gesture of the unloaded, cold-clicking trigger is emblematic of the listlessness of political 
action and redress. In this piece, this sound is used as a medium through which the trigger 
swarm aggregates and composites sonic mass.  
 
Positioned in the glass enclosure like a flock of birds, the triggers call to mind the 
taxonomical habitats often displayed in menageries and natural history museums. The kinetic 
mechanism itself problematizes the nature of intention and premeditated action associated 
with gun violence where the act of “pulling the trigger" has taken on an autonomous role 
independent of human engagement and volition. By interrogating the cultural anxieties 
surrounding firearm ownership, this installation points to a future in which technology, 
automatization, and a persistent military-industrial complex have created the ideal habitat 
from which these mechanisms can reproduce, proliferate, and swarm. 
For more information about the engineering of this piece, see the Sound and Music 
Computing 2020 Paper, "Menagerie: Exploring the Audio-Visual Rhythms of Violence 
through Data, Gun Triggers, and Swarms"  
 
MENAGERIE from Nolan Lem on Vimeo. 
 

 
 
Presented at : 

Danish National Museum of  Music in Copenhagen  
 

Produced by  
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Microplastics 
Manuella Blackburn 
Acousmatic work 
 
Microplastics is an acousmatic work derived solely from plastic sound sources. These sounds 
are predominately from waste accumulated from household use (empty milk containers, 
bottles, straws, lids, cling film and wrappers). Further sources were captured at the 
Manchester Education Centre and Materials Recovery Facility in Sharston, which illuminated 
ways in which plastics are separated and sorted by the Aladdin machine. This visit provided 
an eye-opening visual for the monumental scale of plastic waste, which is represented 
sonically half-way through the work through an unprocessed raw recording of plastic rubbish 
being dumped out into a colossal mountain of unbelievable proportions. Further to these 
recordings and sources are sounds collected from micro-sized plastics, sourced from the south 
coast of England curtesy of Rob Arnold (visual artists and microplastics cleanup expert). 
These microplastic pieces, no larger that 5mm in diameter are a mix of worn-down plastic 
remnants of past plastic objects (lids, shards, tubing, rims and strips) and ‘nurdles’ or ‘bio-
beads’ waste, which present hazardous, detrimental ecological damage to marine life and the 
environment. The plastics industry convert nurdles into plastic products, however the 
movement and transportation of these tiny pellets of plastic regularly encounter accidental 
spills, spreading out into water and drainage systems. Bio-beads are equally problematic, 
entering the sea via their use in sewage filtration systems. These minuscule plastic particles 
can be mistaken for food by marine life and birds in the environment. This work explores the 
sound world of this disastrous pollution and unfortunate particles debris that now inhabit the 
world in insurmountable quantities. 
 

 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 
Produced by 
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Mind Projections 
Dalea Kovačec, Marko Damiš & Anja Guid;  
Art project exploring the influence of digital and information technologies on human 
perception (2021) 
 
As part of her art research project, Mind Projections, artist Dalea Kovačec continues 
exploring the influence of digital and information technologies on human perception, which 
she has been transcribing into varied and content-adapted art media for several years. Her 
process is based on one of her older works,  
The artwork involves an interactive spatial installation that relies on electroencephalography 
to provide the visitor with indirect insight into their brain’s electrical activity during a 
moderated recollection experience. To encourage the spectator to reflect on their own life, the 
work uses an audio recording of chronologically ordered autobiographical questions, posed by 
a monotone computer-generated voice. Simultaneously, the spectator is shown a 
corresponding video narration containing anonymised recordings of social network users. 
Information on his brain activity is collected using an EEG headband and computer software, 
especially designed for the project, which translate this information and use it to 
simultaneously manipulate the video, projected onto the installation’s transparent acrylic 
glass, separated from the exhibition space. The externalised changes in the brain activity of 
the EEG headset user can be seen in the various distortions in the video narration and also by 
spectators outside the interactive space. 
The artwork, repeatedly generated and formed by the spectator, is clearly interdisciplinary in 
the subject areas it addresses, referencing the natural sciences, as well as social sciences and 
the humanities. The intensive and direct intermedia experiences, which penetrates the 
(non)conscious, confronts the spectator with humanity’s inherent need for documenting its 
own life and the contemporary imperative for exhibiting and displaying it. The result of this 
compulsive posting of one’s one images and recordings on the World Wide Web is an 
infinite, ever-growing digital anthology of individual and collective memories, which 
showcase every stage of a person’s life, from birth and adolescence to ageing and death. The 
visual chronology of life, used in the Mind Projections installation, is made up of exactly 
these sorts of images.  
 

  
https://wiki.ljudmila.org/Dalea_Kova%C4%8Dec:_Mind_Projections 

 
Presented at 

osmo/za – Lubiana 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



Minuscules exploits5 
Embrume Duo : Sophie Griffon, Sébastien Gayrard  
Live	Electroacoustic	Music	
	
The duet presents a mix of tracks, a figurative piece full of contrasts. The story is about an encounter, 
a game of “hide and seek” in which souls are playing together. An ambient and nuanced atmosphere 
gives way to a rhythmic and asymmetrical game that brings the listener into an intense trance and 
destabilises him. Then the arpeggios of guitars let us glimpse into the softness of an intimate moment. 
The journey resumes, tinged with a constant duality, intimacy and vastness, proximity and distance. 
 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
La Cordonnerie-Scènes de musiques actuelles, Romans-sur-Isère, France 



Music for “If you don’t like it, you can go to 
hell’ Ballets Suédois 1920–1925” 
Kim Hedås, Linus Hillborg, Karl Johannes Jondell, Theo Kentros, Brenda El Rayes, 
Viktor Sandström and Jerker Österlind, composition students from the Royal College 
of Music in Stockholm’s Bachelor of Arts programme in electroacoustic music 
 
Dansmuseet’s anniversary exhibition is called ‘If you don’t like it, you can go to hell’ – 
Ballets Suédois 1920–1925. The title of the exhibition comes from the stage backdrop for the 
Ballets Suédois’ production Relâche and is a quote by Francis Picabia. 
Together with Erik Satie, Fernand Léger, Nils Dardel, Audrey Parr, Hélène Perdriat and many 
more, the Ballets Suédois created total artworks for the stage. The artists, composers and 
dancers are copiously represented in the exhibition with objects such as costume sketches, 
photographs, films and other material from the dance company’s productions.  
 
The music in the exhibition 
The music is specially composed for Dansmuseet’s anniversary exhibition by Linus Hillborg, 
Karl Johannes Jondell, Theo Kentros, Brenda El Rayes, Viktor Sandström and Jerker 
Österlind, composition students from the Royal College of Music in Stockholm’s Bachelor of 
Arts programme in electroacoustic music. The composition project for Dansmuseet has been 
supervised by Kim Hedås, lecturer in composition at the Royal College of Music in 
Stockholm, and is part of the students’ degrees as well as the EU project EASTN-DC 
(European Art, Science and Technology Network for Digital Creativity). 
https://dansmuseet.se/program/om-ni-inte-gillar-det-kan-ni-dra-at-helvete-ballets-suedois-1920-
1925/?lang=en 
 

 
Ballets Suédois 1920–1925 

 
Presented at : 

“100 years of ballets suédois” Exhibition, Dansmuseet, Stockholm 
 
Produced by 
 KMH, Stockholm, Sweden 
 



Music table – algoRhythm Machine  
Gotz Dipper 
Interactive sound installation, computer, mouse, monitor  (2017 
 
The installation algoRhythm Machine is a sort of drum computer through which rhythms can 
be algorithmically generated or varied. Some of the algorithms that are utilized have been 
used in music for centuries, including the cancrizans, for which one section is played 
backwards, creating a sort of crabwalk. Other algorithms, such as the various algorithms 
based on randomness, were first used broadly in the twentieth century. 
algoRhythm Machine is inspired by the installations Pattern Machine and Random Machine 
from 2004, both are also being shown at the Open Codes exhibition. The same algorithms that 
generate melodies in those installations are used here to generate rhythms. Visitors can pursue 
the fascinating question of whether the algorithms are equally well suited for both uses. 
Unlike with Pattern Machine and Random Machine, no variation in the pitch is possible with 
algoRhythm Machine. Instead, algoRhythm Machine is polyphonic, such that patterns can be 
layered in interesting ways. Visitors can explore what settings lead to interesting listening 
experiences. 
 
 

 
 
Presented at 
 AGORA Creative Festival 2019 – Grenoble 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Music table - CellularAutomataExplorer 
Ludger Brummer 
Interactive sound installation, computer, mouse, monitor (2017) 
 

 
 
Presented at 
 AGORA Creative Festival 2019 – Grenoble 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Music table - Code Chain 

Ludger Brummer and Elisabeth Pich 
Interactive sound installation, app, tablet PC, 2017 
 
Devices connected to each other enable chain processes involving several players. In 
"CodeChain", sounds are generated according to the principle of the popular children’s game 
"whisper down the lane" or "telephone", which are sent to other players and processed by 
them. Thus the players alter a sound step-by-step, and may change it until it bears no 
resemblance to the initial sound. 
 
The chain begins with rushing sounds, various oscillators, frequency modulators, and own or 
prepared recordings, which users select via double click. The selected sound is sent to one of 
the devices in the pool, where a fellow player can add effects. Available effects are echoes 
and reverberations, delay, treble and bass filters, granular synthesis, and distortion. In addition 
the sounds can be formed into a melody with a sequencer. After the sound has had as many 
effects as desired added to it, it is sent to the next player. Each player changes the sound one 
more time. The sounds resulting from this process are therefore the result of a collective, 
partially random, partially deliberate process. 
 
 
 
 
Presented at 
 Digital Creativity Festival 2018 - Manchester 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Music table - Guido’s Code #A 

Götz Dipper 
Interactive sound installation, computer, mouse, monitor (2017) 
 
The installations Guido’s Code #A and #B refer to what is probably the oldest music 
algorithm in European history, formulated almost exactly a thousand years ago by the 
Benedictine monk Guido of Arezzo in his famous work Micrologus de disciplina artis 
musicae. 
In the installation Guido’s Code #B, visitors can experience for themselves how Guido of 
Arezzo’s algorithm works. They enter a text into the computer, which is converted into a 
melody according to Guido of Arezzo’s rules and then played back. The algorithm allows the 
user certain freedoms and choices. This encourages the visitors to form their own assessment 
as to whether the melody is a successful outcome. This exploration of the melody was an 
important aspect for Guido of Arezzo, who wanted to provide the readers of his book with a 
tool that enabled them to learn how to compose themselves. 
In addition to the algorithm used here, Guido of Arezzo introduced a number of 
groundbreaking innovations to the practice of music, such as the clef. His innovations were 
aimed at making this exclusive knowledge, restricted to monks, accessible to a wider range of 
people. In this sense, Guido of Arezzo was an early pioneer of today’s “open source” and 
“open access” movements. 
 
 

 
 
Presented at 
 AGORA Creative Festival 2019 – Grenoble 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Music table - MusiCode 
Ludger Brummer, Dan Wilcox 
Interactive sound installation, computer, mouse, monitor (2017)  
 
Programming codes are made up of a series of instructions, which the computer processes in 
sequential order. These instructions can be used to generate tones, sound designs, and even 
entire works of music. This code also generates upward and downward movements or a 
random selection of tones. 
A musical scale could be described as follows: 

1. Start at 40 (that is, E2) with the time 0, 
2. raise the tone by one step [y = x + 1], and jump 0.25 seconds forward, 
3. carry out this procedure 20 times – finished. 

Now the numbers can be changed or the + can be replaced by a –, changing the upward 
musical scale into a downward arpeggio. 
Visitors to the MusiCode installation can play with different code fragments, changing them 
to create their own sound structures. Become a composer of computer music! 

 
 
Presented at 
 AGORA Creative Festival 2019 – Grenoble 
 
Produced by 
 ZKM – Karlsruhe 
 



NCS_Hypogean-City 
Ludger Brummer, Yannick Hofmann, Dan Wilcox, Tomasz Ciotucha 
Multi-room Sound Installation 
 
NCS_Hypogean-City is a multi-room sound installation of spatialized electroacoustic 
miniatures. The miniatures are transitioned using an AI style transfer. Their textual 
characteristics and dramaturgical progressions are built upon the sonification of timeline and 
geological data of the Italian city of Matera – a unique place protected by the UNESCO as 
World Heritage, being one of the oldest cities in the world with distinctive cave-like 
dwellings carved out of limestone. This soft stone consists mainly of calcium carbonate, a 
chemical compound of the elements calcium, carbon, and oxygen. Both the symbolic and 
numerologicalic aspects of those elements Ca (20), C (6), O (8) play a decisive role in the 
compositional process. 
Matera’s unique setting is reflected in the entrance hall of the KMH through the dynamic 
placement of small-scale loudspeaker systems that stimulate the specific spatial acoustics of 
the venue. 
The multi-room sound installation NCS_Hypogean-City was developed in 2019 for IN 
VITRØ - artificial sønification as part of the Interfaces Project, co-funded by the Creative 
Europe Programme of the European Union. 
 

 
 
 
 
Presented at 
 Between 2019 Festival - Stockholm 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Nu 
Kim Hedås 
Fixed media composition 
 
A fixed media composition, for audio streaming on stereo format. 
 
The electroacoustic work Nu (translated to English: Now) is spatially composed for 
twentynine channels, originally to be played in Klangkupolen’s immersive sound system in 
29.4, with speakers in four levels above the listeners. 
 
Three alternative mix versions exist: sixteen channels, eight channels and stereo. Both the 
harmonic structure and the form of Nu are based on a material shared with the choral work 
Som om (2020). The voices of the singers are multiplied and mixed in a dreamlike weave, as 
if we were dreaming, as if all our time is a dream. 
 
The dreamlike has in Nu become even more spread and elongated, both spatially and 
temporally, but here are also sequences of contrasting material and even if they are 
characterized by rhythm and direction, in strong contrast to the floating voices, the dreaming 
is still accentuated. 
 
Nu (2021) was premiered at the festival Between 2021 in November 2021. 
 
Presented at 

Between 2021 in November 2021 - Stockholm 
Music on the (W)edge Festival 2022 – April 2022 – Cuneo 

 
Produced by 
 KMH, Stockholm, Sweden 
 
 
 



 

O Discurso do Filho da Puta 
Miguel Azguime 
Music and text as music 
 
For a long time I have been trying to foster a state of "integration" between semantics and 
phonetics - music as text and text as music, perhaps by the multiple craft that characterizes 
my artistic activity, shared between the interpreter, the performer, the composer and the poet. 
 
Addressing this prodigious text was long on the horizon, not only because of what it 
enunciates and its timelessness - and as such timeliness, but also because it projected a 
growing complicity of ideals and research with Fernando Mora Ramos, therefore the desirefor 
a creative partnership between Teatro da Rainha and Miso Music Portugal. 
 
“O Discurso do Filho da Puta" offers us from the musical point of view a quasi-score, by the 
characteristics with sound properties of the poetic writing of Alberto Pimenta, and therefore 
contains, from the outset, the elements conducive to a distribution by several voices, of a 
character simultaneously one and multiple. 
 
On the other hand, it is ritual and conforms ironically, common practices to concerts of 
classical music, both for the exacerbated protocol, as for the symbolic charge, but also for the 
rigor and depuration of the gesture, the poetic gesture turned musical gesture. 
 
The " Discurso " welcomes thus a quartet of actors, as if a quartet of musicians were, quartet 
of vocal cords therefore, to give voice to a choral speech in which the word is made music 
and is organized in timbres, rhythms, harmonies, melodies; sometimes in unison, or in 
homophony, or in heterophony, or in polyphony, or in counterpoint. 
 
Thus more than being music added to the poetic text of Alberto Pimenta, the music here is 
mainly the recognition and unveiling of the music that the text already contains, giving to hear 
differently, giving to hear again; and assuming the word in its full vocality; and the spoken 
voice in its extraordinary possibilities of multiple, sonorous and expressive emission. 

 

   
 
Presented at 

Teatro António Assunção Almada Portugal - Friday July 16, 2021 - Friday July 23, 
2021 
O'culto da Ajuda Travessa Zebras Lisboa, Lisboa, 1300 Portugal - Friday November 
27, 2020 - Sunday November 29, 2020 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 



 

O.O.O – Object Oriented Object  
Julien Clauss & Olivier Perriquet 
Visual art : Live performance on analogue devices 
 
Object-Oriented Object is a live performance on analogue devices in which three turntables 
and a set of projectors are manipulated in real time. 
 
On the turntables, equipped with a laser that functions as a scanning head and whose signal is 
interpreted by a modular synthesizer, objects are played. The actions are visible and simple. 
Punctual light sources, of different powers, omni-directional or focused, static or mobile, are 
played simultaneously, revealing the objects by making them exist at the dimension of the 
space. 
 
Starting from objects whose attributes (colour, shape, geometry ...) can be immediately 
deciphered with the eyes, it is their setting in motion that gives rise to a temporality, a rhythm. 
This rhythm is external to them, the objects are not the source but the obstacle, the resistance, 
and thus confront the sound and visual phenomena they generate to the visible materiality of 
their presence. The instruments that generate the sound and image are in sight from start and 
throughout the performance and the processes involved are legible: everything is intelligible, 
can be broken down by the mind, it occurs like a visual and sound arithmetic whose 
complexity is neither the result of an intricate process that is hidden in the arcane of a "black 
box" but simply emerges from the interference between elementary processes, which are 
previously exposed to the public. The latter is at the heart of the system, an integral part of the 
projection. It operates like a transmutation whose general equation is this: matter, taken in a 
regular motion, produces time and space. 
 

  
 
Presented at : 

IF 2022 Festival - Brussels 
 
Produced by 
 iMAL, Brussels, Belgium 



Ocean 4  
Eliane Radigue & Carol Robinson 
Musical Composition 
 
As part of an artistic residency stay of musician and composer Carol Robinson at the ZKM, 
previously unreleased compositions by the French composer and visionary of electronic 
music, Éliane Radigue, some of which were co-created with Robinson, were recorded for the 
first time. 
 
This resulted in the CD »Occam Ocean 4« as part of the OCCAM series, which includes 
works by Éliane Radigue. These latest works were written by Radigue for the first time for 
acoustic instruments and their interpretation by musicians. This, also sound-aesthetic, incision 
results, among other things, from the collaboration with the musician Carol Robinson. A close 
confidante of Radigue, Robinson specializes in chamber music and contemporary works. As 
artist-in-residence at the ZKM, she joined Bertrand Gauguet and Yannick Guédon to record a 
total of three new works by Éliane Radigue in the ZKM cube in March 2021. The result is a 
downright spatial listening pleasure of subtle urgency, which was released in the fall of 2021 
under the title »OCCAM IV« on Shiiin. 
 
Occam Ocean is a world. A musical world, of course, but a living world as well, because the 
musicians who enter it know that they will never leave it completely. The sound exploration 
that Éliane Radigue proposes throughout this cycle is as much musical as it is personal. It is 
demanding and fascinating. The three pieces presented here admirably reflect the challenge 
and commitment involved. The musicians are no longer performers, they are mediums, 
pioneers sent into the intermediary spaces of Éliane Radigue’s musical adventure. They are 
messengers.« (François Bonnet) 
 
Tracklist: 
–Éliane Radigue & Carol Robinson »OCCAM RIVER XXII« (2018), for bass clarinet and alto saxophone 
–Éliane Radigue »OCCAM XXII« (2018), for baritone 
–Éliane Radigue »OCCAM DELTA XIX« (2019), for baritone / treble viola da gamba, birbyne and alto 
saxophone 
Musicians: Bertrand Gauguet, Yannick Guédon, Carol Robinson 
 

 
 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



 

Outdoor workspace 
Olivia Kotsifa 
 
Olivia Kotsifa’s take on future workspaces 

Olivia Kotsifa during her residency at Osmo/za, which took place from January to March 
2019, developed a project titled Outdoor Workspace. She designed mobile and modular 
furniture, taking into consideration the context of the international hacker and artistic camp 
PIFcamp. Her take on future workspaces is that they are flexible and mobile and most of all, 
close to a natural environment. It was set up as an exhibition and accompanied by a 
presentation of Olivia’s work, where this piece was also contextualised. 

At PIF Camp 2019 : “Being a designer – maker on the move, I am very much interested in the 
freedom we have in choosing our workspace environment. During this year’s PIFcamp I will 
focus on outdoor furniture that will give the option to the participants to work or take a break 
from work and spend more time closer to the nature, in the woods. I believe when we are 
talking about the future of work we need to think of our future workspaces. Flexible and 
mobile and most of all, close to a natural environment, is my answer to this.” 

 
 
https://wiki.ljudmila.org/Artist-in-residence:_Olivia_Kotsifa_(en) 
https://pif.camp/outdoor-workspaces-at-pifcamp/ 
 
Presented at 

PIF Camp 2019 
 
Produced by 

Ljudmila Drustvo - Lubiana 
 
 
 



Paris Redux 2021 
Giuseppe Gavazza, composer 
Music composition and film 
 
Presentation and screening of the movie realized in the framework of the workshop Études 
sur Paris by students of UGA Grenoble, LSU Baton Rouge (USA) and METS-Conservatorio 
di Cuneo. 
 
In October 2021, as part of the EASTN-DC project, METS teacher Giuseppe Gavazza and 
METS student Lorenzo Venturino took part in a workshop in Paris entitled ÉTUDES SUR 
PARIS, aimed at making a film inspired by the homonymous film of the 1928 by André 
Sauvage. Students of the Institut d'Urbanisme et de Géographie Alpine (IUGA) of Grenoble 
(France) and of the Louisiana State University of Baton Rouge (USA) took care of the 
shooting and editing of video materials retracing the same locations of the 1928 film by 
Sauvage , highlighting continuity and changes in the environments. The same thing happened 
for the sound recordings, realized by METS. In a further step following the workshop, METS 
students Lorenzo Venturino, Nicole Lovera, Amedeo Ripa Buschetti di Meana, Simone 
Franco and Luca Perona finalized in studio the audio part of the new film, which has been 
presented to the audience in Cuneo as a world premiere, preceded from a brief introduction to 
the project, by Giuseppe Gavazza.  
 

 
   
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 



PARTIJA / The Game 
Matej Stupica and Jaka Berger 
Interactive Sound Installation (2017/2018) 
 
How does the tension between playing freely and playing according to a strict set of rules, 
competition and unpredictability, arbitrariness and improvisation sound like? 
 
The Game is an interactive sound installation merging the features and principles of card 
playing (Rummy), instrument playing and musical improvisation. The Game’s system uses a 
digital interface to translate information gathered in the course of a card game into a 
command score, which prescribes the way designed motors play on piano strings and shape a 
unique space for playing music in the structure of a table game. The multi-layered design of 
the project puts participants into two distinct roles: they either partake in the performative 
situation as a listener who follows the game and the music dictated by the game, or participate 
in the gameplay and becomes a part of this (un)predictable interactive sound situation. 
 
Partija / The Game is both a game and a “playground” for 2-4 players, 16 electro motors and 
a string-table. It combines the principles and peculiarities of a card game (Rummy), of 
playing a musical instrument and of musical improvisation, all combined into a temporary 
performative situation. The game begins by capturing an image of a played card. A digital 
interface then transmits a specific MIDI information for that card to the mechanized string-
table. Each move of a card player is based on a particular distribution of chance, 
competitiveness and response to the opponent's moves.  
 
The reactions of the players resonate in the logic of musical improvisation in which all the 
aforementioned open actions and procedures shape the channels of communication. Partija / 
The game combines the empirical processes of the card game and its subsequent musical 
performance. In this way, in a heterogeneous communicative space, it emits the sounds of the 
tension between free play and play with strict rules, between competition and unpredictability, 
arbitrariness and improvisation. It is a hybrid instrument or even a system for playing music 
that can only be realized at the level of interplay between forms. 
 

   
Partija set up in the Studio 23 room of the Cantore ex-barracks 

https://wiki.ljudmila.org/The_Game 
 

Presented at 
Music on the (W)edge 2022 Festival - Cuneo 

 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 

Pianeti 
Alma Zoppegni  
Sculptures 
 
Some of Zoppegni’s artworks that inspired the compositions were physically collocated on 
stage and received a specific highlight during the performance of the piece to which they were 
related. During the festival remaining days after the event, a specific space was set up in the 
Cantore ex-barracks in order to exhibit again these artworks, together with a sonic 
environment extrapolated from the same compositions and the projection of the artistic 
videos, in order to create a multimedia experience coupled to the real physical artwork. 

 

 
One of Zoppegni’s artwork (“Pianeti”) on the VARCO stage 

 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
Alma Zoppegni 



Pièces rapportées 
Gyorgy Kurtag 
Interactive electroacoustic music 
 
« The artist no longer produces objects, but formulates proposals, designs processes, 
orchestrates relationships, modulates environments, scripts experiments. » Emmanuel Quinz 
Multiform’ creations between, on one hand, free improvisation/ instant composition and, on 
other hand, experimental rock and symphonic music. 
 
The musical excerpts are selected to illustrate my thoughts around the various macroforms 
depending on the context. 
 
 

 
 
Presented at  

AGORA Creative 2019 festival – Grenoble – France 
 

Produced by  
ACROE, Grenoble, France 

 
 



Plato's bodies 
Stella Ivšek, Anja Romih & Aleš Zupan  
Audio-visual performance (2020) 
 
The audio-visual performance in the industrial setting of the Old Power Station in Ljubljana is 
centred around an icosahedral object that summarises the shape and symbolism of the five 
Platonic solids representing the five elements. It was developed as an interactive AV 
installation for the Lighting Guerrilla festival. 

Plato’s Bodies has now been remade as a performance. The entire surface of the object 
becomes a continuous whole – the audio-reactive and mapped projections of three visual 
artists are united; at the same time, their driving force is the sound of the performing 
musicians. The lighting elements forming the junctions of the projection surfaces are used 
both for dictating the colour of the projections with visual triggers and for illustrating the 
musical tempo. 

The performance features talents of: musicians - TERRANIGMA, Nitz, 08080 (Jure 
Anžiček), Miroki'i; visual artists - BEAM TEAM (Stella Ivšek, Anja Romih), cute 
agression (Taja Štembergar), knnz (Neža Knez), Mark Caserman, Nibera (Bernarda 
Conič), TinyarVisuals (Tina Šulc Resnik), Aleš Zupanc. 

   
https://wiki.ljudmila.org/Plato%27s_bodies 
 
Presented at 

Lighting Guerilla festival – Lubiana 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 

Point Vermeil 
Miguel Azguime  
For Violin and Electronica 
Vítor Vieira  - violin 
 
“Point Vermeil” for solo violin and live electronics was written for Vítor Vieira to whom it is 
dedicated. 
The material for the piece results from operations conducted on certain partials of a harmonic 
spectrum and successive transpositions of the same spectrum on itself. 
The microintervals are ubiquitous throughout the piece, a direct consequence of the source 
spectrum. 
The electronics operate exclusively in real time, as a timbre and dialoguing extension of the 
instrument with itself, and in the understanding that electronics has to establish with the 
instruments with which it relates, an "instrumental attitude of chamber music", requiring for 
this a "electroacoustic interpreter", along with the violinist. 
 

 
 
Presented at 

FORMAÇÕES & INTÉRPRETES EXTRAORDINÁRIOS - RECITAL ANTENA 2 
O’culto da Ajuda, 9 de Junho 
Art's Birthday 2022 – transmissão de Lisboa (Antena 2) para a Euroradio - 
O'culto da Ajuda - Lisboa - Portugal - Monday, January 17, 2022  

• Oficio das Armas – Sevilla - Spain - Saturday, November 20, 2021  
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 



 

Preludio per Patrik 
Cristina Mercuri, Marco Barberis, Simone Giordano, Debora Picasso and Carlo 
Ambrogio, supervised by Prof. Gianluca Verlingieri and Prof. Davide Ficco. 
 
Hommage to Patrick Kleemola 
 
The hommage, called “Preludio per Patrik” was in form of a opening concert consisting of 
short compositions in which one classical guitar alone, or one guitar performed "four-hand” 
by two guitarists, or a duo of two classical guitars, have been combined with live electronics 
or fixed media electronics.  
Live-spatialization on the Meyer Sound multi-channel P.A. system of the Conservatory, 
supervized by  METS sound engineering students under the guidance of Prof. Francesco 
Canavese. 
 
 
Presented at : 

METS, December 4th, 2018, Cuneo, Sala Giovanni Mosca 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 

 
 
 
 



 

Punctus spatio 
Daniel Teruggi 
 
The concert presented some of my very recent acousmatic works, including a new one 
composed specially for and in the ZKM_Kubus.: 
 
“Unsoundables” (2021), Fixed Media, 17’ 
“Nova Puppis” (2020), Fixed Media, 20’ 
“Punctus spatio” (2022), Fixed Media 
 
“My first experience in this extraordinary and unique spatial context took place in 2013. At 
that time, I explored the possibilities of working with multiple sound sources in space and I 
delved deeply into the way our musical perception reacts to this kind of situation. Since then, 
I have been exploring new spatial possibilities and dreaming of experiencing the rich sonic 
environment of the Kubus once again.Over the last 20 years all my acousmatic works have 
been multiphonic, meaning that at least 8 spatial sources (loudspeakers) are involved when I 
perform them. The concept of sound completely surrounding our listening is highly familiar 
to our everyday experience. However, music has mainly been a frontal experience. Only 
recently has the whole space been included to it - comprising also the vertical dimension 
which really gives a 3D perspective to music. 
 
The three works in this concert are multiphonic.The first two in eight tracks which will be 
enlarged with the Sound Dome of the Kubus. The new work consists of 32 tracks which 
represent an equal number of independent sources organised in space. »Unsoundables« is a 
travelling experience in imaginary sound universes - stories for our perception. »Nova 
Puppis« is a space adventure inspired by a family story where a continuously evolving sound 
covers space and time.Finally, “Punctus Spatio” is exactly what it means: Points in Space, 
exploring movements, punctual locations and of course a story for our ears that starts and 
ends in a multiple space.” Daniel Teruggi 
 

 
 
Presented at: 
 ZKM Center for Art and Media , Concert Saturday April 30th, 2022 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 



Q-verc 
Marco Barberis 
stereo fixed media, multichannel live-spatialization by the composer 
 
“Q-verch” is a acousmatic piece based on samples of various metallics lids and Viola sounds. 
It's a short electroacoustic study on the tymbre, envelope and spectral composition of several 
lids, combined with the most "classical" Viola samples (played only with extended 
techniques). It begin with a percussive part, that develops into another more dense and strong; 
than returns on low dynamics and resonances, for ending with confusion and disturbing noises 
of lids and Viola melted togheter." 
 
« Q-verch” è un pezzo acusmatico basato su campioni di vari coperchi metallici e suoni di 
viola. È un breve studio elettroacustico su timbro, inviluppo e composizione spettrale dei 
suoni di diversi coperchi, combinati con i più "classici"campioni di Viola (che utilizza 
soltanto tecniche estese). Il brano inizia con una parte percussiva, che si sviluppa in un'altra 
più densa e forte; per poi ritornare a bassa dinamica sulle risonanze, per concludersi con caos 
e rumori di coperchi e Viola fusi insieme." 
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 

  
 



Quantum Music #002 
Alexandros Kontogeorgakopoulos and Daniel Burgarth 
an audio visual piece, based on scientific concepts; 
 
Music and Quantum Dynamics share a wave-like nature. Many analogies and surprising 
connections between the two fields exists, which can be illustrated and explored through 
sonification techniques.  
 
Quantum Music #002 is an audiovisual installation based on controlled quantum dynamical 
systems. 
 
The artists / scientists of the composition have suggested in a research paper in the past an 
intuitive sonification process in order to represent acoustically and musically an important 
quantum phenomenon that is used in quantum computation. 
 
Quantum Music #002 employees these techniques and communicates the inherent beauty of 
the magic world of quantum mechanics by combining musical and visual content in a pure 
minimalistic language. 
 
 
Presented at  

Digital Creativity Festival 2018 - Manchester 
 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 
 
 



Quetzalcoatl 
Cadoz Claude 
Computer Music and Computer images 
Installation and interactive multisensory immersive computer music and images work. 
 
The Quetzalcoatl musical composition features all the technologies of ACROE, showing a 
double haptic system and immersive 3D virtual physical instruments and orchestra 
In that piece, Claude Cadoz implements huge physical models of very large instruments, 
models that exhibit the very difficult issue of non-linearities in the instrumental structures. 
These Quetzalcoatl models were designed and built using GENESIS, a software of great 
complexity and reliability with a human-machine interface for modeling virtual instruments 
with unmatched functionality, carried by Claude Cadoz Nicolas Castagné. 
 
Finally, it implements force feedback gestural devices that are virtually coupled in order to 
allow collaborative playing on virtual instruments of great complexity and feeling the gesture 
of the other. 

 

Part of the piece is created upstream with 
GENESIS. Another part, consisting of 
instrumental components extracted from the 
first part, will be played live, as an 
accompaniment or as a counterpoint to the 
first part. 
The sound materials involved are of a very 
diverse nature - percussive, resonant, multi-
framed, etc. A particular and original aspect 
is that these different materials can be felt 
under the fingers by people involved in 
performance, who may be in the audience 
itself. 

Quetzalcoatl immerses us, through hearing and seeing, into huge dreamlike universes with 
names as surprising as "Gongs-Brothers", " Lunar Big-bang ", or "Cosmic-snakes". 
 
Presented at  

AGORA Creative Festival 2019 – Grenoble 
Mises en espace” -  Strasbourg 2021 
Music on (W)edge Festival  - Cuneo – April 2022 

 
Produced by : 

ACROE, Grenoble, France 
Grenoble INP, Grenoble, France 
 

 
 



Rave Séance  
Marco Ciciliano 
Live-installation & performance 
 
RAVE SÉANCE is a live-installation and performance. Up to 12 people at a time can sit at 
small tables that enables them to interact with the performance. The project creates an 
audiovisual environment that fuses aspects of Rave culture and esoteric séances. By 
combining aspects of techno music with pseudo spiritistic practices, it thematizes the coupling 
of scientific discovery and magic. A odd couple which has existed since discoveries in the 
field of electricity have entered popular culture in the 18th Century. 
 
 

  
 
 
Presented at : 

A Dela? Is it working? 2020 Festoval – Lubiana 
Musica Viva 2021 festival – Kisbon 
IF 2022 Festival - Brussels 

 
Produced by 
 iMAL, Brussels, Belgium 



 

REAR 
Marko Vivoda, Karlo Hmeljak, Luka Frelih;  
 
interactive installation (2018) 
 
The interactive installation covers three different media (language, image, sound), with each 
of them split into basic construction elements that create a multitude that somehow begins to 
acquire a wholly new meaningful expression. It is thus showing the construction of reality 
itself as well as its transmission through whichever medium into a space of perception, as 
arbitrary. Hence the name REAR - reality of arbitrariness. 
 
 

   
 
 
Presented at 
 osmo/za (22. & 23. 12. 2018) 

Izis festival (5.7.2019 - 26.7.2019) 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 
 
 
 



 
 

Resonant Forms  
Jon Pigott 
A sound-sculpture based on customised and sculptural speaker designs;  
 
This body of work constitutes a set of custom-made sculptural loudspeakers and an original 
composition which also forms the soundtrack to a short film depicting influences on aspects 
of the speaker designs. Emerging from an investigation into resonant forms including organ 
pipes, sound systems and architectural environments where spaces, enclosures, ports and 
materials all serve to create unique sonic behaviour Pigott’s speaker designs are unique in 
both their appearance and sound. The speakers themselves use ‘cone-less’ moving coil 
exciters to vibrate a range of materials, accentuating the physical and material characteristics 
of sound. The accompanying composition made specifically for the speakers, consists of 
sounds gathered from architectural spaces that inspired part of the speaker designs as well as 
from material processes that went into the speakers’ construction. The final film brings all of 
this together in a 5’30” audio visual journey through Resonant Forms. As part of the Cardiff 
festival the speakers will be displayed in the gallery and the film will be presented digitally. 
 

 
 
 
Presented at 
 InSonic Festival 2020 – Online – Karlsruhe 
 MATTE(R)ealities festival 2022 - Cardiff 
 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 
 
 
 



 

Rêves ambisonic  
Cltr Alt Sub 
 
The Ctrl Alt Supp music project is a relatively aerial and Mid-Tempo type of electronic 
music. Aerial or melancholic melodies are regularly impacted by glitch percussion swings 
that accentuate the spatialization of sound and enhance sounddesign. 
 
Listen to ctrl-Alt-Supp actu: Soundcloud 
Buy album/titles Ctrl-Alt-Supp: Bandcamp 
Ctrl-Alt-Supp News and Information: Facebook Page 
Contact Ctrl Alt Supp: Baptist.pierre [@] icloud.com 
 
Techniques and Setup: After steps of experimentation and sound design, either on a modular 
synth or on software (Ableton/Max, Reaktor, Arturia V6…), the compositions are performed 
in live. They are very few little tuch-ups in post-production: this way of doing things, 
although it generates imperfections, has the strength of enhancing spontaneity. 
 

 
 
Presented at 
 AGORA Creative Festival 2019 – Grenoble 
 
Produced by  

La Cordonnerie-Scènes de musiques actuelles, Romans-sur-Isère, France 
 
 
 
 



 

ROSTO 
João Madureira 
text from Mensagem / Fernando Pessoa 
for 5 voices 
Neue Vocalsolisten 
Johanna Vargas, soprano 
Susanne Leitz-Lorey, soprano 
Truike van der Poel, mezzo soprano 
Martin Nagy, tenor 
Guillermo Anzorena, bariton 
Andreas Fischer, bass 
 
A Europa jaz, posta nos cotovelos: De Oriente a Ocidente jaz. 
Europa liegt auf ihrem Ellenbogen und schaut vom Orient zum Okzident. 
 

 
 
Presented at 

NEUE VOCALSOLISTEN O’CULTO DA AJUDA • 11/11/2021 
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 
 
 
 



Ruban Sonore  
Leslie Morrier, Teddy Elbaz et Les élèves en architectures au Lycée Bouvet 
Électro, architecture et accessibilité  
 
https://www.lacordo.com/actions/ruban-sonore 
 
Les élèves en architectures au Lycée Bouvet travaiennt à l'audiodescription et à la 
composition électro avec l'artiste Leslie Morrier pour une visite inédite de La Cité de la 
Musique. 
 
Visualisation sonore du batiment 
À l'extérieur de la Cité les élèves ont composé de la musique pour donner à entendre 
l'architecture du lieu. Les spectateurs seront invités à écouter cette bande son les yeux bandés. 
Exposition photo dans le noir 
 
Exposition photo dans le noir 
À l'intérieur du hall de La Cité seront exposées les photographies d'Angélina Lombardo. 
L'audiodescription conçue par les élèves permettra au public les yeux bandés d'imaginer les 
clichés. 
 
Concert électro 
La fin du parcours se fera dans l'Auditorium pour un concert électro composé par les élèves. 
 

 
https://www.youtube.com/watch?v=UmKowq3jZIk 
 
Presented at : 

Cité de la Musique - Romans-sur-Isère 
 

Produced by 
Scènes de musique actuelles – La Coordonnerie – Romans-sur-Isère 

 



 

Sandbox 
Irena Pivka & Brane Zorman 
Geolocative new media performance 

A walk along the railway tracks, with the help of an app and headphones, leads a viewer, a 
wanderer and an eavesdropper into a performative space. The work was created during the 
time of the epidemic when all public life had come to a standstill. As a result, the thick layer 
of the all-encompassing and constant noise disappeared, the existence of which we only really 
became aware of once it was gone. The authors captured this period, marked by weeks of 
silence and the gradual return of noise, with their recording equipment, walked paths and by 
discovering local micro spaces. The result of their research is the existent locative 
performance, which, through the absence of noise, tells a tale of future space. By using 
geolocation tools, the performance reflects on an experiential experience of landscape and 
sound and, in these complicated times, brings forth thoughts about the potential of a degraded 
space from the perspective of a society incapable of dialogue. The latter is using its last atoms 
of strength to depict dominance over the planet, while plants on the other side are blossoming, 
intertwining and even consoling, soothing, silencing and covering the all-pervasive species. 
The rhythm of walking, listening-in to the transitional space, a path that leads away from the 
overburdened city, and of listening to the degraded, waiting spaces, which are being taken 
back by nature, form the stance of this period of time … before it ends. 

The authors have developed the work with the help of the geolocation tool ECHOES, 
developed by Echoes Lab. More than 30 geolocation points, connected by sound files and in 
combination with the available navigation tools, form the subtle dramaturgy of the overall 
acoustic image of the work Sandbox at a specific location. 

https://wiki.ljudmila.org/Irena_Pivka_in_Brane_Zorman:_Sandbox 
 
Presented at 

A Dela? Is It Working? 2020 Festival – Lubiana 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 
 



Sculpture 
Ludger Brummer 
Sculpture installation 
 
Cybernetic objects are self-regulating or recursively acting systems that seem to act 
independently. In the Sculpture installation, the computer initially generates manually 
generated sounds, which are measured by a microphone in their volume and trigger new 
sounds at the appropriate volume.  
 
This system acts completely self-sufficiently and creates different sound patterns as well as 
visual objects in the form of short video passages. During the performance, the composer does 
not interfere with the way it works, but merely changes the sounds or video scenes used. 
 
 
 
Presented at 
 Digital Creativity Festival 2018 - Manchester 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 



Simulacra  
Takuto Fukuda 
A mixed reality composition for 5 cellists and audiovisual electronics 
 
As part of his EASTN-DC artistic residency at ZKM the Japanese composer Takudo Fukuda 
created the mixed reality composition “Simulacra” for cello and electronics using volumetric 
capturing and holographic projections. 
 
This virtualization of the cellist's playing in Takuto Fukuda's work is realized using 
Volumetric Capturing (Evercoast). The piece describes the blurred boundaries between a real 
and a virtual performance in the context of an audiovisual performance and raises the socio-
cultural question: What is it that creates the feeling of an »authentic« concert experience in 
the age of simulation? Today's pop music concerts focus on simulating the mediated image of 
the singers rather than conveying their musicianship. This calls into question the role of the 
performers - is their presence an embodiment of the performers' intention or an incarnation of 
a simulation? Through the superimposition of and the interplay between the physically 
existent performing body and the volumetrically generated audiovisual projections, this piece 
aims to highlight the augmentation of gesture-sound coupling in performing actions as a new 
authenticity in concert performance today. 
 
Fundamental to the realization of the piece is the collaboration with cellist Esther Saladin, 
who is scanned during her playing in order to reproduce the processed recordings in the 
concert space. This virtualization of the cellist's playing in Takuto Fukuda's work is realized 
by using Volumetric Capturing. The process makes it possible to record, edit and store scenes 
in their three-dimensional reality. Volumetric capturing is an elaborate process that scans the 
instrumentalist from all sides using a large number of sensors distributed throughout the room 
and reassembles this data into a complete image. The process makes it possible to change the 
viewing angle afterwards. 
 

 
 
Video @ : https://zkm.de/en/media/video/takuto-fukuda-simulacra-2019-2022 
 
Presented at: 
 ZKM Center for Art and Media , Concert Sunday June 5th, 2022 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 



 

Simulation 1 
Tobias Pfeil, Francisco Cipriano 
for solo percussion, light and electronics – 55’ 
 
The piece transforms the room into an instrument in itself, which is manipulated and played in 
various ways by the performer within the setting. 
 
Artistic creation : Francisco Cipriano, Tobias Pfeil 
Interpreter : Francisco Cipriano 
Composition : Tobias Pfeil 
Light/electronics/3D animation : Tobias Pfeil 
 
The piece transforms the room into an instrument in itself, which is manipulated and played in 
various ways by the performer within the setting. 
 

 
 

 
Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 
 
 



Simultanea e astrazioni 
Simone Sims Longo		
Multichannel audiovisual performance 
	
Simultaneous and Abstractions is a multichannel audiovisual performance that presents the 
pieces from the album released on Solitunes Records in live version. 
 
The origin of the work derives from the fascination for the sound stimuli that surround us and 
which unconsciously create complex figures becoming a personal acoustic experience.  
 
The compositional intent comes from the desire to create and control iridescent organic 
textures that combine natural sounds and synthetic ones. The video extends the sonic 
possibilities and joins the audio with a correlation of visual music creating a new sensory 
dimension. Produced with the support of Château Éphémère. 
 
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
Château Éphémère 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 
 
 



Sinestetica 
conducted by Igor Giuffrè with Pietro Caramelli, synth digitale; Daniele Danzi, 
vibrafono; Paolo Bertazzoli, sax e live-el.; Ivo Cavallo, batteria; Valerio Quaranta, 
violino; Chiara Di Benedetto, violoncello; Debora Manassero, voce e live-el.; Arianna 
Cibonfa, voce; Marcello Turco, fisarmonica; Sebastiano Dotta, sax contralto; Marco 
Barberis, synth analogico 
 

 
A moment of the electroacoustic improvisations by Collettivo 

d’Improvvisazione Sinestetica, conducted by Igor Giuffrè 
 

 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



Sinusoïde 
Simao Costa 
Interactive musical installation 
 
 
Sinusoid is study on empathy. 
 
This installation is about simple gesture. 
 
One sinusoid and her consequences. 
Its also about the impact our presence on the surrounding environment. 
It is a piece to observe calmly as the nuance of your presence influence the sinusoid that 
generates the moment 
 
Please regard iterations (the process of repeating one or more actions) as matter of interest in 
itself. 
Please stop and observe wave phenomena, carefully. 
 

 
 
Produced by 
 Miso Music Portugal – Lisbon 
 
Presented at 

AGORA Creative Festival 2019 - Grenoble 



Sonic Maps 
Ignacio Pecino 
geolocative audio, VR and AR 
 
SonicMaps is a 
 locative Audio (GPS AudioTour) platform and complete solution for sound geolocation. 
 

 
 
Create an audio guide to a popular place, a located music composition/playlist, audio games, 
located poetry, or simply send geolocated audio messages to your friends. 
 
Upload your audio files to your favourite hosting service (Dropbox, SkyDrive, etc), go to the 
desired location and start placing sounds around using the SonicMaps Editor mobile 
application. Then, you can easily publish and share your project with other users who will be 
able to experience your composition as they walk on the selected location. 
 
Using the 3D audio engine option, sounds can be fixed to real world positions, so they are 
consistently perceived into space while rotating your device (panning) and levels are 
attenuated according to distance (intensity). 
 
SonicMaps uses "on-site" editing, avoiding common inaccuracy problems in similar web-
based services due to high buildings, maps displacements, etc. 
SonicMaps features: 
 
3D Audio Engine 

• "On-site" editing using your iPhone/iPad 
• Easy project publishing and sharing 
• GPS tracking . Sounds are activated as you walk 
• "Wi-Fi Preload / Progressive 3G" download options. 
• Visit the SonicMaps project website 

 
 
Produced by 

NOVARS – University of Manchester, Manchester, United Kingdom 
 
 



SonicMaps Locative Audio Soundwalk 
Ignacio Pecino  
Interactive sonic installation 
 
Sonicmaps.org 
http://sonicmaps.org/player/ 
 
Download app and listen to Agora Creative Project and create your own sound walks with the 
new Text-to-Speech feature. 
 

 
 
Presented at 

AGORA Creative Festival 2019 – Grenoble 
Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
NOVARS – University of Manchester, Manchester, United Kingdom 
 

 



Stills  
Kim Hedås 
For acoustic instruments and electronic 
 
As part of an ongoing composition project with solo works for acoustic intruments, 
sometimes combined with electronics, the latest piece composed is "Stills" for bass clarinet, 
electronics and visuals. The music originates from rhythmical transformations and harmonic 
shatterings, combined in various patterns to make a series of different tempi audible by 
stretching and distorting the time. Stills is performed by swedish clarinetist Robert Ek, and 
will exist in different formats: as a concert piece with the bass clarinet, the electronics and the 
visuals in a spatialized multichannel setup and also as a filmed version in stereo. 
 
Presented at 

InSonic Festival 202° - ZKM – Karlsruhe 
 
Produced by 
 KMH, Stockholm, Sweden 

 
 
 



 

Sul & Sueste 
Filipe Esteves 
Electroacoustic works, 9’29 
 
The present work is the culmination of a project started three years ago, bringing together a 
set of interrelated pieces, composed in the spirit of the "soundscape composition". 
 
The idea of doing this arose spontaneously during walks in the city of Barreiro, the city where 
I was born and live, and which is located on the south bank of the Tagus River, in the 
metropolitan area of Lisbon (Portugal). These walks, which originally had no acoustic 
intention, gradually became true "Soundwalks" (in the manner of Hildegard Westerkamp's 
"Soundwalks"), later resulting in a series of field recordings. 
 
The pieces, far from being "simple" phonographic montages, are developed from a dialectical 
game between the soundscapes as captured by the microphone and the gestures and textures 
abstracted through different types of processing, with varying degrees of recognition. ment of 
the original sources. 
 
The name of each piece corresponds to a specific location within the city: 
 
Sul e Sueste - gare (2018) and pier (2021): this is the name of the public transport terminal in 
Barreiro, which includes a railway station (which serves the south of the country) and several 
piers for vessels that make the connection between the banks of the Tagus River. The piece 
"Sul e Sueste - gare" is dedicated to my father, a former railway engineer in the city's 
workshops. 
 
 
 

 
 
Presented at 

FESTIVAL MÚSICA VIVA 2021 O’culto da Ajuda – Lisbon – 7/11/2011 
 

Produced by 
 Miso Music Portugal, Lisbon, Portugal 
 



 

Suoniamo il depuratore 
Gianluca Verlingieri, Giuseppe Gavazza and Simone Conforti 
Permanent interactive multimedia installation 
 
The idea was born looking at the aerial photos of the ACDA purifier plant. METS Professor 
Gianluca Verlingieri imagined that some visible geometric shapes (for example, circular 
tanks) could be turned into knobs and buttons of a control surface in a software like Max 
(Cycling 74’s programmable environment for music). With the conceptual and practical 
(programming) help of Prof. Giuseppe Gavazza and Prof. Simone Conforti (that also recorded 
the real sounds of the plant, then edited by Verlingieri, and many other tasks done by METS 
students, three control surfaces were created for the installation, on a big touch screen system: 
Water Mixer, a virtual mixer that reproduces the sounds of the different areas of the plant, 
Water DJ, a series of virtual DJ plates that can also scratch and, finally, Water Drum, a real 
electronic drum kit. In the installation, therefore, the visitor interacts with a large format 
tactile surface, which reproduces the aerial photo of the plant. By manipulating virtual 
controls on a large touch screen, several people can simultaneously combine sounds made 
entirely from audio recordings previously made by METS at the plant itself. The different 
parts of the plant, sonically speaking, have their own rhythms and timbres, revealed by a work 
of sound design that highlighted their musical character. 
 

 
Left : The aerial view of the plant with the tactile surface of the installation – Right : The 

giant circular shape of the water tanks in the plant 
 
Presented at : 

2018, Cuneo, ACDA 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 

 
  
 
 



 

Supraorganism  
Justine Emard  
 
"Supraorganism" is a reactive installation composed of robotic glass sculptures, animated by a 
machine learning system and elaborated from datas collected in a community of bees. Those 
organisms have always been a source of inspiration for thinkers. Today, the deduction 
techniques of machines allow us to interpret a large amount of data to observe the world 
differently. A network of artificial neurons has been trained during the residence with the 
complicity of Martial Geoffre Rouland, on signals captured by the artist. The system 
generates predictions of possible futures. Twenty robotic glass sculptures come to life through 
lights and motors. The unpredictable nature of this artificial intelligence leads us to live a 
singular experience. This new being reacts in symbiosis while colliding in a floating 
constellation. From this ensemble emanates a form of collective intelligence, a 
"Supraorganism" comes to life, generating new images from the shadows and reflections 
projected in the space. 

 
 
Presented at 

InSonic 2020 Festival – Karlsruhe 
HYPERORGANISM Exhibition 2021 - Brussels 

 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 
 



 

Surface 
Voranc Kumar 
Computer graphics installation (2019:2020) 
 
In his project Surface, Voranc Kumar deals with the relationship between body and computer 
graphics. At the intersection of technology and epistemology, he explores the relation 
between the human body and computer program while replicating skin's visual characteristics 
(subsurface scattering). 
 
The installation comprises a projection of a rotating sphere, on top of which images of skin 
are alternating, and a separate display of projection-generating algorithmic activities. As a 
base for simulation, the algorithm utilizes visual material generated by Google Image Search 
Engine from which it extracts these images. The search is delimited by keywords such as 
skin, human skin, skin surface, etc. In this juxtaposition, the situation between image and the 
concept of the body is not given, but rather produced by means of digital technology. 
 
The skin acts as an interface, simultaneously organic and digital. We can understand digital 
technology as an inscription, read by either machine or by human. In this, we can recognize 
the similarity of the digital to the role of the body in the history of science on humans. In case 
of the development of medical science and clinical practice, the body was formed based on 
the relation between the inscription and its reading – the surface as a sign and a riddle of 
diseases and their causes, in case of penal and police practice on the relation between body 
signs and delinquencies. 
 
Therefore, the body is not a universal form. It is a result of concrete ways of interpretation 
and extraction of knowledge on the depth of the body based on surface signs, such as medical 
diagnostics, surveillance techniques and – lastly – also the technology of computer graphics in 
its mimetic ambition. 
 

   
https://wiki.ljudmila.org/Surface 
 
Presented at 

MATTE(R)ealties 2022 Festivl - Cardiff 
 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 

Syntrop 
Dan Adlešič 
immersive audio-visual installation (2018) 
 
Syntrop is an immersive audio-visual installation dealing with particular notions from the 
world of physics. These are derived from the phenomenons of order and chaos or rather 
syntropy and entropy. Adlešič speculatively interprets the robustness of industrial processing 
of natural resources and the phenomena of syntropy - the tendency of chaos to form a kind of 
order by implementing different usages of electronic audio-visual tools and exploring their 
performative potentials. By addressing the different viscosities of relations among geological 
phenomena and their contemporary exploitation in the Anthropocene, he engages 
contemplation about nature's date of expiration, the temporary nature of all organic and 
inorganic systems and the geophysical, geopolitical and cultural crises. 
 
We are living during an unstoppable degradation of the planetary ecosystem, pulsating in a 
dark ecology of radical environmental, social and cultural transformations and we are caught 
in a loop of emerging order and chaos or syntropy and entropy. "Ecological awareness is a 
loop because human interference has a loop form, because ecological and biological systems 
are loops. And ultimately this is because to exist at all is to assume the form of a loop. The 
loop form of beings means we live in a universe of finitude and fragility, a world in which 
objects are suffused and surrounded by mysterious hermeneutical clouds of unknowing /…/ 
Then there are the negative feedback loops that cool down the intensity of positive feedback 
loops. We encounter them in beings such as global warming, beings that are temporally 
smeared in such a way that they come in and out of phase with human temporality." 
 

Syntrop can be perceived as a mental object within a media defined world, establishing it’s 
boundaries through an audio-visual morphology of here and there, inside a gap between the 
present and the future or the pre-emptied time and space of post-everything. Syntrop therefore 
liminally rocks the fragile balance between the fictional and real, the simulation and mimesis 
– since the designation of their delimitation still represents the foundation of social, cultural, 
ecological, economical and "hyperobject" order? 
 

  
https://wiki.ljudmila.org/Sintrop 
 
Presented at 
 November 7 2018 at 8 PM @ osmo/za, Ljubljana 
Produced by 

Ljudmila Art and Science Laboratory, Lubjiana – Slovenia 



 

text/ure  
Alexandros Kontogeorgakopoulos and Odysseas Klissouras 
Visual Art Interactive installation 
 
In	 the	 textual	 world,	 and	 in	 each	 language,	 meanings	 are	 associated	 with	 specific	
geometries	and	their	different	conglomerations.	Meanings	have	become	visual	entities.	
In	 a	 sense,	 ideal	 communication	 would	 be	 a	 frozen	 world	 of	 meanings,	 sounds	 and	
geometries.	
	
But	would	 it	 be?	 In	 the	 text/ure	 participatory	 art	 installation	 the	 artists	 are	 trying	 to	
fluidly	 reform	 the	 relation	 of	 text	 and	 geometry.	 They	 vitalize	 parametric	 design	 and	
digital	fabrication	in	order	to	re-visualize	each	word	in	relation	to	the	phrase	it	appears	
in.	In	the	textual	world	an	utterance	is	a	scratch,	more	a	texture	than	a	text,	a	text/ure.	
Visitors	 are	 encouraged	 to	 rearrange	 the	 text/ural	 conglomerations.	 Each	 cnc	 milled	
block	is	a	word,	words	of	same	phrase	have	same	height,	but	their	lengths	are	relevant	
to	the	textual	form	of	the	word	itself.	
	
 

   	
Visitors	of	the	TEXT	/	URE	in	the	Cantore	ex-barracks	

 
 
Presented at  
 Music on the (W)edge Festival 2022 - Cuneo 
 
Produced by 
 Cardiff School of Art and Design, Cardiff, United Kingdom 

Continuous Lab., Athens , Greece 
 
 
 



The Extended Guitar 
Davide Ficco 
Interactive musical installation 
 
Transducers, drums, springs and vibrating panels. 2018-2019 
We will present a hybrid musical instrument developed by Davide Ficco: a classical guitar 
that, equipped with piezoelectric hexaphonic and stereophonic microphones, controls two 
distinct stereo amplification lines: the first which – by means of vibrating transducers – 
solicits two long springs, each connected to a Persian daf (flat and wide drum); the second 
line which, also by means of a stereophonic amplification, drives two vibrating transducers. 
The described configuration allows to generate sounds that spread simultaneously with 
respect to the natural sound of the instrument: the two dafs producing a natural delay with 
respect to the emission of the guitar and the circular panels conveying sounds that an also be 
processed electronically (as Marco Barberis experimentally did), with the specific 
characteristic of spreading the sound as a not point-like sour e, but extended and as a dipole, 
enveloping the performer in the center of the devices.It enriches this instrument, which I 
define as extended guitar. 
Extended Guitar should be presented by the artist with the aim to show and discuss features, 
possibilities, limits and practical behaviour of the instrument and trigger future developments 
and collaborations. In this context a première of a composition of Davide Ficco should be 
scheduled. 
 

 
 

 
  
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



The Hub: Pioneers of Network Music 
The US ensemble The Hub : Tim Perkis, Scot Gresham-Lancaster, Chris Brown, John 
Bischoff, Phil Stone, and Mark Trayle;  
 
The formation consisting of Tim Perkis, Scot Gresham-Lancaster, Chris Brown, John 
Bischoff, Phil Stone, and Mark Trayle emerged from the League of Automatic Music 
Composers in 1986. They revolutionized electronic music with democratically organized 
composition and performance processes operating in networks and received the Giga-Hertz 
Prize from the ZKM | Hertz-Lab. The publication depicts the collective’s work in a historical 
context, allows companions and musicologists to have their say and brings together the 
group’s (annotated) compositional writings for the first time. These scores form the heart of 
the book and are not only archival documents, but also instructions for playing and the 
starting point for future projects of a new generation of network music. 
 
Editor: Ludger Brümmer, ZKM | Hertz-Lab 
Co-Editors: Cecilia Preiß, ZKM | Hertz-Lab & Gino Robair 
Texts: Ludger Brümmer, Alvin Curran, Golo Föllmer, Barbara Golden, Shelly Knotts, 
Thomas Lehn, Jon Leidecker, George Lewis, Gino Robair, Julian Rohrhuber, Carter Scholz, 
Laetitia Sonami, Atau Tanaka, Peter Weibel 
 

 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 
 



 

The Itinary of Salt” 
Miguel Azguime; 
a new electroacoustic opera 

SALT ITINERARY (55’) 
New op-era by the Miso Ensemble 

Miguel Azguime: performance, composition, texts, and concept 
Paula Azguime: staging & video creation; sound projection, live-electronics, 
Perseu Mandillo: video directing & live video, computer assistant 
Andre Bartetzki: video programming 
Miso Studio: technical development 
https://www.azguime.net/ 

Salt Itinerary multimedia opera transcends theatrical and music conventions. 
Reflecting on Art and Madness, it revolves around languages, words as meaning and words as 
sound. Both are used as an extension of the body and melted in the construction of the staging 
as a tangible projection of the resonance of the words through sound and image. 

Live audio and video electronic processing and diffusion of the voice, poetry, gestures, music 
and the drawings creates a polyphony of senses and a counterpoint of meanings. 
Molding sounds, lights, pictures and movements as if being drawn, painted or carved, Salt 
Itinerary is a powerful, engaging and challenging combination of music and drama by one 
performer that shapes new grounds in electronic music and breaks boundaries between music, 
theatre, opera. 

 
 
Presented at 

Festival Alguen que respire - Teatro principal, Santiago de Compostela | Spain 
21 June 2021 
Festival Internazionale di Teatro Arte e Nuove Technologie “LE MERAVIGLIE DEL 
POSSIBILE” – 8° edizione – Cagliari | Italy - 3 December 2021 - 4 December 2021 
DCAC 2020 Festival – Corfu  

 
Produced by 
 Miso Music Portugal, Lisbon, Portugal 



 

The Secret Inner Life of the Piano: 
Cosmologies III  
Aaron Einbond 
Stereo binaural version of 4th-order ambisonic fixed electronics 
Material: Audio recordings of Hamburg Steinway D piano (IRCAM Studio 5) and field 
recordings (Place Igor Stravinsky Paris) produced using the EM32 Eigenmike 32-channel 
microphone array. Synthesized sound composed using original Cat-Spat software based on 
packages Spat5 and MuBu for Max and librairies OM-Spat5, OM-IAE, and OMAI for 
OpenMusic#. 
 
Acknowledgements: Produced thanks to an EASTN-DC residency at ZKM Hertz Lab, and 
based on Cosmologies for piano and 3D electronics, an IRCAM STARTS Residency 
collaboration with Jean Bresson, Diemo Schwarz, and Thibaut Carpentier, premiered at 
Centre Pompidou, Paris, March 5th, 2020 by pianist Alvise Sinivia. 
 
"Cosmologies III" situates the listener inside a virtual grand piano to experience its secret 
inner life. The piano interior, recorded with a 32-channel microphone array, is complemented 
by 3D field recordings of Paris’s Place Igor Stravinsky. These recordings are highlighted and 
underlined with computer synthesis using artificial intelligence to reproduce the spatial 
presence of acoustic instruments, while the microcosm of the piano’s inner space expands 
larger-than-life. The binaural version presented at "inSonic 2020" in turn brings the grand 
piano into the listener’s home and headphones as intimate virtual chamber music. Along with 
"Cosmologies II", an interactive 3D sound installation, we hope to present both parts of the 
modular work live in the future in the ZKM Kubus. 
 
Presented at 

InSonic 2020 Festival – Karlsruhe 
 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 
 



 

Theorems 
Apostolos Loufopoulos (electroacoustic music composer), Thomas Valianatos (Visual 
Artist), Konstantions Tyligadis (Visual Artist) 
 
 
3	Artists	from	the	Department	of	Audiovisual	Arts	(Apostolos	Loufopoulos,	Konstantinos	
Tiligadis	and	Thomas	Valianatos)	presented	digital	works	at	the	National	Museum	of	
Contemporary	Art	in	Athens,	under	an	exhibition	titled	"Θεωρήματα"	(Theorems).		

The	works	demonstrated	animated	3d	holographic	projection	in	combination	with	
sound	interaction	triggered	through	user	motion	tracking,	and	multichannel	audio	
coupled	with	algorithmically	generated	graphics.		

 

  
View	of	work:	Soundscape	with	Animation	(Loufopoulos,	Valianatos)	

Presented at 
National Museum of Contemporary Art (EMST), Greece 
 

Produced by 
 Ionian University, Corfu, Greece 
 



Through the Looking Sound – Virtual 
Kaléidoscope 
Esthir Lemi 
Interactive musical and visual installation 
 
Virtual Kaléidoscope 
 
Through the Looking Sound is an installation that introduces an artificial kaleidoscope as a 
conceptual tool for the reading of the score. Its basic concept is the use of musical notation as 
a mean of representation and artistic visualisation of music composition. This project in 
progress investigates the common vocabulary of gestures that trigger our senses in order to 
shape the compositional consciousness of the observer. The very same aleatoric character of 
the composition is materialised through the idea of the kaleidoscope and its interactive use by 
the viewer. 
This manual kaleidoscope aims at the objectification of the process of composition itself.  Its 
main objective is to enhance the understanding of the creative process by a wider public. 
 

 
 
 
Presented at 

AGORA Creative Festival 2019 – Grenoble 
 
Produced by 
 Aalborg University, Copenhagen, Denmark 
 
 
 
 
 
 



 

Tongue drum  
David Berezan 
Music Live playing on a steel tongue drum 
 
This work explores the sounds of a steel tongue drum, a form of melodic idiophone that can 
be played using mallets or by direct contact with the hand. 
 
Presented at  

DCAC on line festival 2020 – Corfu 
 
Produced by : 

NOVARS – University of Manchester, Manchester, United Kingdom 
 



Totem 
Alessandro Sciaraffa 
Interactive musical installation 
 
Iron, gong, subwoofer, electronic circuits. 2018-2019 
TOTEM is a sounding installation of Alessandro Sciaraffa (1976), sound artist working in 
Turin. In TOTEM a large metal tam-tam (about 1 meter diameter) hanging from a metal 
structure vibrates triggered by the sinusoidal frequencies emitted by a subwoofer placed 
coaxially a few inches away. The frequencies have been chosen on the basis of the acoustic 
analysis of the resonances of the tam-tam and listening in different environments. 
 
These trigger frequencies can be modified live through a portable electronic controller with 
some knobs. By approaching, brushing, touching – with the hands or with some metallic 
resonant ups – the tam-tam in its sensitive nodes, anyone an play, it, modifying the harmonic 
frequencies, creating always different resonances determined also by the environment and the 
physical presence of other persons or things. 
 
TOTEM should be presented by the artist with the aim to show and discuss features, 
possibilities, limits and practical behaviour of the system and trigger future developments and 
collaborations. 
  

 

   
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 
 



Trails  
Mariam Gviniashvili 
Electroacoustic composition 3D Ambisonics / Stereo – 13’ 
 
As part of EASTN-DC, ZKM invited composer Mariam Gviniashvili to an artistic residency 
to develop a new composition. Mariam Gviniashvili is an Oslo-based composer and sound 
artist originally from Georgia. Her compositional focus lies on investigating the role of 
spatiality in music. Her artistic practice extends to audiovisual works, where she explores 
relationships between 3D sound and moving image. 
 
During her artistic residency at the ZKM, she developed the composition “Trails”. 
 
The work develops soundscapes from what you hear when you walk through Nordmarka, the 
northern part of the forest around Oslo, towards Lake Maridalsvannet - the largest lake in the 
municipality. The piece takes the form of a narrative, composed of the processed sounds of 
birds, streams and waterfalls, cracking and breaking branches, footsteps, falling stones or the 
echo of boat signals from afar. There are a variety of trails to explore. he deeper you go into 
the forest and into your own mind, the more the soundscapes transform into other densely 
constructed soundscapes until you reach Maridalsvannet. There, the calm, peaceful lake 
stands still, reflecting the gray, heavy clouds hovering in the sky.  
As the fog moves on and covers the surface of the lake, you step onto the path that leads home 
in the increasing darkness... 
 
Presented at  

ZKM | Center for Art and Media Karlsruhe 
Saturday November 13, 2021 
World premiere of the composition took place on the occasion of the ARD 
Hörspieltage 2021 at ZKM. 

 
Produced by 
 HERTZ Lab., ZKM, Karlsruhe, Germany 
 
 
 
 



 

Unearted   
David Berezan 
Multi Channel Musical Piece - Fixed Media 
 
Unearthed explores the sounds of soil and things found within it. The work was inspired by 
my efforts at gardening in my allotment plot. Turning over and preparing the soil each spring 
reveals a rich layer of regolith below the surface, plant roots, soil organisms and a surprising 
amount of discarded gardening materials, tools, glass bottles, plastic and metallic objects that 
has accumulated over the allotment’s near 100 years of activity. These latter items are both a 
nuisance as well as sort of time capsule, and their revealing often reminds me of an 
archaeological dig. The actions and soundworlds of digging the soil, the discovery of hidden 
treasures and the micro-scale of the objects, inhabitants and organic matter that are 
encountered are explored in the work. Source sounds were recorded at plot 13B of the 
Humphrey Park Allotment association in Stretford UK, using a variety of traditional 
microphones as well as hydrophones buried in the ground. 
 
 
Presented at : 

AGORA Creative Festival 2019 – Grenoble 
 
Produced by : 

NOVARS – University of Manchester, Manchester, United Kingdom 
 
 
 

 
 
 



Values of sound #1 
Mattias Skold 
2-channel fixed media electronics (2021) - 5’14" 
 
In my research on the visual representation of sound I have come to appreciate Schaffer's 
discussion of 'values' as the musical parameters available for composition. This piece is the 
first in a series of works that explore the values of music readily available to electroacoustic 
music, such as granularity and the spectral width of noise.  
 
 
Presented at 

Between 2021 festival – Stockholm 
 
Produced by 
 KMH, Stockholm, Sweden 
 
 



Verso la luce 
Sergio Bertani 
Electronic music composed by METS student composers inspired by the artworks of Turin 
based artist Alma Zoppegni. 
 
Each music piece was coupled by an artistic video footage based on each related artwork, 
realized by resident artist Sergio Bertani and edited by Cristina Mercuri. Video clips also 
featured the voice-off of Claudia Ferrari interpreting texts by the same Zoppegni about her 
vision of art and creative process. 
 
The compositions were interspersed with interludes appositely composed by Gianluca 
Verlingieri for amplified flutes (from piccolo to contrabass flute), performed by Antonella 
Bini.  

 

   
Left : Introductory video about Alma Zoppegni’s art – Right : Flutist Antonella Bini on stage 

at VARCO Auditorium, Cuneo 
 

 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 



Virée en mer 
Maxime Dangles 
Electronic music (2019) 
 
Technologie : DBAP Residence SAT Montreal in august 2019. 
 
Artist of techno and electronica, Maxime Dangles develops number of projects. In this set, he 
works with the Ocean Center and laboratory of Brest and Montreal , with a big audio database 
submarin. The result is Electronica and melodic. 
 
 
 
 
Presented at 
 Between 2019 Festival – Stockholm 
 
Produced by  

La Cordonnerie-Scènes de musiques actuelles, Romans-sur-Isère, France 
 
 
 
 



Visit  
Kim Hedås 
four-channel electroacoustic work 
 
Visit (2019) is a four-channel electroacoustic work of fifty-five minutes, repeated 
continuously. 
The form is composed in five parts, and the material develops organically in sequences with 
units of five, eight, eleven, forty and fifty-five in an expanding structure of polyphonic lines. 
Fragments are combined kaleidoscopically; they appear, dissolve and disappear, recur in 
different shapes, interconnect in situations that slowly subside, reappear, change, fade away 
and disappear. Cyclical events can sometimes seem eternal, repetitively infinite, even if they 
are only temporary visits, momentarily short situations that soon disappear into history's fluid 
mass of events. Visit connects to the history of this particular place, Fatbursparken, where 
people's activities over thousands of years have developed and changed this location. Change 
will continue as new people visit this place. 
Kim Hedås Visit is based on the history of Fatbursparken at Södermalm in Stockholm, and 
the people who have lived there for millennia. When the inland ice melted ten thousand years 
ago, a bay was formed in the then outer archipelago and through the land rise, the bay in the 
middle of the island became a large lake with fresh water and plenty of fish. Pollen analyzes 
indicate human presence here already three thousand years ago. The forests, meadows and 
beaches around the lake eventually become pastures and farms, with jetties and boats, farms, 
stables, windmills, workshops, ore farms, slaughterhouses, wood traders, marketplaces, 
breweries, rope mills, tile factories, dyeing plants, nurseries, weaving mills, theaters, taverns, 
health wells, pharmacies,, churches, poor houses, garbage dumps and palaces. The city grows, 
the orchestra plays at the beach edge for well-dressed café visitors, the garden association 
baths in the evening sun, the garbage is thrown into the lake which slams again and shrinks, 
mosquitoes spread malaria, trapped bears are trained to performances, the lake is ditched to 
give way to straight streets and when a railway station is to be built, the lake is finally filled 
again. The people who work and live here can no longer skate on the lake but the story 
continues; In the neighborhood, the old houses are demolished to give place for factories, 
schools, shops, cinemas, fire stations, hotels, concert halls, letterpresses, civic houses, car 
scraps, hospitals, garbage stations, subway and housing in arch with rounded park. The 
children grow up and the sausage factory is transformed into digital development. From the 
very beginning, through these changing centuries, people have passed by right here – day and 
night, during all seasons, with different errands, sometimes only on a short visit and 
sometimes every day throughout their lives. Right now, Fatbursparken is about to change 
again, railway tunnels have been blown under the island and the tracks are to be covered so 
that the park will tie together what has long been cut off, the new grows up and still 
underneath everything there are the beaches and the lake. The time layers exist 
simultaneously. 
 
Presented at 

Between 2019 Festival – KLH – Stockholm 
 
Produced by 
 KMH, Stockholm, Sweden 



Voyages 
Luciani Annie 
Computer Animation and poetry 
 
Voyages se compose de 9 microvisèmes. 
Un microvisème est un mouvement visuel de courte durée associé à un poème textuel d’une 
seule strophe. Le son est le silence. 
Voyages est composé de 3 idées de mouvement de 3 microvisèmes chacun : 

Voilures du temps – Echoos - Lignes 
 
Equipe de réalisation 
Sous la direction de Annie Luciani 
Nicolas Castagné (Chercheur, Responsable des développements logiciels, Stéphane Bœuf 
(conception et développement logiciels), Nicolas André (développement logiciels), Delphine 
Passinge (développement logiciels). 
 
Concepts ACROE 
Animation par modèles physiques CORDIS-ANIMA et MIMESIS; Visualisation par Gravure 
Dynamique; modélisation de changement topologique par modèle physique MATéclatables 
 
Les outils logiciels de création visuelle ACROE 
 
Logiciel de simulation par modèles physiques ™CORDIS-ANIMA 
Logiciel de modélisation par modèles physiques ™MIMESIS. 
Logiciel de modélisation de fractures ™MATéclatables. Extension de ™CORDIS-ANIMA. 
Logiciel de visualisation par modèles physiques ™GraDyn. 
 

 
 
Presented at  

Between 2019 festival – Stockholm 
AGORA Creative Festival 2019 – Grenoble 
Music on the (W)edge festival 2022 – Cuneo 
DCAC festival 2021 – Corfu 
A dela? Festival 2020 – Lubiana 2020 
MATTE(R)ealities festival 2022 – Cardiff 

 
Produced by : 

ACROE, Grenoble, France 



 
 

We are Ducked 
Paul Granjon 
Interactive Installation 
 
 
We	Are	Ducked	is	a	small	wood	sculpture	shaped	as	a	cartoon	skull	that	displays	the	
following	message	in	LEDs	“	We	Are	Ducked”.	be considered an augmented instrument 
which include the space where it’s placed as sounding board. 
 

   
 
 
Presented at : 
 MATTE(R)ealties Festival 2022 – Cardiff 
 Music on the (W)edge Festival 2022 – Cuneo 
 
Produced by :  
 Cardiff School of Art and Design, Cardiff, United Kingdom 
 



Zumbrio 
Francesco Giomi, radio and syntesizers; Francesco Canavese, electric guitar; Stefano 
Rapicavoli, drums  
Electronic music 
 
A project straddling structure and improvisation, a strongly "electric" nature, an openness to 
different languages and modes of interaction, an expressive variety with few boundaries: 
these are the fundamental elements of an experience that, born inside Tempo Reale center in 
Florence, explores a free and fun idea of “acceptance”. The musical roots lie as much in the 
avant-garde of experimental electronics as in contemporary jazz, catalyzing extemporaneous 
and surprising soundscapes, electronic and emotional. 
 
In 2020 the first album of the group was released, entitled "Radioscapes". 
 

 
ZUMTRIO at METSFEST in the Mosca Concert Hall  

 

 

   
 
Presented at : 

Music on the (W)edge 2022 Festival - Cuneo 
 

Produced by 
METS Department – Conservatorio G-H. Ghedini di Cuneo (Italy) 

  


