





Point, line, surface computed in seconds_interactive urban installation [ 2005 ]

The installation is based on simple user interactions, drawing with fingers on a touch
screen to built a complete sound and image environment. The two major differences to
paper drawing are that first, an object like a dot or a line are also sounds, second that
drawing is a process including time parameters which are used to produce motion.

On this principles a sonic and visual composition is gradually build out of the drawing
movements of the user, resulting not only in visual objects moving on the screen and the
ground projection, but also to sounds moving in space due to the quadraphonic sound.
setting.

Each created soundscape by the user can be
recorded and called back at any moment. The
recording takes in account the parameter of
time [third axis=z] in the creation of a 3d
display of the composition. Each of these
times based towers are placed on a common
grid according to two parameters: 1: the %
of density and the % of motion. These two
parameters qualify in different manners the
audience-interaction while confronting it to
time/space related parameters of the sonic
construct. The common grid slowly creates
a geometric pattern of space-time indexed
objects_ the sound towers. The installation
directly refers to Mondriaans works like the
‘Boogie Woogie’ based on the interrelation
in between the rhythmic structure of a jazz
piece, the dynamic composition of visual
elements on canvas and the urban grid of
New York. The installation prolongs the
synaesthetic works of Mondriaan to an
interactive and digital vocabulary inside the
urban and electronic space.
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sPACE navigable music_spatiovisual music software / performance [ 2001 - ... ]

‘sPACE, Navigable Music’ investigates the
impact of IC technologies and particularly,
3D Real Time technologies in the construct
of space. According to the objectives of
lablau| the project constitutes as much a
space for theoretical research as a space
of experimentation on the forms of spatial,
visual and sonic interactions in networked
environments. The project thus explores
the setting of hypermedia environments
and mixed reality spaces combining
architecture, music and cinema through
users interactions — navigation within the
digital matrix.

In 'sPACE, navigable music’, the architecture of the electronic space
is generated in real time according to the position and movements of
the user (> mix color, > mix image, > mix sound). Operating on the
assignment of spatial (x,y,z), temporal (t-movements) parameters to
the visual and sonic ones, each interaction by the user, navigation,
transforms the rendered space. The ‘Navigable Music’ thus constitutes a
space, in which the user experiments cyberspace by dropping sounds
into space, mixing music throughout navigation, record its movements
to produce an animation, a kinetic music clip, a sharable sonic space,
where the multi-user space even extend the project to collective
interactions.

‘Spa[z]e music’ is based on collaborations between lab[au] and different
contemporary musicians, who composes specific sonic - spaces,
navigable music. The collaboration focus on the exploration of musical
patterns in and through navigation in e.space and relate them to image
sequencing in order to create an immersive sonic and visual environment.
It thus relates, synchronizes, space to music based on cinematic
techniques and movement patterns.
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Spa[z]e 360° [ 2001 - ... ]

The ‘Spa[z]e 360 project proposes an installation based on a complete immersion of the users and the public in the ‘Spa[z]e music’. This
is produced on the one hand through the spatial ( quadraphonic ) diffusion of the sound navigation and on the other hand the visual,
360° panoramic projection of the e.space. ‘Spa[z]e 360° is based on a software, developed by LAb[au] in order to make through
network rendering a 360° projection in real time possible.

Synchronization within navigation and mainly the one of sound is critical in networked devices as each computer process its
own 3D computations. The project thus is based not only on networked 3d rendering but also on complex time programming. As any
number of computers can be used, the 360° projection can be made out of 3,4,6,8 or even 32 screens/computers. Slave computers can
also provide sound extending the project to hexa, octa, dodecaphonic sound.
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