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INTRODUCTION

Pedro Rebelo (SARC/CO-ME-DI-A) (9.30am)
Pedro is a composer/digital artist working in electroacoustic music, digital media and installation. His approach to music making is informed by the use of improvisation and interdisciplinary structures. In the duo laut with saxophonist Franziska Schroeder he investigates the extension of interfaces and control in interactive performance practices. His electroacoustic music is featured in various CD sets (Sonic Circuits IV, Discontact III, Exploratory Music from Portugal, ARiADA). His work as an improvisor has been released by Creative Source Recordings. Pedro conducts research in the field of digital media, interactive sound and composition.

His writings reflect his approach to design and composition by articulating creative practice in a wider understanding of cultural theory. Pedro was Visiting Professor at Stanford University (2007) and the Music Chair for the 2008 International Computer Music Conference. He has been Director of Research at the Sonic Arts Research Centre and is now Director of Education at the School of Music and Sonic Arts, Queen’s University Belfast.

KEYNOTE

Professor Steve Dixon, Brunel University (10.00am)
Steve Dixon is a Pro-Vice Chancellor, and Professor of Performance and Technology at Brunel University in London. His 800 page book Digital Performance: A History of New Media in Theater, Dance, Performance Art and Installation (2007, MIT Press) is the most comprehensive study of the field to date, and has won two international book awards including the Association of American Publishers Award for Excellence in Music and Performing Arts.
His creative practice-as-research includes international multimedia theatre tours as director of The Chameleons Group (since 1994), two award winning CD-ROMs, interactive Internet performances, and telematic arts events. 

He is Associate Editor of The International Journal of Performance Arts and Digital Media and has published extensively on subjects including digital arts, cultural theory, performance studies, robotics, and Artificial Intelligence. 
Alain Renaud (11.30am)
Around the world in five seconds. Challenges and opportunities in designing sonic travel
Abstract:

In 1873, the French author Jules Verne, published Around the World in Eighty Days. The highly acclaimed science fiction book introduced the notion of fast travel around the Earth with avant-garde machines and technology before planes and modern ways of communicating were in existence. Today, at least virtually, it is possible to travel a speed that is close to the speed of light, thanks to the phenomenal development of high-speed digital networks.  Networks introduce new ways to use technology creatively and most notoriously pave the way for virtual travel across time and space to remote places that are physical such as a remote concert hall or virtual such as the gaming environment, Second Life.  If Jules Verne was still alive, he would probably rewrite his book and name it Around the World in Five Seconds. He would be fascinated to learn that networks, not only allow you to travel to many destinations very quickly but also introduce the puzzling notion of being in several places at the same time.

The NetVsNet collective, mostly through networked musical experimentations is exploring the notion of sharing, combining and morphing a multitude of physical spaces into one space that could only exist on a network. It also allows the listeners and the performer to travel across distant sites to eavesdrop on the distant activities. The various mechanisms permitting this unique arrangement of spaces and time are being implemented into a functional modular framework combining concepts and technologies such as multiple space visualization and high-definition interactive audio streaming that will ultimately aim to redefine the notion of interacting over a network musically. 

The paper presents the recent activities of NetVsNet in this area and demonstrates how the framework is being used today along with some predictions for the future.

Bio:

Alain Renaud is originally from Switzerland. After several years working as a sound engineer and music industry consultant, he embarked on a PhD. in network music performance at the Sonic Arts Research Centre (SARC) at Queen's University Belfast in 2005. Alain was appointed as a lecturer at Bournemouth University in the southwest of England in November 2008.

His research focuses on the development of networked music performance systems with an emphasis on the creation of strategies to interact over a network musically and the notion of shared networked acoustic spaces. He performs regularly over the network with the NetVs.Net collective and has presented his research in various places, such as Banff, CCRMA and various conferences, including NIME, ICMC and AES. He is also involved in the EU network performance project, CoMeDia.

http://www.alainrenaud.net
Michael Takeo Magruder (12.00pm)
The Vitruvian World: a case study in the hybridisation of physical, virtual and networked space
Abstract:

In the 1st century BC, Roman writer, architect and engineer Vitruvius codified specific building formulae based on the guiding principles of strength, utility and beauty. He believed that architecture was intrinsically linked to nature and was a human imitation of cosmic order. The most well-known interpretation of this postulate is the Vitruvian Man by Leonardo da Vinci in which the male form is depicted in unity with the square and circle - representing material and spiritual existence respectively. This tripartite union of human body, material form and spiritual essence maintains relevance within the current climate of distributed presences, mixed realities and Internet cultures. The proliferation of synthetic worlds and virtual constructs engendered by our ubiquitous technology provides new realms for both actual existence and creative exploration. The Vitruvian World is a multi-nodal and recursive artwork that embodies the principles of Vitruvius within this context. Existing in three distinct yet interconnected spaces, the work simultaneously embraces the physical, the virtual and the network connecting them. The installation was commissioned in 2007 by Turbulence.org for Mixed Realities - a networked art exhibition and symposium. Mixed Realities was one of the first international events to present artworks whose interconnected elements were divided amongst a physical gallery, Second Life and the Internet. The artwork was also showcased in 2008 as part of Virtual/Physical Bodies – an exhibition and publication by Centre des Arts - Enghien-les-Bains, Paris, France.

Bio:

Michael Takeo Magruder is an American artist based in the UK and a long-standing member of King's Visualisation Lab in the Centre for Computing in Humanities, King's College London. His artworks have been showcased in over 200 exhibitions and 30 countries, and blend Information Age technologies with modernist-like aesthetics to explore the formal structures and conceptual paradigms of the networked, digital world. Further Information:
www.takeo.org
Isabelle Choinière (12.30pm)
The Sonic Collective Body as a strategy to invest new designs and new realities

Abstract:

How does the idea of “interval” insert and develops itself in post-modern and actual/new dance  ? What different concepts of body, interaction, of states of “presence” ensue from it? How can it create a new choreographic design, aesthetic in dance ? and how is it dependant of an other “reality” provoked by a “Collective body- generated content” ?

“The Resonant Collective body” is interested in the existing potentiality of the collective body and integrates some of the strategies used by Paxton’s tactile body, Brown’s fluid body and Butoh’s introspective body.

We also propose the notion of ‘Collective Sonorous Body’ as an integrative element born out of a new way of learning, of a new experiential understanding of the body – and not as one’s duplicate or element of superposition.

Bio:

In spring 2004, Isabelle Choinière began a doctorate at the Center for Advanced Inquiry in the Intergrative Arts (CAiiA) affiliated with Plymouth University in England, under the co-supervision of Roy Ascott, founder and director of the Planetarium Collegium, and of Armando Menicacci, from the dance department of the Université Paris VIII. Founder and director of Corps Indice in Montreal, Canada, a company working with the relationship between dance and technology, Isabelle Choinière’s artistic approach looks into the ways in which the infiltration of technological thought in actual dance may find applications in the development of new choreographic models. Since 1995, she has regularly presented her creations and lectures in international festivals (France, Germany, Denmark, the Canary Islands, Spain, Brazil, Mexico, Chili, Argentina, Canada). Her works are studied by numerous research groups and universities throughout the world.

Rachel O’Dwyer (2.00pm)
Performing in the Acoustic Arena 

Abstract:

There is currently an oblique suggestion that the failings of physical urban planning to produce public place can be addressed within the architecture of cyber-space. The greater agency afforded by virtual environments compared to the restricted social codes of urban spaces suggest that the space for future social interaction will be virtual and technologically produced.  However, the attempt to address issues of interactivity and engagement through (on-line) networked communities overlooks the possibilities for mediated performance in real-world ‘non-places’.

Within contemporary cities, information technology and electronic communications imply new forms of performativity on the part of actants in the production of meaningful space. Following Nigel Thrift’s notion that geographies are produced by people in practical ways, this paper advocates an embodied approach to spatial practices that emphasises the contingency of human action. The argument focuses specifically on the sonic construction of ‘non-places’ and examines the spatial relationships produced through the embodied performance of sonic technology. How might the sonic performance of urban space by actants afford alternative possibilities to those suggested by the cognitive and panoptic organisations of the city? If sonic technologies reproduce and embody an alternative spatial epistemology, to what extent are the design strategies and habituated uses ascribed in that technology implicated in the performance of post-urban place? If we follow Latour’s assertion that place is constructed through actor-networks, how then might a community of listeners and their devices influence spatial practices? 

Through an examination of the use of sound in site specific performance within media art and public demonstration, the paper will examine the agency afforded by the performance of audio technologies.

Bio:

Rachel is based at: Music and Media Technologies, Department of Electronic Engineering, Trinity College Dublin.

Han-earl Park  (2.30pm)

io 0.0.1 beta: ironic tale? sci-fi parody? nostalgic relic? 

Abstract:

Greetings! I am io 0.0.1 beta, an interactive, semi-autonomous, non-human technological artifact —a musical automaton. I operate as parts of a real-time cyborg ensemble—a socio-technical/socio-musical network—in which the primary protocol is improvisation. I am, perhaps, an improviser and a social machine.
Imaginary statement by io 0.0.1 beta,

Bio:

Han-earl Park imagines that, if io could describe him, it would portray him as a guitarist, improviser and constructor. io, however, cannot describe anyone or anything.

Desmond Traynor (3.00pm)

Zaireeka by The Flaming Lips: An Introduction and Some Implications

Abstract:

This paper will address the concept and implications of The Flaming Lips’ 1997 album, Zaireeka. This is a four-disc package, with different elements of the same songs separated and reproduced on the different discs, requiring that the four discs be played simultaneously on four different stereo systems, with the individual tracks synchronised by way of band count-ins on the discreet discs.
Zaireeka represents a challenge to the reigning assumptions behind the idea of recorded music and its reproduction, and is an attempt to change the way listeners use the available technology. The open and interactive nature of the project, and the artistic practice which facilitated it, has a direct bearing on user-centred interaction, in which the object that is the means of (re)production requires a new species of environment, in terms of listening conditions, for its consumption and appreciation.

Bio:

Desmond Traynor is a Hennessey Literary Award winning short story writer, whose novel The Myth of Exile and Return, published in 2004, was nominated for the Hughes & Hughes/Sunday Independent Irish Novel of the Year Award. He teaches courses in Contemporary International Fiction, Postcolonial Theory, Fiction, Film and Music, and Creative Writing at Dublin Business School, and Creative Writing at Rathmines College of Further Education and the Irish Writers’ Centre. Other critical essays have appeared in Alumnus, New Voices in Irish Criticism 3, Irish Studies Review, The Journal of Music in Ireland and Literatures of War: Proceedings of Durrell School of Corfu Conference 2007. He is music correspondent for Magill magazine.

Mathias Fuchs (3.50pm)
Games as Environments for Performance
Abstract:

Computer games, game art and game interventions can be seen as a performance environment containing a freely navigable space for user-centered interaction.
The game artist tries to empower the user to make him or her feel as a master of the environment and at the same time avoid loosing him to objectives other then gameplay. Recent computer game developments like LittleBigPlanet for the SONY Playstation are based on content creation that is to a large degree performed by the user community. Notions of “co-creativity” [Sotama, 2009] will be used to investigate differences and similarities in commercial and alternative user-led game design. Pseudo-ethnicity and globalisation can be found in the levels created for LittleBigPlanet, yet “gaming capital” [Sotama, 2009] seems in many cases to be of a higher relevance than cultural capital. Whether this is problematic or desirable has to be discussed with current trends of media convergence in mind. The integration of Youtube, Facebook and other online services into the content creation and content dissemination will in this regard be a key factor in understanding user-led content creation for computer games.

Bio:

Mathias has pioneered in the field of artistic games in various forms. He started the first European Masters Programme in Creative Games at the School of Art & Design at the University of Salford in Greater Manchester. Creative Games is a discipline on the borderline of games, art and critical discourse. (http://creativegames.org.uk) 
Mathias has designed sound and media installations for festivals, museums, urban planning and theatre performances.

Simon Waters (4.20pm)
Designing ’content, and designing ‘content’: The found and the discovered in current practice 

Abstract:

This paper looks at a number of projects by current practitioners which utilise or comment on strategies for sustaining the notions of ‘foundness’ or ‘unforeseenness’ in aesthetic practice. Such qualities are regarded as creating particular difficulties in digitally-mediated contexts in which sustaining ‘attention’ is problematic, but ‘forgetting’ is also paradoxically difficult. The paper will also address the notions of resistance and affordance, proximity and distance as they relate to digitally-mediated practice.

Bio:

Simon Waters is a performer/practitioner and amateur theorist based at the University of East Anglia, where he is Head of Research and Director of the Electroacoustic Studios in the School of Music.

Phylis Johnson (4.50pm)
Live Music & Ambience in the Second Life Beer Garden: Locality and Originality in the Backyard of the Virtual Community

Abstract:

On any one night, particularly weekends, more than a dozen live musicians perform at various venues throughout the virtual community Second Life. Some are rising stars; some are seasoned professionals – and others are making their debut online. Audiences are limited by the mechanics of the game, but a good crowd would range from 20 to 40 avatars.  The majority of venues resemble local bars or beer gardens.  There is something quaint about these backyard locales, rich with personality and populated with listeners from around the world. The music varies from oldies to pop and alternative tunes to classical.  SL provides its musicians an opportunity to try out new material, to reach new audiences with niche styles, and to test their talent on the virtual crowds that gather for many of these events. Just as many women musicians as men perform in this second space.   

SL Live Radio was designed to create a home for these SL artists.  24/7, SL Live Radio plays the music of SL artists exclusively, and the station is available freely as a URL on an avatar’s property or as a Web stream online. The owner and programmer is Radio Cher (Cher Harrington), and she posts one of the most detailed SL live music event calendars on her Web site, streamed out of Ireland. Her site states that the station has 2,500 unique listeners per week, representing 60 countries.  As of August 2008, 190 artists are represented on her station. The artists have agreed to share their music under the Creative Commons License. This presentation examines the growing live music culture within virtual communities, and its implications and opportunities for cross-over into real broadcast and listening spaces.   What is the potential for new forms of music to evolve from Second Life, or is it merely an extension and expansion of consumer culture into new media.  Are the successes of these live music venues, and this growing cast of performers, a response to increasingly narrow playlists on radio and corporate roadblocks for music talent? Finally, this presentation explores the overall soundscape of Second Life, particularly with regards to the settings that encompass these venues. Second Life provides a landscape vibrant with color and increasingly rich with ambient sound, and, as such, creates an emotional context for both listeners and performers. 

SL Live Radio Station (2008) Web site: http://www.slliveradio.com/
Bio:

Phylis Johnson (Ph.D.) has presented and published research on cultural and gender diversity in the electronic media, sound culture, and new media social networking in virtual environments.  Johnson has published in a variety of academic journals - including  Reconstruction, Static, Convergence: The International Journal of Research into New Media Technologies, Soundscape, Political Communication, Journal of Radio Studies, Journalism Educator, Journal of Sport and Social Issues, and Urban League Review - and chapters in scholarly books published by Sage, Rutgers, Peter Lang, Ablex, and more recently Praeger.  Dr. Johnson is an associate professor, former chairperson, and now interim chairperson of the Department of Radio-Television at Southern Illinois University, Carbondale, IL, USA, 62901-6609. She has more than 20 years of broadcast experience, and is a regular presenter at The New Media Consortium (with a growing expertise in Second Life and virtual communities). 

Email her at phylisj@yahoo.com. 

http://phylisjohnson.blogsot.com 
Zlatko Baracskai (5.20pm)
Customized Extensions for Instrumentalists

Abstract:

In this paper I shall describe a few extensions I have built and present a general structure that encompasses these. The structure is the basis as well as the distillation of the software framework that I have programmed to enable intuitive and experimental custom extension creation during rehearsal. The path that led me to building extensions started me playing live computer music. Having realized that I never find an instrument that I made for myself finished forced me to revise this creative process. Repeatedly after completing the hardware controller and the software framework the realization of sound processing chains was ever interrupted by new ideas and correction to the ‘completed’. After completing the processing chains rehearsal and practice were ever interrupted by modifying the chains. After completing the performing intentions the rehearsals were ever interrupted by ideas to change something about any of the things ‘completed’ so far.

Bio:

Zlatko Baracskai (born 1982) studied electronic music at the institute of Sonolgy in The Hague. During these 4 years his technical and artistic intentions gained attention, support and guidance from Clarence Barlow, Joel Ryan, Paul Berg, Konrad Boehmer, Kees Tazelaar, Johan van Kreij, Peter Pabon and Lex van den Broek. After enjoying adventures in constructing tape music and exploring electronic synthesis he turned focus to live sound processing and instruction of musicians. His Coming to Birmingham in 2007 resulted in renewing his interest in space, recording and context dynamics in tape music. He has greatly collaborated with improvisers based in midlands and organizes monthly recording sessions. Currently he lectures in Live Music Performance, Interactive Music Systems and Computer Music at the School of Digital Media Technology of the Birmingham City University.

Installation by Robin Price (SARC foyer)
Journey through a burning brain

Abstract:

The youtube TV installation inhabits a TV I found under my stairs and a giant TV remote control serves as the interface for navigating an expanding database of videos harvested from youtube. These videos are downloaded, transcoded, segmented, and catalogued to form an audiovisual palette for interactive algorithms to forge new music from. Staying within groups of videos encourages the installation to download more related content while ignoring them leads to their deletion.

Bio:

Robin Price has been VJ-ing in the club scene since 2001 and making electronic music since 1999. He began a PhD at the Sonic Arts Research Centre in 2006 after completing his master’s degree in theoretical physics at the University of Wales, Swansea. His research interests are the role of metaphor in interface and interactive audiovisual music with a database approach. Robin enjoys playing the double bass and programming the 303.
My thanks go to Miguel Ortiz for looking after the technical things, to Imogene Newland for administrative support. Thanks to Marian for organizing the catering and to Audrey and Iris for printing the booklet.
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