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Production Format

Interactive Installation--a computer mediated simulation interacted with in physical space

Brief Project Description (do not exceed space given below)

The Active-Stimulation Feedback Platform is about networks and flows, consent and
resistance, desire and aversion. Itis a global simulation, extruded from the computer onto a
physical interactive platform, a circle 16 feet in diameter, densely covered with arcade-style
push buttons. Viewer / participants will interact with the simulation by walking, crawling
and rolling across these buttons. Their movements trigger and bias playback of audio
samples ("yes" or "no") recorded from 2000 people across the globe.

Each button on the platform is mapped to a different world city. 2000 volunteers
living in (or recently emmigrated from) each of these cities will have been recorded saying
two simple words "Yes" and "No", in their native language, and the individual files (2 from
each person) will be stored in the computer and associated with the 2000 buttons. Each
button, when pushed plays either a "yes" or a "no". The computer biases each button input
(whether it will say "yes" or "no") according to varied simulations. These simulations are
based upon cold war war-game scenarios stemming from military think-tanks, and more
recent economic forecasting stemming from corporate think tanks. The simulations would
be dynamic. That is, that depending on the regions of the globe that were activated (by
pressing their buttons), they could influence neighboring regions.

Up to 4 participants may fit comfortably onto the platform at any one time. They
experience the system by sitting, walking, crawling or preferably rolling around on the
platform --triggering a polyphony of "yes" and/or "no" responses. The system will be
capable of playing back up to 36 audio files simultaneously, creating a dense, emergent
soundscape. Participant's movements could be either intentionally attempting to influence
the simulation, or merely trying to survey the global state of the system.






