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Chromophore is an audio-visual performance work 
that applies bi-directional communication between 
audio and visual systems, in real-time, to create 
colour-shape-sound modalities. Its visual system is 
formed using transformations and deformations of 
three-dimensional geometric primitives, super-ellipses 
and spherical harmonics. The dynamic surface textures 
of these transforming primitives are informed by data 
derived from audio analysis. Additionally performative 
MIDI control allows precise structural modulations and 
surface perturbations of the visual system to be further 
synchronised to sound.

1.CHROMOPHORE – AN AUDIOVISUAL PERFOMANCE  
OF COLOUR-SHAPE SOUND SYNERGIES

Chromophore uses the patch-programmable video syn-
thesis tool-kit VVVV alongside the digital audio worksta-
tion Ableton Live to generate precise synergies between 
audio and visual material within a live performative 
context. All sound design, synthesis and sonic composi-
tion was realised using a wide range of field recordings 
and found sound as base material. Various techniques are 
used to transform sound into visual material and vice-
versa. These include audio-visual domain mapping strat-
egies using algorithmic sound analysis techniques as well 
MIDI/OSC audio time-line data transmission for bi-direc-
tional communications between audio and visual do-
mains. Real-time performative control of Chromophore, 
using external (MIDI) controllers and keyboards, allows 
the triggering of associative, symbolic and metaphorical 
bindings as well as lyrical inter-modal analogies.
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Important considerations in the creation of Chromo-
phore were as follows:
• Relationships and isomorphisms of three-dimensional 

architectural forms to sound spatialisation and stere-
oscopy.

• Textural surface modulations and synergies that cor-
respond to melodic, harmonic or rhythmic designs.

• Contrapuntal audio motifs as a dynamic apparatus for 
movement and transformation of form.

• Use of polyrythmic sound sequences for localised 
acoustic architectural developments.

• The role of perceptual aspects of light and sound such 
as blend modes in conjunction with pulsing artefacts 
combined with rhythmic motifs leading to quasi-hyp-
notic influences on the audience.

• Associative and symbolic bindings between visual and 
audio signifiers and motifs.

• Expressive and dynamic parameter mapping as 
opposed to closed static mapping systems to avoid 
mechanical translations between domains and avoid 
literal, and predictable, translations. Fig. 1 Chromophore (Still screenshot)
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2.PROCESS:ACOUSMATIC SCRYING & IMAGINED  
NARRATIVES

While many synchronised audio-visual performance 
works are created by composing sound to pre-made 
visual material sequences, or conversely by authoring a 

Fig. 2 Chromophore (Still screenshot).

Fig. 3 Chromophore (Still screenshot).
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generative visual system to work with a completed audio 
composition, Chromophore was created by developing 
audio and visual materials in synchronisation from the 
outset. Moving back and forth between between domains 
using a strict sequential process provided a feedback loop, 
and dialectical relationship, between sonic and visual 
domains allowing compositional decisions to be made 
based on aesthetic and narrative syncretic qualities. The 
initial task was to gather a library of field recordings 
based on industrial and postindustrial acoustic ecologies. 
Recordings were made of the industrial and technologi-
cal landscape – the ambient noise of construction sites, 
waste materials and broken mechanisms. There was 
also a focus on the recording of technological noise with 
emphasis on the quasi-musicality of electronic ma-
chines, computer and data transfer systems. At a later 
date these field recordings were listened to, often sev-
eral layered simultaneously, without reference to their 
original source. This form of veiled listening allowed the 
recordings to insinuate new associations, metaphors and 
narratives dissociated from their original material and 
locative contexts. These insinuations were logged in note 
form as lists of visual events – the result being an acous-
matic sound scrying exercise that enables the triggering 
of a set of imaginary narratives and poetic speculations. 
These noted fictions, conjectures and narratives then 
formed a storyboard for the creation of visual sketches 
programmed in the video synthesis tool-kit VVVV. Dense 
parametrized visual sketches, which contain movements, 
behaviours, triggers, based on the storyboard were then 
output to a fixed media video file for reference. Then fol-
lows a form of sonically veiled viewing of the video with-
out reference to the original sound triggers with the aim 
of composing a soundtrack to the video in order to build 
a sound object library for the final performance work. 
This latter process I refer to as a form of visual scrying 
for sonic objects, with the aim generating a sonic pal-
ette combining field recordings and synthesized sounds. 
In this sense the generative video document acts as an 
animated score, creating interesting constraints on the 
audio composition process. These constraints drive the 
selection of specific sound objects for the final perfor-
mance artwork often confounding expectations, creating 
dynamic ambiguities between modalities and enabling 
new electro-acoustic sound-video relationships. An im-
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portant part of the creative and compositional process 
throughout is in the processing of both modalities, sound 
and video, divorced from one another. Perceived alone 
they can be checked for narrative cohesion, and then 
recombined to create the final audio-visual performance 
artwork where external MIDI control can effect spatial 
dynamics and narratives of the generative system.


