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<instant city, ein elektronischer musik bau spiel automat> 
is a music building game table.
One or more players at a table can create architecture 
using semi-transparent building blocks and in the 
process make different modular compositions audible. 
Every performance is unique because the sequence, 
timing and combination possibilities are completely in 
the hands of the players!
For each game one composition is chosen.

How It Works:
A spot light hangs over the table and under the glass 
plate game board there is a field of light sensors. Each 
semi-transparent building block that is brought into 
position anywhere on the table establishes a filter 
dimming down the intensity of the downward-flashing 
spotlight. The resulting variations -  a kind of gray 
scale continuum -  can be registered by the sensor 
field under the glass plate. Each of these gray scale 
values corresponds to a particular parameter of the 
selected "instant city" composition. Exactly what is 
heard, however, depends upon where the building 
blocks are placed, how high they are, how many are 
on the table, and the sequence in which they are used.

To date, eight different musicians have each produced 
special compositions which serve as the basic music 
building kits of instant city.
In order to give players a wide choice of compositions, 
we asked musicians working with very different kinds 
of music to create the first <music building kits>.
These cbuilding kits> were created with a special 
sound and detection program that was especially 
developed to meet the requirements of <instant city>.
In the modular creation of the software, the aim was to 
achieve a large range of tonal flexibility.
The repertoire and compositions can and will be 
continually renewed/replenished, i.e., it is possible for 
any interested musician to create a <music building 
kit> for cinstant city>.



ein elektronischer musik bau spiel automat
For us the challenge of this interactive installation 
lies in enticing the audience into action, not only in 
front of the monitor or with a keyboard, but also in 
relation to physically real, sensually graspable 
objects. This action, on the other hand, should 
influence the atmosphere of the total space luring 
other people to play and listen...

cinstant city> is an interactive installation, modular 
music-sequencer, composition software, playing 
console, and game, which can be played by one or 
more players simultaneously.

In the summer of 2001 the concept idea was 
awarded the „Freie Kunstprojekte“ [Open Art 
Projects] in the annual competition of the Basel 
Kunstkredits. In the following one-and-a-half years 
cinstant city> could be developed and realized. On 
January 17, 2003, Basel Museum Night, cinstant 
city> was presented for the first time in the new 
media gallery plug-in and exhibited there until 
January 25th.

Idea and Concept: any affair,
Sibylle Hauert and Daniel Reichmuth 
Development and Realization:
Sibylle Hauert, Daniel Reichmuth 
(Design, Constructions, elektronical Hard- und Software) 
and Volker Böhm (Software „instant.tool“)

Hardware Development Mediacontroller: 
i-art, Valentin Spiess 
Musicians and Composers:
Stig Botterbloem, Geri Huber, Bernadette Johnson, 
Birgit Kempker, Tomek Kolczynski, Samy Kramer 
und Andri Freuler, Daniel Weissberg.



a music box, a social game, an unpredictable music instrument, a psychological test



ite rac tive  c< itGI iversation-s
W ith instant city an "ins trum en t" has been created tha t can en liven  a space and the  events in it on 
a varie ty o f levels In itia lly the  eye perce ives instant c ity as a scu lp tu re  tha t is s tre tched like a 
co lum n betw een floo r and ce iling  -  a colum n, however, w hose  m idd le  section cons is ts  on ly of 
light. As well, the tw o parts w hich, like quadra tic  funne ls  (or a reversed s ta lactite  and sta lagm ite), 
seem  to grow  out o f the  floo r and ceiling, are fu ll o f light -  and a few  cena tim e te rs  ove r our heads 
-  seduce us to com e c loser w ith  a b linking w h ich  is like that o f an inviting m arket stand.
This m usic bu ild ing gam e autom at as the artis ts  call the ir work, is a lso a light show  and a 
seduction  m achine. W e are unab le  to resist its a llu re  to get engaged in the play.
The gam e itse lf has a beginn ing, but in con trast to m ost o ther gam es, no end - w e  dete rm ine  
ourse lves w hen w e w ant to w a lk  aw ay from  instant city. As well, there  are no w inners  or losers. 
A nd every  gam e tha t is s tarted here  fo llow s its ow n unique, un repea tab le  course  T here  are so 
m any facto rs  w h ich  de te rm ine  the m usica l "reaction" that the  system  can never be cracked. S ingle 
p layers cou ld  the re fo re  appear as if they are in d ia logue  w ith an in te lligent being -  perhaps from  a 
fo re ign, but very m usica l p lanet. O thers m ight en joy fee ling  com p le te ly  ove rw he lm ed by the 
m yste riousness  of the system . Still o thers m ight s im ply en joy tha t the ir own actions are answ ered  
m usically.

The p lay ing  and w hat the gam e trigge rs  are com p le te ly  d iffe ren t from  person to person Som e 
w ou ld  like to w a lk  aw ay a fte r only a short time, ove rw he lm ed by the lim itless poss ib ilities  O thers 
w ou ld  like to loose them se lves  in the gam e. P erhaps m a them atica lly  orien ted  p layers  w ill try to 
proceed s tra teg ica lly  th rough  decod ing  reaction  patterns. E sthe tes m ight aim to crea te  especia lly  
e legan t cons truc tions  -  and a llow ing  the  m usica l e ffect to  re treat into the  background. M usica lly  
inc lined p layers  m ight try to  coax as m uch m usic  as possib le  out of these "au tom atons". The 
app roaches to the gam e and the  poss ib le  ou tcom es are lim itless.
The s itua tion  is m ade m ore com plica ted  fo r the p layers  in tha t they can be observed in the ir doing. 
S ince the  gam e doesn 't have an aim or goal w h ich  one can follow, every action becom es a 
dem onstra tion  o f the  p lay ing  persona lity  W ith  every b lock that the  p layer plays, he betrays 
som eth ing  abou t h im self, he g ives som eth ing  value.
Th is m usic bu ild ing  gam e au tom at ga ins a fu rth e r d im ens ion  as m ore  p layers ga ther a round the 
table. Inevitab ly a d ia logue  s itua tion  develops, the  action  on the tab le  trans fo rm s itse lf into a 
reaction  to w ha t the  o thers  do. A lthough  there  isn't actua lly  a poss ib ility  to p lay aga inst one 
another, still aes the tic  d iffe rences can becom e v is ib le  on the gam e board in the sam e w ay as the 
d iffe ren t pe rsona lity  s truc tu res do. S udden ly there  cou ld  be leaders w ho  w ant to build  up high -  or 
sabo teur w hose  structura l in ten tion  is to d is rup t or destroy. The m usic  sudden ly  p lays the  ro le o f a 
com m enta to r o r a lso a re fe ree  w ho th rough  sounds rem arks upon the  s ing le  acts.

instant c ity is m any th ings at the  sam e time: a m usic box, a socia l gam e, an in te ractive  com pute r 
gam e, a psycho log ica l test, an unp red ic tab le  m usic  instrum ent, a light show, a conversa tion  
space, an aes the tic  tes ting  fie ld, ..
Yet even w hen the  various aspects  o f instan t c ity can be nam ed, th rough  its ow n a rt and m eans, 
th is  m usic  bu ild ing  gam e autom at brings a dynam ic  im pu lse  in to space tha t is new  and w hose  true 
qua lity  has to  be persona lly  experienced.

Sam uel H erzog

;pace. a



The Installation

cinstant city> consists of:

gameboard table with integrated sensor field

a lightbox casing hanging above the table in which 
36 lights are enclosed,
20 are oriented toward the outside and 16 towards 
the inside.

spotlight hanging above the lightbox

table/chest upon/in which the computer rests

4 speakers with built-in amplifiers on tripods 
distributed around the table

a board upon which the composition keys rest



As an „automat“, <instant city> has to provide a certain functionality 
and because it is a game which works through light and shadow, the 
operations of the players are largely determined through light signals.

The spotlight illuminates the playing surface and is part of the sensor 
system. Through the intensity of the light different playing modes can 
be indicated.

The lightbox casing suspended from above creates a spatial 
dimension of the total playing area. If the table isn’t being played, the 
outer band of lights turns on to attract exhibition visitors who are 
passing by. The inner 4x4 light band documents the game course.

Near the installation there is a board upon which the composition keys 
rest: all are different. For each composition there is one glowing, 
pulsing plexiglass object. Every object encases a simple, electronic 
circuitry which not only servers recognizing/selecting the composition, 
but also to start and stop the game, each piece can be inserted into 
the respective slot in the table.
The gameboard table is playable from all sides. The playing surface is 
a satinized glassplate. Under it, is a visible grid with 16x16 fields. 
Under this gred, is the sensor plate which is light permeable as well, 
i.e., the table itself is an indirectly glowing element with its 100 
openings on all sides.

On hand, the building kits are ready to be played, distributed around 
all sides of the playing surface. The total number of building elements 
consists of 140 semi-transparent, frosted-plexiglass blocks.

A groove runs around the edge of the playing area in which a band of 
light sensors are embedded -  these „light barriers“ serve to detect and 
thereby filter out the „building hand“. Casting a shadow on the playing 
surface during building, any hand in this area stops the course of the 
game.
As well, this interruption is also indicated by light: when an arm or 
hand remains in this zone, the „light barrier“ -  a light garland in the 
outermost ring of the playing field -  lights up; when the hand or arm is 
removed, it goes out.
With the building kits, it’s possible to build up, make towers, set one on 
top of another, stacking or finely arranging to create ornaments...
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Hardware
The data collected by the 256 sensors is solicited 
by a media controller, which has been especially 
modified for <instant city> by Valentin Spiess (i- 
art), and then fed through the serial interface of 
the computer.

For operating the lights and the logical circuitry 
(lightbox, composition selection, etc.), 
programmable micro-controllers (basic stamps) 
were used. All gameboard table hardware, as well 
as electronic circuitry -  with the exception of the 
„Media Controler“ -  were developed and built, 
i.e., programmed, exclusively by <any affair>. 
Ultimately the generation of sound and evaluation 
of data detected by the media controllers are 
processed by two different computers (Apple 
Macintosh) which communicate with one another 
through a TCP protocol.
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Software
To create a <music building kit> for <instant city> the composers 
worked with a special sound-driving software, “instant.tool”.
This was developed in the programming environment MAX/MSP 
(cycling’74). „Instant.tool“ serves as the composition environment 
and sound driver for the <instant city> playing board. The sensors 
under the tabletop register the architectural and three-dimensional 
qualities of the playing pieces on the table and send this 
information to the "instant.tool” software as codified data.

To limit the nearly endless number of various building situations 
that are possible with more than 100 building blocks, the 256 
sensor chambers are combined in a maximum of 8 sectors.

Each individual composer can design the division of the surface in 
the sectors with the software simulator.

Through the shadow-casting of the building blocks on the 
chambers, the light sensors detect the number of building blocks 
and the greatest building height in a sector. Where the block in a 
sector is placed doesn’t matter. The two parameters of number 
and height are codified into an unequivocal, three-digit number 
that is generated through the relationship of the architectural and 
musical situations.

Musical moods, sounds, soundscapes, rhythms, voices, noises, 
etc. can be heard respective to the different architectural 
situations on the playing table. The exact musical qualities are 
produced with the sound modules of “instant.tool” and saved as 
so-called presets according to the respectively codified indices in 
each sector. The choice of the sound module is individually 
determined for each composition. Different sampling and sound 
file players are available, as well as diverse sequencers, 
modulators (FM, AM, etc.), filters, pitch shifters, etc.

The biggest problem (and biggest challenge) in the realization of 
the musical aspect of the project lies in the nonlinearity of the time 
axis. A player can begin to build in the red sector just as well as in 
the yellow or green. The temporal progression of the construction 
process is completely arbitrary. Thus the temporal progression of 
the musical performance (especially also the way the single 
strains are eventually heard together) cannot be absolutely 
determined, which, on the other hand, presents particular 
demands in terms of the selection and design of musical material.
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Are musical events comparable to architectonic structures? 
Will people become engaged in “naively” researching a 
system with which they are not familiar?
Which building structures are relevant and which are not?

These are only some of the questions that were posed to the 
8 different composers invited to write a musical building kit 
for cinstant city>. These compositions could be anything 
from noise collages with integrated text to minimal music. 
The tonal result is not so much a totally-polished composed 
“song”, but rather is something that can be called a sound 
environment.

The clang/sound of such music building kits is thereby 
mainly dependent on the sound files/tones with which the 
composers “feed” the cinstant city> software. These sound 
files can naturally be produced in the most various of ways, 
with which methods/programs (recording, synthesizers, 
sampler, software, etc.) were always and exclusively 
imported in “instant.tool”.

The software itself contains no prefabricated sounds 
whatsoever.

Inviting different musicians and composers not only served 
to provide for a variety of music, but also of diverse 
strategies in dealing with this “instrument”; while one 
composition appears to be repeatable, another is never the 
same; one aims to engage chance, while still another tries to 
avoid it; here diversity, there simplicity.
While most of the players let themselves be led by the 
strategy of the respective composer, the tonal result is not 
reduced to something “pleasing”, but rather it inspires 
courage and curiousity to do the “unheard-of. Namely to 
keep on building!

as mentioned previously
The repertoire and compositions can and will be continually 
renewed/replenished, i.e., it is possible for any interested 
musician to create a cmusic building kit> for cinstant city>.

Composition!



concept o f any a ffa ir

A universal performance of 
episodes is a way to tell 
stories in various epidodes 
by means of performance:

any affair keeps calling their 
projects "episode 1, 2, 3 etc." 
Using each episode to try out 
different styles and media 
while developping their own 
way of telling things 
any affair also proves by 
documents, they things that 
are liked are taken along, 
others left behind. There are 
bricks for building our work 
in every episode.

w ho is any af fai r?

any affair are Sibylle Hauert 
and Daniel Reichmuth, 
alias Lisa Rosen and Boes 
Spademan.
In summer 99 they founded 
the label any affair. (They 
consider themselves as the 
center of the group though - 
depending on the project 
they work on - collaborate 
with other groups or single 
persons.)

what is any affair?
any affair is a label, an etiquette 
for various projects that deal 
with art: theatre, music, 
performances, installations, 
any affair is also a 
performance group if the word 
"performance" is understood 
as cross over when it comes 
to the form of presentation of 
art.

how any affair works

any affair tries to adapt their 
work into their lifes and vice 
versa using events to become 
aware of the environment and 
to act in places they'd chose 
to stay in for a while.

Or where theyive got a 
contract to meet.
In that case they work in a 
conceptual way, the media are 
chosen according to the 
project. Any place may be a 
stage.



a universal Performance of episodes,

WIR FORDERN DAS UNUNTERBROCHENE NEU HERAUS 
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episode 1
die mutterbombe 

1.8.1999

performance basel
The birthday bomb of the label any affair 
detonates: fireworks are accom panied by 
the performers
Sibylle Hauert a.k.a. Lisa Rosen and 
Daniel Reichmuth a .k.a . Boes Spadm an. 
(This is proven by a photograph, 3 0  xerox 
collages and the birthday song.)

episode 3
die lindenstrasse 

15.10.1999

episode 7
kautsch-coaching, 

dez. 2000
episode 6

weekend der allstars 12-
14.5.00

ep isode 2
im reiche des schattens

11.8.1999

episode 4
any affair goes remix

29.10.1999

performance/installation: basel

On the day of the solar eclipse a sound 
lounge is installed in a party room. The  
guests may sit in the lounge and think 
about the new  possibilities provided by the 
world to com e. They communicate via 
head phones and head sets while the 
sound ship floats in it's own atmosphere. 
The guests m ay chose their own label 

each.

performance: basel
Lisa Rosen and Boes S padem an app ear as 
their new  indentities for the first time: in a 
playback tv soap opera they perform the lifes 
of two friends. Boxes o f a puppet-play are 
used a s  a background, voice and music come 
from a tape.

performance, Zürich , st gallen, 
basel, paris
W hile  in the living room (o r rather the  
laboratory) o f G odfather and Godm other Lisa 
R osen and Boes S p ad em an  are  the  
gardeners of the green house. Piles o f earth 
are flooded by light while the gardeners plant 
their shoots, i.e. the heroes and heroines of 
the future. They plant w hat they’d like to be 
there  in the  w olrd to com e: G odfath er  
Godmother, them , Boes and Lisa, any affair.

Collaboration with Les R eines Prochaines  
and „den Heldinnen“.

interaktive installative performance: 
tournee CH,D ,UK
Two soundpilots will invite one guest each onto 
a flying sofa that has been hung into a room  
and will lead him /her to virtual worlds, the 
journey taking about 15 minutes.
Preferably, this perform ance ought to take  
place a t an  event such a s  a festival, an 
exhibition, a party (chill-out area), etc.
The art o f couch coaching m eans to seduce a 
person in public to open him self/herself to an 
in tim ate exp erience. H is /h er m ind will be 
enraptured in order for him /her to lose control 
over h im helf/herself-just a little bit though. This  
is catching!
The soundlounge consists o f a 3 -sea t sofa that 
hangs from one point in a room. W ith this 
suspension the sofa m ay be turned, swung or 
tilted.
All three seats are equipped with a headset 
each (microphone and head phones). On the 
left and right hand sides there are remote 
controls (interface) o f the sound equipm ent 
(com puter) a s  w ell a s  severa l too ls  for  
entertainment.

The futuristic design of the soundlounge and  
the used lowtech tools induce something that 
reaches beyond logical understanding. This  
lack o f understanding about w hat is real and  
w hat is not can only be resolved by taking a 
journey Into any affair's cyberspace.

episode 5
das gewächshaus 

feb./märz 2000

performance: viper, luzern 
any affair is invited to a perform ance in 
Lucerne by viper's focus guest M uda Mathis  
w here they remix one of the songs by Les  
Reines Prochaines “Lovely, Lovely, Lovely 
Girl". For this they use a synthisizer and a 
beat machine w hile the artist M uda Mathis  
sings. A t the sam e time there are slides 
projected on the singer.

event: basel
For the first time the world around any  
affair begins to shake: there's the 
V\feekend of Allstars. W ith friends they  
organize that huge cross over eve n t  
There are 60  groups involved.
At the sam e time any affair is invited to a 
theatre contest. T he  perform ance that is 
planned is called “Die Stadt" but has to 
be cancelled because o f exhaustion. The  
V\feekend of Allstars needs all their 
energy. It’s been a big success.



episode 8
crunch town city 

20 . 1.2001

episode 10
instant city 

8.8.01 - 17.1.03

installation/performance: basel
The story of the crunch town city tow er will 
be told be w ays of a life radio series. Crunch  
town city is a terrible place w here our heroes  
Boes und Lisa try to escape the evil. Crunch  
town city is defeated, they escape in a white  
cadillac into another world. It’s  time for 
rock’n'roll!

installation/performance: basel
any affair is invited to perform within an 
installation o f 7  flying air filled pillows of the  
"airline’' group. G uests will be asked to sit 
on the airstreams. V ia a parabolic mirror- 
interface the guests m ay lead their own 
space ships through tim e and space. The  
accom panying sound will be m ixed live by 
the ground crew, while tow er and pilots are  
constantly connected. Therefore they  
cannot crash.

competition kunstkredit basel stadt 
interaktive installation (aw arded)

cinstant city> is an interactive installation, 
m odular m usic-sequencer, composition 
software, playing console, and gam e, which 
can be played by one or more players  
simultaneously.

For us the challenge of this interactive 
installation lies in enticing the audience into 
action, not only in front o f the monitor o r with 
a keyboard, but also in relation to physically 
real, sensually graspable objects. This  
action, on the other hand, should influence  
the atm osphere o f the total space luring 
other people to play and listen...

In the sum m er of 2001 the concept idea w as  
aw arded the „Freie Kunstprojekte“ [Open Art 
Projects] in the annual competition of the 
Basel Kunstkredits.
In the following one-and-a-ha lf years  
«instant city> could be developed and 
realized. On January 17, 2003, Basel 
M useum  Night, cinstant city> w as presented  
for the first tim e in the new  media gallery  
plug-in and exhibited there until January  
25th.

episode 11
sportswomen inn

28.9.01

event: basel
As prelude to the Kaskadenkondensator's  
season program, any affair is invited to stage  
an event with Lena Eriksson. G uests have 
the chance to get their kicks through skillful 
tosses in a shooting gallery. The Duo, 
kold+voux, Am bient and Electronic Beats 
played a t the sam e time in the space.

episoden I - 13

episode 13
die unendliche Form der 

Formel 8 6.12 02

episode 12
supermarktmusik

18.1.02

performance: Zürich

performance/installation: basel
On M useum s Night 0 2  in the Klingental 
exhibition space in response to a request 
of the artists Anne Hodi, Lena Eriksson, 
and Pascale G rau, a sound-installation is 
created: a glowing tent, a live-music-studio 
out o f which music is m ixed and  
m oderated all night long.

A  m ini- light history of m ovem ent 
Super! -  8 im ages in 18 -  24  minutes.
And a race to the tem po of the speed of 
light...but everything in its turn:

In the beginning there w as, namely, neither 
light nor movement, rather only darkness and  
stillness until there w as a big bang: light w as  
then expelled; and, photons spread and  
m ade atom s start vibrating!

And that's how it still is even today: that is the 
continuum o f the universe!
But the hum an race has been given Tim e and  
there fore  pays hom age to etern ity  with  
endless loops, the figure 8; a race o f a 
special kind, w here speed becom es light, 
and, w here light is, shadow  is not fa r behind! 
By and with any affair and special pilot Flo 
Olloz
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und nice prices:
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