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Figure 1: CLSTR1.

Abstract
This paper delineates the technical build of the interface CLSTR1,
an acoustic object that generates acoustic distortion soundscapes
(namely the phenomenon here referred to as CLSTR0) when infra-
sound and low frequency sound are transduced to its membrane
and excite metal objects resting on its surface. Through artistic
implementations, this paper shows how this acoustic object af-
fords a wide range of modes of interaction that may welcome
from none to many human operators—resulting in artistic set-
tings as varied as autonomous sound installations or multiple
performers actively playing with CLSTR1 at the same time. Since
CLSTR1 semi-autonomously generates aural and visual patterns
on a physical surface, it is argued that this interface provides
novel technological stacks for interactive sound art practice that
can integrate the nuances of acoustic instrument building in
tandem with creative computational technologies such as com-
puter vision and AI-powered synthesis. Reflecting on the work of
Alvin Lucier and Nicole L’Huillier, this paper traces the aesthetic
and practical influences that inspired and shaped the design and
artistic outputs of CLSTR1. This research interprets the unpre-
dictable entropic soundscapes and visual patterns of CLSTR0 as
agential—not only in the metaphorical sense but as a technical
delimitation of the autonomy of the interface’s own changing
sonic and visual patterns as active interactive factors, foreign to
the intentionality of a given human operator.
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1 Introduction
During my percussion performance studies, I encountered a phe-
nomenon that I call CLSTR0: a distortion-like acoustic phenome-
non that occurs when metal objects rebound in response to the
vibration (usually infrasonic) of the surface onwhich they are laid.
At first, I learnt to produce it with the percussion instruments
that I had at hand: a timpano, several Japanese metal singing
bowls, and a Lunason bassnicophone. [9] The long, non-linear,
sustained resonance of this acoustic distortion was sonically and
visually so interesting in its unpredictable and complex harmonic
content that I started to wonder how I could exhibit this sonic
phenomenon rather than perform it. In my initial view, this acous-
tic phenomenon was aesthetically so substantial on its own that I
would be remiss to share it with an audience as musical material
instead of as a sound installation. Furthermore, I wanted to allow
people to freely interact with this sound phenomenon—letting
them come in contact with CLSTR0 on their own terms and
explore the physics that make it possible with their own ears
and hands. The task was then to build a physical object that
would allow this sound to be exhibited in a permanently flexible
interactive situation.

2 Background
It is important to consider that I came across CLSTR0 by pure
chance; though at first, I believed it to be a distant distorted guitar
coming from another room afar, I soon realized that this sound
found me otherwise: headed home on a winter night in 2021,
as I was exiting a percussion practice room at the Hochschule
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