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Figure 1: Since Everyone’s a DJ installation at The Underground Atlanta.

Abstract
We present Immersive Open Studio, an artistic concept built
around a course-based shared public space with a spatial-audio
infrastructure. Realized at The Underground Art Center in down-
town Atlanta, the studio is designed to support multiple stu-
dent group projects for public presentation. We transported a
32-channel loudspeaker system from the Georgia Institute of
Technology and reinstalled it in this public setting, creating a sus-
tainable, repeatable spatial-audio infrastructure for interactive
audiovisual projects, which was tested by real-world contingen-
cies. As a case study within our student interactive projects, we
dive deeper into Since Everyone’s a DJ, which integrates camera-
based body tracking to support collaborative and accessible elec-
tronic music performance within the immersive environment.
Overall, this paper documents the realization of a course con-
cept, provides an example of reusable infrastructure for multiple
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artistic projects, and examines how a public-facing spatial-audio
environment supports audience engagement. More broadly, the
project outlines a path for bridging technical infrastructure with
collaborative artistic practice and public experience, establishing
a foundation for future work in this area.
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1 Introduction
Across current audiovisual art practices, spatial audio has become
an increasingly popular component, but it still faces limitations
due to its complex and resource-intensive build and deployment.
Spatial audio systems are usually designed for a single work as
one-off installations and are often implemented in conventional
venues or laboratory settings, rather than in sustained, publicly
accessible contexts. Those limitations not only narrow the range
of use cases for spatial audio, but also constrain its broader public
adoption and accessibility. This leaves room for exploring an
artistic concept that integrates spatial audio into a shared public
space for both artists and audiences.

These limitations point to a broader challenge in spatial au-
dio practice: how can immersive audio infrastructure support
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Figure 2: Tunnel Dimension.

multiple works, multiple artists, and repeated public engagement
rather than functioning as a one-time technical solution? When
spatial audio systems are treated as reusable creative platforms,
they can expand the range of artistic possibilities while reducing
the technical burden placed on individual artists. This approach
also creates opportunities for audiences to encounter spatial au-
dio in more informal and publicly accessible settings, allowing
immersive sound to become part of a shared cultural environ-
ment rather than an isolated specialist experience. In this sense,
spatial audio is not only a technical format, but also a social and
spatial practice shaped by where it is installed, who can access it,
and how it supports participation.

In this paper, we present Immersive Open Studio, a course-based
concept realized through a shared spatial-audio infrastructure
at the Underground Atlanta. The infrastructure includes a three-
layer loudspeaker system, signal patching, and camera setup,
designed as a reusable, general-purpose platform for interactive
artistic work. Between October and November 2025, we hosted
weekly public showcases featuring five student projects: Immerge,
Since Everyone’s a DJ, Audenie,MACHINA, and Data Mirror: Frag-
mented Projections of Oneself. These works were created by five
groups of students from Georgia Institute of Technology, totaling
16 members. Each project explored a distinct interactive artis-
tic idea while building on our shared Immersive Open Studio
infrastructure [5, 10, 12, 13].

Rather than selectively focusing only on a single artwork or
technical system,we examine the relationship between infrastruc-
ture, pedagogy, artistic production, and audience engagement.
After introducing related work in Section 2, we document the in-
frastructure design, concept, and technical setup in Section 4, and
briefly discuss the artistic works developed within it. In Section
4, we examine one of these works as a use case: Since Everyone’s
a DJ, a multi-user, DJ-inspired immersive audiovisual piece. By
analyzing Immersive Open Studio and its use case, we show how
our concept is realized in practice and how this realization shapes
both artistic presentation and public engagement.

2 Related Work
A recurring goal in many artistic installations and interactive
systems is to foster participant engagement and interpersonal
connection. In audio and music contexts, this goal has often been
explored through group-oriented systems that support shared
participation, co-creation, and collaboration among multiple par-
ticipants. In developing our immersive open studio, we reviewed
research on prior installations and interactive systems that align
with our focus on collaboration, shared experience, and reusable
infrastructure. Jam-O-Drum is an early multi-user system that
embodies this idea by allowing up to six participants to collabora-
tively improvise with drums through a shared tabletop interface.
It lowers the entry barrier for musically untrained users while
encouraging social engagement within the group [2].

Beyond percussion-based collaboration, subsequent tabletop
systems explored how tangible objects and shared visual sur-
faces can support richer forms of co-located music-making. The
reacTable, for example, is an interactive musical system that em-
phasizes collaboration and social connection by allowing mul-
tiple users to manipulate physical objects on a shared tangible
interface. These objects represent sound generators, effects, and
control modules, enabling participants to collectively shape the
musical output in real time [6]. Similarly, ToneTable supports
collaborative music-making through physical interaction with a
shared tabletop surface. Rather than assigning explicit roles to
individual users, it allows multiple participants to co-perturb a
shared virtual fluid surface, with collaborative behaviors emerg-
ing from the dynamics of the medium itself [3].

Other systems extend collaborative music-making beyond a
single shared surface. Daisyphone is a collaborative environment
for remote group music improvisation that allows distributed
users to create andmodify short looping patterns in real time. The
system uses a client-server architecture, in which up to ten clients
exchange note events and graphical annotations through a central
server [4]. Body movement has also emerged as an important
interaction mechanism in collaborative musical systems. For
example, The Music Room maps couples’ body movements and
dance gestures to real-time music generation, treating bodily
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