TONY BROOKS

HUMAN BODY FUNCTION DATA CAPTURE MAPPED TO REAL-TIME SYNCHRONOUS SONIC AND VISUAL MANIPULATION TOWARDS NEW MULTISENSORY SPACES AND ENVIRONMENTS FOR EXPERIMENT AND EXPLORATION.
“ O for a life of sensations rather than of thoughts”

Keats in a letter to Benjamin Bailey 22nd November 1817

“Take care of the sense and the sounds will take care of themselves”

Alice’s adventure in Wonderland (1865) ch.9

“Immodest words admit of no defeat, for want of decency is want of sense”

Wentworth Dillon, 1684.

My work has been utilised in performance (various dance, mime, puppetry, music events, movement artists), interactive installations (museums for modern art, open air events, Messe events, festivals) and conceptualised for use in corporate leadership training. It has also been experimented as the core of a European funded research project with persons with disorders (disabled, rehabilitation), the aged (multi modal interactions solo or with interaction with grand children) and in rehabilitation.

The work is constantly evolving while taking account of new technologies and the ever-increasing capabilities of the computer. The ongoing development and optimisation of the various human computer interfaces required for the concept and methodology is of paramount concern and is constantly being revised so as to innovate within the field.

I create a programmable space, which is an immersive environment. The space is interactive such that a body function, mapped through a computer interface, is capable of manipulation of multimedia feedback. The space, interaction sensitivity and multimedia are tailored for each individual. In this way a gesture can control sounds, lights and images in real-time.

The sensitivity of the interface is adaptable to the limitations and preferences of each individual. The interfaces are mostly non intrusive and indiscernible with the aim that the space be an intuitive space for exploration.

The feedback utilised within the immersive environments created in the concept is targeted at multi-sensory stimulation of the participant. This motivates through the neural pathways which neuropsychologists have termed as stimulating the afferent/efferent (sensory/motoric) loop – see fig 1 below. 
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The various feedbacks are tailored to each individual so that in training a familiarity is developed so that preferences, limitations, and desires are acquainted. A favoured sound, colour or image may begin the initial sessions with later adaptations to accommodate observed interaction. The synchronous quality of the feedbacks is a main part of the ongoing research. That is to say that the question of what colour should match what sound, whether a correlation between frequencies, timbre, hue etc., is in fact relative to the created environments so as to ensure highest potential from the interaction.

The observed interaction within the space guides the trainer towards the programmable elements of the environment. The resultant “flow” state that is observable from the interactive stimulation enables a higher level of participation from the individual thus attains possibly his or her greatest potential at that moment in time. The term “flow” has been coined also in regards to the effect of immersive computer games.

The process (and questionably the more quantitative aspects) towards improvements for the individual comes about through the system being able to adapt to each situation as and when it occurs within the interaction so that a constant “interesting” experience is immersing the participant. The optimum towards progress for the individual is where the system is able to achieve a “challenge/success” loop such that a sense of self-esteem is ongoing. This higher sensory perception is only achievable in the initial phase from close observation and influence from the trainer.

The exploration of the higher nuance of sense (out of compensatory necessity), which has been attributed to certain persons with a disability, gives a foundation for researching if all are able to approach such sensitivity. The effect that each sense may have on another is ongoing research with new technologies enabling more detailed investigation of the human brain and body.

Within the virtual interactive spaces the methodology often suggests to a participant that they close the eyes. Then a listening awareness of the body in space is trained. Similarly earmuffs are used to train body awareness through visual perception. Although this is a basic exercise it points towards the potential of a multi-sensory space that can be tailored for each individual. Such a space (or environment) will prove to be rich as a research resource. 

The work to date, which began in the mid eighties, has been utilised in two major European projects. It has been Globally presented in major international events and conferences. The collaboration with Raewyn Turner and her methodology brings another added dimension to the possibility of achieving aspects towards a higher quality of life for certain people. Off shoots from the research could have implications in (for example) Artificial intelligence, Virtual Reality, Performance and other current hot subjects?
