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As the contemporary approach to generative art, Metacreation 
involves using tools and techniques from artificial intelligence, 
artificial life, and machine learning to develop software that 
partially or completely automate creative tasks. Through the 
collaboration between scientists, experts in artificial intelligence, 
cognitive sciences, designers and artists, the Metacreation Lab 
for Creative AI is at the forefront of the development of gener-
ative systems, be they embedded in interactive experiences or 
integrated into current creative software. Scientific research in 
the Metacreation Lab explores how various creative tasks can 
be automated and enriched. These tasks include music compo-
sition, sound design, video editing, audio/visual effect genera-
tion, 3D animation, choreography, and video games design.

Besides scientific research, the team designs interactive and 
generative artworks that build upon the algorithms and research 
developed in the Lab. This work often challenges the social and 
cultural discourse on AI. This portfolio presents a selection of 
performances and installations produced by the Lab members 
and their collaborators in the last few years.

metacreation.net
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REVIVE 
REVIVE is the live interaction between the musical AI MASOM, 
electronic musicians, Kıvanç Tatar, and Philippe Pasquier and 
generative visuals by Remy Siu. MASOM (which stands for Musical 
Agent based on Self-Organizing Maps) is a musical AI that has learned 
electroacoustic and electronic music by listening to a vast quantity of 
it. For each musician, a corresponding visual agent puts its sound and 
musical decisions into images thus revealing the musical gestures 
that are so often lost in electronic music performance.

PERFORMANCES

CHI2018, SAT (Society for Art and Technology), 
April 2018, Montreal, Canada

Mutek, SAT (Society for Art and Technology),
 August 2018, Montreal, Canada

ICST (Institute for Computer music and Sound 
Technology), ZhDK, December 2018, Zurich, Switzerland

Living Things Festival, Okanagan Art Gallery, 
February 2019, Kelowna, Canada

NYCEMF 2019 Electroacoustic Music Festival,
June 2019, New York City, USA

CREDITS

MASOM – AI performer
Kıvanç Tatar – performer / developer audio
Philippe Pasquier – performer / system design
Remy Siu – collaborator / developer video

IMAGE CREDITS 
left: SAT, Montreal; right: Mirjana Prpa
cover and back: Ashley Gesner





 iOTA 

iOTA is an audiovisual performance that integrates the visuals 
and motion of Ouchh, with a soundtrack generated by a musical 
AI called MASOM. MASOM stands for a Musical Agent based on a 
Self-Organised Map. The agent uses machine learning and is trained 
using the music of Turkish composer and Audiofil director Mehmet 
Ünal. The agent receives events from the visual mapping program 
so as to maintain synchronisation. 

CREDITS

Ouchhh  – Visuals programming
Audiofil – Music composition
Kıvanç Tatar and Philippe Pasquier –
AI design and programming

IMAGE CREDITS 
this page: Ouchhh
next page: Philippe Pasquier

PERFORMANCE

Ars Electronica, Deep Space 8k,  September 
2017, Linz, Austria
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RESPIRE

Respire brings together a virtual environment (via head-mounted 
display-HTC Vive), embodied interaction (via a respiration sensor), 
and an intelligent musical agent to listen to breathing patterns and 
generate the sound with affective properties. Built upon mindfulness 
principles,  breathing is utilized as an object of the user’s 
attention through impermanence of virtual landscapes and audio 
environment. The changes in Respire are generated directly from 
changes in breathing patterns, as the user becomes aware of their 
breath and the agency they have in the environment.

EXHIBITIONS 

Pulse Breath Water, OneArt Space, March 2016, New 
York, USA

P.O.E.M.A, OiFuturo, July – August 2016, Rio de 
Janeiro, Brazil

Pulse Breath Water, MUTEK VR Salon, November 
2016, Montreal, Canada

Respire, Art.CHI, April 2018, Montreal, Canada

Respire, Digital Carnival, September 2018, Richmond, 
Canada

CREDITS

Mirjana Prpa – art direction, VR design
Kıvanç Tatar – art direction, audio and AI design
Philippe Pasquier – system design

IMAGE CREDITS
this page: Mirjana Prpa 
next page: Sheng Ho
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EXHIBITION

Audain Gallery, Goldcorp Centre for the Arts, June 
2014, Vancouver, Canada

ISEA, Museo Arte de Caldas, June 2016,  
Caldas, Columbia

The piece exists in an initially empty digital canvas, a prayer dial, and 
an electroencephalogram (EEG) headset. The user is invited to wear a 
headset and select from one of the eight most predominant religions: 
Christianity, Islam, Agnostic, Atheism, Hinduism, Chinese Folk and 
Confucianism, Buddhism, and Animism. The user is then invited to 
pray, meditate or focus and the system analyzes the user’s brain-
waves for activity. As the user reaches the appropriate mental state, 
virtual agents, a few pixels in size, appear on the canvas and start 
painting an iconic image representative of the chosen belief system. 
The more focused the user is, the faster the agents work, the more re-
laxed the user is, the larger the agents are thus impacting the canvas 
more.

PrayStation

CREDITS

Justin Love –
System design, electronics,  and visual programming
Philippe Pasquier – 
System design and audiovisual programming

IMAGE CREDITS
this & next page: Justin Love and Philippe Pasquier  
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ZETA 
Named after the sixth star in a constellation, Zeta is a touch-based 
interactive audio-visual installation artwork made for the custom 3D 
touch interface at the Immersive Lab of the Institute for Computer 
Music and Sound Technologies (ICST), Zurich University of the 
Arts. The artwork creates an immersive, multi-user environment 
that encourages paticipation in the generation of an abstract audio-
visual space. The custom touch interface combines surround audio 
(16 speakers ambisonic) and panoramic video with full-screen touch 
interaction. 

EXHIBITION

ICST (Institute for Computer music and Sound 
Technology), ZhDK, December 2018, Zurich,
Switzerland

CREDITS

Kıvanç Tatar – Developer audio and visual  pro-
gramming
Philippe Pasquier – Audio curation and AI training

IMAGE CREDITS
Philippe Pasquier





Theta is a facade projection piece that integrates the visuals and 
motion of Ouchh, with a soundtrack generated by a musical AI 
called MASOM. MASOM stands for a Musical Agent based on a Self-
Organised Map. The agent uses machine learning and is trained 
using the music of Turkish composer and Audiofil director Mehmet 
Ünal. The agent receives events from the visual mapping program so 
as to maintain perfect synchronisation. 

PERFORMANCES

IMAPP 2017, National Congress building, Septem-
ber 2017, Bucharest, Romania

ARTECHOUSE, March 2018, Washington DC, USA

Circle of light festival, October 2017, Bolchoi Thea-
tre, Moscow, Russia

CREDITS

Ouchhh – Visuals
Audiofil – Music composition
Kıvanç Tatar and Philippe Pasquier – 
AI design and programming

IMAGE CREDITS
IMAPP (youtube video screenshots)

THETA 





LONGING + 
FORGETTING

Longing + Forgetting presents the idea of generative choreographies 
amongst multiple video agents, or ‘digital performers’. Using a 
simple movement ‘alphabet’ that borrows from Laban concepts such 
as effort, weight, and space, the 12 physical performers were filmed 
traversing a climbing wall. This resulted in thousands of video clips 
which were then analysed and tagged according to basic movement 
properties. As such each video agent comprised of many fragments 
of movement, which are stitched together with rules that govern their 
goals and actions.

EXHIBITIONS 

Surrey Urban Screen.Surrey Art Gallery, January - 
May 2014, Surrey, Canada

Beyond Festival, ZKM, September 2016, Karlsruhe, 
Germany

Art.CHI, May 2017, Denver, USA

CREDITS

Philippe Pasquier – artistic direction and 
sound design
Thecla Schiphorst – artistic direction and
 choreography 
Matthew Gingold – 
artistic direction and visual programming (OF)

IMAGE CREDITS
Matthew Gingold


