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BATC concerns materials and technologies not yet available. My use of such speculative engineering 
is concerned with the final product, an abstract sculpture, a functional building, or a sensory experi-
ence.It is also concerned with the disparate raw components that are synthesized together to 
create such a possible finished creation.The extraction, amalgamation, and transportation of these 
yet-unknown resources play a critical role in BATC. I started working on this transmission of theoret-
ical architectural materials in the early days of March 2020. I worked manically on the piece as I ad-
justed to the new temporal and mental shifts brought on by Spring 2020. Laboring with the sonic 
mass I had accumulated was more an act of stress release than an enjoyable process of composing 
music. As much as I tried to manage the chaotic job site, I eventually abandoned the work. I found 
the dense material was unmanageable and unlistenable. 10 months later, I ran across the project 
folder when I was looking for source material to input into a new audio processing technique. With 
this new method of modulation, I could alter the pitch and timbre of a sound in an idiosyncratic 
manner. Working at the frame rate level, this method allowed me to stretch, modify, and transform 
an audio file in extremely subtle ways. With this type of processing, the mess I had walked away 
ffrom slowly became the structure I had previously envisioned. The construction and transmission I 
was striving for could finally be achieved. 32 minutes of audio frame modulation and custom modal 
synthesis coalesce to form a dense yet simple aural glare.

When construction on a large building begins, the core and outriggers are visible from the start. 
The spectator, standing at a distance on the street, behind fences, watches as the foundation is 
poured, formed, and constructed toward the sky. Our job as the audience is to project or impose 
a narrative onto these actions and materials. The actors in this theater are human, raw materials, 
machines, corporations, state offices, bureaus of labor, and the caloric generated energy. They all 
perform their roles until the completion of the work. Keeping this in mind, the sounds on the cd 
start quietly. Once you do start hearing tones and texture emerge from a digital nothingness, my 
hope hope for the listener is to avoid attaching linear and narrative thoughts to the sound. My advice is 
to think about a multi-channel apparition that is not concerned with the audience's ears. A per-
formance no longer concerned with performance. You are in an old theater, seated in plush seats. 
The ornamentation is leafed in gold, faded and lovely.  A new audio beamforming technology 
(which does not currently exist) is placed in key positions throughout the room. These strange 
speaker-like objects project audio to a pinpointed location on the stage. “Project” is the closest 
word I can use to describe how this new technology handles sound. This piece is concerned with 
what happens on the stage. The sonic beam traveling past you is perceptible, important and fun 
to pay attention to, now and again. However, this technology is primarily concerned with what 
happens when the different rays converge at center stage. This is where you, as a subjective lis-
tener, can do whatever you please. Emanating from the stage, a sonic production. The scene is 
set for you to encounter any number of forms: abstract algebra as narrative, psychotic sensory 
drama, rule based compositions, futurological odes and fugues, formalist design flaws or whatev-
er you may fancy. Enjoy!


