
BRUNSWICK
BEATS
A MUSIC MAKING 
INTERACTIVE PROJECTION EXPERIENCE
IN PLAYABLE CITIES BRUNSWICK



MUSIC AND CELEBRATION
BRUNSWICK BEATS is an interactive projection-mapped music creation 

game. It allows players to interact with the urban environment 
(or game controllers/drums/guitar) to generate sounds that also 

create floral and nature elements projected onto the environment. 
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The key area for the Music and 
Celebration badge for the Playable 
Cities Brunswick walking tour.

The Saxon St. Library building’s 
surface is the chosen site for 
Brunswick Beats to hark back to the 
Library’s previous history of being a 
dance hall. Connecting people with 
the universality of music and 
performance.

The project’s aesthetics stems from 
the Brunswick community’s value and 
appreciation for little pockets of 
nature amongst the urban structures 
of Brunswick. To allow people to play 
music, and “make” nature out of the  
urban environment. 
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REFERENCES & CONTEXT
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The Hangout focuses on sight, sound, and 
touch to spark creativity, exploration, and 
free-choice learning. 

The playable environment uses touch sensor 
technology to trigger sounds when one 
touches the tops of the cylinders. At night
the installation illuminates the block with 
sequenced lighting, The space was designed 
as a place for the community to gather and 
simply hangout.

(THE URBAN CONGA 2017)

THE HANGOUT 
(THE URBAN CONGA 2017)

Projection Mapping, Conductive Ink, 
Interacitve Art Music Playing Wall, a fun 
Interactive touch wall painted with 
instruments recognizes hand touch, plays 
the sound of instruments and maps colors. 
Children can easily play various kinds of 
instrument without physical constraints. 

(RAONSQUARE 2016)

PLAYDODO
(RAONSQUARE 2016)

The seasons change gradually across the 
installation space.A seasonal year of flowers 
blossom according to the changing seasons, and 
the place where they grow gradually moves.

If a person stays still, the flowers surrounding 
them grow and bloom more abundantly. If 
viewers touch or step on the flowers, they shed 
their petals, wither, and die all at once.

The interaction between people and the 
installation causes continuous change in the 
artwork: previous visual states can never be 
replicated, and will never reoccur. The picture at 
this moment can never be seen again.

(TEAMLAB 2017)

FOREST OF FLOWERS AND PEOPLE: 

LOST, IMMERSED AND REBORN

(TEAMLAB 2017)
Flower Beats is an audio-visual interactive 
animated flowers and plants growing prototype 
using a Rock Band Drum Kit (input controller), 
Resolume Arena (animation, interactions), 
rb2midi (Rock Band Drums kit bridge to pc), 
loopbe1(music output as midi inputs).

The eventual idea of making flowers and plants 
move and react to inputs and music is from a 
research suggesting that sound, music, and its 
vibrations stimulate plant growth. I wanted to 
play with the information on these findings, and
see how I can translate it through my process of 
rhythmic music created by a person in real-time.

(TOLENTINO 2019)

FLORAL BEATS
(TOLENTINO 2019)







KEY METHODS AND TECHNOLOGY

EMERGENT COLLABORATIVE EXEPERIENCE

MUSIC & SOUND 
GENERATION/PERFORMANCE

INTERACTION DESIGN

COMMUNITY ENGAGEMENT

PROJECTION-MAPPING
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UNITY (INTERACTIVE DESIGN)

RESOLUME (PROJECTION-MAPPING)

C4D / AFTER EFFECTS (ANIMATIONS)

MAKEY-MAKEY (ALTERNATIVE INPUT)

METHODS TECHNOLOGY

Projection-mapping from Funktioncreep.com




