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ELECTRONIC REVOLUTION AND ITS
EEFECT ON CLUB CULLIRE

Beneath the streets of iLondon, the Launch

party for Ninja Tune's new iom night
is aﬁout to begin, and the basement floor of
Turnmills is about to be turned inta a full-
on, multi-sensory clubbing experience.
Screens dotted all around the venue are
starting to fill up with images as numerous
projectors click into action, and an
assortment of film Loops, video tapes and
s(ides are slotted into place. It might
sound lLike a strange set-up to find in a
club, but here at Kungfusion, it is almost
as important as the sound system.
fFast-forward a couple of hours and you can begin to see why.
In the club's backroom, experimental film-makers The Light
Surgeons are transforming a performance by Ninja Tunes
supremos Coldeut into a dazzling visual At least a
dozen flash clips trom old kung fu films,
diagrams of military hardware and kitsch erotica into every
corner of the room. Next door, digital arts collective Hex are
using a Mac and a simple video mixing set up to bombard the
wilh animat ion and footage of uld-skool
It is an impressive display.
are not the first promoters to bring visual
their nights, of course, but they were one of
make use of a new generation of visuals creus,
The Light Surgeons, who have taken club visuals
onte a whole new level. These artists are using their work to
explore club culture in new ways and take it fresh
directions, which is where Kungfusion, club visuals and the
crews themselves begin to fit into a wider pattern.
Perhaps it only ever a matter of time before people began
find other ways of expressing themselves within dance
culture pding and making music, and in recent years
this exactly what has happened. An assortment of film=
makers, artists, designers and computer programmers who have
and dance music have started use their
in the scene as a means of experimenting with new
and technologies. And although such projects
still at early they could have the potential to
m the way we think about tulture.
s=fertilisation between dance music

shapes and forms. [t
left over from another era as
digital technologies that are transforming the creative
today It could just as easily mean using visuals to expand
the ¢lub environment as it eowbd-putting audio-visual elements

spectacle.
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onto COs. It is as much about experimgntal @rts groups, using
interactive media to challenge conventional  congeptions of
music as it is the wideo games industry selling aimiUar Vdeas
to the masses. But there is gomething going on here and dance
music is at the centre of itg

Maybe it is not a revolutign yet, But 1t Wwight be the
beginnings of one. The dance scene hag slways been driven
forward by the complex interplay between pedple, technology
and club but until now, it been in music
production that the most noticeable changes have occurred;
clubland's insatiable desire for new music inspiring producers
twist hardware for which it was never intended and
come up wWith new sounds. But as this process is extended into
new we could begin to see other aspects of club culture
develop as spectacularly as dance music has done.

1f this does happen, the effects could change the face of
post-millennial clubbing and take dance culture into exciting
new territory, as well as having implications for
the arts and entertainments industries. On the other hand, of
course, all this experimentation could amount to nothing. So
what exactly is going on here, and is it really a taste of
the future or just a short-lived fad?
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There i3 no need to look
how multi-media work can be used to open up new possibilities
for club culture. A npew breed of club visuals crews, such as
LAZY EYE, VEGETABLE VISION, ANTI-ROM, HEX snd THE LIGHT
SURGEONS have already been doing it Although the
idea of bringing wvisual is not a new one
itself, the work of world away from
the fractals-and-backdrops rave visuals that went
before. They have built into a complex art
which can add another out, and according
ta that is lLong over-
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Robin Brunson from Hex, it 1is

due .

“I'm always amazed that so many people go to clubs when all they
-is-o-DJd-end a dancefloor,” he comments. poople want a
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w'h-'l" the use in doh‘
highty cnn:cnlu.l -uri that only a small cligue of people can understand?™ K
“What we're doing is more about giving people control, letting them pl-;r-ﬂhwm
and questioning the relationship between production and :uﬂwmpucﬂ. which is
ml club culture has been uolng since its incopﬂoﬂ " A

1o “We're interested in taking ﬂm-nﬂt forms of content into clubs, bu!
w also creating a different audience for places like the ICA and the Barbican by
taking m.tul!ln there, and the art world needs to draw in different sorts of people

“ thlnh club
culture und. to inform the art uortd rnhcr than the other way around,” ¥
“Once things go into clubs, they just get subsumed into the night as a whole, whlch
is fair enough, but people like Eye-Kon and The Light Surgeons are doing some
incredible stuft which deserves to be shown where people can get a proper look at
=

ki “Our work isn't just wall paper and we do try and get a message across, but
clubs are social spaces and we don't want people standing around u:r-h:hmg aulr
chins, th«lnilng deeply M our visuals,”

e -As long as it dum’t b.ccmo high art, it's an We don‘t want m
Saatchis picking up on it and turning it into a coffee table thing, like what happened
with graffiti, -h-n the art -rorld turned it into an institution.”
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bit more these days, which is where we come in. We're going into

» -video and tompuler maging, but t
saphy of finding cheap, accessible equipment
it to your own needs remains the same whatever
1% used
"Viemlrylnolnslwuuoﬂothﬂtmdnn"mﬂhllhﬂ
technology to create interesting work,” Chris Allen emphasises.
“¥You can get really good images and put out powerful messages
without using high-spec equipment. It's about pushing limited kit as
tar as it will go, whether you're working on 16mm or an Apple Mac.
All these things are just tools and what really matters is whether
people can use them to get their ideas across effectively.”
the ast few decades, » constant flow of technological
has made entire formsats f film and TV equipment
4r therefore easily accessible to clubland®s DAY
And as the rate of progress
digita technology is
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“You've already got all these people making records in their
bedrooms on computers, and it would be easy for them to add a
visual element to what they are doing,” he reasons. “All you need
to do is put a video board in there and the cost of the boards is
coming right down, so very soon all these people making tunes will
be mahmg videos as well.”
wWa e has already put his plans into practice to create

T Logy, using a combination_ of vides and music

t blend audic and video samples into totally

now working on an
Hex based around the same idea. Mis

t music video. Me is




“With Hex, we do a lot of different work, but it's all linked up by the
fact that it's digital,” he ex; “Ewverything digital is coded in

ones and zeros, which means you can mix up everything that's
around you. You turn it into digital information and then spit it back
out again however you like.”

new media that
ady being used
dance s 5 4 » entertainment produc
same Hay that clb cuals ad evels to the
envi
One way r ) is capacity is by
vide fontag | o - ter r L n in conjunction wi L
ced COs Taudio
adding
the most

the dance

P08or"e

Rom and Anti-Rom have been
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i of experience
“Our work is aboul getting people involved, in the same way that
DJing does,” he argues. “When DJs get a record, they'll listen to it
a couple of times, then start thinking how they can mix it into other
records and create something with it. We're just trying to make it
very easy for people to get into music on that level.”
Roope 1% convinced there ! 8 | '
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ANDRE KTORI 1= part

cLuB v ALS: “The link between music and visuals is so obvious, but there are

still a lot of clubs that don't exploit it,”

“It doesn't have to mean the end of the DJ," “but it could

mean a new level of interaction between DJ and dance floor.”

“There's a unit called Sweeopstation in
Japan which is made up of people from Sony Computer Entertainment and Sony
music “They made the visuals thing you get with the demo disk and now
they've done Fluid- they've been working on it for years.”

(1) FLUID

“For young kids who are into clubbing and want to
emulate people like Goldie or Paul Oakenfold, this is the ideal way for them to get
inte it," “They might not be able to afford decks or studic equipment, but
the chances are they will have a Playstation.”

(2) BABY UNIVERSE:

(3) BUST A MOVE .
“This is more like a traditional game, but it's &
different form of gameplay,” “it's more esoteric than playing Tekken,
you're more interested in throwing freaky mowves than winning.”

(4) GENKI GROOVE :

(8) STOLEN SONG “it's got a plug in

that's basically a huge plectrum that you bash against a tennis racket or whatever,

and play along to the music,” 1
“We'd

Oasis or someone to get involved,”

(6) SPICE GIALS GAME:

“Technically it's superb, and If you replaced the Spice Girls
with say the Prodigy, you'd get a lot of older teenagers going for it as well,”
“Games like this and Fluid will open a lot of people's ey Record
companies and musiclans are going to be interested once they see what you can do
on ihe Playstation.”




experiment with interactive audio=visual work. Although

AudioRom use Enhanced CDs and the internet to get their work

out to the public, they have also developed other methods of

doing so. Concentrating on the idea of music as a communal

experience, AudioRom have developed installations that allow

groups pe le to engage with music collectively, using

Light b s to control what is going on, Jean-Michelle Jarre-

style. After testing the pieces in art galleries, AudioRom are

beginning to place them in clubs and the initial response has

been extremeéely posftive. Ktori explatins that combining musical

and social interaction in this way ¢ have powerful effects.

“The whole idea of a club is that it's a social thing, so we've come

up with interfaces that are a basis for social interaction, as well as

engaging with the music,” he states. “Any musician will know that

performing in a group is a wonderful feeling and you can get the

same effect with these installations. When it really gets going,

people interact with each other and the music at an intuitive level,

and that's musiclanship.”

Ktori views interactive music as much more than just a

gimmick, claiming it will grow into a huge market. His

ambitions extend further than putting installations into clubs

and he feels that AudioRom's work could have an appeal Beypnd

the dance scene. 1t seems interactive music may have important

consequences for the video games industry as well as for dance

culture, and AudioRom are already preparing to take advantage. on the face of N. a Playstation MIght seem a strangel

“As much as we're into dance music, we're also into the idea of to help people ek mor mUSIE, But then, whenl

pushing new forms of gameplay,” states Ktori. “We would like to think sbout it, ®essingh d with old cinems equipment

see the installations made into arcade games and the CD ROMs put sounds Like an unusual method of Uivening up the club

onto consoles. It could be a way of getting away from games where environment and #8 has still proved to be a very successful

you're just shooting the fuck out of something or trying to go faster one. There are 8lfeady enough examples arounditolshow "l#

than anyone else, and g into g that is more about and multi-medi® work of all varfeties can be used to explore

Gl“lmlﬂdmﬂlﬂ." ® dance Eulture Tn Tresh and exciting ways. The guestion is
where o things go from here?

SO es ctgbber‘s and cl"eat‘iv‘ To the people involved, the cross-over between dance music and
en

er tpulti=media is more than just a trend. The new and hybrid
idea of music-based games taking over from Tomb Rajder and @edia they are experimenting with share the same sort of

but in actual fast, the Games Qualities that have seen dance culture develop at such an

Tekken might seem far-fetched, 4
industry has already begun to pick up on the potential of *Yncredible pace, making the dance scene an ideal testing

interactive music, after the surprise success of PARAPPA THE ground for 'their work. Like these emergent media, dance
H.APPIII a Playstation game based around the adventures of a cultupe is progressi¥e and fast-moving, giving artists freedom
p hop hero' who players teach to rap. Although Parappa to tey out new ideas. and both are also being driven forward
allows players to interact with music at only the most basic i by increasingly rapid rates of technological innovation.
level, Sony”Computer Entertaifiment, who developed the title, Yas ‘well as making the dance scene a wseful environment for
have plans for games that will demand much greater levels of fBuch artists to experiment in, these factors alsoc mean that
creativity. ttheir work should continue to open new possibilities for dance
Sony product manager PIPPA DAY explains that the company are gulture in the future, and there is another good reason to
about to lalnch CREATIVE ENTERTAINMENT, o new range of belfeve that thereo is still plenty of valuable work ta come in
games designed to reflect a somewhat different form of goal- '“‘"ﬂ . As CHRIS ALLEN from the Light Surgeons points out,
orientation than traditional sports sims and beat-em-ups, the thing to remember is that things are still only just
Games released on Creative Entertainment will be about getting started, which means there should be some exciting
exercising players® imaginations rather than their fingers, developments waiting around the corner.
and finding satisfaction in creativity rather than “M you think about it, electronic music and hip hop are over twenty
competition. years old,” Allen muses. “We've been doing this for four or five

“The idea behind Creative Entertair tis to bi e to use years and we're probably still only getting to the level of the first

P

wmu-wmmmmmm | scratch DJs, It's still in the early st of devel t, and you
actually look at or listen to,” reveals Day. “Although, obviously, you Mmmmmmninlﬂlmdwwtnﬁmc'm
can still play about with them and have fun, these products are

about more than just gaming.” ll will be interesting to see if he is right, and we might
not have to wait too lLomg to find out. No-one is really

claiming that club visuals, digital media or interactive music
products are going to revolutionise club culture, but they are
already helping to take it off down some interesting avenues.
If you want to know how multi-media artists or new media
technology will effect the dance scene in the future, the best
thing to do is to take a look at what is happening today,
because the latest development is probably already happening,
right here, right now and right under our noses.

The first release on Creative Entertainment will be FLUID, a
music-based game in which players guide a dolphin around an
undervater Landscape, picking up samples which can then be
dropped into a number of different tunes. A game based around
sample manipulation is obviously borrowing heavily from dance
culture, so it is hardly surprising to find that the tunes on
Fluid are strongly dance-influenced and that it is being
marketed towards a club audience. But Pippa Day_ stresses that
the game is not simply a cash=in, and will actually put
something back into the dance scene.
Day points out that there is already a substantial cross-over
between clubbing and video-gaming. It i1s easy to see why; both
are highly interactive activities and it is probably not a
coincidence that they have become the two biggest leisure
phenomenona of the nineties. When the Playstation was
released, Sony targeted clubbers by placing consoles in clubs
and they have now become a familiar post-club Leisure
accessory. Day claims that games like Fluid are a way of
reflecting this, giving clubbers a product that lets them
become more closely involved with dance culture by giving them
an insight into music production.
‘ﬂuldltnq.ccnﬂﬂomdamnwmm-mndm

h is thing we think clubbers will de y be
interested in,” reasons D.n. “For some people, it could act as a
springboard to move into music production, but if people just want
to enjoy the game, that's fine. | know a lot of people use the
Playstation to chill-out after clubs and Fluid would definitely add to
that because it's so relaxing.”

“l think this is something that could
give people a start in music. If people
haven't got their own studio, they
want to know what it's like, and
they've got a Playstation, then this is
a good way to find out. | never
realised the Playstation could be
used like this, | thought it was just
about Formula One and Ace Combat
pllot, but this is creative, so It draws
you so much deeper into it. | think it's
got the potential to be the biggest

me since Tomb Raider, because it's
something so many people are
interested in and | would be
interested to see what they do next. |
would be up for letting them use one
of my tunes, if it was an old o
because it would be a cool thing to
be involved in.”




“I've only had it for a while, but from
what I've seen it looks great. | think it
will be brilliant for kids, because they
can make their own music, changing
the structure and everything. The way
| see it, if | want to get on there and
play around with it, then other people
will want to as well. | make music in
a real studio, but me and my partner Check out these realted clubs/events, people, products, web-site:
Steve Osborne couldn't wait to check

it out when we saw it - I'm thinking of

taking next week off to mess around KUNG FUSION:

with it! I'm going to get a few mates .

around who are nothing to do with
the music, get a few beers in and see e,
what we come up with. So it's not VISUALITY 2000

Just for kids, but it is a good way for X t

them to learn about making music s

before they go into the studio. I'd THE LASB: v

love to put one of my records on a L

game like this, because I'm always THE EMPIRE o ol e o ” -
interested in seeing what people do A . P e v Wwith | w00 BT
with my music, the more the better!”
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“I've got Resident Evil, Tomb Raider

and all those games, hgl it's nice to WILDLIFE l.-cl:l.'l.ms CO-ROM:
be able to play something that's . . F
relaxing - definitely something to ‘

chill-out with. It's something to have HEADER 2: '

fun with. if people are seriously eract
interested in making music they're
better off getting Cu-Base, but it
could definitely open people up to the DAFT PUNK WEB SITE:
possibility of making music. People Purc vicks

think it's really difficult to produce *SHIFT CONTROL' E-CD
dance music and this will open doors ot
just by letting them put loops
together and it sounding good, but
it's not like making music, because
there's no sequencing function. We'd
be up for Sony using some of our
music. You could give people the
parts of your track and let them play
with them. | suppose the ultimate
thing would be doing it over the net,
so that anyone could mix your track
and then you could listen back to it."

4 HERO LP/E-CD:

COLDCUT “LET US PLAY" CD ROM




