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1. Description of the idea (max. 2 pages)

BIRDMONIES is a live sound performance, interactive ritual, and
fechnological experiment that explores the disappearance of sonic
environment through human presence and action.

Staged as a hybrid between concert, installation and speculative
theatre, the piece places the artist at the center of a symbolic battlefield
between bioacoustics and anthropophony. Shaped as a live modular
sound performance that revives the songs of endangered birds through
analog synthesis and custom-built phonatory instruments, the piece
transforms the stage into a symbolic ecosystem where each birdcall
becomes a fleeting presence - fragile, beautiful, and disappearing. As the
audience moves, speaks, or intfervenes in the space, Al-driven systems that
receives data from sensors modulate the harmony: the environment
responds and degrades in real time, creating a shared ritual of sonic loss
and destruction.

Birdmonies is adaptable to different venues, from black-box theaters
to immersive sound art contexts. It offers a poetic, critical, and sensorial
approach to listening, grief, and environmental consciousness through
sound. The scenography consists of two opposing modular synthesizer
systems arranged laterally to the audience: one system reproduces the
phonatory behavior of birds, while the other generates anthropogenic
sounds - drones, engines, industrial textures-. Fully dressed in black, and
optionally wearing a LED mask (where a live image of each member of the
audience is reconstructed randomly and projected in real time using Al
facial tracking cameras) the artist stands between the two modular
synthesizer systems, embodying the symbolic and physical tension between
two opposing sonic dimensions: biophony and anthropophony.

This spatial configuration reflects the ongoing confrontation between
natural and human-generated sound, serving as a metaphor for our
continuous, often unconscious, intervention in the environment. The
performance becomes a representation of our daily personal struggle - a
silent battle in choosing how we inhabit the world and how we affect the
delicate balance between preservation and disruption. Lighting and fog
could be added together with a light projection system (video projection
orlasers)t o create an AR effect on the experience to visualize the presence
- and disappearance - of ghostly birds in the scenic space.
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https://youtu.be/44sOlzmPIv8

The more the public gathers, speaks or moves, the more the birds
disappear and the anthropogenic noise prevails. If sience returns, the
harmony may re-emerge. This interaction turns the public into both listeners
and disruptors of the ecosystem and guarantees the uniqueness of each
performance.

The expected result: everyone becomes the artist, and the artist
becomes a mirror of the audience on stage. His face disappears into
those who are watching him and the mask represents each of them.
This creates a powerful dramaturgical device, raising questions
about complicity, presence, and accountability.

Beyond that, Birdmonies is also a research-driven artwork: at each
festival location (Madrid, Sansepolcro, Belgium), the artist will investigate
the lost or transformed soundscapes, studying native bird and insect
species, as well as the contemporary anthropophonic footprint that
replaced them. These findings will shape the sonic and visual material for
each version of the performance, making Birdmonies a context-sensitive,
living archive of sonic disappearance.
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2. Estimated timeline (max. 1 page)

The production is currently in the research and prototyping phase. A first
modular synthesizer system has already been partially built to begin
exploring physical modeling synthesis applied to bird vocalizations as a
method of sound generation. In parallel, a curated bank of bird calls has
been analyzed in terms of frequency and spectral behavior, aiming to
understand the basic sonic qualities of each sound to recreate.

The next stage will involve locating and studying scientific literature and
reports on the physiology of bird vocal systems, ideally organized by
species. This will allow for a deeper understanding of the physical and
biological mechanisms that shape sound production in birds—formants,
resonators, airflow—and how they can be recreated.

Once this stage is completed, we will focus on recreating specific
cultural and sonic identities for each exhibition site (festival), by customizing
the biophonic and anfropophonic sonic universe based on local
particularities.

Once the complete sound system has been developed, we will
programme the interactive layer. Proximity sensors, sound level sensors, and
facial detection cameras will provide the real-time data required to drive
a system of action-reaction.

Finally, we will optionally implement a volumetric visual environment,
using haze and light-beam projection techniques. Visual CGIl will be
designed with Al-generated images for faster results using tools such as VEO
3, Gen-4 and Stable Diffusion Deforum, allowing dynamic, site-specific
customization of the visual layer.

Oct —Nov 25: Biophonic and antropophonic sound systems design: study,
design and testing. Construction and calibration of bird-voice mechanical
instruments and noise sound sources.

Dec 25 - Jan 26: Al systems design. Proximity reactive system integration
with sound sources. Image recording and screening on mask.

Feb - Mar 2026: Rehearsals and testing of interactive systems in different
spaces and conditions. Creation of exhibition panels and performance
info for media.

> Apr 202é: Final version ready for showcasing in MMMad Festival.

*June — Jul: Exploration of Sansepolcro sonic identities. Light design.

>> Final version ready for showcasing in Kilowatt.

**Ago Sept: Exploration of Belgium sonic identities. AR & Video design.
>>> Final version ready for showcasing in Cultuurconnect.

D s HIBLA WCUbe Rivmanp  Cowoli

kilowatt



Co-funded by
the European Union

DIGITALONSTAGE

DIGITALONSTAGE

Where the Stage Comes to You—YVirtually!
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