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SOUND - 2026

sediment

FIELD

VERSION

TECHNOLOGY

SOURCE

Sound — corpus-based composition and live
processing

1.0

Python (numpy/scipy, aiohttp), browser Ul, ffmpeg;
Windows/macOS self-installer

sediment-1.0.zip

A composition environment that treats a folder of recordings as a corpus. Every file is analysed into frame-level
descriptors (loudness, onset density, pitch and pitchedness, spectral shape, chroma and key, stereo width, an
MFCC-derived timbre space); pieces of arbitrary length are then re-ordered according to explicit ordering prin-
ciples — sorting, gliding, contrast, morphing, formal clustering, Markov grammars learned from the sources,
serial rows, modal and harmonic retuning, audible sorting algorithms — and rendered as high-resolution audio
with a full event log. A picture add-on cuts frame-exact video to the resulting sound. The tool makes the order-
ing itself the compositional material: structure becomes audible as process.
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sediment-live

FIELD Sound — corpus-based composition and live The performance branch of sediment. Up to eight lanes hold composed material that can be looped, stuttered,
processing . _ . .
re-sorted and transformed in real time; the timbre map of each lane becomes a playable surface on which ges-
VERSION 1.0 ) ) )
tures are drawn, recorded and recalled. Sets store audio and state, MIDI learn binds every control. Designed to
TECHNOLOGY Python (aiohttp, sounddevice), Web Audio/browser Ul, . :
. run alongside a DAW in concert.

SOURCE sediment_live.zip
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sediment:-fx

FIELD Sound — corpus-based composition and live A realtime effect unit applying sediment's ordering modes to live input. Incoming audio is written to memory

processing . . . . . . .
and analysed as it arrives; up to eight lanes re-order pieces of the immediate past in time and route them to

1.0
ceeer arbitrary discrete outputs. Architecturally it separates a compiled, allocation-free audio body from an analysing

TECHNOLOGY Python, numba-compiled audio engine, shared-memory

audio process, ASIO/MWASAPI/CoreAudio brain’ that schedules events ahead, which makes multichannel operation at low latency possible.

SOURCE sediment_fx_1.0.zip
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delay I 0.00 ms FOLLOW THE INPUT tIim
spray —A 250 ms gate ats . i .
0.0 dB on | mirror * 1-ini - » 1-2 M s ) cap | 0.0
envelope | 0%
ons 50% . .
on | mirror * 1-in1 - + 1-2 M) S)(cap | 0.0
lane routing engine
AUDIO B2 TIMING - CPU 23 MASTER
host ALSA lookahead — 20.0 ms master | 0.0 dB
in default - 64 ch
out default - 64 ch max voices e 160 limiter @
,,,,,,, ouTPUTS & rate 48.0 kHz i
; cpu guard ceiling — 1] -0.3d8B
_ block driver
| oo latency in 8.0 ms - out 5.0 ms the audio engine runs in its ! REVERB
e e | | | | (0Dl engine ready (compiled in 4.34s) process. the cpu view in the Jer: Tl = system
12345678 910111213141516171819202122232425 2627 282930313 line = busiest core, bar = audio engine (share of its size —| 60%
8 min master I 9.6 dB reverb Change dBViCE - time per block
e , decay — 3.50 s
© 64 4n - 64 out - 48.0 k | | @:ﬂﬁgg = iu-gé.aa _l égg%zéwémm midi learn 2 ®rec damp I 45%
nputs + | 1 @ sean v 1-in1 v — 2/s > 12 u)(s)(cap) 1 0.0 e return I—‘ -6.0 dB
on mirror v 1-in1 - > 1-2 L] s cap I 2.0
= . ‘ freeze hold
trin on | mirror v 1-int - +1-2 M)(s)(cap 1 0.0
o:e.dB on | mirror ~ 1.in1 - 3 1-2 n)(s)(cap | 0.0
1 ons 50%
on | mirror > 1:ini - > 1-2 M)(s)(cap 1 0.0
ks = - on | mirror ~ 1-in1 - 3 1-2 M)(s)(cap 1 0.0
trim
0.0 a8 on | mirror - 1-int - >12 n)(s)(cam) | 0.0 9
1 CES on | mirror > 1.in1 - > 1-2 M)(s)(cap 1 0.0
lane routing engine
1 2 3 4 5 3 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 ¢
LN |
HE
lane 1 - scan s EE
HE
[ N |
| BN |
HE
HE
[ N |
HE
reverb [ B |
fat. clck/ Grag i g 0w | channet = mare, i EraEaorbes T anAeLrder dry: thel 1 OUTPUTS
0.0 dB
OUTPUTS a.a dB
12345678 9101112131415161718192021222324252627 28293031323
| o.0de
L — ) )L L 8 min master | 9.0 dB reverb
1234567 8 910111213141516171819202122232425262728293031
8 min master ] 0.0 dB reverb



SOUND - 2026

sediment-pod

FIELD

VERSION

TECHNOLOGY

SOURCE

Sound — corpus-based composition and live
processing

v3

C++ firmware for Electrosmith Daisy Pod (STM32H7);
host-side offline renderer

sediment_pod_v3.zip

Firmware that ports sediment - fx to the Electrosmith Daisy Pod. Stereo line input is held in 87 s of memory; six-
teen ‘moves’ (scan, loop, sorts by loudness, brightness, pitch, noise and flux, mirror, shadow, glide, contrast,
drift, onset, grid) re-order pieces of it. One knob spans the grain continuum from 2 ms buzz to 2.5 s wash, the
other controls the move. Plate: spectrograms rendered offline from the firmware's own engine on a radio

recording.
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PICTURE-BOUND SOUND - 2026

ligature

FIELE Picture-bound sound — audiovisual scoring Reads a video frame by frame and builds a soundtrack from a sample folder. Image descriptors — brightness,
TECHNOLOGY Python engine (numpy/scipy), HTML/Web Audio UL, hue axes, motion and its direction, edge density, cut impulses — are routed through a modulation matrix to
imageio-ffmpeg _ . o . . o o

granular parameters: which sample sounds, where in it grains are read, pitch, grain size, scan speed, filtering,

SOURCE 261006_ligature.zi " : :
= P space and stereo position. Picture and sound are bound sample-accurately; regions can be re-rendered locally.



Iié;ﬁlfii??f video-bound scoring

source 1280=720 - 25.008 fps - 808 fr
[/srv/tw/video/abstract.mp4 -
analyse / open recent projects w

sampf:'_'s
/srv/tw/corpus -
analyse folder all |  none

sampfe space tone » -+ grit @

dots = samples (size: activity). rings = what
each layer is playing at the playhead. the
image moves a target through this space.

frame 180

lanes | brightness - | hue redwcyan - | motion » | detail / edges - | pitch - | lowpass : + lane

fit

brightness

» play

loop

00:07.20 / se:32.88 undo

redo

final »

cpu =essm 1080% engine

ui 0.08/8ms -

o

S

audio idle

B% - 153MB

hue red«cyan

0e:168.60 Pe:15.08

00:28.00

drag

motion

mark

wheel = zoom

shift+wheel

scroll

00:30.00
)

render soundtrack - failed
load a sample folder first

detail / edges

pitch

LUWPda s

no-render—yet o

regions 0 placed

g5 -rander

drag on the timeline to mark a part to redo

enter | regenerate - click a region to select it

mapping layers engine
preset | — load preset —
= @
a N
[
=S ) B @
o - o
= e A > L = N
g £ = v O @ @ +
= @O W £ L = = = 4
L B N L o v @& @ -
a2 o ;e n L & oQoE
brightness
contrast
flicker

balance L«R %
hue redscyan
hue yellow=blue
colour shift
saturation
warmth =
colourfulness
detail / edges
sharpness
tonal entropy
motion

motion ~ -
motion 4 T
zoom outein
rotation

H B B H B

motion pos x
motion spread
motion coherence
frame change

cut impulse

drag a cell up/down

Lowpass

highpass

resonance

drive

sensitivity - B
base values

pitch i B B.58 scan speed
grain size [ ] .50 density
spray B 8.12 reverse
level [ ] .80 pan

width - B 0.58 Tlowpass
highpass | | 0.06 resonance
drive | B 8.00 chorus
pulse B .00 echo
reverh - B 0.30 space size
match - tone | | 08.58 match - agrit

match - activ.. - B 0.50

fx

mutate

chorus
pulse
echo

cxpore

random

reverhb

space size
match

double-click toggles - right-click clears

+ tone

clear

match - grit

match - activity

- height

match

1.00

value with zero modulation

match - height

0.25
0.50
0.e0
0.50
0.85
0.08
0.08
0.086
0.40
0.50
0.50



render soundtrack - failed

render soundrrack - failed

> play | loop 00:11.00 / 0:32.06 undo  redo | final v e N e Toaalalenn
e i fudte st S 7 g cpu =esss 108% engine i 1% - 153MEB
- » play loop | 00:17.00 / ee:32.88 vundo  redo | final w P pals :
mapping laye ui 0.8/8ms - @ audio idle load a sample folder first
[ | lay:rri »
role t erppmg Jlf,i’i’g’}'_\'
match rank [ ]
‘ transpose
gain
e grain scale y . 3
— motion gate ['] Cha!n order: drive = h
_ .,'—Il l pan spread
_B yd | drive || filter ‘| chorus |[
| | Jaycrz ¥
role t amounts are modulation destinat

each unit.

match rank
transpose
gain

grain scale pulse rate (Hz)
motion gate [ |
pan spread

echo time (ms)

- - .
T
| | \
! “'\

drag = mark - wheel = zoom - shift+wheel = scroll

lanes | brightness » | hue redecyan - | motion ~ | detail / edges « | pitch - | Lowpass » ) + lane v space short (5)
W layers
space long (s)

fit

role «

30:15. 0 9:20.00 99:25.00
) g w 1 L " T |G T . & match rank
!@; i - e . o | R = transpose

) = - 1 gain

grain scale

damping

brightness

hue red-cyan ;
= — motion gate

master

notion = pan spread

detail / edges

pitch B layer s
’ glue comp
target LUFS

ceiling dBFS

o

role g
match rank a
transpose

gain
grain scale
motion gate [ |
pan spread

normalisation gain is measured
region, so re-generated parts ¢

+ layer a . ] i ‘ " . .
body continuous granular . 3 " _. : - = ‘ ' 3 A . . f
ame 425 S cma i1 : J - . B , T —

grains, follows motion po

rank = which match (1 = ¢
how much the layer is sil

nes  brightness « | hue redscyan =  motion = | detail / edges = | pitch =1:luwpa$$ fi + lane v drag = mark - wheel = zoom - shift+wheel = scroll

regions 0 placed - drag on the timeline to mark a part to redo - |enter | regenerate - click a region to select it =it

- . Q T

L

. = - = B U s 100% engine 0% - 153MB render soundrrack - failed
> play | | loop | 00:14.00 / 00:32.00 undo redo | final w ui 0.68/6ms - B audio idle load a sample folder first

mapping layers

response
adaptivity ghtness
follow (s) [ ]

cut sensitivity I re UHCYSH
at cuts hard

onset sensitivity

:ion
- —————. - |

adaptivity 8 = absolute scales
video’s own range (subtle changi

smoothing = no lag, sound stays a l.L f e d':] es

pitch eh

range st

quantise of f Pas

root st
glide (s) a8
align tonal samp.. [

rame 350

anes | brightness - | hue redecyan - | motion detail / edges - | pitch ~ | lowpass = + lane v drag = mark - wheel = zoom - shift+wheel = scroll selection

min dwell (s) |
— blend time (s) 1
s hysteresis [ ]

T 011 0:26.0
e - 7 Ty 3 S A =
e GG - dedil - T T
il S 3 q g - target smoothing [ ]

ightness -
- position match

fit

e red-cyan 1
bpedooyan: ] | 1ayers avoid sam.

tion
position match = grains are pul
matches the image (concatenativi

tail / edges

tch
L regions
splice fade (s) | | ’
mutate routing | ]
seed
1 new seed

gi()ns 0 placed - drag on the timeline to mark a part to redo - |enter | regenerate - click a region to select it

gions O placed - drag on the timeline to mark a part to redo - |enter | regenerate - click a region to select it



PICTURE-BOUND SOUND - 2026

sortcut

FIELD

VERSION

TECHNOLOGY

SOURCE

Picture-bound sound — audiovisual scoring
1.0

Python (numpy, OpenCV, torch/CUDA: CLIP, YOLO,
RAFT, Depth Anything, MediaPipe), browser Ul,
NVDEC/NVENC, OpenTimelinelO

260929_sortcut.zip

A generative montage system for surveillance footage. Every frame of every camera is described once —
colour, light, motion and optical flow, presence, composition, CLIP semantics, detections, faces, pose, depth
and real clock time — and the material is then cut by sorting rather than by chance: 74 presets in families such
as perceptual, continuity, semantic, surveillance, people, faces, image, depth, time, structure and audio. Con-
tinuity constraints, curve readings of every ranking and a use-once rule turn sorting into editing; each render is
reproducible from its sidecar (CSV, OTIO, JSON) and can be streamed as OSC for sonification.



[sIv/tw/ccty

sortcut

SOURCES

INGEST RESCAN

= 01 camO1

144

ALL NONE

L

1280x720 - 240 T - 1.00 fps
time: index
g 1 I I J 1 ]
o2 camO2
1280=720 - 240 T - 1.00 fps
time: index
I [ —
; - 03 cam03
L | 1280x720 - 240 T - 1.80 fps
)’_ " time: index
1 1 I I | |
»1 cam04
- 1280x720 - 240 T - 1.00 Tps
i time: index
x4 1 I 1 1 |
ns camO5
1280=720 - 240 T - 1.00 fps
time: index
s ¢ 1 1 7 ] |
ve camO6
1280=720 - 240 T - 1.00 fps
time: index
1 1 1 I 1 ]|
INGEST OPTIONS
ANALYSIS 7/12 COMP
m color 5
m  motion
m background &
m structure
m flow
m embed f
m rarity
ANALYZER OPTIONS
redo ANALYZE

0O E

CHROMATIC DRIFT

|

PLAY

< START

CECOLOUR

PER FRAME

0:80.2

BROWSE

m loop

OPEN

— SORT KEY

|0:00.4

| CUTS

~ Al
- MV

4

40 UN

TS =+ 1440

=

485

STEP 0.014

1/ 1440

100 %

UNIQUE - 0.145

N

0:00.0 / ©:48.0

PARAMETERS
METHOD
& method

— &

It

UNIT

i

rank all units by one feat

curve

key

desc

curve

cycles

circ start

circ deg

gray mode

chroma min

INUITY

once
tight

cont space

unit
grain len
grain jitter

grain dir

event signal

event q
event min
event max
event pad
event merge

scene q

RENDER

CPU ONLY NVDEC  NVENC
JOBS
sort by feature -

ure, then read the ranking along a

hue_dom — dominant hue =+

on off
linear -
-| 3.0

aute fixed

end start drop keep

—] 6.0

on off
I ©.90
color+lL,a,b

frame grain event scene

{ 8
| 0.00

forward reverse pingpong
random
motion bgdiff persons

fg_area objects

el L

[pv]

Wpe =y S
[




BROWSE  OPEN

BROWSE OPEN

CHROMATIC DRIFT

L NONE
IMPOSSIBLE CAMERA 1440 UN 2 1440 F UNIGL 1
" 51440 F
00 fps i o . — -
® ¥ »
o L} f.
'
: NONE i i
P
= . " r
00 fps 4 '.
4 . >
—-— & '! ".
[ | i i
L . . 4
00 fps (4] Tps .' F
i
- i
= e i J 4
v y
| | ¥
- —_— - r r
20 fps \ ’ .
i 5
B o
- L o —.4__ i &
™ — 4 ’
-
00 fps 2@ fps - -
- -
L] -
00 fps *
-
u -
08 fps 2
L]
—_—
- -
PAUSE  © START x.25 x.5 x1 x2 =4 m loop 1320 / 1440  0:44.0 / 0:48.¢ .
-
. -
- .
- -
. - e— . - \‘
ORT KEY | CUTS —— - e -
- *ﬁ -
- A
»
. — | | ‘
-
-_e * i
1
.
-
ctv BROWSE OPEN -
- -_—
4 SEQUENCE EXPLORE RENDERS
ALL  NONE = "
PRESETS -
= PERCEPTUAL ANTIC FACE TIM
240 f - 1.00 fps
01 chromatic drift 18 prompt: empty - crowd ) - eve line ¢ oneday |
= = - ® .
chromatic drift - grains 12 prompt: weather ock - head turn STRUCTURAL .
- 03 lab path 0 prompt: waiting k - morph . hue x light hilbert o =
240 T - 1.00 Tps . . . g v
synthetic day 2 unsupervised axis semantic spiral '
= — =) synthetic night 22 principal axis converge BIg -
o 95 motion swell typology smile 4 fractal brightness cam@3 - f85 - key 9.123 [ =i '
S L 0 motion breath 2 object chain ©oey 6 light then colour -~ & . &
GI/E
— - 08 stillness SURvERA S ehris than place
. CONTINUITY sxprassionihiyine verticals 6/6 PAUSE 2 START .26 =.5 =x1 i ® loop 412 [ 1440 @:13.7 [/ ©:48.
240 T - 1.00 fps impossible camera ghost IMAGE 5 wall - per cam brightness
T - o impossible camera - composition rarity > void 2 noise canon - 4 screens
match cut 22  rarity - only anomalies 50 texture scale i
5 10
240 f - 1.00 fps match cut - semantic 25 panopticon focus pull o audio: loudness = light
= - anti-continuity 3¢ panopticon - long stare 52 rotating world audio: brightness - motion
drift apart 31 absence 5 visual weight > audio: stutter Lol e
L]
15  motion relar 3 only absence monochreme = polychrome . - ST r = ~a
240 - 1.00 fps / NE *E COLOUR PER FRAME — SORT KEY | CUTS - CAME
i Id >
__ = motion sweep EO NI original
wind rose symmetry o —— 0:00.0 0:00.2 2:00.4 0:80.5 0:00.8 2:01.0 8:01.2 0:01.4 8:01.6 @:01.8 0:02.0
DE
- - - - e - - - - - E
ach

arms rising

ERlut 0:02.2 0:02.4 9:02.6 0:92.8 0:93.0 9:03.2 9:03.4 0:03.6 0:93.8 2:04.0 8:94.2

stride . - . e - - - - - - —
the whole piece becomes one colour gradient across all cams : . 4 : " = 3
history -
@:04.4 0:04.8 @:04.8 0:@5.0 9:05.2 0:05.4 9:95.6 0:@5.8 B:06.0 9:06.2 9:96.4
- - - - - - - - - - -
©:06.6 0:96.8 @:07.0 @:a7.2 0:07.4 @:07.6 9:07.8 @:93.0 . @:es.2 - 9.08.4 i @:98.6
= - - = = e - LSy, \ Sl s \ Ly




PICTURE-BOUND SOUND - 2026

scorecut

FIELD Picture-bound sound —audiovisual scoring Companion to sortcut (TOB): sortcut makes the cut, scorecut makes it sound. The cut video is decomposed
VERSION 1.3 into scenes and cameras; each camera becomes a ‘station’ of an audio corpus, switched at the exact frame of
TECHNOLOGY Python (numpy, scipy, OpenCV optical flow), embedded the cut, while image features drive a spectral and spatial treatment of the sound. Thirty presets in eight families;

browser U, fimpeg cut-aware smoothing guarantees that every change lands on its frame. Output: high-resolution audio, the

t 13 . . |
SOUREE SR stream-copied picture with new sound, and a cue list.



scorecut 1.3

SOURCE
/sxv/tw/video/abstract.mpd pick
audio file or folde: | files folder
srv/tw/coxpus/ 5
analyse cached after the first pass
PRESET revert
CHANNEL clean tuner resume dead-air
OPTIC focus luminance grain depth
exposure
CHROMA fifthe common warmth prism
KINETIC stillness drift pressure tape
SPECTRAL lattice shift entropy mirror
spatial
VOID night infrared sodium
STRANGE height camera novelty total
MATCH corpus sorted

dead air + relay tick at every cut; image grain
opens the carrier hiss

save as . save

BINDINGS

., preset depth 1.8 x
—

-i5 unleash off on

1= file dice roll x

‘-~ position dice roll x

SCENES

SELECTION

-- file per scene
channel match sorted sequence
random single

= position in file

broadcast resume head match song

! variety 0.40
—
-== distinct neighbours off on
1= avoid silence off on
-i' sort axis

bright energy tone texture mass

== luma <> centroid 1.00
[}
1
-1’ motion <> onsets .80
1
1
i”' saturation & tonality Q.60
1
|
- P V| NI Ry e e Fo N e Y

render cancel

abstract.mpd4  1280x720

00:00:06:15
frame QQQ165

» play @ audition < proxy o loop

sensor noise = noise floox

|

25.000 fps -

- Flow

cfr 800 fTrames ®:32 flow - dis

scene 3/1@ - cam 3
| 12.wav

.7 dB
. 4

silent

proxy -

files positions @0:00:06:15 / 00:00:32:00

BR@ frames - 6 files

random all =« undo e analyze done

MAPPINGS - IMAGE -~ SOUND + map
e sensor noise - w noise floor %
@ - @.35 = 1 route frame scene
lin exp log & std st8 gate
smooth —| 120 ms
MOTION LAYER - OPTICAL FLOW + map
FLOW off imprint carve tide doppler scrub flutter
swarm rotor impulse gaze vertical wake
full
custom layer
-== motion layer off on
‘.1 layer depth 1.0~
—
“== imprint
0_1'1' spotlight carve boost
=i imprint depth 18dB
[
1
-- imprint pan 0.60
(]
|
== imprint curve 1.0
—
= imprint attack 6ms
|
-=1 imprint release 240 ms
i.' bottom row 7@ Hz
=
i1 top row 12000 -

flutter shape gine pulse

175 flutter restarts at cut off on
LAYER MAPPINGS - ADDED ON TOP OF AMY PRESET
pick a flow preset above O + map — flow sources are in the
flow' group
CORPUS 6 files
1¢ dur key LUFS ce T SEN
m 10.wav 0:30 G#m -22.5 426 1
B 11.wav 0:36 A#m -23.5 1e7 1
W 12.wav 9:42 o3 -22.2 228 2
H 13.wav @:48 Cc# -19.3 359 2
B 14.wav D:54 Aftm -21.2 385 2
m 15.wav 1:00 C# -19.1 317 2



abstract.mpd 1280x720 25.000 fps - cfr 800 frames 0:32 flow « dis

abstract.mp4d 1280x=720 25.000 fps - cfr 800 frames @:32 flow - dis

. MAPPING!

00:00:20:07 e 7/10 - cam,
frame 000507 A ] 14.@ S e
6 52,495 0.2 dF B + orient
= MAPP
i e lin o PO:00:20:07 scene 7/10 - cam 7
g - smoot
frame 00O507 m 14.wav et
i LT}
derte] . 1 . @ 9.38s - +3.9 dB
1lin ¢
smoot 1
33; entro —
s
lin e
smoot
-~ g"\ MOTION |
¥ ~NOWWWWWWWWWWWWWWW! y T T
4 L —
1
custom le
\ S
. =15 motic
7 '
e i layer
< "4
4 e e
= impri os. @
lay ® auditien < proxy o loop - flow files positions 00:00:20:07 / 00:00:32:00 off
1 [ | -
P ——— e —| ——————————— — ..i impri
I N T N N — — 1
ntation - harm - perc 2= impri
1 — - s‘
<1 impri
il = resolution loss
r:::::::::::::::1[:::::::::::::::::J:::::::::::::::::::{:::::: =1 impri
— —
opy - diffusion i' botto
— i |
v | 1 i, 1otopr MOTI
o flutte .
‘ FLOW
15 flutte
LAYER MA
it
CORPUS
custc
m 10.wav
W 11l.way I=
N 12.way e I
m 13.way ;
el §
positions re-rolled #471097 =k
abstract.mpd  1280x720 25.000 fps - cfr 800 frames 9:32  flow - dis e i|

wee - play @ audition < proxy wo loop -+ flow files positions 00:00:20:07 / 00:900:32:00 C

IIIIIIIIIIIIIIIIIII' 5IIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII' =i

1 e -

! 1 . [ B

= el

| iz ]
¢ rientation = harm = perc _

f 1 ) | -

MOTI el [l

FLOW i
etail = resclution loss -

i — f 1 = 2 illl

t =

cust .L l' I 1 " I r

-i
r

ntropy - diffusion LI

proxy - silen = - f

» play @ audition < proxy w loop - flow files positions ©0:00:13:12 / ©0:00:32:00 f
P ——  —— D
X E R T — [ N I N
I LAYE!
hue = pitch
| | |
saturation - width
= '
LAYE
CORP
CORF
| It} - 1@
[ S
mu m 11
| BN
"L m 12

m m 13

800 frames - 6 files

80@ frames - 6 files



MOVING IMAGE - 2026

datamosh station

FIELD Moving image — process, analysis, capture A standalone tool for controlled image decay. Two chainable engines: a flow engine in which measured motion

VERSION g IS reshaped through 45 parameters and applied to a canvas that is never refreshed — repeatable at any resolu-

TECHNOLOGY Python (numpy/OpenCV or CUDA/torch), browser UI, tion — and a bitstream engine that deletes I-frames and duplicates P-frames in real MPEG-4 data, leaving the
ffmpeg/xvid

damage to the decoder. Thirty-two presets in five families (smear, glitch, fluid, dream, brutal); identical results
SOURCE 260801_Datamosher2.zip on CUDA and CPU back-ends



DATAMOSH astation for conerolled decay torch is not installed — CPU engine

SOURCES q: abstract.mpd4 1280x720 source PRESETS

o o e e - e e o . ] - e o

SHEAR ."-m.-_r. CONLinuaLS, gravitat ional
DROP A VIDED
tar

h e ey | afs T T
everything sinks. slow, black, unrecoverable

or a local path [ folder ADD

silk

1 lone sole pull the imaee is being drawn throueh fabric
aong saft § < HIE TAZE 15 DG drawn fmougn jaor

abstract.mp4

1288x720 « 25 fps + 32s - h264 undertow

1 2 T | 1 1 7
LE premire 1s |!‘.'I.'|[:'|E SIACTNDYS [y SORTELnge |'H|i|li'| 13

long_exposure

mocion accumulares uncil che frameis a single gesture

RENDERS 2]

pull

row by row. horizoneal drag, paint on glass.
GLITCH discontinuous, blocky, hostile

shredder

macroblocks wich no lovalry co their Iac‘-:,l:l'-‘!"um-x-

macroblock_storm

the codec giving up, loudly and on schedule
corrupt_index

the file’s frame index is lying. nothing lands where it should.
teeth

fast, brighe, bicten. shore ateention span

packet_loss

bands of the frame simply never arrive

FLUID smooch morion fields, no hard e'~!Ll::'<
oil_slick
chick, iridescent, always moving. petroleum on warer.

current
a steady body of warer carrying che image downseream
mercury

[P IR s T I
heavy, reflecrive, veluctant ro move and impossible to stop.

breathing_water

in and our. the surface never sereles.

vapour

barely holding togecher. thin, .?Ii'.".ll..r.;?!_l,.'_ cold

DREAM soft, luminous, forgecful

haze

soft, warm, f\":-(x‘{ri-h'l noth

Is quite where you .':.'_,"i it
ectoplasm

frgures leave residue. the room remembers them
soft_bloom

A
cues open inco lighe instead of inro the nexe shot

milk

everything dissolving inco a pale field very licele left

IN |8 LEN | all SEED | B avprtron  [EEIEPIEE STOP DRIFT RESET sleepwalk

slow stuteer. the image keeps moving after it stops.

BRUTAL no refresh, no ceiling

only

32



recury - audition 648x368 - 99 frames render PF

:I."ITIaCI“Dh'I.GCk_StDFm + audition 640=360 - 99 frames render

LEN \ all ‘ SEED | 2] ‘ ‘ AUDITION | STOP

37s - done

n/ectoplasm - audition 640x368 - 100 frames render

-.5 LEN | all SEED | @ AUDITION

16.2 | LEN \ all ‘ SEED | [} ‘ ‘ AUDITION I ‘ STOP I DRIFT RESET

160 21.7s - done

STOP DRIFT RESET

pe  13.2s - done




MOVING IMAGE - 2026

scanline

FIELD Moving image — process, analysis, capture A sweeping bar crosses the moving image and reveals, behind it, one of 35 analytical readings — terrain (slope,
VERSION L1 curvature, ruggedness), photometric (glint, water index, haze), motion (flow, divergence, vorticity, time-to-
TECHNOLOGY Python (numpy, OpenCV, optional depth model), contact), detection (landmass, horizon, rectilinear anomalies) and depth. The frame is thus never fully in one

browser Ul, ffmpeg : : : :
epistemology. Output: an image sequence, a preview film and a per-frame scan log.

SOURCE scanline_v1.1.zip



scanline.

oo L0 |

SOlURCE
villeo /srv/tw/video/abstract.n | OPEN ‘
-quut auto — next to source ‘ SET !
frames 8 2]
width 1920 v
15 where che bar rravels
aviour vertical v
le step { 23°
iod [ 4.0 s
RE[VEAL howw ir fands
aviour stratigraphy — tail + residue v
d . 1.6 %
fil ° 10 %
idue @ 0.10
b teeth L ] 4
driift @ 10 %
sepd 7

thy dispersed reveals hold their grain for the whole run —

chinge the seed
relion, so they

1lihe weight

trhce amp

to get a different one. they analyse a wider
cost more per frame.

CPEsess

avto — per mode v

L] B.85

L 1.15

L] 14

L 1.9
L] 3.5 %

stlpple, contour and hateh stay hairline at any resolution -
fipld is tha only style that fills.

IMSTRUMENT

‘hud

labels

guality
ep bar (@

rﬂhﬂﬂﬂ

full — + histogram, scale, rot =

] 8

X 3.0
[ ] 8.45

* 94

profile trace

overlay only  alpha-ready, black hase

- -
— “'-

r .
A
A R

-7

R

HODE FRANE

slope 000014

WRITTEM

14

LABELS

]

HEAN

0.5945

PROGRESS

1.8 %

SWEEPING STOP

L0 sweep started
11:58:02 abstract.mpd - 1288x720 - 25.000 fps - 800 frames
11:58:82 out 1286x720 - & modes - vertical/stratigraphy - auto



o oren

3 SET

e the bar ravels

o i fareds:
- residue v
— 1.6 %
I 10 %
— 0.10
— 4

= 10 %

- whole run —
nalyse a wider

crismess

-
— 0.85
— 1.15
— 14
= 1.0
—  35%

¥ resolution =

readou
cale, rot v
— 8
— 3.0
— 8.45
=4 94

sTOP

act.n  oPEN
L AR

here the bar tavels

o i s
+ residve ¥
— 1.6%
B 10 %
— 0.10
— 4

== 10 %

e whole pun —
analyse a wider

crispiness

-
— 0.85
— 1.15
= 14
— 1.0
—  35%

any resolution =

readour

scale, rot v
— 8
— 3.0
— 8,45
— 94

slope

FRAHE

000038

WRITTEN

38

LABELS

[}

HEAN
0.5849

. sweep started
11:58:02 abstract.mp4 -
11:58:02 out 1286x728 -

1280x720 -
« vertical/stratigraphy - auto

4 modes

25.800 fps - 860 frames

ibpe

FRAHE

000024

WRITTEN
24

LABELS

0

HEAN

0.5916

101 sweep started

11:58:82 abstract.mpd -
11:58:02 out 1288x720 -

1280x728 -
4 modes -

25.800 fps - 860 frames
vertical/stratigraphy - auto

¥a.a

act.n [ OPEN

0

where the bar rravels

hd
_— 23°
e 4.0 s

how ir lands

~+ residue ¥

— 1.6 %
—_ 10 %
— 6.10
—_— 4

— 18 %

Hhe whole run —
v analyse a wider

Cr ey
-

[ 0.85

—— 1.15

— 14
__—_— 1_9
—_ 3.5 %

any resolution -

l't'nhl'c Mur

— 8.45

ékﬂ?

FRANE

000004

WRITTEN

4

LABELS

]

HEAN

0.5896

STOP

1500 sweep started

11:58:82 abstract.mp4 -

1286x728 - 25.800 fps - 800 frames

11:58:02 out 1280x720 - 4 modes - vertical/stratigraphy - auto




MOVING IMAGE - 2026

framegrab

FIELD Moving image — process, analysis, capture Captures every frame an application actually presents — including irregular, frame-generated or lagging

VERSION fixed-step sources — with high-resolution timestamps, and conforms them to an even timeline (hold, blend, optical flow or

TECHNOLOGY Python/tkinter, Windows Graphics Capture, RIFE (GPU) RIFE interpolation). A render mode lets Unity drive capture frame by frame with synchronised audio over UDP,
interpolation, ffmpeg; Unity fixed-step render bridge

(CH) turning real-time engines into deterministic offline renderers.

SOURCE 260918_FrameGrabberFixedStep_nolntAudio.zip



SOUrCé mapplication (screen u E‘Dﬂfﬂrm

(nothing found) TAKE

=
I FPS 60 = SPEED 1.0 :
I TIMING realtime v FILL rife - gpu -
CPU FLOW medium ~ MAX GAP ms 250 :
fd
® client area only (no title bar) [cursor SEQ AS png *  QUALITY 16 2
VIDED h264 - nvenc - RIFE SCALE 'auto ke
DUIPL!'I
altime = keep wall-clock timing, fillL the gaps

FOLDER fhnmefdntj'\!idens,’framegrah o ames each captured frame becomes one output fTrame

eed = 4 turns a 0.25x slowed-down app back to normal speed
fe scale auto = 1.0 up to 1440p, 0.5 above {(lower = fTaster, coarse
TAKE auto
- CONFORM OPEN FOLDER X auto after stop
FRAMES AS bmp = min CPU - max disk RAM GE |16 . Olow priority

rEEﬂrd F9 rec / pause F18 stop

- idle log

12:01:35 global hotkeys unavallable (No module named 'keyboard')
use the buttons

[l render mode unity drives it frame by frame - audioc in sync - udp 8964

FRAMES SOURCE FP5 RECORDED DUPES STALLS

BEUFFER B MB



Source i application @ screen U

(nothing found)

[ O cursor

output

FOLDER  [home/dot/Videos/framegrab i
TAKE auto

FRAMES AS png » lossless - smaller - more CPUM { |18

rEEﬂrd F9 rec / pause F18 stop

ARM id-LE

Elé-render rn:_'u:le-§ unity drives 1t frame by frame - audic in sync - udp 8964

FRAMES SOURCE FP5 RECORDED DUPES STALLS

BEUFFER B MB

conform

TAKE -
FPS 60 =| SPEED 1.0 -
TIMING realtime v FILL rife - gpu -
CPU FLOW medium ~ MAX GAP ms 250 :
SEQ AS | png *  QUALITY 16 2
VIDED h264 - nvenc v RIFE SCALE |auto ¥
altime = keep wall-clock timing, fill the gaps

ames = each captured frame becomes one output frame

eed = 4 turns a 0.25x slowed-down app back to normal speed

fe scale auto = 1.0 up to 1440p, 0.5 above {(lower = fTaster, coarse

log

12:81:
use
1287
costs
12:891:
unity
audio.

CONFORM OPEN FOLDER X auto after stop
Olow priority

35 oglobal hotkeys unavailable (No module named 'keyboard')
the buttons

41 render mode: frames as png (4-6x smaller than bmp,

no render time in lock-step)

41 render mode: ARM here, then start FixedS5tepRender 1n
(F7)}. unity starts + stops the take, conform runs 1:1 with



MOVING IMAGE - 2026

AVjoin

FIELD Moving image — process, analysis, capture Lossless concatenation of numbered video parts (name_partNN) by stream copy: groups by base name, sorts
TECHNOLOGY Windows batch, fimpeg/ffprobe numerically, verifies identical stream parameters across parts and checks the merged duration against the sum
SOURCE 260913_AVjoin.bat of the parts. Counterpart to AVsplitter.



folder : D:\renders\terrain
pattern: * partNN.ext

ffmpeg : on PATH

group : terrain take03
1 terrain take03 part0l.mov [0:00:03.200]
2 terrain take03 part02.mov [0:00:03.200]
3 terrain take03 part03.mov [0:00:03.200]
4 terrain take03 part04.mov [0:00:03.200]

parts : 4

sum : 0:00:12.800

writing: terrain take®3 MERGED.mov
size= 137073kB time=00:00:12.76 bitrate=88001.8kbits/s speed=7.21x

merged : 0:00:12.800
delta : 0 ms

Dricken Sie eine beliebige Taste .



.

AVijijein lessless part merger

folder : D:\_TOOLS\266913_AVJoiner
pattern: *_parthN, ext

ffapeg : on PATH
nothing found matching #_part+. {mov mpd mkv mxf avi miv}
Oricken Sie eine beliebige Taste . . .



VOICE AND LANGUAGE - 2026

dubtrans

FUECE Voice and language Fully local translation dubbing for long recordings. Speech is transcribed (Whisper, language locked after detec-

TECHNOLOGY Python, faster-whisper, Ollama (local LLM), Chatterbox tion), translated by a local language model that is told each line's duration, synthesised, fitted into the original
TTS, RVC/Applio, D , rubberband, ff - . . . . . .

PP, BEMUES, FLBberbant, impee timing by condensation and time-stretching, converted through a trained RVC voice model and mixed over the

SonReE AL DU original or a separated background. Output: video with English dub and original track plus subtitles.



dubtrans

any language - english - one volce - yours

queue

audio or video, any length. folders are scanned

recursively.

add files add folder clear open output

or paste a path — file or folder add

log

ffmpeg: /usr/bin/ffmpeg (rubberband stretch)
dubtrans ready — http://127.0.0.1:8974

listen rranslate voice

transcription

spoken language
whisper model
device

compute type

beam size

chunk length (min)
VAD min silence (ms)

initial prompt

sentences

max sentence length (s)

split at pause = (s)

resc run

preview only (min)

I'!Hi!ilg mix

auto
large-v3
cuda

floatlé

30

500

12

0.8

lines

resumable

AD

is what

shorter =

£]

whole

i

more

1 = detected

= 5 (B

o

N

the first chunk, the

VRAM

crash

I

)

file,.

costs one chunk

keeps whisper sane over hou

nes / jargon to bias the transcript

smaller dub lines

16

= tune everything on

n

d

locked

short

stretch

idle

first

run queue cancel



rs

scanned

utput

ELL

etch)

ours

‘e scanned

1 output

add

tretch)
]

listen translate voice timing mix lines

English lines are placed at the original sentence start. A line that doesn't fit its slot (until the next sentence) is first
condensed by the translator, then time-stretched up to the speed Llimit; anything left over pushes the following lines later

(drift), which the next pause absorbs.

firting
max speed-up 1.3
shorten lines that still don't fit (ollama)
min gap between lines (s) 0.12
render
rvc block length (min) 5
release gpu mndsls]
listen translate voice timing mix lines

1.30 = never more than 38 % faster

cut in pauses; smaller = less vram per rvc pass

Every speaker in the source becomes one english voice. Chatterbox speaks the english; if a reference clip is set it clones
that voice zero-shot. With RVC on, the whole timeline then goes through your trained Applio model — once per block, so the

model loads once, not per line.

speech (chatterbox)
engine chatterbox

reference voice

exaggeration 0.5
cfg / pacing 0.5
temperature 0.8
seed 1234

rve (your trained model, via applio)

@ run the dub through the rvc model

applio folder
trained model - nothing in applio\logs -
model .pth

index .index

pitch (semitones) )
index rate 0.5
protect consonants 0.33
8 method rmvpe

extra applio args

applio python

liseen

~| dry = beeps, checks timing + mix without a gpu

optional — 10-36 s of the target voice

0.5 neutral, higher = more dramatic

, steadier
the folder with core.py — models are read from its logs\
rescan
optional falls back to no index if it breaks
~
passed through verbatim, e.g clean_audio True

empty = <applio>\env\python.exe

This is a test of the

idle

Irs

scanned

output

add

retch)

idle

listen translate  voice
bed under the english voice
bed

voice gain (dB)

bed gain (dB)

duck ratio

duck threshold

demucs model

output

output folder
video container

audio-only output

aac bitrate

subtitle chars / line

timing mix
[

original, ducked under the voice

0.02

htdemucs

mkv

flac

!I keep the original audio as a second track

@ embed english subtitles (timed to the dub)

256k

42

lines

b

how hard the bed dips while the voice speaks

empty = next to each source

video 1is stream-copied,

never

re-encoded

idle



VOICE AND LANGUAGE - 2026

subtrans

FIELD Voice and language Local subtitling pipeline for recordings of three to seven hours: chunked transcription with voice-activity
TECHNOLOGY Python/tkinter, faster-whisper, Ollama, ASS subtitles, detection and word timestamps, translation through a local language model, typographic styling as ASS,
ffmpeg/NVENC

and either soft muxing or hardware-encoded burn-in. Batch-capable; shares its listening and translation core

SOURCE 260908_Subtitler.zip with dubtrans
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VOICE AND LANGUAGE - 2026

volicebox

FIELD HelEeEl el U A local text-to-speech environment whose voice can be a model trained on arbitrary, including non-vocal,
TECHNOLOGY Python, Chatterbox TTS, Applio/RVG, aiohttp web Ul audio. Typed text or any input file is synthesised and passed through a trained RVC model; reference voices,
SOURCE 260716_VoiceCloner.zip expressive tags, extreme slow-down and stereo-preserving conversion are available, and training jobs can be

queued from the same interface.



rr:w‘_fr:rr:n-:f: default voice b + upload
VvOL1CE

Etaggeratinn . 8.58
pacing / ref & 0.56
temperature T 0.88
seed 0]

voice clean — chatterbox w

speed . 1.88




voicebox

speak

train

text

audio file

drop an audio file here, or click to choose

r

= F -
 SH N o - |

=

WL

valca,

. roecording

B coreserve stereo — split L/R, convert each, merge back

voice

protect

f8 method

pitch

OUTE

speed

268717_8Y_yammc -

268717_84_yammc_l138e_lUB28s

f.

convert

111

APpEear Nere

® ready - cuda

ar

1.8

voicebox

speak

train

+ add job

idle — jobs run

waiting..

start gueue

one after another (preprocess + extract -+ train + index)

® ready

300

C



SPACE, TERRAIN AND BODY - 2026

Terralorge

FIELD SPRICE, Ul el ety — G el EatmE-Sirig i el s A Blender add-on that fetches elevation and satellite imagery for any region on earth, builds a metrically correct
VERSION 1.0 (un-warped Mercator) terrain mesh and derives normal, 16-bit height and ambient-occlusion maps, exported
TECHNOLOGY Blender add-on (Python/numpy), open elevation tiles with dated textures as FBX/OBJ for game engines. Plate: GroBglockner, 20 x 20 km.

(Terrarium), Esri/USGS/Mapbox imagery

SOURCE terraforge.py



= = : L ] N
@' File Edit Render Window Help Layout Modeling Sculpting UV Editing Texture Paint  Shading Animation Rendering Compositing Geometry Modes Scripting T *ﬂl"‘ Scene b |-_.D i ||_—E|"" ViewlLayer L.D
2+ W ObjectMode v View Select Add Object 17, Global v (Pv G i~ (o e -H- @ 2080 1= W O Y- B
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Y
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7 i) %
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i
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SPACE, TERRAIN AND BODY - 2026

meanland

FIELD Space, terrain and body — 3D and game-engine tools Fuses several image sets or videos through Depth Anything 3 (depth and camera pose) into an averaged land-
WERSIOR V5 scape heightfield or a free-standing sculpture, exported as textured FBX for Unity, and as per-frame point
TECHNOLOGY Python, Depth Anything 3 (CUDA), browser Ul, FBX clouds for 4D sequences.

export

SOURCE meanland_v5.zip
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SPACE, TERRAIN AND BODY - 2026

GNM head pipeline

FIELD Space, terrain and body — 3D and game-engine tools A pipeline for neural-generated (GNM) heads. The rig add-on classifies regions from material slots, solves the
VERSION rig v0.6 - texture kit v1.0 - projector 2 anatomical frame from eye and teeth centroids and builds a reproducible Root/Neck/Head/Jaw/Tongue/Eye rig
TECHNOLOGY Blender add-ons (Python/numpy), mediapipe/manual with baked viseme and blink shape keys for Unity. The texture kit bakes position and normal maps per UV

landmarks, thin-plate-spline warp; Unity HDRP : . : . :
region and synthesises seed-driven skin, eyes and mouth; the projector conforms any frontal (e.g. Al-gener-

SOURCE gnm_unity_rig.py - 260722_GNM_textureKit.zip -

e e A o s ated) face photo onto the head via landmark alignment and thin-plate-spline warping.






& Batch (many heads)

Out Dir: /ftextures/

@%-mﬁmmamgmdmgﬁq

[ Skin *f|

W wire W i

0o

viseme_AA

|8 28

viseme_0OH
B - w 0.68

viseme_FV

). 30

* B.06

0.08

>

25

viseme_EE

1.00

viseme_0U
5 - w 0.8

viseme_L
50 - w B.

10

0.00

0.00

(>

viseme_IH

viseme_MBP

W 8.88 - p B.1A5

viseme_S
0.60 - r 0.00



SPACE, TERRAIN AND BODY - 2026

AutoRagdoll

FIELD Space, terrain and body — 3D and game-engine tools A rig-agnostic ragdoll generator for Unity: colliders and joints are fitted from skin weights through the bind pose,
VERSION Unity 6.5 so bipeds, quadrupeds, insects, tentacles and mechanical rigs work without humanoid mapping; unrigged
TECHNOLOGY Unity 6.5 HDRP, C# (runtime + editor), PhysX meshes are chunked into bodies. A driver adds eight motion layers, 26 presets and audio input.

SOURCE AutoRagdoll_Unity65.zip






xapod - 21 bodies : no humanoid map rigged mesh - 18 chunks - fitted joints



PERFORMANCE CONTROL - 2026

Resonode

FIELD Performance control An OSC control surface for Resolume built for slow performance: long fades, few gestures, nothing cutting that
TECHNOLOGY Node.js OSC bridge, HTML interface; Resolume should glide. The fade engine runs in the bridge rather than the browser, so a twelve-minute crossfade keeps its
Avenue 6 : : . : . :
exact curve even if the interface is closed; parameters, soft triggers, clip grids and slow sequences are arranged
SOURCE Resonode.zip

as nodes, with cues and remote control.



= RESONODE ® bridge to 127.60.0.1 7000 from 7001 send 30 Hz
Presets four layers
four layers v | Load _ ,
master
name Save ® ' —

keep current IP & ports when loading

Export Import
Cues Capture
81 black wait
layer 1 alone wait
one and two » 30s
everything up wait
GO | space “ Stop
no cue rurmin-:_]
Remote i

Let another machine drive this ong: point Max,
Reaktor or another sender at the “from" port

and map an address here.

Jcomposition/master
I v

TRIGGER B ! to

0.000

g8 =

[y
=

sinelnQut  w

layer 1 = next clip

Jcomposition/layers/1/clips/1/connect

dip a fader v layer1
out 12 sinelnOut  » hold
in 12 sinelnOut  ~ from

...and out again

vl FADE INTOIT [

6.3

0 to 1

time CE— > 1.00x colours  spectrum W Stop all Black Float =
Send
_ ) Jcomposition/..
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Resonode

An OSC control surface for Resolume Avenue 6, built for slow work: long fades, few gestures, nothing cutting
glide.

What it is

Two files do the work. bridge.js is a small server that talks OSC to Resolume and serves the interface
interface, which you use in a browser. There is nothing to install beyond Node.js — no npm packages,
connection needed at the venue.

The one thing worth understanding: the fade engine runs in the bridge, not in the browser.

Browsers throttle timers in background tabs, which would visibly wreck a ten-minute fade. Here the bre
view. A twelve-minute crossfade keeps its exact shape whether the window is in front, hidden, or close
can shut the browser mid-fade and the fade finishes. Open it again and you rejoin a show already in pr
devices — laptop and phone — stay in sync on the same state.

Install and run - Windows
Windows 108 / 11
1. Install Node.js from nodejs.org — the LTS build. Accept the defaults.

2. Put the resonode folder somewhere sensible (Documents is fine — not inside a zip, and not in Prog

3. Double-click start.bat.

A black console window appears and stays open — that is the engine; leave it running. The interface o
automatically at http://127.0.0.1:8962 , in a chromeless Chrome or Edge window if you have one.

To stop: close the interface window, then press ctrl + ¢ inthe console, or just close the console.

If Windows Defender asks about the firewall

Allow it on private networks. Sending to Resolume works either way, but blocking it stops OSC coming
Resolume, which quietly disables clip names, playing-clip highlighting and the address checker.

If the port is busy

Open a command prompt in the folder and start it on another port:

node bridge.js --ui-port 8963
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