
NIGHTRUN
Interactive Installation 2004

Location: Tourcoing, Fresnoy Studio National des Arts 
Contemporains, Panorama 5

Other informations

Conception / music : Andrea Cera 
Images : Vincent Bosc

Technics:
Image : 1 Mac G4 

diffusion : 1 monitor, horizontal  position

Sound : 1 Mac G4
patch MaxMSP

  diffusion : 5 loudspeakers (msp5), 1 subwoofer

Illumination: darkness

Presentation text
Activated by the passage of the visitors, the installation 

continues to create micro-combinations of music, sound and text.
At the end of every micro-combination, the installations stays 

still.
On the monitor there is a text: “scream please”. If the visitor 
reacts, the installation adopts a stupid behaviour: “the more you 
scream, the more I get excited”. If one visitor reacts seven times, 
the installation becomes passive and the visitor can scroll the 

images and sounds without using his/her voice.
Nightrun is a conflict between two “nights” - two soundscapes.
The first one belongs to the Western world artificial memory: 

crickets, candles, bells, moonlight, a held note by the violins.
We have analyzed and deconstructed a number of nights in Hollywood 
tradition, their sound codes calling us to sleep with a light that 

makes darkness exorcised and harmless.
The second night soundscape, however, does not play anything. Is 
expressed by negation, it is ugly and deformed. It is the darkness 
that sometimes wakes us up: as the primitive man has explored the 
silence of the cave to discover the presence of the predator, we 

also deliver the ears and the eyes at night.
Listen, look at the body and fear - wait of an intuition that even 
bursts into excitement - that here is a continuous morphogenetic 
force, attacks and attempts to destroy the illusions of the first 

world, the world of Hollywood.
In the middle of this battlefield the speakers are used to 

reconstruct the scene, the screen is a seismograph.
 In battle, united in a single hybrid body, the fighters are hardly 

recognizable.
The Swedish musicologist Philip Tagg speaks of “musèmes” musical 
units that have an emotional charge built on the basis of an 
ongoing relation with non-musical elements. The roots of this 

association can be traced back to the Baroque period 
( “Teoria degli affetti”).

Andrea Cera

Comment
This interactive installation is an exemple of how the work of 
Andrea Cera is malleable. He is able to work on an audiovisual  

installation and at the same make the sound something predominant, 
and based on a deep research about sonic symbols. The two areas of 
the sonic research, the hollywoodian romantic look on the night, 
with it’s predominant sounds, like crickets, and the darkness that 
is strange and primitive are two different worlds, the artificial 

and the real world. The behaviour of the installation itself 
seems to have also an artificial mind: it  interacts with the 
visitor, producing material and asking him to scream, till he/
she  can be able to scroll the audiovisual material from itself, 
like having the possibility to “decide” against the system. At the 
end, all his/her interactions are controlled before by putting the 

regulations in the MaxMSP patch.
Roberta Busechian


