“Dream Telepathy” ( Unsettled)
-A Dreaming Body as A Theater to perform
with
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Perfermers/sleepers sleep
on-site/sepreately
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To detect the brain-wave by
EEG

The experimentation is
shown in archive

!

To formatted EEG-data by
A.l

*

the designation of A.l. is
based on the sleep/dream

* science result.
The images are correlated The possible images
to analytical data and @&— | material are inspired by
transformed by A.L. the sleepers dream

4 retrospectives

The audience experience
the images content (dream)
and furthermore, find the
way to interact with...
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ML T Material /Technology

« Brain sensing with EEG (Electro Encephalography ) Brainwave sensing
system 64-128 channels

e Muscle and Eyemovemet sensor
o Data extraction system (Max msp / matlab)

o Data visualization (Augmented reality with Hololense, Blender for 3d
modeling, Touchdesign for interactive, Logic or Ableton for Sound design)

+ F 23 Presentaion in Oct.
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