
Alter.ii is an audio-reactive mediaarchitecture installation that aims to inspire visitors about the 
rich baroque world of Gotha. By taking inspiration from the concept of “Wunderkammer” or “Cabi-
net of curiosities”, many different categories of sounds have been collected from the city of Gotha 
and was visualized through light installations inside a specially designed pavilion space. Similar to 
the baroque interest in collecting interesting objects, organising and exhibiting these collections, 
the project “alter.ii” collects and exhibits the sounds of the city to connect the hidden baroque ar-
tefacts to our daily lives. The pavilion is designed to be built on the Schlosspark which provides a 
path from Gotha train station to Ducal Museum, Schloss Friedenstein and then the city centre. 
With the intention of creating friction in the area to engage the public with the museums and pal-
aces of the city, alter.ii aims to invite visitors to dive into a colourful atmosphere shaped by reøec-
tions of the baroque world. The project intends to create a memorable experience with its dynam-
ic, loud, bright, altered and colourful space by using not only visual senses but also auditory 
senses.

By taking inspiration from the 5 different categories of “Wunderkammer”, 5 different soundscapes are created from collecting sounds of Gotha. These 
sounds are composed together in a collection, a soundscape that is directly connected to certain museum collection artefacts from the city. The select-
ed museum objects are projected onto the walls of the pavilion in a dynamic movement by being transformed with the frequency differences from the 
soundscape. 

With the TouchDesigner program, the objects are made to react to audio frequencies with elongation, dispersion and colour changes. The sound is an-
alysed in 3 different levels of frequencies, which are bass sounds (<400 Hz), midrange sounds (400-2000 Hz) and high frequency sounds (>3000Hz). 
This separates and categorises sounds such as birds chirping or water streams. With the önal rendering output, light, colour and movement all react to 
the sound collection of Gotha. These visual renderings are then projected inside the pavilion walls at the same time with the soundscape on the speak-
ers. As the walls use reøective and rounded materials, the light effect is ampliöed.

A special, multi-sensory atmosphere is created through sound, projection lights and reøection of the architectural elements. By inspiring visitors to 
learn more about the “Wunderkammer” and baroque, the pavilion gives short descriptions of selected objects and invites to discover more.
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