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1 - Aleph Null 2.0 Project Summary
I would like to co-produce Aleph Null 2.0 with you. Aleph Null 2.0 is an online, interactive 
instrument of colour music and a graphic synthesizer. Aleph Null 2.0 produces unique animations 
and still images via my  JavaScript programming of the HTML5 <canvas>. The ambition of 
Aleph Null 2.0 is to provide an online visual experience of  new art and colour music, and an 
interactive experience of shaping the art in revealing, dialogical ways. 

You can see what I have so far at vispo.com/alephTouch/an.html. If you're on a Mac, use 
Chrome, please; Safari is not currently displaying the bitmap-oriented nibs correctly. Click the 
“destroy” and “create” buttons (top left) until you get a brush you like. Then do that again to 
create a second brush. There are more controls. But ignore them, for the moment. In the final 
version, when you first encounter Aleph Null 2.0, you won't see all those controls; the “destroy” 
and “create” buttons will be the only ones visible, initially.

2 - Co-Producer: Jim Andrews
I'm a Vancouver-based poet/artist/programmer. I've been producing digital art since 1996. 
Doctoral dissertations have been written about my online interactive poetry. I'm an independent 
artist not affiliated with a University. I'm a media poet. 

I've produced a long sequence of online works with occasional help from grants from the 
Canada Council or commission from turbulence.org in New York. 

My educational background is in literature, math, and computer science. I have a degree in 
English from UVic, which included the study of considerable math; I studied three additional 
years in the math/computer science program. 

Since I started creating art for the Internet in 1996, I've regarded the net as my artistic medium. I 
create interactive art for the Internet. My work matters to people for whom the Internet matters 
as a serious artistic medium. 
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Illustration 1: Screenshot from Aleph Null 2.0 using one brush

http://drum.lib.umd.edu/handle/1903/10799
http://vispo.com/alephTouch/an.html


3 - CVs and Short Video
• CV of Jim Andrews: vispo.com/ja.htm 

• Short Video of Selected Work by Andrews: vispo.com/misc/v1 

• CV of Peter Courtemanche: vispo.com/misc/PCourtemanche.pdf 

4 - Defining Colour Music and Graphic Synthesizer
Aleph Null 2.0 is an interactive instrument of colour music and a graphic synthesizer. 

You may be familiar with the idea of colour music; it's a metaphor; often, there's no audio in 
colour music. The idea goes back at least to Arcimboldo in 1590, but is more widely recognized 
as having been important at the beginning of the 20th century in the emergence of abstract 
visual art in the work of such artists as Wassily Kandinsky, Frantisek Kupka, Piet Mondrian and 
Kazimer Malevich. 

An instrument of colour music produces color (tones) like a musical instrument produces sonic 
tones toward an artistic/aesthetic experience of color and possibly also of shape and motion. The 
term visual music is also associated with this idea. Instruments of colour music have sometimes 
been called color organs or light organs.

The best introductory book that I'm aware of to colour music is Visual Music: Synaesthesia in Art 
and Music Since 1900. This is a great picture book but the texts are also wonderful. It's a catalogue 
from a 2005 show in L.A. at MOCA. It's in the Vancouver library. It takes a west coast look into 
an alternative development/view of  abstract art through visual music. 

Aleph Null 2.0 by Jim Andrews 2

Illustration 2: Aleph Null 2.0 on a desktop browser

http://vispo.com/misc/PCourtemanche.pdf
https://vpl.bibliocommons.com/search?q=visual%20music:%20synaesthesia%20in%20art%20and%20music%20since%201900&t=keyword
http://amazon.com/Visual-Music-Synaesthesia-Since-1900/dp/0500512175
http://amazon.com/Visual-Music-Synaesthesia-Since-1900/dp/0500512175
https://en.wikipedia.org/wiki/Color_organ
https://en.wikipedia.org/wiki/Color_organ
https://en.wikipedia.org/wiki/Visual_music
http://www.vispo.com/misc/v1/index.html
http://vispo.com/ja.htm


Abstract visual art, from the start, has been in strong relation with music—not simply in a music  
video relationship, but in a deeper relationship in which abstract visual art aspires to the 
condition of music, where colour music is seen not merely as eye-candy but in relation to the 
spiritual and/or as sharing with music similar form. Artists sought to explore and understand 
the nature and possibilities of abstract visual art in relation to the abstract nature of music. 

Colour music, at the beginning of the twentieth century, and even through the work of Thomas 
Wilfred (1889-1968), is not simply a light show. It's not about seizure-inducing flashy lights and 
shapes. It's about the feelings we experience via colour and the development of an art that 
moves through colour with similar emotional and vital force with which  music moves through 
sound. This is still a valuable concept even though we're somewhat blinded to it by sensory 
overload. It's a thoughtful experience of beauty.

Visual music is not without historical relation to the NFB. Norman McLaren's work is 
sometimes mentioned in discussions of a different type of visual music. As you probably know, 
he drew on film soundtracks to produce sound. 

Aleph Null's contribution to this rich history of strong art is in making available online an 
interactive instrument of colour music that produces unique animations and stills. There is much 
online about color music, but there are no ambitious online interactive instruments of colour 
music, although there are many interactive visual works. 

In Aleph Null 2.0, the player/viewer creates/destroys 'brushes' using the “create” and “destroy” 
buttons (top left in the above screenshot) and configures those brushes. The brushes 'paint' on 
the screen. One of the main properties a brush has, which the player can configure with a 
colour-picker, is its central colour, the main colour of the brush. 

value. This cube fits in the full rgb color-cube whose edges are 256 units long. We might 
describe this sort of palette as having an rgb aesthetic in that its selection of colours is informed 
by the arrangement of colours in the standard rgb color-cube.

Brushes have various other properties in Aleph Null. One of the most important of those 
properties is its nib. Currently, there are 22 different nibs that a brush can have. The player 
selects a nib for a brush by clicking a nib icon, shown below.

The nib determines the shape of the brush-stroke. Some nibs are lines; some are curves; some 
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Illustration 4: The 22 nib icons (so far). Click one to select a nib for the editable brush. The last three are image nibs.

https://en.wikipedia.org/wiki/Thomas_Wilfred
https://en.wikipedia.org/wiki/Thomas_Wilfred


are polygons; some are circles, etc. The nib also determines whether the brush paints with a 
single color, a gradient, or with samples from bitmaps. The nibs that paint with colour and/or 
gradients are involved in colour music. The ones that paint with gradients can have up to 17 
colour-stops and various levels of transparency; they produce rich shades and opacities.

The nibs that paint with samples from bitmaps are involved in the graphic synthesizer aspect of 
Aleph Null 2.0. The nib icons for these nibs have photographic icons to indicate their difference 
from the colour music nibs. These nibs use masking to fill a nib's shape with part of a bitmap, so 
that successive brush-strokes cumulatively reveal the underlying bitmap. “Whatever is 
profound,” as Nietzsche put it, “loves masks.”

A graphic synthesizer (not to be confused with hardware graphics synthesizers) is a term I'm 
coining to denote a hybrid art tool/art work that samples from graphics in an analogous way to 
how a musical synthesizer samples from sounds. A sound synthesizer can play all of a sound it 
samples, or part of it, or transform and play part of it; it can deal with the sample realistically or 
abstractly so that the source is missing from the picture.

In Aleph Null 2.0, the graphic synthesizer nibs sample from a set of bitmaps specific to that nib and 
use those samples as 'paint'. I developed an earlier graphic synthesizer called dbCinema in 
Director. But Director is more-or-less now obsolete, even though it's still on the market. 

Currently, the player cannot select which images a graphic synthesizer nib uses in Aleph Null. 
But we will implement the ability for the player to choose the images from ones on her hard 
drive, and also choose the duration the brush samples from an image before sampling from the 
next image. With the growing obsolescence of Director and Shockwave, I've seriously retooled 
since 2010 to create my work in JavaScript, a language I've dabbled in since 1997.

Below, we see a screenshot from an animation produced with one of Aleph Null's 2.0 graphic 
synthesizer nibs. Basically, these nibs are collaging tools. They collage bitmaps in sufficiently 
unusual ways that the term graphic synthesizer is more apt than graphic collager. They are not 
simple remix tools. The collage is more unusual and synthetic of the images, though there are 
definitely scars in the process. The images are stitched together with some force.

Aleph Null 2.0 by Jim Andrews 4

Illustration 5: Images of David Bowie collaged with an Aleph Null 2.0 image nib

http://vispo.com/animisms/SeattleDrift.html
http://vispo.com/dbcinema/video/Intro/index.htm
http://netartery.vispo.com/?p=1738


When I produced dbCinema, it was greeted enthusiastically for its combination of generative 
abstract art with an unusual representational dimension via its ability to sample from bitmaps 
and use those in different ways. I was invited to show the work at the University of Paris by the 
generative artist and scholar Alain Lioret, and Chris Funkhouser wrote about dbCinema 
extensively in his 2012 book New Directions in Digital Poetry saying “dbCinema is a major 
accomplishment....The results are exquisite” (p. 189). You can see thousands of dbCinema images 
at vispo.com/dbcinema .

dbCinema is not an instrument of colour music. The nibs in dbCinema are almost all graphic 
synthesizers. A couple of nibs dealt solely with colour, but not with the complex gradients that 
exist in Aleph Null. 

Aleph Null 2.0 can exhibit an interesting mixture of colour music and graphic synthesis. Aleph 
Null 2.0 is involved in abstract art and colour music, but also it can incorporate representational 
material and work with that material in unusual animated collages.

5 - Aleph Null 1.0 to Aleph Null 2.0
I wrote Aleph Null 1.0 with the help of a grant from the Canada Council in 2011. Version 1.0 was 
my first attempt at programming the HTML5 <canvas>. You can play Aleph Null 1.0 with the 
keyboard and/or mouse. Unlike 2.0, Version 1.0 isn't built for touch/mobile devices. 

I have been working for several months on Aleph Null 2.0 at vispo.com/alephTouch/an.html. If 
you're on a Mac, please use Chrome to view Aleph Null 2.0. The graphic synthesizer nibs don't 
work properly, currently, in Safari. 

This is coming along--it's already dramatically better than 1.0, as you can see--but it has a way 
to go to implement the feature set I have in mind.

6 - Differences So Far Between 1.0 and 2.0
The main differences, so far, between version 1.0 and 2.0 are these:

1. 1.0 looks different from 2.0. Version 2.0 handles colour, opacity, masking and brush-
stroke with a deeper knowledge of the JavaScript <canvas>.

2. Use the "create" and "destroy" buttons (top left at vispo.com/alephTouch/an.html ) to 
create/destroy as many brushes as you like. Version 1.0 supported only one brush at a 
time. There were no “create” or “destroy” buttons in 1.0.

3. Each brush has a nib. To select a nib for the brush in 2.0, click one of the set of 
horizontally scrollable icons toward to the top of screen. There are currently 22 possible 
nibs. With version 1.0 there were ten nibs (called “shapes” in 1.0). The new nibs include 
a couple of text nibs and several image nibs, ie, nibs whose 'paint' is sampled bitmaps. 
The nibs in 1.0 painted with color or with gradients. Some of the nibs in 2.0 will be able 
to paint with sampled bitmaps. 

4. Version 2.0 works well on both desktop and mobile. It works with touch and everything 
resizes for mobile. Version 2.0 is a 'responsive' design. Version 1.0 was for the desktop.

5. I refactored the code to break it up into several files. To make it more maintainable. 
Aleph Null 1.0 was all in one big file. It was my first wrassle with the HTML5 canvas 
and also with jQuery.
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http://vispo.com/dbcinema/video/Intro/index.htm


7 - Features to Implement in Aleph Null 2.0
Below are the remaining features I want to implement in 2.0, and these are the features we 
would work on together.

1. Finger-painting: For touch-screens. The player/user should be able to use her finger on 
her touch device to create an interesting work. That is an 'intuitive', sensual feature 
important to make the experience more like playing an instrument of colour music and 
less like manipulating a control panel of widgets. The challenge is to implement a set of 
nibs specific to finger-painting that provide high-quality results that can't be achieved 
without finger-painting. Most of the current colour music nibs aren't appropriate for 
finger-painting because they're too slow or not interesting enough; finger-painting nibs 
need to be able to traverse relatively long distances quickly without deleterious effects. 
The area of each brush-stroke has to be larger than the default nib's area, therefore.

2. Gradual Revealing of Controls: The controls need to be revealed gradually, not 
presented all at once from the very start. When you look at the current state of Aleph Null 
2.0 at vispo.com/alephTouch/an.html , you see you're initially presented with a lot of 
controls—too many. Instead, at the beginning, you should only see two controls: the 
“create” and “destroy” buttons. Once the player clicks those a couple of times each, 
reveal another button/control. And so on. 

Such gradual revealing of the interface kills two birds with one stone. It focuses the 
player's attention on what to do next. Secondly, it provides a kind of narrative, or at least 
a one-thing-after-anotherness that can involve the player in a kind of dialog/story on 
how to use Aleph Null 2.0 and what it's about. I used this strategy in an interactive poem 
called Enigma n. 

3. “Gallery Mode” and “Interactive Mode”: There will be a "gallery mode" and an 
"interactive mode". By default, Aleph Null 2.0 will display "gallery mode", ie, it will 
display varietously without the user/player having to interact with it to create variety. 
When the user/player touches/mouses/keys Aleph Null 2.0, it will exit "gallery mode" and 
enter "interactive mode", ie, it will do what the player directs it to do, when in 
"interactive mode", rather than playing a playlist of configurations, which is what 
"gallery mode" will be. And when no one has touched/moused it for a time, it will re-
enter "gallery mode". 

If we think of Aleph Null 2.0 as a hybrid art tool/art work, this feature strengthens the art 
work dimension; it won't require a player playing it to be engagingly watchable for an 
extended period of time.

4. Playlists: Correspondingly, the user/player will be able to save a configuration, assign it 
a duration to play, and string such configurations together into "gallery mode" playlists. 
Storing this sort of information on the player's machine can be done with HTML5 
localStorage, but that doesn't work very well on iOS. Apple doesn't seem to like 
localStorage for mobile devices. Consequently, that info probably should be stored 
server-side. I implemented playlists in dbCinema (stored locally).

5. Social Media: When players create configurations and playlists or screenshots, they can 
keep them private or share them with other players. The interface at 
http://vispo.com/alephTouch/an.html does not currently show any ability to save 
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configurations/playlists/screenshots nor share them nor download shared ones from 
other players. But the changes on the opening screen to enable that sort of functionality 
are not huge. Eliminate one slider on the main screen, such as the “rhythm” slider, and 
relocate that slider to the view that opens when “more” is clicked. Replace that space in 
the main window with “save”, “download”, “share” and “screenshot” buttons (all in 
one row). When the player clicks “save”, the main controls are replaced with a view 
showing controls to save configs/playlists and edit existing ones. When the player clicks 
“download”, the main controls are replaced by a view showing a list of configurations 
and playlists they can download into their “downloaded” folder in Aleph Null and play. 
When the player clicks “share” from the main window, the main controls are replaced 
with a view of controls to share the player's configurations and playlists with other 
players. When the player clicks “screenshot”, a screenshot is created and the main 
controls are replaced with controls that let the player share her screenshot and view a 
gallery of screenshots by other players. 

6. New Nibs: There will be more new nibs, and some revised or discarded nibs: for each 
brush that now paints with color or gradients, a new brush could be created that paints 
with image. I have only recently started creating nibs that paint with image rather than 
gradients, though dbCinema had many such.

7. Selectable images: The nibs that paint with image, currently, don't let you choose the 
bitmaps used. The user/player/viewer should be able to use/select her own images on 
her hard drive and say how long the nib will sample an image before moving on to 
sample the next image. Additionally, each such nib will maintain an underlying image 
that it samples from; the player will be able to specify the alignment of sampled images 
copied to the underlying image. I implemented this feature in my earlier work   dbCinema.

8. Phonegap Apps: It would be possible, using PhoneGap or Apache Cordova, to create an 
app version for Android, iOS, Windows Phone and Windows desktop. I have used 
Phonegap/Cordova to create apps.

9. Historical/conceptual information: Colour music has an interesting history. Some of that 
history should be available on the site. Not just the history but the 
philosophical/aesthetic positions associated with the history. 

10. URL Parameters: I'd like to implement a feature I've added to some of my other works 
such as Globebop and Slidvid whereby URL parameters allow Aleph Null 2.0 to start with a 
given set of brushes and nibs, depending on the parameters in the URL. For instance, 
this URL starts Globebop in Machu Picchu whereas this URL starts it among pyramids in 
Egypt. Same URL except for the parameters, which determine the startup configuration.

11. Google image search: A very nice feature, which may or may not be possible, would let 
the user type in a concept for a nib. The brush would then do a Google image search (or 
Yahoo image search, etc) on the concept, retrieve images from the net that were related 
to the concept, and use those images as 'paint'. I implemented this feature in dbCinema 
(vispo.com/dbcinema/video/Intro). It worked well and dbCinema was fantastic. However, 
Google changed their policy and made it so that developers have to pay to use Google 
image search functionality. Currently developers get about 50 free searches per day; the 
rest have to be purchased. One user session with Aleph Null 2.0 could use 50 searches. So 
we would have to come to an arrangement with Google on this matter. I understand 
they do give some art projects free and more-or-less unlimited resources of this kind. It 
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would  show their technology in a fun and interesting light. Google image search can be 
configured to return only images in the public domain. Even still, this sort of feature 
may be outside of the NFB's purview because of potential copyright issues. In any case, 
it's not a necessary feature, just a very nice one to consider. 

8 - Portfolio
• Aleph Null 1.0: The 2011 first version of Aleph Null.

• Aleph Null 2.0 (so far): Click “destroy” and “create” till you get a brush you like. Then 
do it again to create a second brush. I've been working on 2.0 for a couple of months.

• The Club: This is an 8 minute slideshow of screenshots from a 2011 hour-long video of a 
sequence of dbCinema sessions I did with images of North American politicians, 
business men, and psychopaths. This shows part of the stylistic range of dbCinema.

• Jim Leftwich: This is a 5.25 minute slideshow from 2007 of screenshots from several 
dbCinema animation sessions using images obtained from a Google image search of “Jim 
Leftwich”, a highly-collaborative visual poet. More info here.

• Kandinsky5: A 5.6 minute slideshow from 2008 of screenshots from several dbCinema 
animation sessions using images obtained from a Google search of “Kandinsky,” the 
original painter of abstract art. 

• Olga Glukovska: A 6.7 minute slideshow from 2009 of screenshots from several 
dbCinema animation sessions using a half-dozen images of Vancouver's Olga Glukovska 
from a fashion shoot. More info here.

• Nio: A 2001 interactive audio/visual/sound poetry/visual poetry/music piece I did in 
Director. Commissioned by turbulence.org in NY. Requires the Shockwave plugin. 
Cannot be viewed in Chrome.

• More: There are many more online works available through my CV at vispo.com/ja.htm

9 - Copyright Issues
The only code used, so far, in Aleph Null that I have not written is jQuery, the jQuery UI sliders, 
the Farbtastic colour-picker, (which I adapted for touch), and a couple of polyfills. jQuery and 
jQuery UI can be used in commercial software without fees. The Farbtastic colour picker is GPL; 
if that is a problem, the colour picker can be replaced with another one. The polyfills are via the 
MIT license, which means they're OK to use in commercial software. 

Currently, for testing purposes, and because I admire him, I am using images of David Bowie in 
Aleph Null 2.0 that are not licensed, but I will remove those before launch. The graphic 
synthesizer nibs, which sample from a set of bitmaps, will each have their own default set of 
bitmaps they sample from; the player will be able to use those or use her own images. Just what 
those default images should be, I haven't yet determined.

One idea is to license some Canadian art works. Another is to draw on my own library of 
thousands of images that I've created with the software tools I've created. Another is to create 
these sets of images specially for Aleph Null 2.0.
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10 - Audience Description
The goals players have when playing Aleph Null are these:

1. Play/explore and enjoy colour music they like.
2. Create screenshots, configurations and playlists they like.
3. Watch screenshots, configurations and playlists by others.
4. Save their work and share it with others.

Aleph Null 2.0 is optimized for both desktop and mobile.  If you view 
vispo.com/alephTouch/an.html on a mobile device (shown above), you see the interface looks  
different than when you view it on a desktop machine (shown in Illustration 2). 

I've used Phonegap/Cordova before to create apps distributable through the app stores for iOS 
and Android. Phonegap/Cordova also supports apps for Windows Phone and Windows 8+ 
(desktop). There are no technical obstacles to creating Aleph Null 2.0 apps of those sort.

The playlist and the “gallery mode”+”interactive mode” features will make Aleph Null 2.0 
appeal not only to people who enjoy interactive visuals but also people who just like to watch.  

Aleph Null 2.0 will also work well on big touch screens in galleries and other public spaces 
because it's a visual piece and it works with touch. Especially with the “gallery 
mode”+”interactive mode” feature, so that people can either just watch it or interact with it.

Who will be interested in these sorts of activities? People who create visuals and use them in 
their own art or work. And people who are interested in viewing and/or interacting with 
computer art. Also, people who are interested in colour music and abstract art. And people who 
like watching or creating beautiful animations and/or stills. 
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Illustration 6: Aleph Null 2.0 on the iPad Mini (left) and Galaxy S4 (Android)

http://vispo.com/alephTouch/an.html


11 - Budget
A PHP (server-side) programmer who can also help me with JavaScript features is required. 
Peter Courtemanche has agreed to do that programming. 

Here's an approximate time frame for each feature to be implemented.

5 weeks: Finger-painting: Nibs specific to finger painting would have to be designed and 
tested. If there are five such nibs and each nib takes 3 days, that's 15 days. Also, the 
touch/gesture programming for finger-painting needs writing and testing. That's about 5 days. 
Also, a mechanism to choose a finger-painting nib is required: 4 days.

1 week: Gradual Revealing of Controls: A little finite state machine would have to be devised 
to progress from state to state as the player clicks on controls so we know what state we're in 
and what to reveal. The controls would reveal themselves like the top menu of Enigma n does.

4 weeks: Gallery mode/interactive mode: The programming to support “gallery mode”, 
whereby Aleph Null creates, destroys and configures new sets of brushes and nibs quite 
regularly, will take some time, although I've had the feature in mind since the start of Aleph Null  
1.0. Basically a file format for brushes and brush sets needs to be written and the programming 
to read/write it and create/play/delete/cycle brush sets.

4 weeks: Playlists: The interface to create, save, edit and delete playlists and configurations, 
along with the PHP code that stores them on the server and retrieves them, needs writing. I've 
implemented a similar feature in   dbCinema. 

8 weeks: Social Media: I will need a server-side PHP programmer (Peter Courtemanche) to do 
the server-side of this programming whereby the info is read/written server-side (in the cloud). 

4 weeks: New nibs: The nibs that create colour music are mostly finished. Some of them need 
changing over to using gradients rather than just plain color. And then there are the brushes 
that paint with images, not color or gradients. Those need quite a bit of work and development.

4 weeks: Selectable Images: The player needs to be able to select images from her hard drive to 
be used by the nibs that paint with sampled bitmaps. The controls to do that will be displayed 
when the player clicks the “more” button. When the player clicks the “more” button, the current 
controls are replaced with extra controls not initially visible. This will include not only controls 
to select the images used by the current nib, if it uses images, but also their alignment and a 
control to specify how long it will sample from a given image. And controls to define the text of 
text nibs and the font of text nibs. Currently those controls are in the About window (which 
they shouldn't be). 

8 weeks: Phonegap Apps: 2 weeks for the Android app; 2 weeks for the iOS app; 2 weeks for 
the Windows Phone app; 2 weeks for the Windows app. This includes not only creating the app 
but the associated pages on the associated stores. 

2 weeks: Historical/conceptual information: An essay on the history and philosophies of colour 
music and stable links to more resources on the matter. 

1 week: URL Parameters: I have a reusable js file for this purpose, but there are many 
parameters for a nib, and they vary between nibs.

8 weeks: Google image search: Google would have to be contacted and convinced to give us 
free image search. I've done the associated programming before, but in Lingo, not JavaScript.
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http://vispo.com/dbcinema/video/playlists/playlists.html
http://vispo.com/dbcinema/video/playlists/playlists.html
http://vispo.com/animisms/enigman/meaning.html


TOTAL: 49 weeks = 11.25 months

Approximate Cost: $150,000 - $200,000.

12 - Other Sources of Funding
I could apply to the New Media program of the Canada Council. It would be great, though, if 
you were the sole funder. Is that possible?

13 - Related Works by Others
Aleph Null is related to VJ tools. These are not typically browser experiences, however. Also, the 
paradigm of VJ tools tends to be non-interactive; the VJ mixes to the music and the audience 
watches, whereas the main experience of Aleph Null is online and interactive. VJ tools typically 
display while music plays. Aleph Null is solely visual. 

Aleph Null is also related to generative visual art. Aleph Null is generative and interactive. Some 
related work:

• Some VJ software packages

• Another look at top VJ software packages

• Electric Sheep, Scott Draves (generative)

• Chrome Drawing Experiments 

• Chrome Generative Experiments 

• Irwin Quemener VJ video (own softare) 

• Leo Carreno VJ video (Adobe Premiere)

• Thomas Wilfred's Opus 161 (1965-66) 

• Oskar Fischinger, An Optical Poem (1938)

Looking at the above works and then looking at vispo.com/alephTouch/an.html shows Aleph 
Null 2.0 has a way to go to be as watchable and visually as interesting as some of these. 

• The proposed playlist feature is important to approach the level of variety some of the 
above display.

• The focus of Aleph Null is not on splashy visuals to play in a club to music. It's on silent 
colour music that the player shapes interactively.
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http://vispo.com/alephTouch/an.html
https://www.youtube.com/watch?v=they7m6YePo
https://www.youtube.com/watch?v=KW67FXi8Tvo
https://www.youtube.com/watch?v=qD8IFnV3mp0
https://www.youtube.com/watch?v=CXw38vzsh18
https://www.chromeexperiments.com/generative?page=0
https://www.chromeexperiments.com/drawing?page=0
https://www.youtube.com/watch?v=O5RdMvgk8b0
http://limeartgroup.com/best-vj-software-top10-rating/
http://articles.triplewidemedia.com/top-6-vj-software-for-multiscreen-video/

