
originally designed to convert spatialization data from the 
tactile.motion diffusion interface. Currently this process is 
deliberately separated from the conversion to polar coordinates 
because it relies on external knowledge such as preferred 
spatialisation algorithm, the number of speakers and their 
configuration. This separation keeps the full spatialisation 
system functioning in the most modular way possible.  
 Any audio software capable of receiving OSC could 
potentially unpack the messages and map them to gain factors. 
The author has developed a custom Max/MSP patch that drives 
all the audio for the spatialisation. The patch unpacks the gain 
factors and directs them to control the audio signal they 
correspond to. The patch accepts up to 8 channels of audio in 
any combination of live input or audio file and can output 
anything up to 24 speaker channels.  
 As discussed, the entire system, as outlined in Figure 7 is 
designed to be as modular as possible with each section able to 
be interchanged at any point.   
 

 

Figure 7. Modular Spatialization System Overview 

 
Figure 8. Chronus 2.0 

5. CONCLUSIONS 
The Chronus controller affords the performer accurate control 
of spatial positioning within a pantophonic sound field.  The 
inclusion of the slip ring and gear system gives the performer a 
second axis of control while maintaining an intuitive gestural 
relationship to sonic trajectories, at an affordable cost. A full 
modular spatialisation system has been designed to utilize this 
and other performance interfaces to encourage heightened 
control and greater expressivity in spatial performances. Whilst 
designed to be incorporated into this system the controller can 
be used with any spatialisation algorithm and could easily to set 
up to send MIDI messages in order to communicate directly 
with Ableton Live or other DAWÕs in both studio and live 
applications (as is intended for the next version of the series). 

 With many of the new diffusion interfaces requiring constant 
physical contact, the Chronus 2.0 controller aims to allow easy 
integration with other controllers to complement a performerÕs 
configuration without hindering their current set up. It is hoped 
that this ease of integration will encourage more performers to 
utilize the surround sound systems available in performance 
venues, and add an extra dimension of musically expressive 
range to their performances. 
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