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Flying Object earn attention for cultural organisations and brands. 

Tate Sensorium | Tate Mix the City | British Council A-Z of YouTube | YouTube





A multi-sensory art exhibition, partnering four paintings from Tate’s British Art 
collection with things to hear, smell, touch and eat, and an experiment to find 
the impact that these stimuli had on visitors. 

Created by Flying Object and the following talents: 
Audio by Nick Ryan 
Scent by Odette Toilette 
Taste by Paul A Young  
Scientific input & haptic design by University of Sussex HCI Lab 
Interactive theatre design by Annette Mees 
Lighting design by Cis O’Boyle 
Human interface development by Make Us Proud 
And Tate producer Tony Guillan 

Using technology including electrodermal sensors, touchless haptics, 
ultrasound-driven directional sound, motion detecting fragrance  
- and chocolates. 

http://www.nickryanmusic.com/
http://odettetoilette.com/
http://www.paulayoung.co.uk/
http://www.andfurthermo.re/almanac/
http://cisoboyle.com/home.html
http://www.makeusproud.com/


How did this come about? 
How did we work with the technology? 
How did the team work together? 
What did we learn?



How did this come about?



Connect the world with art from the Tate collection



What it first looked like: What everyone else thought it looked like:

Complex 

Simple















How did we work with the technology?



The technology: Empatica E4 

• Measures electrodermal activity (EDA) 

• Measure of arousal from autonomous 
nervous system; think lie detector tests  

• Scientifically credible but quite blunt data; 
needed to work with exhibition flow & 
lots of maths (thanks, Make Us Proud!)  

• Required assistance 

• Graphs of sweat = most tweeted thing. 
Who’d have thought it. 



The technology: Empatica E4 



The technology: Ultrahaptics  
• Uses array of ultrasound speakers to 

create haptic sensation; think blowing on 
your hand through a straw  

• Pre-production experimental device; 
Ultrahaptics are a young startup 

• First example use in a cultural space. 
Didn’t break as much as we thought. 

• On its own, underwhelming; paired with 
audio, quite startling 

• Hide it in a box & put a green LED in 
there = completely weird sensation! 



How did the team work together?



The team 

• Creatives & producers (Flying Object) 
• Sound designer (Nick Ryan) 
• Fragrance specialist (Odette Toilette) 
• Chocolatier (Paul A Young) 
• Scientists & haptic specialists (Dr Marianna Obrist & Univ. of Sussex team) 
• Interactive theatre maker (Annette Mees) 
• Lighting designer (Cis O’Boyle) 
• Developers & interactive designers (Make Us Proud) 
• Tate producer (Tony Guillan)



Design rules for the Sensorium stimuli 

1. Do the installations make sense to visitors? (and are they impressive?) 
2. Do they still allow people to react to and interpret the painting themselves? 
3. While also being grounded in the paintings (any interpretations are defensible)? 



How the team worked 
Learn, prototype, iterate through small groups

Knowledge 
sharing Finesse 

concept  

Initial 
ideas & 
tests  

Build in 
small 
teams

Test
Iterate 
in small 
teams

Dress 
rehearse Iterate



Testing It’s what friends are for 



A note on Tate  
Collaborative & open  
Producer not client  
Ambitious



What did we learn?



The things that worked  

• Short brief: shorter brief, bigger ideas 

• Belief in the creative process: the product improved through having time to 
work through the idea 

• Collaboration: with other creatives; with the client 

• The idea: communicated clearly to the public, who turned up in droves; lots 
of (consumer) press coverage 

• Focus on a story, on experience: putting technology within an idea, not 
leading with it  

• Test everything! 



The things we’d do differently  

• More installation time: we finished install when the journalists were already 
outside  

• Visitor flow: more people came than could see it 

• More plug & play: we relied a lot on staff  



Question time

Tom Pursey, tom@weareflyingobject.com 
 weareflyingobject.com // @objectingfly


