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Frank Spigner is an intermedia artist, composer, and 
technologist creating works that navigate the uneasy cusp 
between physical and virtual realms.

In much of his work, Spigner juxtaposes opposite or divergent processes 

and motifs, such as the use of traditional art-making practices with cutting-

edge emergent technologies, the blurring and transgression of the hierarchies 

of High and Low Culture, or by subverting the intended functionality of found 

objects or systems as a way of exploring perceptual, philosophical, or 

sociopolitical themes.

With a concept-based approach to art-making, and a refined technical 

approach, Spigner combines material improvisation with an investigation into 

the boundaries between process and object. His work addresses theoretical 

and formal concerns in ways that are both thought-provoking and aesthetically 

engaging.
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COUNTERPOINT

Counterpoint is an installation of kinetic sculpture utilizing 
sonic and mixed-media components. 

The sculptural elements, which are driven via rotational transmission from the 

LPs, allow all the elements in the installation to be animated or sonified. The LP 

is prepared with a makeshift stylus that captures sound with piezo elements, 

amplifying sounds from the record groove. The surface aberrations and sonic 

artifacts from the surface of the LP and from the mechanical apparatus allows 

for an eerily abstracted version of the source material. The work explores 

themes presented in Spigner’s previous works, such as kinetic and sonic 

transmission, the manipulation of readymade objects, and the use of provisional 

and constructional aesthetics.

Writes Spigner, “In this work, I use an improvised construction method 

to mine a physical source, a vinyl LP, for sonic material. This includes not 

just the intended audio recording, but transient noises as well. In this way, I 

reveal history and temporality that exists within a mechanically reproduced 

object. The creative misuse use of LPs is in dialogue with a historical lineage 

which includes works such as John Cage’s Imaginary Landscape No. 1 or the 

development of turntablism as an instrumental technique. The very use of 

rotational transmission as a primary kinetic element in the work is itself a 

metaphor for the interconnectedness of sound.”



How did you arrive at sound in terms of an artistic practice?

Although a large part of my current creative practice involves sound in conjunction with sculptural and visual media, I have 

studied music almost my entire life. 

I remember a pivotal moment in my life was the first time I heard a fugue from the Well-Tempered Clavier by J.S. Bach. It was 

following this experience that I decided I was going to spend my life studying composition. I became fixated with the study of 

form and counterpoint in baroque music and from my study and analysis of this type of music, I developed an aesthetic intuition 

with the use of number systems, the systematic development of motivic material, etc. 

I was also interested in the aesthetic tendency of baroque music to create a diversity of musical material from a single motif, 

such as the development of dense counterpoint from a single fugue subject for example, as opposed to the ideals of classicism 

which aimed to create singularity out of multiplicity.  

These experiences and studies created a kind of conceptual anchor that I always find myself returning to when I work in a sonic 

or visual medium, as well as when I generate systems for my work. 

Would you say that your work responds to a desire or impulse to create interactive and / or generative work? 

My use of interactivity is an expression of form within space and time. Within the context of sculpture, sound is just as physical 

and sculptural as any other material like clay or metal. Within the context of music, we are at a point in musical history in which 

a piece does not need a beginning and an end to be considered a valid musical composition. Although I use systems which 

may be classified as “generative” or “interactive”, it should be noted that these are merely techniques or compositional devices 

for the creation of my work. Rather than producing work about “generative” or “interactive” systems, I typically use these as a 

means of conveying the content of my concept or narrative.
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You talk substantively about your work as a sculptor and metalworker.  Can you elaborate on how specific materials 
resonant (no pun intended) for you?          

One of the primary materials used in my sculptures is metal, mainly steel, aluminum, bronze, iron, britannia, and whatever metals 

may be present in the found objects that I salvage to use in my work. My aesthetic language incorporates natural systems, 

similarly to other mediums I work in, as well as the use of movement, improvisation, and the occurrence of noise and mutation 

in organic systems. My sculptural metalwork is heavily influenced by industrial metalworking practices and manufacturing 

processes. I am inspired by the tradition of ‘direct metal,’ developed by the abstract expressionist metal sculptors such as 

Alexander Calder and Mark Di Suvero, which embraces the improvisational element of metal sculpting and considers the 

functional and metallurgical qualities of the materials, taking into consideration the origins of the materials and the way in which 

the materials were manufactured.





Columbia Sound Arts MFA is an interdepartmental program offered in association 
with The Visual Arts MFA Program, the Department of Music and the Computer Music 
Center. Columbia University has been at the helm of sound innovation for over fifty years with 
faculty specializing in composition, improvisation, music theory, musicology, installation, sculpture, 
instrument building,acoustics, music cognition, and software development. Faculty from the 
Computer Music Center, along with colleagues from Composition, Visual Arts, and Engineering, 
led the development of the new interdisciplinary area in Sound Arts that leads to the Master of Fine 
Arts degree awarded by the School of the Arts.              ARTS.COLUMBIA.EDU

Sound Arts is a deeply interdisciplinary program, and thrives thanks to the generous ideas and energy contributed by friends, 

colleagues, and collaborators from across Columbia University, New York City, and beyond. We’d like to say a special reverberant 

thank you to the faculty, deans, staff, and students at the Columbia University Computer Music Center, Department of Music, 

Visual Arts Program, and School of the Arts; Basilica Hudson; Maddy Rosenberg and the staff at Central Booking; Zev Greenfield, 

Bob Bellerue, and the staff at Issue Project Room; Galen Joseph-Hunter, Jess Puglisi, Tom Roe, and Echo at Wave Farm; Spencer 

Yeh and all of our Sound Arts Graduate Studio visitors; and you—thanks for listening!
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Wave Farm is a non-profit arts organization that 
celebrates creative and community use of media 
and the airwaves. Wave Farm programs provide access 
to transmission technologies and support artists and 
organizations that engage with media as an art form. 
Major activities include the Wave Farm Artist Residency 
Program, Transmission Arts Archive and Wave Farm 
Radio; WGXC 90.7-FM; and the Media Arts Assistance 
Fund, a Regrant Partnership with NYSCA, Electronic 
Media and Film Program.

WAVEFARM.ORG

Installed in the Basilica Back Gallery, this special exhibition presents thesis works from the 
2016 Columbia University School of the Arts Sound Arts MFA program. Alice Emily Baird, Cameron Fraser, 

Chatori Shimizu, and Frank Spigner formally and conceptually address concepts relating to reverberation through interactive, 

responsive, and kinetic sculpture and installation. Continuing Effect is curated by Wave Farm.

CONTINUING EFFECT
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