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We spark unexpected, intimate 
moments of perception that bridge 
the inner self and the outside world. 



scientific research  
  

experimental/artistic projects 

applications



ListenTree 

ListenTree is an audio-haptic display embedded in the natural environment. 
Motivated by a need for forms of  display that fade into the background, our 
installation invites attention, rather than requiring it. We consume most our of  our 
digital information through devices that often alienate us from our immediate 
surroundings; ListenTree points to a future where digital information might become 
enmeshed in material. 

video link: https://vimeo.com/319654530/45da5a479f

https://vimeo.com/319654530/45da5a479f


A passer-by encounters another 
in an embrace with a tree, and 

then another, and another. 
Puzzled, she stops, and 

approaches. As she comes closer, 
she might feel the slightest 

tremor under her feet. But not 
until she joins in the embrace 

does she hear the voices inside 
the trees.

ListenTree

video link: https://vimeo.com/319654530/45da5a479f

https://vimeo.com/319654530/45da5a479f


ListenTree

A single controller unit is wired to multiple 
underground transducers, each affixed to the roots 
of  a tree. The controller is designed to be a self-
powered, self- contained plug-and-play module, 
adaptable to any tree. We use a solar panel to 
charge a battery; computation and wireless 
network connectivity is delivered by an embedded 
computer. Audio signals for each tree are 
generated on the embedded computer and output 
through a USB sound card and a stereo audio 
amplifier. Weatherproof  connectors on the 
control module lead to buried speaker cables, 
which run underground to the transducers. The 
transducers are cast in silicone rubber to protect 
them from the elements.

video link: https://vimeo.com/319654530/45da5a479f

https://vimeo.com/319654530/45da5a479f


You can view currently active ListenTree installations 
at these locations. Some of  these pieces are being 
exhibited for a limited time while others reside in 
collections like the one at the MIT Museum. 

MIT Museum 
Cambridge, USA

UQAM Coeur des Sciences 
Montreal, Canada

Centro Nacional de las Artes 
Mexico City, Mexico

ListenTree

http://web.mit.edu/museum/
http://coeurdessciences.uqam.ca/
http://www.cenart.gob.mx/


TreeSense 

TreeSense is a sensory VR system that transforms a person into a 
tree, from a seedling to its full-size form, to its final destiny. The 
person experiences what it feels like to be a tree by seeing and feeling 
her arms turning into branches and her body into a trunk. To evoke 
these sensations, we used Electronic Muscle Stimulation (EMS) on 
the user’s forearms to stimulate muscles and the skin, so that she can 
feel branches growing, a worm crawling, or a bird landing on her arm. 
This intimate, visceral experience dramatically creates an illusion of  
being a different life form, and thus develops a personal, immediate 
identification with a need of  environmental protection.

https://slowimmediate.com/treesense/



TreeSense

Precise Mapping between the real and virtual branches through Leap Motion 

Tactile Feedback through Electrical Muscle Stimulation (EMS) Simulating sensations that not exist in real life, such as branches growing, being cut

Dynamic Character Behavior through Artificial Intelligence 

https://slowimmediate.com/treesense/


TreeSense

We further expanded TreeSense into a collaboration project with director duo Milica Zec and Winslow Potter. 

With your arms as branches and body as the trunk, you experience the tree’s growth from a seedling into its fullest form and witness its fate 
firsthand. Seeing and feeling are the main building blocks of  synthesizing new reality and eliciting body ownership illusion. With precisely controlled 
physical elements including vibration, heat, fan, and body haptics, the team created a fully immersive virtual reality storytelling tool. 

https://slowimmediate.com/treesense/

https://slowimmediate.com/treesense/


Tree at Sundance Film Festival



The New York Times 

"Virtual reality has been an increasing Sundance focus, and this project is especially 
ambitious. Participants won’t just be handed an Oculus Rift headset and told to have fun." 

  
Creators 

"Virtual reality at its core is just a way to transform a person or place through a 
reappropriation of  senses. Tapping into other senses can unlock a whole new level of  

immersion." 
Forbes 

"The experience features wind, fire, and smells, helpfully provided by a team member who 
stage manages the real world elements to enhance the immersion of  the experience." 

The Verge 

"Tree takes the concept of  virtual reality empathy to (literally) new heights, letting 
participants become a rainforest tree as it goes from its growth as a seedling to its death in 

a slash-and-burn farming operation." 
LA Time 

"Notably, your movement changes the story: hold out your arms, for instance, and birds 
will land on them. How much you want to interact will change what you feel," 

TechCrunch 

"You become that seed, watching and feeling as you grow from beneath the ground and 
sprout into a rain forest sapling...I watched one woman come out of  VR crying, having so 

fully identified with the now fallen tree" 

TreeSense

Press and Awards on 
TreeSense & Tree

https://www.nytimes.com/2017/01/10/movies/at-sundance-the-theme-is-climate-change.html?_r=0
https://creators.vice.com/en_us/article/the-future-of-virtual-reality-smells-like-dirt
https://www.forbes.com/sites/charliefink/2017/04/24/epic-virtual-reality-experiences-at-tribeca-film-festival-through-april-30th/#7cde6dbf4d94
https://www.theverge.com/2017/1/26/14396976/best-vr-sundance-film-festival-2017
https://www.theverge.com/2017/1/26/14396976/best-vr-sundance-film-festival-2017
https://www.theverge.com/2017/1/26/14396976/best-vr-sundance-film-festival-2017
https://slowimmediate.com/treesense/


HearThere

HearThere 

HearThere is a smart headphone device that extends perception and 
amplifies attention, connecting its wearer to networks of  distributed 
sensors in the surrounding environment. Using non-occluding (bone 
conducting) transducers and combined on-board/on-body sensing, 
HearThere produces a digital layer of  auditory perception that 
completely blurs together with the wearer’s natural hearing. The 
device supports both auditory augmented reality and sensory 
augmentation research and applications. 

https://vimeo.com/269528401
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https://vimeo.com/269528401
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HearThere

https://vimeo.com/269528401


video link: https://vimeo.com/269528401

HearThere

https://vimeo.com/269528401


Masque

Masque 

Masque is a psychoacoustic device that manipulates the user’s 
perception of  his/her own respiration by providing a false auditory 
feedback. 

Users hear synchronized respiration sound from Masque as their own 
and react naturally to the synthetic bodily signals.  By deliberately 
misrepresenting its wearer’s sense of  their own breathing, Masque can 
help individuals regulate their emotions, causing them to become 
either excited or calm without any explicit instructions or stimuli 
given. 

https://slowimmediate.com/masque

https://slowimmediate.com/masque


Masque

With a fast and high precision temperature sensor, Masque detects 
respiration and plays back a synchronous breathing sound through built-
in bone conduction headphones. It can regulates a user’s anxiety by 
providing false feedback of  a slow-pace breath, as well as cause 
excitement with a fast, heavy breathing sound. Masque makes use of  
respiration as the key to connect with and influence the inner self. 

https://slowimmediate.com/masque

https://slowimmediate.com/masque
https://slowimmediate.com/masque


Masque

https://slowimmediate.com/masque


Masque

https://slowimmediate.com/masque


PHOX Ears

PHOX Ears 

This helmet-mounted, parabolic, head-mounted, orientable, 
eXtrasensory listening device dramatically alters its wearer’s 
experience of  hearing, allowing the wearer to focus two sharply 
directional (parabolic) microphones on distant sound sources. At first, 
PHOX Ears heightens one’s directional hearing almost to the point 
of  disorientation, but through practice, one can become comfortable, 
and then conversant, with the sensitivity it brings. Each microphone 
is mounted on a motorized gimbal and can be aimed separately. The 
helmet incorporates bone conduction headphones that allow it to 
augment, rather than supplant, the wearer’s existing hearing ability. 
Paired with a recorder and taken for a walk, PHOX Ears can function 
as a specialized field recording system. One way to practice sensitivity 
is to allow oneself  to be disoriented, and to orient again. 

video link: https://vimeo.com/128326444 

https://vimeo.com/128326444
https://vimeo.com/128326444


Bread Havana

Bread Havana 

Tourism is Cuba’s third largest source of  foreign currency, behind the 
two dominant industries of  sugar and tobacco. The number of  
visitors so far in 2016 jumped 13.5 percent over the year to 1.5 
million tourists. However, the hunt for novelty in Cuba doesn’t 
conceal its disquieting poverty and struggles: lack of  regulation on 
sex work, ungovernable black markets and creaky infrastructure. 
Everyday in Havana, we inevitably enjoyed the material comforts like 
all the other tourists while investigating the power relations of  the 
nation as the artists. 
This project calls attention to the actions of  each individual, using the 
nation’s subsidized, soft, sweet, round daily buns as the vehicle. Made 
of  imported flour, sugar, dry yeast and water, the daily bun tastes 
nothing but pale flour. Collaborating with IFF (International Flavor 
and Fragrance), we designed the bread with a complete flavor that 
balances the nuances of  gasoline, sweat and white ginger flower (the 
national flower of  Cuba).

https://www.xxxxxxxxxinliu.com/bread-havana
https://www.xxxxxxxxxinliu.com/bread-havana
https://www.xxxxxxxxxinliu.com/bread-havana


Orbit Weaver

https://www.xxxxxxxxxinliu.com/orbitweaver


Orbit Weaver

https://www.xxxxxxxxxinliu.com/orbitweaver


Sleep No More 
Google ATAP 

Microsoft Research 
MIT Media Lab 

Living Observatory 
The Shed 

…. 

We have worked with


