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IN PURSUIT OF REPETITIVE BEATS 

DESCRIPTION OF CONTENT 
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A short description of the VR experience.  

In Pursuit of Repetitive Beats is a Virtual Reality experience set in the 
West Midlands in 1989. It is a creative non-fiction experience that takes 
the audience member on a journey to find an illegal Acid House 
warehouse party somewhere in Coventry, UK. To find the party and 
dance/rave, audience members must interact with objects, and traverse 
the various environments to recreate moments that contributors 
remember from that time. During the experience audience members will 
hear and see archive recordings from TV and radio, and interviews 
recorded with contributors that remember the Acid House rave scene 
from that period.  

When you get here:  

Arti et Amicitiae 
This venue is not accessible for wheelchair users. 
The entrance to the experience is on the second floor. You will see a 
DocLab reception desk where you show your ticket. From there on you 

will be guided to the experience by the IDFA DocLab Festival host.  

Vlaams Cultuurhuis de Brakke Grond 
The venue is fully accessible for wheelchair users, with accessible 
toilets. 
When you enter the building you will see a DocLab reception desk. Here 
you can show your ticket and there will be IDFA DocLab Festival hosts 
to guide you to the entrance of the experience.  

Virtual Reality terms specific to this experience  

• Attractor State – Within the experience you will see a blue and 
purple audio wave form around objects that you can interact with. 
This is called an ‘Attractor State’. This attractor state also has a 
corresponding audio sound, which is spatially positioned to 
emanate from the corresponding position of the object in VR. The 
sound of the attractor state is a repeated synthesizer sound, that 
will last for 8 secs.  

As well as indicating what something that can be picked up or 
interacted with, the attractor state will also sometimes indicate 
where an object can be placed in the space.  
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• Controllers - As part of the technical set up VR has controllers 
that you hold with your hands. These are like traditional gaming 
controllers in that have various buttons and triggers that allow you 
to complete various actions in the VR experience. For our 
experience, only the triggers on the controllers will do anything. 
The triggers will let you pick up and drop objects.  

• Haptics – This is a term in VR to mean the sensation of touch and 
vibration. In this experience the controllers will vibrate when you 
need to use them, or when you are interacting with something. You 
will also be provided with a haptic vest in the experience, called a 
SubPac, which turns sound frequencies into vibrations. When 
music is playing you will be able to feel the bass frequencies as 
well.  

 
• Headset or HMD – this is the general term for a VR headset, that 

you wear in order to experience Virtual Reality.  

 
• Multisensory – In VR and immersive experiences this usually 

means the introduction of smell, touch and possibly taste into an 
experience. Haptics is a type of multi-sensory. In this experience 
we also have a fan that blows air on you during certain scenes, to 
simulate travelling and to heighten the immersive experience.  

 
• Play Space – The play space is the term to describe the physical 

space in which you can experience the VR in. The play space for 
this experience is 4m x 6m. As an audience member you may find 
you are in environments that are either look or sound bigger than 
the play space, such as a motorway service station. However, the 
VR experience is designed in such a way that everything you need 
to do is within our physical play space. In the location Brakke 
Grond the play space will be set to suit wheelchair users. 

 
• Spatial Sound – Spatial sound describes a type of sound design 

that simulates positional sounds in a virtual space. In this 
experience certain sounds will be spatialised. For instance, the 
phone ringing will emanate from the position of the phone in the 
virtual scene.  
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How the VR experience works for different accessibility 
requirements:  

For audience members who are d/Deaf or hard of hearing - we can 
offer the hosts ‘onboarding scripts’ as printed documents during the walk 
through the installation. When in the VR we can activate subtitles so that 
the story is explained in text as well as dialogue.  

For audience members who are wheelchair user or for those who 
want or need to sit – In Vlaams Cultuurhuis de Brakke Grond there is a 
version of the experience that allows you to traverse the virtual 
environments using a ‘teleport’ function. Using a simple joystick style 
controller, the audience member will be able to move around the spaces 
and rotate their point of view, interacting and experiencing the film 

without having to be on their feet. Stools & seats will be available.  

 

Onboarding  

When you have your headset on, and ready to start the experience, the 
first section in VR allows you to familiarise yourself with the controls that 
allow interaction within the experience.  
 
You will have controllers in your hands, and by pressing triggers on the 
controllers you can pick up and grip certain objects in VR. The virtual 
space you can see can be traversed, and if you get lost, you will see a 
dotted line on the floor indicating the way you should go. This will also 
be explained to you on site. 

This onboarding is set in our first virtual environment which is a large 
dimly lit abandoned warehouse. In the gloom at the edges of our play 
space you can make out rubble, and disused industrial crates. The 
environment feels damp, and drips of water can be heard coming from 
holes in the roof. Under a light in the background of the scene is a trestle 
table. On the table is a record deck, and around the table there are vinyl 
record sleeves, and old record boxes. Cigarette butts can be seen on 
the floor.  

As part of the onboarding, you are asked to pick up a record floating in 
space at chest height and take it over to the record deck and place it on 
the turntable. When you do this the button on the record deck with 
become active with our attractor state. To begin the story and start the 
rest of the experience you need to press the button on the record deck.  
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A full scene-by-scene breakdown of the experience is also available on 
request. 
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