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origins
360¢ first came to life not as an audio project, but as a science fiction story outline.

In the early 1990s | was working on bringing together my interests in art and story
telling, and one of the areas | was exploring was graphic narrative, better known to
the general public as comic book art. | have read various comic books ever since |
was a boy, and have always considered it a grossly under appreciated and vastly
entertaining medium. Inspired by European artists and writers such as Hergé,
Moebius and Alan Moore, as well as Americans Will Eisner, the Hernandez Brothers
and Matt Howarth, | began to plot a science fiction epic centered around a number
of non-human characters and their struggle to control a certain mysterious item and
the information that it contained.

The vagaries life intervened, that and the fact that my plans were probably a bit
beyond my actual skills, and so the project began to mutate. The scope of the story
diminished and music was added to the menu. The idea of a comic book and a CD
was very appealing, and visions of The Residents’ Mole Trilogy danced in my head!
| did quite a bit of work on this version, then dubbed Reflective, including recording
several audio studies with Nathan Kreisberg of Rhomb (in fact, one of these studies
was released on the first Foundry tape compilation Fig.1 in 1995, and forms the
basis of the 360° Theme). However, between artistic blocks and more of life’s
unexpected turns Reflective was shelved with the idea that | would return to it again
at some point in the future.

Jump ahead almost five years. In April of 2000 | sat down with Thermal and Seofon
over a delicious noodle dinner and we began to plan a series of 3" CD releases to

Three very rough sketches that vaguely correspond with the chapters (clockwise from top)
reflective, intro, and a version of shrine. These layouts were to have become colour panels.




showcase the Archipelago collective (this came to fruition as the /s/ands set, and
included work from Dean Santomieri and lan Stokes as well as Thermal, Seofon,
eM and Rhomb). During these discussions | mentioned Reflective, and both Thermal
and Seofon expressed interest. After returning to my old notes, | decided to concentrate
on one specific aspect/episode of the larger story and use it as the centerpiece for
what became 360°. Slowly things came together, and | wrote up an abstract for
360° as an audio and text project. Seofon suggested contacting Sketch and Mat
Jarvis, and | also approached Jonathan Hughes and Kim Cascone. To my delight
everyone seemed interested! Chapters were chosen by the artists (fortuitously no
one chose the same chapter) and work began in earnest.

| received the last of the tracks in the autumn of 2001 (several having faced delivery
delays in the wake of 9/11/01), and now proudly present this project for your listening
pleasure. | am so pleased with the work that everyone did for this album! Each track
is perfectly matched to the text, and is a wonderful example of each artist’s style
and abilities, the ideal for this (or any other) compilation.

| have included some sketches from the archives which should give a taste of the
earlier incarnations of this project. | will refrain from outlining the complete story
as | still have allusions of presenting it in some form, someday. Hey, we all have to
dream!

Michael Bentley
21 February 2002

< a mysterious middleman... human or...?



studies for the various aliens

the larger figure was one of the main characters in the original story



further studies for aliens, this time in scenes from the original story




roughed out illustrations... above we see some requisite comic book violence,
and opposite some requisite comic book evil.




