GLOBAL HARMONY INITIATIVE

Overview

What Is The Problem We Are Solving?

GLOBAL CONFLICT. By global conflict we mean:

1. Specifically: wars

2. Generally: differences that result in lack of cooperation and communication

Global conflict is dependent upon the perception that we are fundamentally different. If we examine the nature of global conflict, we will see that the conflicts arise between those that are NOT IN CLOSE PROXIMITY TO EACH OTHER. For example, for the most part the citizens in a particular country do not fight with each other. The fighting starts when boundaries are defined, and boundaries always represent geographic dispersement; people are at a distance from each other.

How Do We Propose To Solve This Problem?

BY CREATING GLOBAL CONSCIOUSNESS

How Do We Propose To Create Global Consciousness, You Ask?

We will utilize MUSIC in conjunction with TECHNOLOGICAL INNOVATION to illustrate that the conditions that define PROXIMITY are changing. In other words, technology is making it possible for those that used to be far apart to see themselves as closer together.

What Does This Have To Do With Global Consciousness?

In order to understand this, you need to understand what the GLOBAL HARMONY INITIATIVE is all about. Here is the idea:

The Global Harmony Initiative

Mission

We will use the power of the INTERNET as well as the power of MUSIC to create a feeling of GLOBAL CONSCIOUSNESS (the feeling that we are all part of the SAME COMMUNITY – are all in this together!). We will do this by useing existing technologies to hold a GLOBAL DRUM CIRCLE/JAM!! 
Anyone that plays music understands the feeling of UNITY and ENERGY that results from being totally in SYNCHRONICITY with each other.

BANDWITH CONSTRAINTS ARE DECREASING and that the world is Getting Increasingly More Connected. There is no reason why we cannot play music together on NETWORKS THAT ARE CONNECTED.

The VERY LARGE IDEA is to create a GLOBAL HEARTBEAT that countless people from around the world can participate in. Imagine the GLOBAL JAM involving thousands of people from hundreds of countries from all over the world. Then imagine that this heartbeat is running continuously 24 hours/day, 7 days a week.

Concept

Youth Leadership: It is the youth that are the future, and are also the ones that truly understand the power of technology and how to utilize it. The youth already network and communicate with each other using a range of real time communication platforms. The Global Harmony Initiative aims to develop a team of youth leaders to drive the project.

Global Jam: Imagine participating in a drum circle in a large auditorium that also consists of 200 hundred screens representing jams from 200 different countries! Imagine everyone in all of these countries jamming to the same beat, and being able to watch each other jam simultaneously!
Continuous: Imagine of this jam becomes so large and the participation levels are so great that we are able to make the jams run permanently 24 hours/day, seven days/week, 365 days/year! If this were the case, you could go anytime of the day or night and walk into a large space where the world is jamming!

Local Jams: Nothing will happen without strong organization and leadership at the local level who are willing to communicate this vision locally to those that are interested in participating in the jam. These jams should be recorded so that the videos can be uploaded to the Global Harmony site, centralizing the wonderful sounds, rhythms and energy that are being created in all of the local environments.

Synchronization Using Harmony (Pulse) Server: If you are wondering how it is possible to address the time delay issues associated with people jamming large distances from each other, there is no need to worry! The Harmony Server is designed to take a range of different input signals, to average them and to distribute them to all of the locations in a manner that will create the experience of playing simultaneously. No one at a particular location will know the difference! (SEE BELOW FOR MORE DETAILS ON THIS)

Each Location is Recorded: In each Global Harmony location we will have video and camera feeds that record the music that is being played and send the signal back to a central server. This central server will process the information and redistribute it to each location such that it will be possible to create the perception that we are all playing together. 

The Primary Beat: As anyone that has played in a drum circle, or played in a band, knows, in order for things to work everyone must play the same beat. We cannot create a collective jam amongst people all around the world if people are playing different beats. This does not mean that people can't play different instruments and that they can't improvise, but it does mean that we need to focus on coordination with each other. This is also what it means to create GLOBAL CONSCIOUSNESS.

Local leaders are always focused on the PRIMARY BEAT: At each jam there will be specific LOCAL LEADERS whose job it is to focus everyone on the PRIMARY BEAT. 

Transition Days: Even though we may focus on a particular beat for some period of time, we can always agree as a group to change the PRIMARY BEAT. Thus, we may start the process focusing on the HEARTBEAT RHYTHM (from African Djembe players), but may decide to change this to some other PRIMARY BEAT from another country.

Highlight Specific Ethnic Beats: One way that we can help to create a GLOBAL CONSCIOUSNESS is by highlighting rhythms from specific regions of the world. We may, for example, start by focusing on and African rhythm and then TRANSITION to a Latin American rhythm. This will serve to draw attention to different regions of the world and thereby enable the process of creating a GLOBAL CONSCIOUSNESS.

Educational Process: As we evolve the GLOBAL HARMONY INITIATIVE, we can develop an  educational process that provides information about specific beats; historical, musical structure etc., as well as the countries within which these beats have originated.

Web Strategy: Since this process will require a substantial technological infrastructure to develop it properly and is fundamentally based upon the idea that technology can be utilized to bridge borders, it makes sense to utilize the Internet as a mechanism to develop a community of participants. Thus, it will be necessary to develop a web presence that centralizes all of the information about the project, but is also linked to existing user communities: MySpace, YouTube etc.

How We Will Get This Done

Long Term 

Objective: creation of GLOBAL HARMONY CENTRES where GLOBAL JAM is running 24 hours/day, 365 days/year.

Timeline: This will take a long time – ten years at the minimum

Mid Term

Objective: Initiation of REAL TIME GLOBAL HARMONY JAM SESSIONS. This assumes that we have solved the technology problem and can connect everyone via video and sound feeds.

Timeline: This will take a couple of years to get together from the inception of the process/

Short Term

Objective: Initiation of GLOBAL HARMONY JAM SESSIONS. This is different from a REAL TIME GLOBAL HARMONY JAM SESSION in that we will not all be connected via technology, but will simply pick a day and time for a series of local jams. Each local jam session can be recorded and the video feeds made available on YouTube and via the Global Harmony site.

Timeline: This should take no more than six months to a year to organize depending on how much interest we are able to generate via an Internet marketing strategy.

Very Short Term: 

Objective: Create a team of LOCAL LEADERS in various regions that are willing to coordinate the LOCAL JAMS. 

Timeline: This should take no more than three to six months, depending on how effective the Internet marketing strategy is.

Initial Step: 

Create a video that we can distribute via YouTube and other Internet channels to generate interest in the idea. From the interest that is generated, we can start recruiting and organizing the LOCAL LEADERS.

Harmony Server

The function of the Harmony Server is to:

1. Solve the time delay issues associated with the time lag that results from sound signals being received from a multitude of sources from multiple locations around the world.

2. Generate a single harmony that will be distributed to all locations simultaneously.

Architecture









Harmony Server
This represents the central computer that distributes the output signals to the various locations.

Locations
Represents the various locations where the Harmonizing is taking place. Note that each location is connected by an Input signal and an Output signal.

Input
Each location provides an input signal to the harmony server. This input signal represents no more than the capture of the music that is being played at any given location. Note that the signal that is captured at a given location must be sent to the Harmony Server as a single signal, but it is possible for this signal to be a composite (mixed) signal that is modified locally. Thus, if a particular location wants a more refined or specific input signal, this can be manufactured at the particular location and then sent to the Harmony Server.

Output
The most central function of the Harmony Server is to provide is Single and Simultaneous harmony to each of the locations. The larger objective of the Global Harmony Initiative is to create the conditions that make it possible for there to be a Global Jam; in other words for there to be the possibility of the creation of music from geographically dispersed environments. The immediate problem that therefore needs to be solved is the problem posed by time delays. This problem should be self evident, but for the purpose of clarity it can be described as follows:
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Consider the following:

Musicians in Vancouver and New York attempt to play a simple 4/4 beat where the musicians in Vancouver play on beats 1 and 3 and the musicians in New York play on beats 2 and 4.

1. The initial beat (B1) is played in Vancouver at T1
2. This beat is heard in New York at T2, which is t1 + Δt.

3. The musicians in New York play B2 at T3, where the time between T2 and T3 is represented by ΔB and represents the natural time delay in the beats as per the rhythm being played.

4. B2 is heard in Vancouver at T4.

5. Therefore we note that B2 is heard in Vancouver at T4, which is t1 + 2 Δt

Therefore if Δt is sufficiently large, the time delay makes it impossible for musicians to play simultaneously.

How can this problem be solved?

The solution to the problem is to make it such that an Output Rhythm is distributed to all locations simultaneously. Musicians can simply play in rhythm with the Output Rhythm. Thus, we can think of all of the musicians at any given location playing to a continuous Rhythm that can be understood as no different than the experience of ‘playing along to a CD’.

How can an Output Rhythm be generated if all of the Input signals are arriving at the Harmony server at different time?

If we refer back to the architecture diagram, we can see that there are a range of different input signals (Inputs 1 – 4 in the diagram). Thus, in the more general case, we can think of there being n input signals that enter the server at times t1 to tn. Where we can define the time differential between t1 and tn as Δt. 

Let us now define the time of the Output Rhythm as TOut. Given this, the time sequence of the signals would look something like this:





Thus we can consider the output at TOut1 as being determined by the average Harmony from the intervals between T1 and Tn. Similarly, we can then consider the Average Harmony from TOut2 as being determined by the average Harmony from the intervals between T2 and Tn+1
What is the Average Harmony?

We can consider a musical signal as being a digital signal that represents the Pitch and Intensity of the sound signal
 that is comprised of a certain distribution that can be represented as analogous to the following diagrams.
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� Note that this is not meant to be a precise representation of how the sound signal will be averaged. What is clear, however, is that the sound signal can be represented digitally, and that this digital signal can be produced from a series of different inputs utilizing some form of ‘averaging’.





