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Four years have passed since the release of our Whitepaper 
V1, which itself came three years after the creation of Club Late 
Music (CLM) and one year after the creation of the Global URL 
Nation (GUN).

This first version seeked to introduce our vision and to lay 
the foundation of our upcoming activities. It presented how the 
music industry and related artistic practices had been shaped 
by the evolution of techniques and technologies - changing 
the way music is produced, distributed and experienced - and 
therefore redefining the traditional figure of the artist, inscribing 
the individual in various networks and its inescapable entangling 
with collective practices.

Drawing inspiration from the open-source and free software 
movements, the Whitepaper V1 introduced the basis of what we 
defined as an open-source and collaborative music label, trying 
to draw lines at what could be our own structure and what would 
be our core values and operating principles, as a complementary 
approach to traditional structures of major or independent music 
labels.

In 2022, the context surely is very different, due to the still 
ongoing COVID-19 global pandemic and associated sanitary 
crisis, but we’re still animated by the same core questions : how 
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can we think of collaboration and collective action in creating 
musical and artistic content? 

More a continuation than an update, this Whitepaper 
2.0 delves deeper into our interrogations and learnings, first 
by presenting our thoughts about the role, difficulties and 
importance of independent labels in the current context, as well 
as presenting our advances with the CLM x GUN project and 
how it is operated, in a much more detailed and practical way.

More a logbook than a manifesto, the purpose of this 
document is twofold. On a personal level, its existence helps 
us to lay a cornerstone in our adventure, taking the time to 
reflect back on our activity and putting some words on abstract 
concepts, intuitive decisions and empiric processes that emerged 
during the past few years of activity. But above all, it aims to be 
a useful tool for anyone sharing the same interrogations, with 
the hope that exposing our learnings, our practical solutions 
as well as our mistakes and deceptions will be able to help the 
creation of improved models and better collective organizations 
- a compass that we hope can help navigate our troubling times.



NB : in favor of readability, we voluntarily avoided any citation, 
paraphrasing and excessive footnotes, except for specific 
sources. Instead we linked useful resources and references at 
the end of each part if the reader wants to delve deeper into the 
subjects at hand.
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From the first device for recording sound, Léon Scott de 
Martinville’s phonautograph, to vinyl players or more intangible 
formats such as mp3s and streaming, music and its industry 
have gone through the ages with their share of technological 
progress. This has changed our ways of listening, composing, 
recording and sharing music - which was the main focus of 
the Whitepaper V1. The latest major upheaval in this industry 
has been streaming platforms, which have completely shifted 
a market that made most of its turnover with the physical sale 
of music (vinyl records, cassettes and CDs) - reconfiguring the 
way music is created, distributed, and listened to.

“MUSIC”

Being a huge market driven by an industry with well-es-
tablished operations, music today is a commercial good, sold 
in different formats, that can be consumed in different ways 
- from phone speakers to live shows, audiovisual installations, 
performances or radio shows. It is an art/product of sensation, 
which can be experienced alone or with others and which finds 
its essential climax in listening. Music is also (and since its 
beginnings) a raw, subtle and global means of expression. If it 
is today a form of expression for various communities, it also 
represents a substance that can contain political messages, 
emotional messages, messages that cannot be expressed with 
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words. 
Today, “music” is inscribed in a complex ecosystem, which 

is large and structured in different ways depending on its position 
on a broad spectrum: on the one hand, it’s a pure business run by 
three big majors - the “industry” ; on the other, it’s an environment 
of communities that comes together behind different feelings, 
for the sake of art experimentation, political action, representa-
tiveness, or the search for escape…

In order to renew itself, the music industry constantly seeks 
to absorb new ideas, sounds and talents to transform them into 
a new business. This maintains a form of dominance, which pulls 
the ecosystem towards ever more individualism, competition, 
profit-seeking and corporate allyship, constantly transforming 
music as an expression to music as a commercial asset - a 
consumable, purchasable and disposable asset.

COVID-19 : RETHINKING THE SCENES

The COVID-19 crisis has brought a hiatus to the music 
scene, and to our social interactions in general, which has led 
to a lot of debate and discussions related to this ecosystem, its 
industry and its underground.

For several months, we witnessed talks, articles and posts 
tackling various important topics : they questioned the problems 
of representation and diversity in the different scenes ; they 
reconsidered the economic models and revenue streams of 
artists, who were unable to perform or tour, pushing them to 
diversify their activity ; they highlighted the importance of 
physical gatherings and the psychological need of a cathartic 
night out ; they brought the focus back on local scenes and 
individual relationships with artists, highlighting the importance 
of direct support by audiences ; or they reimagined how to 
experience performances remotely.

In almost all of these exchanges, what stood out was the 
critical importance of collective structures, for their resilience 
and their ability to foster mutual care in the different scenes at 
different scales.



01 - Electronic Music & The Industry

15 

And yet, today the focus still seems to shift towards 
methods, structures and services that fragment rather than 
gather. Streaming platforms, brand sponsorships and self-pro-
motion, while becoming vital for any artists with the hope to 
financially sustain their activities, still seem to put forth the 
individual artist and the valuation of a unique narrative and 
identity. Like climate change, the tendency seems to direct 
people towards individual efforts and behaviors, more than re-
considering deep structural changes. After two years of COVID, 
we still feel the lack of truly sincere community initiatives on 
a medium to large scale, although some important actions are 
taken by some entities, such as niche festivals, independent 
webradios or local communities.  

Such tendencies can be explained by looking at some of the 
things that drive most of today’s changes : streaming platforms 
and more generally digital technologies.

STREAMING PLATFORMS

Nowadays, most of the music is experienced through major 
streaming platforms, in comparison to other mediums such as 
CDs and digitally owned copies, traditional media (radio, TV) or 
live shows.

In the same way that listening devices and network 
technologies have shaped the ways music is produced, 
distributed and experienced in the past, this predominance 
of streaming platforms shapes at its own image these same 
processes, transforming our relationship to music creation and 
listening. Any changes in the way they operated have repercus-
sions - good or bad - on the industry as a whole.

While they do present a certain number of benefits, such 
as the ease of use for the listeners, the ability to retribute 
artists at least something compared to piracy, or the reduction 
of gatekeeping from traditional institutions, they come with a 
number of issues. Some are pretty obvious and well-known by 
the public, but some are hidden behind opaque management 
algorithms and corporate strategies.
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Probably the most obvious of them all, the payout policies 
naturally lead to concentrations of power, with a ‘make or break’ 
ideology : with ridiculously small payouts per stream on some 
platforms, only the big names and established artists can truly 
benefit from them, while independent artists and labels are most 
often unable to reach the critical level of plays to even cover 
the costs of distributing services, let alone considering making 
a substantial revenue from them. In the age of the economy of 
attention, platforms decide to focus it on the artists they choose 
to represent their own interests.

Playlists that are curated by the platforms themselves, or 
sometimes by influential individuals, play a big role in determining 
the success of one artist, shifting the focus towards single tracks 
instead of whole albums or projects that only make sense and 
show their true aesthetic value when taken in their entirety. If a 
musician hopes to make a living out of their art, or at least balance 
their expenses, the fact that these platforms pay a unique price 
regardless of the context of the content naturally drive them to 
make a profusion of efficient, short and hooking tunes, rather 
than more conceptual and process-oriented projects that can 
take several years to achieve. The artists that benefit the most 
from popular streaming platforms are those willing to play by 
their rules and satisfy their requirements, abiding by the reign of 
mood playlists and passive listening.

More than a stable revenue source, it seems now that these 
platforms are consciously used by smaller artists and labels for 
an increase in visibility only - the infamous “exposure”.  But if 
they’re not picked to be highlighted, chances are very low they 
will be able to reach new audiences, unless promoting their work 
outside of the platforms themselves.

At the paroxysm of this logics lie a series of contraptions 
imagined by ingenuous individuals to generate streams regardless 
of musical value, as is the case with streaming farms who can 
play on repeat 30-second loops to artificially increase plays 
or the abundance of procedurally generated tracks which take 
seconds to make but can generate enough revenue if played 
repeatedly.
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With an endless catalog of music, streaming platforms 
have successfully recast abundance as a problem and artificially 
created a need for assistance, for which they claim to be uniquely 
positioned to resolve. They have introduced a type of artificial 
scarcity - a shortage of curation - to imply that they were 
addressing an underserved need. With a more or less similar 
back catalog on all of these platforms, curation has become their 
core activity. And while they originally criticized the gatekeeping 
and elitist mindset of music critics and festivals shifting the 
weather of the cultural scene, it just seems the problem has 
been displaced to a few individuals or opaque entities making 
playlists on them.

On the user end of things, these platforms seek to attract 
and engage them with different forms of curation, exploiting 
digital data, manipulating the dynamics of the user experience, or 
imposing technical constraints on user interactions to engineer 
compelling experiences. Their strategy has shifted from what 
they provide to how they make people feel. With the artificial 
scarcity of curation, they position themselves compared to 
competitors as how they can help users navigate the abundance 
of music, thanks to data collection and analysis - coinciden-
tally a valuable asset for advertising companies, which not only 
highlight demographic targets, but behavioral patterns.1 

They seek to increase user engagement by introducing 
behavioral mechanisms that keep people returning, such 
as dynamic adaptation of user interfaces (the evolutive 
homepage), recommendation systems based on location, 
weather and emotional state (personalized playlists on a rainy 
day), or geographical considerations of a cultural and technical 
context (like bandwidth and traditions). All the while by playing 
on a sense of urgency with ephemeral playlists and temporary 
events. As companies, they ought to remain competitive, and 
do so by cultivating loyalty (with personalization of the service), 
user lock-in (with policies of retention, for example by preventing 
users to move libraries across platform or by cultivating a sense 

1. Brian J. Hracs and Jack Webster. “From Selling Songs to Engineering Experiences.”
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of ownership for a collection that is trapped within the platform) 
and with first-mover advantages (by tailoring more acutely their 
selection with more data over time).2

While we couldn’t be happier that people spend more time 
listening to music, we’re left wondering : is it really worth it if they 
are being manipulated without knowing so, and if it participates 
in the already rampant commodification of individual behaviors? 
Without going into the cypherpunk cliché, we must acknowledge 
that music streaming can provide a very dense and qualitative 
surveillance, for the simple reason that it is a very personal 
form of expression, accompanying most users throughout the 
day. They are sold as a “celestial jukebox”, but at the end of 
the day, they are still companies, bounding users to registration, 
payment, terms and conditions, and come with their own bias in 
their technical pre-structuring. 3

Unhappy with the situation, like many worldwide, the golden 
question is how to get out of this status quo? It seems very 
unlikely a fair competitor will be able to emerge. What seems to 
be needed is to reconsider deeply how we value music and to 
find ways to build support structures between artists and their 
audience, as well as between artists themselves. Can technology 
help us achieve that, as it is claimed by many?

BEYOND STREAMING: THE ENTANGLING OF TECH AND 
MUSIC

Electronic music is, by its very essence, strongly entangled 
with technology. It’s obviously due to the tools used to produce 
it, but it’s also been historically influential in how it has been 
diffused (from Internet forums to P2P softwares or social media) 
and how it has been listened to (from mp3 players to iTunes or 
streaming platforms). More generally, it is a technology-driven 
process of social, cultural and economic change.

It has brought some wonderful changes to the musical 

2. Ibid. 
3. Ulrich Dolata. “The digital transformation of the music industry.” 
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landscape, such as the ease of experimentation, the democra-
tization of production tools, the exchange of information or the 
gathering of communities… but nowadays it feels the negative 
sides have overbalanced the fragile equilibrium. From surveillance 
to commodification of the self, from obscure algorithmic driven 
decision processes to tax evasion and troubling ideologies, from 
the enclosure of information and resources to an individual-
ized experience of reality with user profiling and targeting, from 
an alienation to private corporations to the faith in algorithmic 
thinking and automated procedures, from fake news to 
polarization…

It seems we cannot escape the control and hegemony of a 
few monopoly players (the infamous GAFAM). Aren’t there any 
alternative models on the horizon? A glimpse of hope might be 
lying in web3, blockchain technology and decentralized protocols, 
but the delusion brought by NFTs, as well as the various im-
plementations of these tools so far seem closer to reinforcing 
existing inequalities than a sustainable empowering model for 
independent entities.

Where do we go from here? Should we abandon all hope 
to escape this neoliberal hypercapitalist hellscape? Should we 
accelerate the machine to drive it to its end, hoping for a better 
renewal, as some suggest? How can we bear waiting for a new 
model, supposedly acting like nothing is wrong in this crumbling 
house? In the end, should we reject everything and return to a 
romantic pastoral ideal? Should we embrace marginalization and 
try to forget about the hegemonic context next door? 

SOURCES / TO GO FURTHER 
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Facing this context, and trying to seek ways on how to evolve 
in it, it would only seem natural to turn towards counter-cul-
ture and subversive cultural movements. The problem is, and it’s 
probably not that new, that counter-culture and avant-garde 
seem, at worst dead, and at best fueling this hell of a machine, 
serving corporate interests and generalized commodification of 
the self, following decades of degradation and co-optation.

THE BIG FLAT

The ideal of subversion is still very prominent in artistic 
circles, but it just seems like a bland, faded illusion. However 
important in how it makes us consider the world and imagine new 
alternatives, sometimes it feels no more than that - an imaginary 
machine, fueling our hopes for a better future, swallowed and 
digested by an ever more resilient capitalism, unable to give birth 
to concrete actions and new systemic changes.

It seems there is no mainstream, nor underground. Everything 
happens too fast. Things don’t have time to exist and develop. 
The mainstream/underground division seemed valid when there 
were only a few restricted and controlled entry-points to culture 
(as was the case with television, magazines or museums), thus 
having a mainstream culture being distributed through these 
channels, and with counter-cultures existing outside of them. 

The Internet allowed, and often for the best, these count-

02
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er-cultures to be diffused, and thus integrated in the mainstream. 
But more than that, algorithmic governance, platform capitalism 
and mass customization made the idea of the mainstream 
obsolete. Maybe not entirely, but it does feel like it’s progressive-
ly heading this way. A lot of everyday experiences and exposure 
to culture are more and more customized, from our social media 
feeds to our favorite platforms recommendations, which makes 
it really hard to determine what is mainstream and what is not. 
There can be no counter-culture in this context, because there 
is no common trope to move away from. 

Sub-cultures have become the norm, and they have even 
become highly valuable for brands to reach uncharted territories 
and demographics. The Internet has smashed, flattened almost 
all local or contextual specificities into a globalized whole. An 
heterogeneous mass where cultures evolve rapidly, sometimes 
intersect, but where they cannot define an identity anymore, 
struggling to create a shared experience of reality. 

And while the avant-garde in electronic music is still very 
prominent, it seems today more concerned about aesthetic 
explorations (which we consider very important and valuable) 
than breeding new cultural values and ways of thinking that 
would overturn - or propose alternatives to - a crushing global 
model. At best, it provides a niche cultural foundation around 
which marginalized communities can gather and build resilient 
networks, but rarely does it reach an influential critical mass 
without being co-opted by existing power structures.

Especially in the recent past, following the COVID 
pandemic, it seems a strong focus has been put on “collective” 
structures and “communities”. There are indeed some initiatives 
that are very interesting and promising in what they are trying 
to develop, with a real vision and proposition of collective action 
and community building, which merit a strong support and from 
which we can learn a lot. But, more often than not, it just feels 
that these terms have become new commodities or labels that 
any brand can slap on whatever product or service they are 
trying to sell to make it more seductive to young generations, 
dreaming of a way out. 
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Is it even possible for a true subversive music counter-cul-
ture to exist and develop these days? We believe so, but probably 
not as a “counter”-culture per say.

FROM “COUNTER” TO “PRO”

Critics, failings and outrages against the current hegemonic 
global neoliberal system are really not hard to find. While they 
are important to understand the world around us, what do they 
bring to the table? Where are the true alternatives, proposing 
a real vision and means to reach it? It seems true subversion 
cannot come from a “counter”-culture opposing an existing 
status quo, but has to work its way out of the current system by 
the “positive” in order to become scalable, proposing concrete 
alternatives and clear values. And that means dealing with a 
lot of intricate layers of complexity, such as technological tools, 
economic models or organization principles.

We believe that we need to define new forms of collective 
actions and ways to act together. To displace a dominant frame, 
we must create a new one. After the model of social networks, 
which has been co-opted by social media monopolies, what are 
the ways to collectivize resources, knowledge, and time? What 
models can we imagine and what values can we put forth?
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How can we deal with this continuous fragmentation of 
intricate systems, swamped in hyperproductivity, efficiency, 
individualistic and competitive behavior? With this massive 
accumulation of valid ideologies, and their as-valid antithesis? 
With this set of possible futures and their antinomies? The 
hyperfluidity of information prevents us from taking a break, 
from drawing boundaries. And without boundaries, there is no 
ideal. It seems to be more than urgent to take this break. To 
stop, to analyze, to understand, to represent and imagine new 
foundations. How can collective action respond to these current 
trends of fragmentation, enclosure and co-optation? And what 
could be our role as a community based label?

 
OUR IDEAL 

In a world where everything seems doomed and inescapable, 
we strongly believe in the necessity to be utopian and radical, 
following our instincts to propose unrealistic alternatives, with an 
assumed idealism. Music exists beyond the current established 
economic and cultural system. People always have, and will 
always live to the sound of music. If not in this world, there will 
always be structures, however small or diffuse, participating in 
its creation and diffusion. It seems crucial today to think beyond 
our own conditioned frame of thought.

In this political, social, cultural and technological confusion, 

03
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the expression of an idealized future, detached from all moral 
judgment, can give a direction to navigate forward, a course 
to follow. It offers a new set of markers in which to position 
ourselves, that would help us adjust our actions and efforts, 
evolving and improving itself over time. A substrate creating 
bonds among the fragments.

This has already been stated in our V1, but with the CLM 
x GUN project, we seek to propose a positive vision that could 
help consider differently the future of music and how it is created, 
promoted, disseminated and experienced. It is a commitment 
to a new adventure, where a community will enjoy imagining, 
exploring, building together new sensitive environments through 
the ideas of open participation, generous and accessible sharing, 
as well as the mobilization of all individualities and skills.

COLLECTIVELY BUILDING NEW NARRATIVES

To operate changes on a systemic level, we think a first step 
is having people change their perception of themselves and their 
relations to others, inviting them to foster their sense of sharing, 
empathy, understanding and mutual aid. We believe we need 
to find a common purpose and strengthen a shared sense of 
belonging.

In this regard, narration and speculation seem like powerful 
tools. They help to build a common vision, because they allow 
for the development of new ideas, while still questioning our 
current situation. Beyond refuting and criticizing a situation, they 
give ways to allow ourselves to think of new paradigms. We 
are invited to think “there is no alternative” because dystopias, 
skepticism and cynicism dominate our imaginaries. But utopian 
thinking is key : it expands our possibilities, it questions our habits 
and environments, it helps with the formulation of new desires 
and the collective imagination of ideas. Idealism allows us to 
highlight problems and can accelerate change by inviting action.

With all its flaws, the possibilities offered by our current 
technological ecosystem, such as asynchronous exchange, the 
compression of temporalities and geographical distances, the 
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facilitating of cooperation and interactions are unprecedented in 
human history. 

By creating more collaboratively, the community is 
emulated, allowing for a greater sharing of knowledge, positions 
and dreams. Exchange, openness, mutual aid and solidarity not 
only provide a resilient structure in a shapeshifting world, but 
also a fertile ground for the emergence of new ideals.

In our activity, creating these narratives is done of course by 
the sound itself, may that be from its aesthetic, its processes or 
the stories it tells, but also with everything that comes around it, 
such as visual elements, titles, descriptions, or the various types 
of events we organize. To us, all of these components serve the 
same purpose : they help to create a world, a universe in which 
the spectator is invited to step - an enhanced storytelling. They 
complement each other, and sometimes can only exist fully 
when put side by side. With every project, we try to use all those 
substrates to suggest stories, or to maximize the ones already 
contained in the intuitive expression of the participating artists. 

The richer the collective, regarding to skills, backgrounds and 
identities, the richer the stories - these new narratives are the 
results of the meeting of multiple personalities, and we believe it 
is in this creative broth, in this pooling of knowledge and ideas, in 
this collective bond, that can emerge a lively and inspiring form 
of collaborative expression.

FROM IDEALISM TO REALISM

While idealism and grand schemes are an important 
component of how we want to tackle the future, our future, 
we also believe it cannot be an end in itself. Addressing the 
existing struggles of the music industry and fighting against its 
still very prominent issues, such as discrimination, appropriation, 
domination or oppression are key to the world we envision. And 
things seem to be slowly moving in the right direction, with lots of 
collectives, associations and individuals addressing these issues 
efficiently on a practical level, as well as with overall changes in 
mentality. 



Part I : Cultural Background

32 

As a complementary approach, we also believe it is important 
to develop spaces of expression which adds up to these frontal 
struggles in a bigger scheme of positive change. Trying to 
implement things in practice, building new models, experiment-
ing new structures and developing real-world, practical solutions 
to what we don’t like in our cultural and social environment is 
as important as developing seducing positive narratives and 
convincing ideals.

That is what we have been trying to do, and what we will 
continue to do for an indeterminate period of time - maybe 
months, hopefully decades… We are far from perfect and far 
from having a clear, definite position, let alone a working solution. 
But we believe our attempt is important, in what its failure might 
bring to future generations. Ideally some paths to follow, but 
more probably some paths to avoid and some mistakes to not 
repeat. 

And of course we’re not the first ones, nor the last ones to 
have this ambition… Now that we have a grasp at the ideal(s) we 
want to aim for, a direction to follow, where do we start? What 
do we implement, and how? Who can we learn from? What 
models can we get inspired by?
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The history of digital technologies has always been filled 
with radical social models, especially regarding the notion of 
property. In the last fifty years, there have been a lot of different 
considerations of property in the digital realm regarding software 
code, databases or informational content. These models often 
oppose two radically different visions of property : the individual 
property, enforced by the intellectual property and copyrights, 
and the collective property, carried by copyleft, free and libre 
approaches. Creative Commons, Open Access, Open Data, and 
Wiki formats quickly extended the principles and values originally 
developed by Free Software to other domains, considering digital 
objects as non-rivalrous and shared resources, available to a 
maximum number of people with minimum restrictions.

While the Whitepaper V1 already presented the difference 
between open-source and free software, as well as tried to 
propose a definition of what could be an open source music 
label, our own understandings of these concepts and how they 
relate to our activity have evolved, and we thought it could be 
useful to present again these interesting models.

OPEN SOURCE VS FREE SOFTWARE

In software development, there is a clear distinction between 
“free” and “open source” softwares, each with their own set of 
criteria they must adhere to. To put it simply, free software is 
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defined by its freedom to share, study, and modify, thus focusing 
on the freedoms of the user, while open-source is tied to 
methods of improvement and development through the reuse of 
a source code by a community of developers.

While both terminologies have strongly different underlying 
ideologies, terms such as FLOSS (Free, Libre and Open-Source 
Software)  are often used to encompass both models, in order 
to minimize misunderstandings and avoid terminology debate.

In our own understanding of FLOSS, there are mainly three 
aspects to consider when evaluating the “openness” of a project, 
and what it would mean for its application to music : 

- Open source vs Opaque - is the source code available to 
the user? 
- Free vs Paid - does the software have to be bought in 
order to be used?
- Libre vs Proprietary - can any user transform and 
distribute their own version?

What is really fascinating in the FLOSS ecosystem, 
beyond the projects themselves, is to witness how the different 
contributors synchronize their personalities and skills in order 
to learn and create at the same time. These dynamics also 
allow to reveal connections between people, new visions, new 
expressions and new considerations in building the project. In a 
way, it could be compared to true democracy - a virtual society 
where all intelligences build their own laws of creation and par-
ticipation, where people get rid of arbitrary and unilateral power 
in order to turn into an autonomous and responsible active being 
in a non-hierarchic community. Of course, in practice, things are 
far from ideal and functional, but what interested us in the first 
place were the guiding principles and ideologies.

OPEN-SOURCE MUSIC LABEL?

When starting our activity, we chose the term open-source 
because it was more evocative, but what truly matters to our 
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activity is both the development of a project by a community, as 
well as the ease of access to the created content and its possible 
reappropriation, even if the term of source code does not really 
make sense in music. Our objective is to try to introduce the 
principles of these movements in the project of a music label, 
but what are the exact implications if we do so literally? This 
question was key in developing our new model GUN 2.0, in 
order to achieve a clear distinction between the CLM and GUN 
entities. And while Creative Commons bring interesting consid-
erations about the content itself and how it is shared, it seems 
incomplete to fully describe our activity, as it does not consider 
the creation process that led to the content being shared.

The analogy we found the most convincing was to consider 
GUN as the open-source part, focusing on collaborative methods 
of development, and CLM as the free software part, focusing 
on the logics of distribution, access and reappropriation. Sharing 
our content, as well as documenting our activity, and even the 
events we organize, are simple but efficient ways to mimic the 
free software approach, because it allows for other people to 
“run, copy, study and modify” our structure. 

But how could we go further regarding the sharing of content, 
and make the musical productions more “appropriable”? Is the 
object of focus the label structure? Or a particular object, such 
as an EP or a compilation? If it’s the label, what could define 
its “source code”? Is this whitepaper a way to share it? If it’s 
a musical object, what could be the analogy of a source code? 
Is it the arrangement and samples constituting it? The stems 
and MIDI files? Is it the process and the persons behind it? The 
context in which it has been made? All of this at once? In the end, 
the core question is : what is the information defining a musical 
piece? We’re still exploring these questions, and documents like 
this one are a way for us to share some elements of response we 
might find during our journey.
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In the past couple decades, we’ve witnessed a resurgence of 
community thinking, as a response to current global challenges 
we face today. Things like the commons, cooperatives, or guilds 
are shared governance models or structures that have existed 
through humanity history, but which drew a growing interest in 
the 1990’s, thanks to the development of Internet and cybernetic 
thinking, and even more recently, in response to the decline of 
Web 2.0 and the logics of enclosure driven by mega-corpora-
tions, as ways to find alternatives.

COMMONS & COOPERATIVES

Such community models seek to define collective strategies 
to achieve a common objective. For example, in the case of 
cooperatives, the emphasis is on members ownership and de-
cision-making - their benefits, instead of being distributed to a 
small set of investors, are distributed to the individuals or entities 
taking part in their functioning, with a part also being channeled 
back into the structure itself to improve ways of operating.

As for the commons, they describe shared resources that 
are managed by their user community, according to rules and 
norms that allow a sustainable individual and collective use of 
said resources. The term was popularized in the 1990s by the 
political economist and Nobel Prize Elinor Ostrom, and has since 
infiltrated different layers of society, from academia to activist 
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circles, especially those centered around community thinking 
and post-capitalism. A commons is then characterized by three 
elements : the resource, the community gathered around it, and 
a set of rules to care for the resource. The term ‘commoning’ 
is being used more and more frequently, as it emphasizes the 
commons as a process, and acknowledges the social practices 
inherent to establishing and governing a commons, rooted in 
collective action and adaptive governance, moving away from 
the image of a static entity.

It is believed these highly interesting concepts can find 
in the current technological infrastructure, and especially the 
Internet, the possibility to scale up and widespread their imple-
mentations. More and more, they convince a lot of enthusiasts 
in social circles that dreamed of an egalitarian interconnected 
world, flourishing under the freeflow of information in the 1990s, 
and whose dreams were shattered by the path it took towards 
enclosure, property and individualism - just like ourselves.

P2P & COMMONS-BASED PEER PRODUCTION

Particularly influential to our approach was the P2P 
Manifesto, written in 2019 by Michel Bauwens, Vasilis Kostakis 
& Alex Pazaitis. It builds on the idea of Peer Production or P2P 
Production (understood as a generic form of self-organiza-
tion among loosely affiliated individuals that volunteer on equal 
footing to reach a common goal, contributing to the creation 
and maintenance of a shared resource while benefiting from 
it, as is the case with Wikipedia and FLOSS for example) to 
develop the idea of Commons-Based Peer Production or CBPP. 
CBPP is considered an emerging mode of production, where 
contributors create shared value through open contributory 
systems, govern the work through participatory practices, 
and create shared resources that can, in turn, be used in new 
iterations. It is considered a new pathway of value creation and 
distribution, through which P2P infrastructures allow individuals 
to communicate, self-organize and ultimately, co-create non-ri-
valrous use-value.



02 - P2P, Commons & Cooperativism

45 

In the manifesto, the authors go over the conceptual 
principles of CBPP and its origins, and focus particularly on the 
digital commons of knowledge, software and design, but also 
go in-depth on how to implement this new model in practice 
in the current context. The whole model is fascinating and 
we’re not sure we would give it a proper honor by explaining in 
details what it entails, but there were a few concepts and ideas 
that resonated particularly in what we’re trying to do with the 
CLMxGUN project, which we’ll go over briefly : 

- The idea of “stigmergic collaboration” as the 
phenomenon of indirect communication among agents 
and actions - an action leaves a trace that stimulates the 
performance of a next action by the same or different 
agent.

- The concept of “heterarchy”, or benevolent hierarchy 
- the integrity of the system as a whole is protected by 
maintainers and editors that can refuse contributions that 
endanger the integrity of the system

- The development of a new ecosystemic model 
composed of three institutions : the “productive 
community” (all the contributors to a project and how they 
coordinate their work, producing a shareable resource), 
the “commons-oriented entrepreneurial coalition” (which 
creates profits and livelihoods by creating added value for 
the market, based on a shared resource in a generative 
way), and the “for-benefit association” (independent 
governance institutions that support the infrastructure of 
cooperation and empower the capacity for CBPP, enabling 
cooperation to take place autonomously).

- The idea of “cosmolocalism”, seeking to capture the 
potential of the global digital commons in conjunction 
with the capacity for more localized manufactur-
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ing. Natural resources are not infinitely abundant but 
knowledge is socially productive, naturally abundant and 
easily reproduced. It’s the combination of digital commons 
with community-based manufacturing : what is light 
(knowledge) is global, what is heavy (physical manufac-
turing) is local.

- The idea of “transvestment” - facing the necessity to be 
able to function in the current system, and not waiting for 
structural changes to happen before having an initiative, 
transvestment is a strategy of reverse co-optation 
to transfer value from one modality to another (from 
capitalist markets to the commons). Such a strategy 
would help commoners to become financially sustainable 
and independent, even if inscribed in a capitalist system at 
first. With time it would strengthen the autonomy of the 
commons.

- The priority given to the pooling of both immaterial and 
material resources, as the capacity to pool productive 
knowledge is one of the most important characteristics to 
obtain both competitive and cooperative advantage.

- The idea of “copyfair” (as a third way to copyright and 
copyleft), which allows commons-contributing entities to 
use the commons material for free, but requires non-con-
tributory for-profit market entities to pay for the right to 
commercialize commons materials.

OTHER INSPIRATIONS & WHAT IT MEANS FOR US

A few other strategies of commoning have sparked our 
interest in the past years. One of them is ‘platform coopera-
tivism’, a term coined by Trebor Scholz, which advocates 
for platforms that would be owned, developed and managed 
by their community of users, asking for a radical redesign 
of the ownership and control of online platforms, promoting 
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democratic governance, solidarity and social benefit. Another 
one is ‘stacktivism’, developed by Geert Loving, which builds 
on hacktivist practices to consider the political struggle of 
connecting different layers of the techno-protological stack (the 
Internet), in order to build bridges between different, still isolated 
institutional levels and disciplinary practices, to envision a public 
stack - a rebuilt Internet as a decentralized, federated and public 
infrastructure. This idea of a new type of decentralized Internet 
is also embodied by the ‘fediverse’ movement and web0 - a 
network of federated servers independently hosting websites 
and content, whose most successful example is the Mastodon 
social network.

We found these initiatives, models and concepts really 
inspiring in the ways that they build on the idealism of cybernetics, 
but seem to go beyond the free and open-source philosophy, 
which in comparison still seem focused on a specific product and 
individual freedom, more than collective thinking. With a very 
rational and practical approach, they seem to be able to work 
in the current context, actually being a part of deeper structural 
changes, instead of waiting for them to happen. On a very 
practical standpoint, these ideas were key in determining the 
subjects to be discussed while developing our new model, such 
as the structural entities of CLMxGUN, their economic models, 
the importance given to locality, the sharing of resources, or the 
tools used among the community.

We’re still trying to fully understand the concepts and core 
principles of these models, which are complex by nature, as 
they synthesize millenia of social and organizational structure 
thinking. But they seemed important enough to be shared with 
the reader, who we invite to explore deeper. We feel in a shifting 
era, where the transition is messy, with lots of options and con-
tradictory models, and it takes time to understand them, let 
alone putting them in practice. Hopefully we will be able to build 
on these concepts in a future iteration of the Whitepaper.

Part of these new models is their reliance on digital 
technology and its ability to scale up organization principles and 
concepts that work well on a local scale or with a limited number 
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of people. And this also led us to reconsider and explicit our own 
relationship to technology in our operations.
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As briefly mentioned in PART 1, electronic music is 
inherently tied to technology, with all its good and bad sides, 
but we still believe in the importance of developing ideals and 
long-term utopian visions as a course to navigate towards. And 
the previously mentioned inspirational movements happening in 
the various community-thinking social circles, more often than 
not, provide concrete and practical ways to progress towards our 
goals, models to experiment with, or governing principles to try 
in our own activity.

TECH AS TERRAIN OF STRUGGLE

The networked utopia of the 1990s now seems faded, 
disconnected from the current course of events. At the time, 
complex projects were developed in a revolutionary way. No 
one really knew how to use the Internet and some initiatives like 
FLOSS put a strong emphasis on open contributions and col-
laborations, as well as the free circulation of their creations. Now 
the Internet has lost a lot of its emancipatory power - it is a 
harder place to navigate, which has also shown its worst sides. 
But we still believe digital tools have a great potential for greater 
collaboration, increased sharing of resources and improved in-
terconnections, where empathy and mutual understanding 
transform individualities into something whole.

We’re indeed conscious that technologies are not neutral, 
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and sensitive to the interests and ideologies of those that fund and 
develop them. Neoliberal capitalism has emphasized individual-
istic and competitive behavior, promoting economic growth over 
a common purpose or human welfare. Hyperproductivity, indi-
vidualism and monetization are kings and queens. Technologies 
can isolate us from one another, destroying our common sense 
of reality, disconnecting us from our environment. They spread 
market logics anywhere and everywhere. They redefine control 
and power relationships and make us dependent on services, 
tools and corporations. They accentuate the polarization and 
the rising of inequalities, biases, or surveillance. But they still 
bring unprecedented tools for communication and the sharing of 
information. 

More than tools, it actually makes them an active terrain of 
struggle, driving us to explore how to appropriate them to our 
own ends, ideally shaping them to align with our core values. 
It’s probably not possible with all of them, but we still believe it’s 
worth a try. In the absence of an active pushback from progressive 
circles, hegemonic powers can only establish themselves as the 
voice of common sense.

THE COMMUNITY IS ALREADY HERE - READY TO BE 
SEIZED?

Out of the hyper-atomized competitive cultural market, 
many artists, collectives and record labels already interact with 
each other, rejecting individualization and valuing the sharing 
of resources and knowledge. This is nothing new in the music 
industry, as we’ve seen in many scenes worldwide throughout 
history (as with ballroom, club music, or more recently nightcore 
or vaporwave online communities), whose structures of support 
developed to uplift the entire community, putting the group 
before the individual, passing down knowledge and resources, 
and developing strong community links. 

Interdependence, a concept developed by Mat Dryhurst - 
who declined it into a series of podcasts with Holly Herndon - 
seeks to develop resilient international networks and institutions 
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that would support working artists.This inspiring model kills the 
romanticism of the independent artist and acknowledges the 
need for artists to shift towards communities and collective 
thinking. With enough inertia, it would be able to attain a 
collective bargaining power to influence the technical and 
economic systems that impact the future of music. A number 
of concrete initiatives seem to take this path, such is the case 
with the Patreon platform, or the development of worker unions 
and cooperatives in the music industry. These movements, 
mobilization and initiatives give us some hope, with some really 
inspiring propositions, and a true desire for a new model.

Some of these initiatives rely heavily on new technologi-
cal tools that are sold as emancipatory. While it could be good 
to shift away from corporate fundings or brand sponsorship, 
sometimes these new tools also open ways to greater com-
modification of behaviors and practices usually not associated 
with transactions - such as sharing playlists, doing tutorials or 
live streaming, making them easily capturable by the market. 
A lot of these new alternatives also rely on the exploitation of 
Intellectual Property, which could seem contradictory with the 
models mentioned previously : is Intellectual Property the right 
path towards people getting paid for their labor, if that means 
more enclosure, control and fake scarcity? As Gabe Meier puts 
it in “Strength in Numbers”, the fact that such initiatives rely on 
capital-driven tech solutions, no matter how egalitarian values 
are built into their code, risk further commodification of healthy 
interpersonal cultural behaviors.

This is especially probent with things like the blockchain, 
web3, NFTs and DAOs - whose decentralized and supposedly 
democratic principles attract a number of enthusiasts filled with 
hope for a new model, but whose very constituting ideologies 
and building blocks seem incompatible with our activity and 
values. Inherent token-based speculation, non-flexible autom-
atization, or quantification and monetization of interperson-
al relations, among many other things, don’t seem to drive us 
in the right direction. While we still remain open-minded about 
these tools and the occasional utility they could bring to specific 
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cases, we are still waiting on convincing initiatives.
One of the problems of the nice alternatives being developed, 

and one of the reasons the future sometimes feels hopeless, is 
that they don’t have the visibility and media space they deserve. 
Probably because in the end, it just boils down to much simpler 
concepts and tools that are not very impressive, innovative or 
brandable - unable to make it to the big headlines. But we do 
believe initiatives directed towards mutual support can develop 
really nicely in the coming years, also in part because of the digital 
tools at their disposal. Things like Patreon and Twitch opened a 
lot of doors for direct support between an artist and an audience 
that really cares about them. Other initiatives and platforms like 
Buy Music Club, Bandcamp Fridays, Discord communities and 
a number of labels/collectives progressively bring subtle shifts 
with sincere kindness and a progressive vision - which already 
represents a big change of attitude compared to 5 or 10 years 
ago. We think these more decentralized, spread out initiatives 
can be very impactful in how artists can develop in the coming 
years. And that they can really bring changes on bigger scales if 
in some ways they get in touch, exchange and learn from each 
other, in the forms of federations and organizations that keep 
small independent entities, and create a network of support 
among them, without having to be centralized on a common 
platform or entity.

CAUTIONARY TECH

Following the driving myth of collective intelligence and 
global connection is not a sufficient condition to create and share 
knowledge, to develop critical thinking and radical openness. It’s 
not enough to only put artists and cultural entities in connections 
with each other. We have to find ways to make these connections 
meaningful. We believe it is our active duty to develop that, as 
well as to reflect back on our activity in order to adapt the way 
we organize and do things.

We’re not advocating the adoption of all new technologies or 
believing claims that they will save the world. Instead, we believe 
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it’s important to develop a very cautious approach, putting each 
new tool in regard to our long-term vision, before considering its 
practical implementation. And that means being able to clearly 
state what this vision is - which is why this whitepaper helps a 
lot, as a reference against which our upcoming decisions can be 
evaluated, keeping open the possibility to admit we were wrong 
and to adjust this vision in consequence.

We tend to embrace slow time, adjustments by trial 
and error, increased transparency and active listening in the 
development of the community. We believe taking the time to 
analyze, understand and adapt a specific tool to our activity is 
crucial for a healthy growth and safe consolidation of the project. 
We believe it is important to understand how a technology is 
inscribed in existing social, political and cultural structures, 
before considering if they can empower collective intelligence 
and collaboration in a meaningful way. This questioning about 
technology is an integral part of community-thinking. If members 
of a community are able to exchange about their tools, as well as 
their own understanding of the technologies they use, it seems 
possible to develop an autonomous and responsible community, 
able to use digital tools and technologies for self-expression and 
non-hierarchical functioning.

The global challenges we currently face are of true 
complexity, and are diluted across intricate layers of society. 
The responses we give to them must be equally complex, and 
therefore need various profiles to come together and go beyond 
their own interests. Complex thinking and collective structures 
building take time, effort, failure, and we accept that. It’s not easy 
because the past decades have exacerbated the predominance 
of the individual so we need to learn (or re-learn?) how to 
interact together in a meaningful way to develop new models. 
And we believe the tools we have at our disposal, with all their 
flaws, can be of great help to that. They are unprecedented in 
human history, and we must take this opportunity to learn to use 
them in this context, for what we believe in.
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Now that we considered some of the topics and ideas 
that seemed important to us in the context we evolve in and 
what we aim for, let’s have a look at the concrete initiatives 
and organization principles we implemented in the CLM x GUN 
project since the release of our Whitepaper V1.

In order to give a bit of context to people unfamiliar with our 
activity, we thought a general presentation of Club Late Music 
and the Global URL Nation would be useful. 

We generally introduce Club Late Music or CLM as an 
open-source and collaborative music label, with the objective to 
explore the ways of producing and promoting musical projects 
through the gathering of an enlarged community : the Global 
URL Nation or GUN, driving most of the projects and releases.

Inspired by the free and open-source software approach, 
GUN gathers a diverse community of artists, designers and 
enthusiasts into an international network based on collaboration, 
the sharing of knowledge, skills and creative resources to work 
together on various projects, with currently around 180 members 
from more than 20 countries.

CLM & GUN are mainly stimulated by the broad spectrum 
of club and experimental music, and try to use various mediums, 
processes and formats inherited from contemporary cyberculture 
to multiply collaborative and decentralized experiments, from 
EPs and compilations to audiovisual projects, installations or live 
acts. 

01
Club Late Music 
& Global URL Nation
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Combining different musical influences and understand-
ings of club culture, we seek to question the idea of collective 
intelligence in the production and diffusion of artistic content, 
by incorporating the style and ideas of each contributor. With 
the goal to help contributors to grow artistically through their 
participation, we emphasize mutual support and the sharing of 
resources and knowledge, doing our best to offer the ability to 
express themselves fully, through a pleasant and fun collective 
experience.

We’re always experimenting on the formats and guiding 
principles to create this ideal framework, for example by 
questioning how creative constraints can help collaboration, 
what types of communication tools are the most adapted to the 
sharing of ideas, or how many people to involve on each project… 
Our structure is in perpetual evolution, constantly reconsider-
ing its organization and activities according to all the members’ 
opinions and suggestions.
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A lot has happened since the release of our Whitepaper 
V1, and we thought a quick breakdown of all our projects would 
help put things in perspective, before delving into the practical 
aspects and questions we have about our organization.

RELEASES & PROJECTS

Music releases and audiovisual projects are at the core of 
our activity - we’re still a music label. Through various formats, 
mediums and creative processes, they provide tangible results 
emerging from the collaboration between artists with different 
backgrounds, skills and interests.

As finished objects that will remain untouched after their 
diffusion, they encapsulate and crystallize in a given form the 
meeting of several entities, facilitated by the framework we try 
to develop. Paving the way of the CLM x GUN adventure, they 
set markers and memories to look back upon, reference points to 
evaluate changes and the directions we took.

They also play an important role in the diffusion of our activity, 
as these objects are made available to the public in various ways 
(streaming, downloadable files, videos, etc…). Beyond the value 
they hold as outcomes of collaborative processes, they also 
have an inherent cultural value as artistic objects - exploring 
aesthetics, emotions and means of expression that hopefully 
stimulate the listener/viewer in some way.
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The different projects we led so far all have a collective 
aspect to them, experimenting with different forms of collabo-
ration : we explored direct collaborations, between two or more 
musicians or between musicians and visual artists (sometimes 
the contributors chose their collaborators, but sometimes they 
were imposed or picked randomly), and we also explored indirect 
collaborations, in the sense that the final result is created by one 
person, while using resources provided by other persons. 
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G.U.N

EXQUISITE CORPSE

MACHINE GUN & RELOADED

UNITED SERIES

EMERGENCE

GUN-X SERIES

SEED SINGLES

TINNITVS & RELAPSE

THE GREAT SLEEP

CHAIN OF WHISPERS

GHOSTWARES

SOURCE FOLDER SERIES



Description :

The G.U.N compilation gathered experienced and upcoming tal-
ents for the first project of the GUN community. It served both 
as a manifest for the Global URL Nation project, and as an open 
call for other artists to join the community.

Learnings :

A simple compilation, with no rules or constraints, is a great way 
to kickstart a project. It can help to define an aesthetic with the 
different contributions, and it is a good way to communicate 
about the intentions and future projects that might come up. 
With this compilation, we also realized that even with a simple 
format, coordinating more than a dozen contributors necessarily 
introduces some unexpected delays and latency.

Type : Compilation   

Date initiated : 11.2016   Date released : 28.04.2017

Number of tracks : 14   Number of contributors : 17

Contributors : Adel Faure, Blastto, Joe Houston, Kid Cala, Lil Crack, Lyzza, 
Metrakit, Mstk, Pierre le Disque Jockey, Prince Lucien, Shemale, Sport Eyes, 
Ultramiedo, Von Strom, WRACK // François Bellabas // MaxAudio

G.U.N





Description :

Based on the same idea of the literary game invented by the 
surrealists at the beginning of the 20th, the Exquisite Corpse 
Project gathered 3 groups of 4 artists where each of them had 
to create a part of the track without knowing what the others 
would do. It is the first collaborative project of the Global URL 
Nation.

Learnings :

The project showed an interesting complementarity between 
the different artistic sensitivities, allowing each contributor to 
express their own musical identities while retaining a coherent 
whole. The project ran unexpectedly well, with a quick produc-
tion phase. Later on, we realized that having a specific collabo-
ration process, like this playful constraint, was greatly facilitating 
exchanges between artists and unusual sonic experiments.

Type : One-Time Experiment   

Date initiated : 06.2017   Date released : 08.11.2017 

Number of tracks : 3   Number of contributors : 15

Contributors : Aamin, BB. Bok, GRIG, Jeune Faune, JG Jour, Metrakit, Moesha 
13, Lithe, Sha Sha Kimbo, Shemale, Ship Sket, UNKNXWN, Victor Metske // 
Gourau & Phong // Simon Luc Laporte

EXQUISITE CORPSE





Description :

As a lot of people joined after the release of the first compila-
tion, we wanted to introduce them to the public with another 
straightforward compilation – MACHINE GUN, and its remix 
edition – RELOADED. With 36 tracks and 11 remixes spanning 
over a large part of the club music spectrum, it showcases the 
diversity in profiles and tastes of GUN members.

Learnings :

This compilation was pretty successful, with lots of different 
moods and genres for the public to explore and identify with. 
Even to this day, some tracks are among the monthly top of 
our streams and sales. The fact that it involved a lot of different 
artists helped a lot with the promo, and we reached a big num-
ber of people unfamiliar with our activity. However, it also meant 
greater complexity in organization, greater delays in completion 
and more dilution of impact (an auditor rarely listens to all the 36 
tracks at once). After this one, we decided to limit the size of 
compilations to around 15 to keep it manageable. Also, the remix 
edition was a nice experience, as it was easy to organize and a 
great way for newcomers and old members to participate and 
extend the sonic territories of the first edition.

Type : Compilation   

Date initiated : 06.2017   Date released : 14.05.2018 + 22.11.2018

Number of tracks : 36+11   Number of contributors : 47

Contributors : Ancestral Vision, amu, Celes7e, DEEjAY f,  Deeven, Desdel 
Barro, Désiré, Dragon UMA, Dr Drakken, Dreem Tran’s, DVMIR, EMIGR, 
Folder Unfinished, Gideon, GRIG, HeedLess, JG Jour, Krolik, LaBoK, Lighght, 
Lil Mystic, Lithe, Mansa, Metrakit, Moesha 13, M. Tounu, Nahshi, Nathan, 
PK Is Cool, Shemale, Snowy Beatz, Soreab, Swimful, Sxmbra, Sylarbomb, 
TenTwentySeven, UNKNXWN, Victor Metske, VINI, Vvvitrriol, Vybz Kartel, 
Wrack, xxlaromancexx, XXX DJ TEAM, Yercules // Gourau & Phong //  
Simon-Luc Laporte

MACHINE GUN 
& RELOADED





Description :

For each EP in the series, one member of the GUN community 
collaborates freely with other artists of their choice. The EP fea-
tures 1 track solo, and 2-4 tracks in collaboration.

Learnings :

This type of project works very well : the artist can go at their 
own pace and contact any other artists they want to collaborate 
with, implement specific collaborative processes or themes, de-
velop additional materials (text, images, merch), and get involved 
from pre-production to release phase (artistic direction, visuals, 
mastering, promo etc..). It is actually the closest format we have 
to a regular solo EP. The result shows something very personal, 
yet multi-faceted and collective in nature. However, it can be a 
bit scary for the artists who want to start one : the fact that they 
need to manage some parts of the project (such as choosing 
collaborators, or approaching and following up on them) can put 
them off, even if we would be here during the whole process. We 
also realized that even with not a lot of contributors involved, 
the project can still take a lot of time until completion, as there 
are much more back and forth exchanges than playful one-time 
experiments, with the risk of giving up before it reaches its final 
form.

Type : Series   Date initiated : 05.2018   

Date released : 30.04.2019/20.01.2021/09.03.2022

Number of tracks : 5/3/4   Number of contributors : 8/6/6

Contributors : GRIG w Avbvrn, BORA, NEW FEAR, Tendre Ael, 
WHORLTOOTH // GRIG // Lorenzo Targhetta // Brice Reiter – P I T w 
ASJ, migu, myen // Pacôme le Rouge // Lorenzo Targhetta – HeedLess w 
DJ GÄP, Lithe, POL100 // chaggrin // Lorenzo Targhetta

UNITED





Description :

Emergence is the second collaborative EP of GUN, where par-
ticipants collaborated without any constraints or instructions. 
Artists were grouped randomly in groups of 4.

Learnings :

Even without any given direction or constraints, the project 
showed some very interesting outcomes, which inspired us for 
the title Emergence - a total seen greater than the sum of its 
parts. However, the fact that there was no direction and that 
people were grouped randomly sometimes brought difficulties 
in communication, coordination and ways to advance the tracks. 
When people don’t know each other personally, or if there are no 
strong musical affinities, a rule, a process or a constraint can help 
to define a common basis for exchanging and developing ideas. 
The project also made us wonder about the diluted radicality of 
collaborative projects : working collectively is a balance of syn-
ergy and compromise, which can sometimes result in tracks that 
are less impactful than one created by an artist on their own. 
But which can also sometimes reach unexpected sonic territo-
ries and wonders, and after this project, we started to give much 
more thought into the context of production and how to foster 
meaningful collaborations that can go beyond what the artists 
would achieve on their own.

Type : One-Time Experiment   

Date initiated : 11.2018   Date released : 26.11.2019

Number of tracks : 4   Number of contributors : 15

Contributors : 1.5L, Ancestral Vision, ASJ, ccontrary, DEEjAY f, Désiré, 
Giek_1, GRIG, Heedless, Lighght, Lila Tirando A Violeta, Lithe, Victor Metske 
// AKUA // Lorenzo Targhetta

EMERGENCE





Description :

For each EP in the series, members of the GUN community col-
laborate by pairs with members from another collective or label, 
exploring the results of cross-pollination and pooling across the 
global ecosystem of electronic music.

Learnings :

As with the Emergence projects, the fact that there was no 
constraints or directions given to the artists had its benefits and 
drawbacks. The results were pretty interesting, as they present-
ed a true merging of the differents artists’ universes and iden-
tities. However, it felt a bit weird to pair two artists together by 
musical affinities, without a way to get to know each other in 
a personal way beforehand. We also realized that it was pretty 
complicated to start a new edition, as every label has its own 
planning and artists are not always interested to work on a side 
project in addition to their own. We are now thinking of different 
ways to implement these cross-labels collaborations in ways 
that allow more flexibility for the artists involved.

Type : Series   

Date initiated : 11.2018   Date released : 15.01.2020

Number of tracks : 3   Number of contributors : 9

Contributors : Heel.zone w BUNGALOVV, GRIG, Krolik, Kuthi Jin, Oroboro, 
Shayu, Tendre Ael // Gianluca Lonigro // Giancarlo Brambilla

GUN-X





Description :

SEED singles are individual tracks that are the result of a spon-
taneous association between two or more members of the 
Global URL Nation.

Learnings :

By its simple format, the SEED singles seem to be one of the 
easiest projects we ever organized. The single format allows for 
a better and faster accomplishment of the project. As the art-
ists group together spontaneously, there is less friction in com-
munication and creative decisions. In their result, they embody 
the cross-pollination happening among the GUN community, 
recombining musical genres and cultural backgrounds into a va-
riety of sounds. With their regular release, the serve as land-
marks along the trail of the CLM x GUN journey. Shorlty after 
launching the format, we decided to keep it constantly open for 
participation, as they provide a great way for newcomers and 
more experimented artists to contribute easily and at any given 
moment. There are also a great way to get visual artists involved 
on a more regular basis. We’re now thinking about better ways 
to facilitate the pairing of two artists, for example by having a 
pool of tracks ready to be taken over by another artist.

Type : Series/Singles   Date initiated : 07.2019    

Date released : 29.04.2020 / 13.05.2020 / 05.08.2020 / 23.02.2022 

Number of tracks : 4   Number of contributors : 14

Contributors : SNKLS & Soft Matter // Andres Komatsu & Camila Roriz 
// Cédric Oleon – silént phil & Waveform Bat // hornusstudio // Lorenzo 
Targhetta – DEEjAY f & GRIG // GRIG // Lorenzo Targhetta – Moonstone 
Bardfolks // Robin Lopvet, GRIG & 1.5L // Lorenzo Targhetta

SEED SINGLES





Description :

To celebrate the 5 years anniversary of CLM and the 3 years of 
GUN, we organized a simple compilation made by members and 
friends of the GUN community. The only constraint was to col-
laborate with at least one person. The stems of each track were 
made available for anyone to use as they please.

Learnings :

The compilation was a breath of fresh air after the more orga-
nized projects of the past couple years. It acted as a statement 
of our current mindset at the time, an embodiment of playful 
exploration, covering a broad range of sounds and styles. Due to 
the COVID crisis, there were some huge delays as most people, 
including us, were not really in the mood for creating music. This 
made us reconsider how we approached deadlines and the pres-
sure it can put on contributors, and after this project we decid-
ed to be much more flexible and understanding with delays and 
plannings. Apart from that, the project ran smoothly, as most of 
the groups were formed by musical affinities but also by friendly 
connections. It was interesting to see how each member de-
cided to approach others to work together. The sharing of the 
stems were an attempt to question what open-sourcing could 
mean in contemporary music production, but apart from GUN 
members who worked on the remix versions, we did not wit-
ness any appropriation of the stems by outsiders - which maybe 
question the pertinence of sharing such assets.

Type : Compilation   

Date initiated : 12.2019   Date released : 14.10.2020 + 01.12.2021 

Number of tracks : 12+7   Number of contributors : 34

Contributors : /pulsr_, Arj0na, ASJ, Cosmic Caz, Désiré, Didier XCX, DJ 
Skynet, GRIG, Gwia Ekim, HeedLess, indigoblue, jjjacob, Kelvin T, LCL Stream, 
LMN3, Mansa, Metrakit, NEW FEAR, pan_x, P I T, Quasistate, RougeHotel, 
SNKLS, Soft Matter, Sport Eyes, Thegn, Talita Otović Tommy Moisi, VINÍ, 
Yaka // Gourau&Phong, GRIG & Robin Lopvet – /pulsr_, 11611 & migu // 
Lorenzo Targhetta

TINNITVS & RELAPSE





Description :

A series of 13 narrative audio mixes that aired on Internet Pub-
lic Radio from December 2019 to December 2020. For each 
episode, a musician and a visual artist collaborated to develop 
the story with audiovisual material - a 1h mix and a visual cover, 
which then served as a base for written text.

Learnings :

The Great Sleep was a big project for us : it spanned over a 
year with a monthly episode, each time involving at least three 
different people (the musician, the visual artist and the writers), 
and the story developed way more than expected, in a positive 
and encouraging way. We were surprised how much people got 
involved in the story-telling aspect, accepting to organize their 
contribution depending on the brief given to them and the pre-
vious episodes. It made us realize how narration and fictional 
elements can serve as a great source of inspiration, as well as 
helping in creating content with added depth. However, it was 
hard to maintain the pace, especially with the writing aspect. To 
this date, the writing of a few episodes is still being worked on.

Type : Narrative mix series   

Date initiated : 10.2019   Date released : 12.2019 - 12.2020

Number of episodes : 13   Number of contributors : 25

Contributors : migu & chaggrin – Désiré & medieval_cortex – s1m0nc3ll0 
& lei – Lukann & Moritz Tontsch – ASJ & ththn – VIBRISSE & alpha_rats – 
Andres Komatsu & AKUA – 71W3 & Andres Komatsu – laced, LCL Stream & 
s1m0ncello – Pacome Le Rouge & Adem Elahel – Mansa & Studio Dosage – 
Lithe & k095c – GRIG & pan:x 

THE GREAT SLEEP





Description :

Through a defined set of constraints based on the Telephone 
game, the concept is simple- each successive track is a remix of 
the previous one, and the contributors could not hear what was 
done before them. So on and so forth. 

Learnings :

The most constraining aspect of the project was the incom-
pressible time needed for the completion of the project, as each 
contribution needed to wait for the previous one to be ready. In 
order to speed up the process, we decided to launch two chains 
in parallel. Other than that, the project went pretty smoothly, as 
each contributor was working on their own once they received 
the stems. As with the Exquisite Corpse project, the playful ap-
proach and rule allowed for artists with different skills and back-
ground to participate without too much pressure. The result was 
pretty interesting too, an embodiment of sound manipulation 
and its transformation when passed from one hand to another, 
showing how music can be altered by each and every contribu-
tion. Hopefully more projects of this type will be initiated in the 
future.

Type : Series   

Date initiated : 07.2019   Date released : 25.11.2020 + 07.04.2021

Number of tracks : 14   Number of contributors : 12

Contributors : 71W3, Désiré, GRIG, HeedLess, indigoblue, jjjacob, Lithe, 
Lukann, migu, SNKLS // k095c // Lorenzo Targhetta

CHAIN OF WHISPERS





Description :

Ghostwares is a narrative audiovisual mix series introducing vir-
tual creatures, sentient beings, ancestral spirits or forgotten de-
ities that inhabit and navigate through the network and other 
intricate layers of our technological ecosystem. For each epi-
sode, two members of the Global URL Nation - a musician and 
a visual artist - pair together to produce a music video with an 
emphasis on storytelling.

Learnings :

From the beginning, Ghostwares was thought of as an ambi-
tious project. The narrative aspect can serve as a source of in-
spiration, but it also adds some complexity in the collaboration, 
as contributors need to agree on the story they want to tell, in 
addition on how they want to tell it. The first episode showed an 
incredible result - it was solid and coherent with the initial idea, 
and we had great returns on how it was appreciated. But among 
the 5 episodes that launched initially, only one went to the final 
phase. This is mainly due to the fact that creating video is a real 
time consuming process, which can ask for specific skills and 
knowledge. We also had some trouble to find the right platforms 
and media partners to showcase the completed work. After the 
release, we decided to keep this project open to contributions, as 
it is a good way for visual artists to get involved without waiting 
for a new release. We also decided to propose short spin-offs 
that would be much quicker to produce. Ideally we would like to 
find some fundings or residency programs to develop the project 
in the future.

Type : Audiovisual series   

Date initiated : 04.2020   Date released : 20.12.2021

Number of episodes : 1   Number of contributors : 5

Contributors : P I  T &  Xenoangel w personalbrand – alpha_rats & GRIG

GHOSTWARES





Description :

In each installment, a member of the Global URL Nation pro-
vides a sample pack from which other artists are invited to cre-
ate a new track.

Learnings :

Inspired by the iconic tradition of the sample pack, the series 
seeks to explore the diversity of interpretations, paths and off-
springs that might emerge from a common resource. In that 
sense it worked very well. It was also the first project to be ini-
tiated and organized directly by a GUN  member, who showed a 
great capacity to drive the project smoothly. With a simple and 
not too constraining rule, the contributors seemed to enjoy the 
exercise, giving just enough inspiration to take the samples in 
the direction they wanted. As witnessed with the previous proj-
ects, this one comforted us in the idea that indirect collaboration 
(when one artist create content using another artist’s material, 
without necessarily coordinating with each other) can easily be 
implemented and still have a strong and collective artistic value. 
It also provides a great format for members to initiate their own, 
as it gives a starting point, but the initiator can take it in whatev-
er direction they want. 

Type : Series   

Date initiated : 04.2021   Date released : 01.06.2022

Number of tracks : 20   Number of contributors : 23

Contributors : SNKLS w Ancestral Vision, Atrice, B E N N, César Ch, Cosmic 
Caz, DJ Body Double, dragongirl, El Murki, EURROPE, King Demitri, Lia 
Catreux, Lukann, migu, Orqualyzer, RougeHotel, Talita Otović, T.U., VIBRISSE, 
VIO_L3T, xato // medieval_cortex // Cédric Oléon 

SOURCE FOLDER
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EVENTS AND RADIO SHOWS

The various events we organize are the physical embodiment 
of our approach, a way to share further our vision of contemporary 
music and art. The different formats we develop, from club nights 
and live acts to radio shows, exhibitions, workshops or panel 
talks, draw from the Internet legacy to make club culture and 
its associated experimental music, more accessible. They allow 
for the discovery of genres, cultures, musical pieces or artists 
that are generally under-represented in the cultural landscape, 
but they also shape a platform of diffusion and support to the 
artists of the GUN community, open to experimentation and 
risk-taking.

Their objective is to reveal and highlight the beauty and 
diversity of the Post-Internet culture, without being constrained 
to genres or localization, and to cherish a state of mind, an 
approach that is rooted in openness, sharing and mutual support. 



02 - Summary 2018-2022

93 

CLUB NIGHTS 

GUN LIVE!

GUN ID

BROADCAST

GUN LABS

INSTALLATIONS & EXHIBITIONS



Description :

Events that mainly focus on the programming and broadcasting 
of DJ sets, bringing together artists from the GUN community 
and guests close to our musical spectrum, with a variety of for-
mats and locations. We also organized some events with other 
music collectives in order to bring the collaborative action even 
further.

Learnings :

Club nights are an important aspect of the whole CLM x GUN 
project. The different events have allowed us to connect with 
artists, spend some time together to know each other better, 
as well as provide a physical space for members of GUN and 
people from our audience to meet and exchange. It’s also a great 
way to promote and diffuse their art in front of an audience, as 
well as great way to involve and promote visual artists. As many 
other collectives worldwide, some were a great success, and 
some did not go very well : small turnout, financial imbalance, 
tensions with venue owners and other reasons sometimes leave 
a bitter aftertaste. But artistically, we were always really happy 
and we had some pretty heartwarming returns as well. Post-
COVID,  nowadays the real obstacle of organizing events is the 
cost they imply if we want to do it properly, as well as the lack 
of available and well-equiped venues interested to host us. We 
would love to organize them more regularly, to build a real and 
consistent musical rendez-vous. 

Type : Club nights   Date initiated : 11.2015

Number of events : 32   Number of contributors : 150+

Contributors : ACIDEPLASTIQUE, Beatrice, Franssouax, Mansa, ohjeeLo, 
xato, Cherry B Diamond, Cilla Gray, GRiG, Ragazza XXI, Sprælle, Flora 
Yin-Wong, Goro, mysword, Sharda, Ahadadream, Carin Kelly, ssaliva, Brood 
Ma, Tendre Ael, Sarah Montet, allpass, otis, shushu, Famous Eno, Avbvrn, 
ccontrary, HTS, Genome666.mbp, Nahshi, Shayu, Jujul0v3, Bound Centre, 
Stock71, High Heal, Moesha13, Désiré & much more

CLUB NIGHTS





Description :

GUN Live! is a series of events focusing on the appreciation of 
live music, providing to the invited artists a platform open to ex-
perimentation and intimate expression. Each edition will have its 
own theme, allowing us to explore different formats, genres, and 
performance types. 

Learnings :

It has been a while since we wanted to organize this type of 
events, as some musicians don’t know how to DJ, or create mu-
sic that would not necessarily fit on a club event. We were really 
happy to initiate the format in 2022, and hopefully we can push 
it further over the coming years. We want to keep these events 
open to contributions from GUN members, who can jump in 
at any given moment in the organization team, and who could 
propose different formats or themes (installations, spatialized 
sounds, collaborations with other performers or collectives). The 
main goal is to create a platform that is open to experimentation 
in how live music can be experienced, allowing GUN members 
to setup their first live act or practice their craft in a welcoming 
space.

Type : Live shows   Date initiated : 07.2022

Number of events : 1   Number of contributors : 4

Contributors : Oï les Ox, Swoyd Garden, Beatrice // Dorian Waclava 

GUN LIVE!





Description :

GUN ID is a series of mix that serves as an introduction to mem-
bers of GUN - a collection of passports and ID cards meant 
to showcase their origins, influences, current mood and hidden 
gems.

Learnings :

ID mixes are easy to implement and realize. It is a simple format 
that allows the artists to show who they are, what they like or 
what they want to express. We initiated the project as a way for 
members to contribute and share their mixes without the need 
to wait for the next radio show. It is also a great way for new-
comers to get involved right away. 

Type : Online mixes   Date initiated : 07.2019

Number of episodes : 8   Number of contributors : 8

Contributors : LUKANN, LMN3, /pulsr_, Snufkin, Orqualyzer, Franssouax, 
xato, Beatrice

GUN ID





Description :

We regurlay invites members and friends to play on local or 
web-based radios such as NTS, Rinse France, Internet Public 
Radio and more.

Learnings :

Radio shows are a good way to promote artists to a larger au-
dience, as well as consolidating a musical and visual identity for 
the label and community. These moments are always a pleasant 
time to connect with members, share nice music and sometimes 
meet the artists in person for the first time. Having a GUN resi-
dency would be ideal to install something recurrent and consis-
tent over time, but it requires a lot of organization and planning, 
so it would need a big involvement from the people managing it. 
We are currently thinking about a format that would run pretty 
easily, and yet would be able to involve a lot of different artists, 
maybe by focusing on local scenes and highlighting the inter-
national aspect of GUN. We also believe it could be interesting 
to develop more of the podcast aspect, not only playing music 
but also talking about its cultural landscape and communities. 
In 2021, we also tried to livestream ourselves for the first time, 
for a little watch party of Ghostwares E01, and the experience 
went really well, allowing for an interesting visual aspect. This is 
something we would like to develop as well. 

Type : Radio shows   Date initiated : 10.2016 

Number of shows : 19   Number of contributors : 40+

Contributors : HeedLess, Orqualyzer, RougeHotel, xato, Spraelle, /pulsr_, 
11611, DEEjAY f, dragongirl, Franssouax, P I T, Pacôme le Rouge, Arj0na, Gwia 
Ekim, Thegn, Jaeho Hwang, ccontrary, Andres Komatsu, Sha Sha Kimbo, Lag 
Switch, Kunthin Jin, Vornohil, Swelta, Famous Eno, Avbvrn, ccontrary, High 
Heal, Hitmakerchinx, Bulma, Blastto,Lil Crack, Merish, Aprile, Miley Serious, 
Retina Set & more

BROADCAST





Description :

Workshops where GUN members and guests gather to work 
together on a project or to share some thoughts, knowledge, 
ideas and skills. They can be private or public.

Learnings :

This type of event is very important in the development of our 
activity, because it allows us to provide a real space of common 
experimentation where intelligence, personalities and skills can 
merge and create together. The workshops can be more theo-
retical (for example with one person sharing their knowledge on 
a specific subject), or more practical (for example by focusing 
on the collective creation of a track). With the different work-
shops we’ve organized so far, we realized that it was a precious 
moment for everyone who participated, and we always had a 
great pleasure to witness and facilitate how people can collab-
orate together. The hardest part of organizing them is to find 
an equipped space able to host a little group of musicians and 
their equipments. The financial model is also hard to establish. 
In the future, we really wish to implement these workshops on a 
regular basis, as well as developing the public and open aspect 
of them. We’re currently looking for partners and venues to help 
us with that.

Type : Workshops   Date initiated : 05.2018

Number of events : 3   Number of contributors : 15+

Contributors : ANIMA, Bio Responsable, Désiré, EMIGR, Epiphany, Fatma 
Pneumonia, GRIG, Jeune Faune, Jissenar, Kiyane, Ragazza XXI, Rémond, 
Shushu, Tryphème, Vain Valentin and more.

GUN LABS



Description :

Throughout our adventure, we were sometimes invited to par-
ticipate in events in unusual ways, ranging from audiovisual in-
stallations to panel talks or exhibitions.

Learnings :

Such events are a great way for us to showcase and introduce 
to a larger audience our different projects. Audiovisual installa-
tions and exhibitions are a good opportunity to involve differ-
ent profiles from the GUN community, such as musicians, visual 
artists, plasticians, developers or set designers. Their complexity 
taught us a lot in how we can organize collaboration between 
different disciplines, and also showed us the interesting results 
that can emerge from it. It was also pretty nice to see some 
projects develop in space physically, as most of them only exist 
digitally. Panel talks were also very interesting to get insights 
from people outside of our usual circles, but with similar interests 
and interrogations. Gathering people to exchange and talk about 
their process and experience is a great way to develop ideas and 
questions that can provide new perspectives on how we operate. 
Hopefully there will be more opportunities in the future.

Type : Multimedia - Multiformat   Date initiated : 06.2016

Number of events : 3   Number of contributors : 20+

Contributors : Virtual Dream Center, Unicorn Paris, Alpha Rats, Adem Elahel, 
Corpus Misty, Revue Immersion, Fabbula, Playtronica, Désiré, Dr Drakken, 
Jeune Faune, GRIG, Shayu, Lambert Duchesne, Victor Ronné, Dragon UMA, 
AZN Girl, YEN TECH, AZN Girl, 100% HALAL, SpriteEyez, Cri$py C

INSTALLATIONS 
& EXHIBITIONS
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OTHER

In addition to these core activities, there are a lot of 
things happening behind the scenes, when trying to refine our 
structure and organization to better meet our needs in favor of 
a functioning infrastructure. Here are some of the key elements 
that have been implemented so far.
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INTERNAL TOOLS

PUBLIC CHANNELS



CHANNELS (2017): 

Over the years, we progressively implemented more and more 
ways to communicate within the GUN community, such as a 
Facebook group, a Mailing List, and a Discord server.

GUN UPDATES (2018): 

Newsletters that we send every 6 months to keep our members 
updated with the different projects of CLM and GUN.

GUN MEETINGS (2019): 

Regular gatherings of members to get to know each other, dis-
cuss new projects, internal issues, and other things. They can 
happen online or IRL.

NAS / FTP (2020): 

A server for all members to find, share and use resources, such 
as sample packs, software tools, presets or music documenta-
tion.

GUN DISCUSSION (2020): 

A regular discussion open to anyone from the community, that 
focuses on the way we organize and how we can improve the 
context of collaboration among the GUN community. 

INTERNAL TOOLS



ANONYMOUS FORM (2020): 

An easily accessible anonymous form members can use to make 
feedbacks and comments on specific projects or general organi-
zation, making it easier for some people to express themselves 
compared to a direct message or conversation.

MEMBERSPACE (2021): 

A webpage that synthesizes all the ongoing projects of GUN and 
how to get involved in or initiate them.

TRANSPARENCY CHART (2021): 

A document that explicits our ways of functioning, our economic 
model, our distribution and rights management, which is sent to 
each contributor prior to release.

ACCOUNTING LEDGER (2021): 

A shared document which explicits our incomes and expenses, 
as well as the available budget for GUN projects.

AMBASSADOR SHEETS (2021): 

A breakdown of what to consider and what we learned in the 
past for each type of project a GUN member can initiate and 
manage.



PLATFORMS (2017): 

Since our beginning, we decided to distribute on Soundcloud 
and Bandcamp. For the moment we do not seek to distribute 
on other platforms. We also use e-mails and social media pages 
(Facebook, Instagram, Tweeter…) to communicate about news 
and projects.

WHITEPAPER (2018): 

An extended paper documenting our interrogations and the dif-
ferent activities of the CLM x GUN project. 

GUN HIGHLIGHTS (2020): 

Bi-monthly digest on Buy Music Club of the latest releases from 
the GUN community outside of CLM, providing an easy way for 
our audience to discover and support artists from GUN.

PUBLIC CHANNELS



MERCH (2021): 

A great way to support and identify with our activity.

GUN INSTAGRAM (2021): 

An account used to showcase the work of GUN members, which 
they can takeover freely to share their projects or processes of 
creation.

RESOURCES PORTAL (2022): 

A dedicated webpage on our website to access resources cre-
ated by the GUN community, such as sample packs, stems from 
older projects, or tutorials.
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The early years of CLM & GUN were focused on having 
a strong foundation for the project to continue. Despite all the 
flaws we noticed and the numerous ways in which we wanted to 
improve, these years were crucial in consolidating the community, 
building an identity and implementing a decent functioning infra-
structure.

During the course of 2020, we felt the need to reconsider 
the organization of both entities for several reasons, such as an 
increased confusion between CLM and GUN and their respective 
roles, a lack of transparency in the ways we operated, or a loss of 
momentum in the different projects.

We felt it was time to give the GUN community more 
freedom and ways to participate. In our own opinion, the biggest 
challenge for any open-source and collaborative project is to 
facilitate participation, and we believe that the best way to do 
that is to develop a proper framework that gives both freedom of 
initiative and support tools. Ideally this framework would involve 
the whole community in all aspects of creation, from production 
to diffusion, giving more independence to GUN members so that 
projects could exist on their own. 

Over the course of 8 months, we initiated a discussion with 
the GUN community about the way we organized, what worked 
and what did not, what we wanted to achieve in the long-run 
and how to get there with practical implications and steps to 
implement. A first phase was to determine what we would 

03
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talk about, and that started with an open team of participating 
members, with which we talked at length about broad subjects 
and their own visions of the community. The discussion then split 
into three parts, which correspond to the breakdown below : the 
new model GUN 2.0, the internal organization and tools we use 
in the GUN community, and the relationships with the audience 
through diffusion and distribution of the created projects. For 
each part, we developed collaborative docs tackling the subjects 
at hand, which were open for comments and suggestions by all 
members.

The discussion concluded on a last written document in 
January 2021, synthesizing the most important subjects from 
the previous parts and marking the birth of GUN 2.0, while 
establishing a concrete roadmap for things to implement in 
practice in 2021 and beyond.

In the following, we will present most of the topics we 
covered in this discussion in the most synthetic way possible, 
briefly presenting why we considered these subjects important, 
and what we decided to implement in response.

OLD MODEL 

Up until this discussion, GUN was considered as a part of 
the CLM umbrella. But we felt there was a confusion between 
the different entities, a lack of clarity about their respective 
roles, including for ourselves. Most of the projects were driven by 
the core team of CLM (dubbed as CLMHQ), which sometimes 
gave the feeling of a very hierarchical organization.
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NEW MODEL 

With GUN 2.0, we felt the need to make a clear distinction 
between CLM & GUN and their respective roles, which could be 
summarized like this : 

    GUN = production aspect
    CLM = diffusion aspect

For GUN, the idea is to consolidate it as a collaborative 
artistic practice. Almost like a band or an orchestra : a network 
of like-minded people creating together, pushing for a more col-
laborative, supportive and sharing attitude. With GUN 2.0, it 
would fully embrace its role as a platform to explore processes 
of creation, economic and organizational models, or ways to 
share resources such as knowledge, studio spaces or tools. A 
structure in permanent evolution, based on everyone’s inputs 
and ideas, with various responsibilities given to members of the 
community.

Regarding CLM, its main goal would be to accompany 
the finalization and diffusion of projects made by the GUN 
community : from mastering and artistic direction to promotion 
and distribution. CLM is officially declared as a legal entity with 
a non-profit association status, allowing it to have some specific 
rights (such as having a bank account or the ability to make 
contracts with venues). In addition to the audience it built over 
the years and the experience of its members, this would allow 
for GUN projects to develop by giving them more opportuni-
ties : for example by having an easier contact to media, other 
artists or venues, by reaching a wider audience, by helping with 
the administrative whereabouts, or by being able to experiment 
with models of diffusion and means of distribution. Its resilience 
allows for the GUN community to experiment and take more 
risks than would an individual by themself, as it is supported by a 
more conventional and robust entity.

Of course the two entities would be strongly interlinked, 
growing hand in hand. The main difference with the previous 
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model is the additional independence given to GUN. The CLM 
x GUN acronym, which we started to use more and more, 
emphasizes the independence of the two entities, working side 
by side instead of one under the other.

CLMxGUN - GUN 2.0
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One main part of the GUN 2.0 discussion was about our 
internal organization, questioning what could be our new driving 
principles, the tools we could use to foster collaboration, and the 
infrastructure to be developed for a better pooling of resources.

MEMBER ROLES & FORMATS

~ ROLES
 

In order to give more responsibilities and initiatives to 
members of the GUN community, a first step we considered was 
to step out as CLM for the initiation and management of GUN 
projects. In order to structure a bit this new way of functioning, 
we thought that defining clear roles could help :

- Contributors are people who participate in a project, from 
GUN or not.

- Ambassadors would be GUN members who initiate 
projects, and who would assume this role for the duration 
of the project. They would be responsible to gather people 
interested to participate, keep track of the progress, and 
become the main contact for contributors. Anyone could 
become an Ambassador if they wish to do so, and lead a 
project from start to finish.

04
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- Advisers would have the role to support, assist and 
guide Ambassadors if needed. They would have a larger 
overview of the ongoing projects, and would be able to put 
into connection different projects, for example to avoid 
conflicting release dates, to help with similar issues, or to 
put in common useful resources spread over two different 
projects. To start, these roles would be assumed by the 
CLM team, but with time and experience, other members 
could take this role.

~ FORMATS

As a label, CLM would propose predetermined release 
formats, for example with specific processes of collaboration, 
as is the case with the UNITED, SEED or GUN-X series. This 
catalog of project types would allow GUN members to initiate 
projects more easily, as they would act as a basic framework 
in which one can evolve and develop their own project. These 
projects would be accompanied by Guideline Sheets, which 
would contain useful information to help the Ambassadors 
in their task, for example by detailing the format, advising on 
the number of people involved, overviewing useful resources, 
timelines or things to be careful about.

It would also be possible for a GUN member to initiate a 
project outside of these formats, and the resulting project could 
also be released independently of the CLM entity.

COMMUNICATION

~ CHANNELS

As many communities around the world and in many fields, 
we’re facing a real problem of communicating information 
to members and fostering participation. Everyone is already 
overwhelmed with information from all sides, that it has become 
even hard to know there is new information available.
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Instead of trying to concentrate all exchanges on a 
centralized media (such as a Facebook group or Discord server), 
we decided to spread our communication on several channels, 
allowing for each member to get involved in the way they want. 
For example, important announcements and calls for partici-
pation would be done via e-mail and private Instagram posts 
(unilateral communication), while more casual discussions and 
exchanges about the projects would happen via the Discord 
server or private group discussion (bidirectional communication).

Nowadays, we feel we are at a turning point, where 
information channels are spread across multiple services, with 
each individual having their own favorites depending on their 
lifestyles, skills and resources. It seems unlikely one platform 
could gather everyone in a healthy and flourishing way, especially 
since not every member is participating in the same way. Some 
members just like to check from time to time what is happening 
in the CLM x GUN project, some others want to participate in 
projects on a regular basis, and some others want to get deeply 
involved in the organization and sharing aspects. Having different 
types of channels, each with their own degree of involvement, 
allows each member to participate in various ways. One thing 
we try to keep in mind is the ease of access and usability - 
meaning the communication channel need not be too fancy or 
tech-savvy for anyone to use it.

When undertaking a project, it would be the Ambassador’s 
role to pick what platform or channel would be used for the 
management of the project, depending on the project type and 
the participating members - a mailing list, a Discord channel, a 
Whatsapp group…

~ DISCORD

So far, Discord has proven a useful tool for organizations like 
ours, allowing for the users to participate in thematic channels, 
customizing their notification, or allowing for multiple ways of 
interaction (text, voice, call, or unilateral diffusion). While its use 
is getting adopted by more and more institutional entities (such 
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as festivals, schools or associations), in addition to the initial 
communities using it (mainly gaming ones), it still seems a bit 
heavy and complex to navigate, requiring a certain amount of 
time to set it up properly. Moreover, following all the activity on 
a given server can quickly become a time-consuming process.

What is particularly interesting is the ability for users to 
self-assign particular tags or roles, such as their gender, their 
localization, their skills or the genre of music they make. This 
allows for a user to get a quick overview of important info about 
another user, and we felt such roles would help members to 
connect, for example when looking for a specific skill or when 
traveling to a particular area. It also allows to tag the users of 
a given role, being able to notify them directly that a message 
might be of importance to them. But this approach can only 
be efficient if users take the time to set up their own roles and 
notification settings - and usually people mute all notifications 
when faced with too many. 

We’re still exploring how to appropriate this tool for a good 
functioning among our organization, but so far it seems the most 
suitable - although we’ll stay open to other possibilities that 
might appear in the near future.

~ MEMBERSPACE

Regarding the ongoing projects of CLM x GUN and the 
different ways to participate, we realized the previous organization 
was pretty opaque and confusing. 

Every 6 months, the GUN Update presents a recap of the 
latest news and ongoing projects, but they are painfully lengthy 
documents. Their frequency makes it hard  for members to get 
involved right away. We still continue doing them, and we believe 
they are important as a summary of our activity for people who 
just want to keep track of what’s happening occasionally. 

In addition to these Updates, we decided to create a 
Memberspace webpage, accessed privately, that would present 
a recap of all the ongoing projects, as well as their respective 
Ambassadors and ways to contact them, the participating 
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members or deadlines… We tried to make a clear distinction 
between projects someone can join as a contributor, and projects 
open to be undertaken as an Ambassador, with a link to the 
Guideline Sheets mentioned above.

Instead of waiting for the next GUN Update, or going through 
all the previous messages on Discord to see what projects are 
open, this webpage acts as a portal members can easily reach to 
get a broad overview of what is going on at a given time and how 
they can get involved right away. Over time, we would like to 
extend this webpage to a fully dedicated website with additional 
functionalities and resources.

POOLING RESOURCES AND SHARING KNOWLEDGE

As we mentioned previously, one of the key aspects of the 
GUN project, beyond connecting artists worldwide to collaborate 
on various projects, is the importance of sharing resources, skills 
and knowledge in order to empower its members and offer op-
portunities to improve their personal practice.

~ POOLING RESOURCES 

One evident way to go towards this direction would be the 
pooling of physical resources - such as a mixing deck available 
to practice at a given location, or a shared studio space to record 
and produce tracks, as well as virtual resources - such as sample 
packs, a shared subscription to an online service, or software 
licenses. 

Such pooling comes with its own problems and questions, 
such as geographical discrimination or ethical implications, but 
it would help to communalize on expensive resources that are 
useful for music production, making them accessible to members 
with less privilege, all the while reducing the costs per individual. 
Some resources could be bought by the CLM x GUN entity, as 
a way to consolidate the infrastructure of production, but it could 
also be members directly pooling their own personal resources.

With the COVID crisis, the financial state of members and 
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of the association is not at its best, so we decided to start small 
with digital assets such as fonts and samples that can be used 
for GUN projects. Hopefully more ambitious pooling will happen 
in the future.

We see each GUN Update as an opportunity to have an 
open discussion about what common resources could be helpful 
to the community at large, depending on the available budget. At 
each Update, we decided to invite anyone to make a proposition 
of a common spending, which would then be openly discussed 
with the community at large, and eventually submitted to a 
voting process.

~ SHARING KNOWLEDGE

Currently, the sharing of skills and knowledge inside the 
community is not really structured. Members looking for help or 
advice post in one of the channels and eventually get a reply 
from other members, much like any other web community.

Ideally, we would like to develop more and more GUN Labs, 
which would be regular meetups, physical or virtual, serving as a 
way for members to get to know each other, to discuss ongoing 
projects, to share specific knowledge about a given tool or 
software, or even to focus on a collective real-time collaboration 
session. We have organized a couple before the COVID crisis, 
which were really fruitful and interesting, and this is something 
we will focus on in the coming months.

While physical meetups have a greater impact on social 
interactions, they also have their limitations, because they need 
a dedicated space able to accommodate all participants, who 
would need to be able to come physically, which is not very 
practical for members from different geographical locations. An 
easier way to implement this would be to have regular meetups 
online, for members to present a subject of their choice (what 
they’re working on, or some production tips for example), and we 
hope we will implement that pretty soon.
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BUDGETING AND ECONOMIC MODEL

~ ECONOMIC MODEL

The GUN 2.0 discussion was a good opportunity to make a 
financial recap of our activity over the past years. And with no real 
surprise, we realized it was barely viable. The previous releases 
we had were rarely profitable, and most of our income would 
come from the events we organized, reinjecting the benefits to 
pay for expenses related to functioning costs and future projects. 
With the COVID crisis and the closure of most venues for long 
periods of time, the situation is still critical, and we’re currently 
trying to find ways to diversify our revenue streams.

We truly hope things can get better in the future as the 
project grows and develops to a point where we are able to 
retribute every participant fairly. At that point, more questions 
will arise about our structure, for example about our restructur-
ing as a cooperative, or about the way benefits are split. But we 
do understand how time is valuable for the participants and how 
not paying them fairly could prevent some members from taking 
part in the projects.

Until we reach this turning point, we decided to keep the 
current economic model, meaning all the benefits from the 
CLM x GUN project are pooled in a common account to cover 
the costs of functioning, to finance other projects, as well as 
to improve the context of production and ways to collaborate. 
However, we decided to improve it with a few measures : 

- Increased Transparency - we thought it would be 
important to give more transparency on how things are 
run. We developed a shared accounting ledger, which is 
updated at every GUN Update and easily accessible to all 
members, showing the various expenses and incomes, as 
well as how much budget is available at a given time for 
the various projects.

- Shared Resources - as mentioned previously, we decided 
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to take the opportunity of every GUN Update to discuss 
options to improve the context of production, for example 
by buying a shared sample pack or subscription to a 
specific service that would benefit the whole community.

- Budgeting projects - some projects undertaken by 
Ambassadors might in some cases need a dedicated 
budget to run smoothly, or could raise the needs for a 
resource that could be used in other projects. In that case, 
we thought it would be interesting for the Ambassador 
responsible of the project to present a budget demand, 
that would then be discussed with anyone who wished 
to participate. We also imagined it could be subjected to 
an anonymous voting system, but it seemed to raise too 
many questions about how it would be done and how 
many votes would be needed to express the overall benefit 
to the community. To start to implement this system, we 
believed an open discussion would be more appropriate, 
as it could also lead to other ways of achieving the same 
result. For Ambassadors who are not comfortable with 
budgeting, another Ambassador or Adviser with more 
experience in budgeting could help them to establish a 
proper demand and to present it to the community.

- Specific cases - we thought it would be important to 
distinguish projects initiated by CLM or GUN, and projects 
initiated by other entities. In the case of a commission, 
events or more commercial projects (for example when 
a venue or brand gets in touch to organize or produce 
something with a dedicated budget), we believe it’s a good 
opportunity to directly retribute the participating members 
for their work. In that case, we think an open discussion 
would be appropriate to decide on how much of the budget 
would go into the common pool, and how much would be 
used to pay the contributors. 

Part III : The CLMxGUN Adventure



125 

~ WHAT’S NEXT

Finding a good balance and viable model is probably the 
hardest part for most actors of the music industry, may that be 
individual artists, labels, venues or press. As mentioned above, 
it seems the only way forward is to diversify revenue streams, 
and this is something we will focus on in the coming months and 
years. Some of the leads we will explore are : 

- Subventions and grants - from public or private 
institutions
- Re-evaluation of our distribution - additional platforms, 
physical objects, pricing…
- Increased involvement of the audience - spending time 
to explain the importance of their support and developing 
new ways to support our activity (events, merch, sub-
scriptions, donations…)
- Commissioned works - ideally from entities with similar 
values

INVOLVING NEW MEMBERS

During the GUN 2.0 discussion, it has been brought to our 
attention that we needed to find ways to engage new members 
as soon as they join the community. Before that, several months 
could go by before there would be a new project proposal, and 
in that timeframe, some new members might have lost their 
interest.

The Memberspace webpage mentioned earlier now helps to 
directly present the participating opportunities to new members 
to be involved right away - and not only on releases, but also in 
the organization as an Ambassador.

We also decided to keep a certain number of projects 
always open for new contributions (such as the SEED single 
series, the ID mix series or Ghostwares A/V series), so that 
people could participate whenever they wanted to in different 
types of formats, without having to wait for a new open call.
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Finally, we also decided to give greater importance to the 
welcoming of new people. The project is open to all with the 
right mindset, but we ask people to send us an email with a few 
information about them so that we can explain personally how 
the project works and how they could be involved, according 
to their own preferences and experience. In a similar way, we 
reworked our Welcome Pack - a document that is sent to all new 
members, explaining in a synthetic way how we operate, what 
are the different ways to get involved and how the members can 
benefit from their belonging in the community.

Regarding the selection process, we believe the project 
should stay open to anyone, as long as they are ready to 
collaborate, share and exchange with other members, regardless 
of their identity, skills, backgrounds or interests. We believe 
difference is the cornerstone of empathy, and that being 
confronted to the other or to the unknown is a way to discover 
oneself, before moving forward collectively. All the different 
profiles can bring a positive contribution to the project, each with 
their own influences, expectations and ways to participate. We 
try not to give too much importance to genres or aesthetics, as 
what truly matters to us is the process, more than the result.

Part III : The CLMxGUN Adventure







129 

Another main part of the GUN 2.0 discussion was about 
the current and future ways to distribute the created content, 
but also the diffusion of ideas and the various ways to involve 
our audience.

CLM ORGANIZATION

While the clear distinction between GUN for production and 
CLM for distribution should make things easier in the future, we 
believe it would also be important to involve the GUN community 
in the way the content is distributed via CLM. 

Discussions like the one we had for GUN 2.0 should happen 
more often in order to directly get some feedback from the GUN 
community on things to change and improve. The structure is 
always open to critics, suggestions and ideas, but we think that 
having clear and dedicated moments to discuss them are actually 
very constructive, as it shifts the focus towards organization 
and models, instead of projects and releases. We hope to have 
this sort of conversation on a regular basis - every two to three 
years?, each time giving birth to a new iteration of GUN.

In addition, we wanted to involve more people in the CLM 
activities on a regular basis, to help develop some specific 
things such as distribution, promotion and media relations, artist 
development, or grants and subventions administration. This 
resulted in the opening of some Ambassador projects people 
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can sign up to if they want to get involved. 

RELEASES & DISTRIBUTION

~ PRICING

As part of our approach, as mentioned above, we believe it 
is important for our audience to access the releases for free, so 
that regardless of their situation, anyone would be able to listen, 
download and share the files of the releases. Keeping them 
“Name Your Price” is something dear to us.

On the other hand, our economic balance being very fragile, 
we wondered if it would be interesting to put a price on the 
releases. Following a poll done with our audience, as well as a talk 
with different members, we found a compromise, which would 
be to propose the release at a price for a given amount of time 
(for example 3€ for two months), and then make it available for 
free. This model was implemented with the launch of GUN 2.0, 
and we will see if that makes a difference in the long run.

In addition to that, we felt it was important to increase the 
awareness of our audience, stating clearly why their support is 
important and how their money is being used. We decided to 
add a short note with each release to invite people to support 
us directly.

~ DISTRIBUTION CHANNELS

Before the GUN 2.0 discussion, we only distributed our 
content on Soundcloud and Bandcamp. We mentioned the 
possibility to extend our distribution to other streaming services 
- despite our opinions on the subject, as mentioned above. It 
would indeed help to have more exposure, even if the economic 
benefits would be very small, or considering the ethical questions 
it would raise. 

Surprisingly, when polling the community and our audience, 
the interest in having the music distributed on additional platforms 
was not that big, and it seemed people would rather have us 
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develop other aspects of CLM x GUN, such as more content 
related to the processes of production. Some alternatives to the 
major streaming platforms seem to emerge, such as Resonate, 
an ‘ethical streaming platform’ with an interesting pay-for-what-
you-play approach, and we thought it would be worth to direct 
our efforts towards developing these models, instead of relying 
on the major ones, even if the audience would be smaller. We 
will consider additional ways to distribute in the coming months.

~ RELEASE CHART

In order to bring more transparency to the ways the music 
is distributed, we also decided to implement a Release Chart, 
which is like an informal contract detailing our economic model, 
and explicitly stating that the participating artists keep all the 
rights to their contribution, meaning they can decide to distribute 
it however they want in addition to our channels. This Release 
Chart would be sent to everyone participating in a project prior 
to the release.

Nothing particularly new is stated in this document, but we 
felt it would help to build the trust with the participating artists, 
and also maybe invite them to profit from their contributions 
beyond the scope of the project, for example by putting it on 
their own Bandcamp page.

EVENTS

~ EVENTS

We’ve noticed it in the past,and especially in the COVID 
context when we couldn’t have any, but physical events are 
crucial to connecting with an existing audience, or reaching a 
new one. They are the backbones of any musical project, and 
actually the foundation of club culture. Beyond a powerful way to 
experience the art, they are an essential substrate to consolidate 
interpersonal links (among fans, with the artists, or among actors 
of the scene), and a vital tool to sustain a community’s health. 
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The events we organized in the past often resulted in some 
attendees putting us on their radar, sometimes taking the step 
to support our activity, and sometimes even an occasion for 
new members to join the community. Such events are also the 
opportunity to tickle the interest of a spectator who is completely 
unfamiliar with some music genres, or our activity - with the 
right alchemy, an event can change the life course of a person 
and that’s the beauty of it. Maybe this person will get sucked 
into a spiral of music discovery, maybe they will have a deep 
introspective journey initiated by a few songs they heard at the 
event, maybe they will link up with another attendee and start a 
new project that will span over several years, or maybe they will 
have an epiphany right in the middle of an artist’s performance. 
And this is not a romanticized version - these things happen for 
a fact.

Physical events are also crucial in the importance they give 
to locality. Recurring events in a city help to develop a local 
scene, and put a given location under the radar of the worldwide 
musical scene. While most of the GUN-related events so far 
have been organized in the Paris area, with time we hope to 
organize ones in places where members are actively involved, 
reinforcing the international aspect of the GUN community. 

~ GUN NIGHTS

Prior to the COVID crisis, we were supposed to start a 
new format of events : regular GUN Nights in Paris with almost 
exclusively GUN members playing and organizing. 

These GUN Nights would be a platform for experimenta-
tion, where everyone from GUN would be welcomed to propose 
ideas and contents, such as liveshows, audiovisual installations 
or workshops. Experiments could be in regard to the format of 
the event (for example by having the audience participate in 
new ways), the economic model (for example by splitting the 
benefits evenly among all contributors, or finding partnerships 
to complement a small fee with material resources such as food 
or music equipment) or the pricing (for example by having an 
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entrance fee with several tiers, eventually giving access to extra 
material, such as a pack of unreleased tracks).

Ideally, this format could be reproduced by any GUN member 
locally, in a decentralized way. This way of doing could help GUN 
members to initiate local events, benefiting from the support of 
the CLM x GUN entity to take less risks.

Events have been on hold for a while, and a lot of independent 
venues able to host us have unfortunately closed down. Hopefully 
we will be able to implement these formats in the near future.

AUDIENCE REACH & PARTICIPATION

~ AUDIENCE REACH

We don’t think getting a broader audience, more plays or 
more views is an end in itself. But still today, these metrics often 
act as credit scores, used to evaluate the popularity of one artist 
or entity.

While we do wish our projects can reach a larger audience, 
especially people who don’t have access to this type of 
content in their local area, we believe it’s more important to 
foster meaningful, in-depth engagement, more than superficial 
listening. And we don’t think it needs to make compromises 
on the music made to please a larger number or make it more 
‘accessible’ : we believe it is important that GUN members can 
participate in the different projects by expressing themselves 
fully, with their own radicality.

By discussing various ideas with GUN members, we thought 
it would be interesting to propose more content related to the 
processes of production, as well as to put more emphasis on 
the collaborative and sharing aspect, which was confirmed by a 
following public poll. This content could take the form of public 
workshops (for example to initiate people to music production or 
to improve their skills, especially in underserved or underrepre-
sented communities who lack access to such resources), online 
content from the GUN community freely accessible to the 
public (such as tutorials, breakdown of tracks, masterclasses), 
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or documents such as this Whitepaper, which seek to explicit 
our approach and share a set of tool for people to build their own 
community.

All these initiatives are now listed as Ambassador projects, 
and they are something we wish to focus on in the coming 
months and years.

Following the release of the Source Folder 01 in 2022, we 
decided to open a new webpage on our website dedicated to 
resources created by the GUN community to be shared with 
the public. For now we included the stems of the TINNITVS 
compilation and the two sample packs of the Source Folder 
01 project. With time we hope to feed the page with various 
types of resources that can range from sample packs to DAW 
projects, video tutorials, PDF tips, or anything GUN members 
can imagine.

~ AUDIENCE PARTICIPATION

By talking with some members, we thought it would be 
interesting to develop audience participation beyond listening, 
and if possible to have people actively participate in the CLM x 
GUN project. 

Various ways to implement that emerged from the GUN 2.0 
discussion (such as a membership club, a cooperative structure 
opened to the public, or regular votes), but we agreed that it 
needed a bit more time to develop, progressively testing new 
things step by step. 

Subscription services such as Patreon or Current.fm seemed 
like a good way to start. The idea would be to allow people to 
subscribe to a monthly support to get access to specific content. 
Considering the large number of people in GUN, we believe we 
could easily propose regular content to the audience, which 
would both help to finance other projects, as well as to have 
more direct interactions with it. But like we mentioned earlier, the 
risk with these types of platforms is to monetize and commodify 
processes that were previously exempt from market logics. So 
the main question would be what type of content to propose? 
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Early access to releases? Sample packs? Unreleased tracks? 
Tutorials or feedback sessions? Participation in upcoming 
projects?

When polling our audience, we realized people were not 
really interested in subscribing on a regular basis, so we decided 
to first focus on offering other types of content before moving 
on to a subscription-based platform.

~ BEHIND THE SCENES 

In addition to more official content dedicated to processes 
of production, such as workshops, tutorials or masterclass-
es, we thought that another way to engage our audience in a 
meaningful way would be to also show more unofficial content 
coming from the GUN community, such as works in progress, 
behind the scenes materials or demos. Since we give a great 
importance to process over result, it seems interesting to share 
more about the creation phases of GUN projects. Several things 
were decided and implemented, and we will try to keep exploring 
interesting ways to share such content.

First, some material could feed the GUN soundcloud 
account, for example with a WIP playlist that would showcase 
projects being developed by GUN members. Accepting the fact 
that music creation goes over multiple steps and transforma-
tions that are often far from the finished project, such content 
would assume that creation is a process in evolution.

Secondly, we also started to do a bi-monthly recap of 
projects done by GUN members, released outside of CLM, on 
the Buy Music Club platform. We believe it’s a good way to 
show the public the various projects members are undertaking, 
but also a good way for GUN members to stay updated on what 
other members have been doing, as well as for enhancing mutual 
support.

Finally, we decided to create a dedicated GUN Instagram 
account that will be used to put more emphasis on the people 
composing GUN, and less on the CLM x GUN projects. 
Members are now invited to take over the account whenever 
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they want, which could be a good opportunity to showcase their 
past or ongoing projects, talk about their processes, or share 
their workspace and methodology. This account is also a good 
platform to show behind the scenes content in the context of a 
release, such as the different steps of the projects or inspirations… 
Members are now invited to share whatever they want when a 
new project is being released.

MERCH

Merch is an important part of the music industry. It allows for 
additional revenue, while also allowing fans to cherish an object 
and display their support. But it asks the question of usefulness 
in a world saturated with waste and trash.

For clothing, the biggest issue is to ethically and ecologically 
produce them. We’re currently evaluating options, and we believe 
doing so can also nurture the project in a creative way, for example 
by taking advantage of the flaws of second hand products. It’s 
also an opportunity for GUN members to collaborate together 
for a new design. 

In the long term, we would like to find ways to develop other 
types of objects, for example ones that make use of wasted 
materials, ones that are generative (such as seeds) or ones that 
are biodegradable. We’re also particularly interested in merch 
that would be able to decentralize production, in relation to the 
cosmolocality of CBPP production - is there a way to develop 
merch that people would produce at home, where what is sent is 
just information or data?
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GUN 2.0 was launched in January 2021, putting an end to 
the discussion that spanned over several months. In the following 
months, we progressively implemented some practical elements 
related to the internal organization mentioned above (such as 
roles, Guideline Sheets, or Memberspace webpage), as well as 
things related to diffusion (such as a temporary price on releases 
or behind the scenes content).

The more complex and long-term projects have all been 
opened for Ambassadors signups to anyone who is willing to 
contribute to this new model, solo or in teams. Today, more than 
a dozen projects are ready to be undertaken by GUN members, 
ranging from artistic projects to more infrastructural ones. Our 
main goal is now for these signups to gain traction, and this goes 
through reinforcing the trust and confidence of GUN members 
in their ability to lead a project from start to finish. Hopefully 
developing interpersonal relationships and an efficient infra-
structural framework with some measures mentioned above will 
help.

In June 2022, we released the first Ambassador project : 
the Source Folder 01 double compilation, initiated and managed 
by French producer SNKLS. With around 20 international artists 
involved, the production process went extremely well, and gave 
birth to two releases of very qualitative music. At every phase 
of the project - signups, production, mastering, visual cover, 
distribution and promotion - a casual talk with SNKLS allowed 
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us to make sure everything was going smoothly, and helped in 
determining the role of each entity (CLM Advisers, SNKLS, 
contributors) for the next phase. Hopefully such a successful 
project will motivate other members to initiate their own in the 
near future.

A NEW SET OF VALUES & LEARNINGS

While this document is very practical in how we approached 
our organization and operation, we wanted to conclude with 
more general considerations, trying to extract some learnings, 
core values and guiding principles that will drive us until the next 
Whitepaper, building upon the ones we timidly laid out in the 
Whitepaper V1 : 
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UNIVERSAL OPENNESS
We will stay open to all contributions of any sort. 
Anyone with the right mindset can make a positive 
contribution to the project, regardless of their identity, 
background, skills or interests. Heterogeneity adds to 
the richness of cultural projects.

FREEDOM OF INITIATIVE
Anyone in the community should be able to take 

initiatives that benefit the CLM x GUN project as 
a whole. A well-thought support infrastructure and 
a feeling of trust are crucial elements for autonomy 

and proaction.

FRUITFUL COLLABORATION
Collaborations among members should happen 
smoothly, with the ability for the participating artists 
to express themselves fully in an enjoyable, safe 
and respectful environment. We will try to develop 
new tools for meaningful collaborations, and ensure 
everyone involved understands the modalities of their 
participation.



144 

UNLIMITED SHARING
Passing down knowledge, sharing skills and 
resources are crucial for the artistic growth of the 
community and its members. We will continuously 
invite members to share their learnings and we will 
try to provide efficient ways to do so.

EXTENDED TEMPORALITIES
It is important to accept slowness, taking the time 

needed to have a project run smoothly, without 
putting unneeded pressure on participating members. 

If the project needs to be delayed, it will be. People 
have to accept that from the day they manifest their 

interest in a project, to the day it is shared with the 
public, several months or years can go by. Slowness 

is a bastion against hyper-productivity.

LOCAL ANCHORS
A fully URL collective thrives with difficulty. 
It’s important to cherish physical interactions, 
interpersonal relations, the rooting in local scenes and 
live exchanges between members.
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TECHNO-DIVERSITY
We will not rely on a specific set of digital tools. 
Instead, we will try to develop our own, and if not 
possible, we will try to adapt the ones given to us 
that best fit our needs. It is important to keep an 
open mind on the different options, each time trying 
to understand the underlying values or ideologies of 
a new tool before using it. It is also important not to 
lock people up in a given service or tool. The ones 
we use must be accessible, understandable and 
appropriable by all members of the community.

TRANSPARENCY  

& DOCUMENTATION
Our activity goes beyond the production and 

diffusion of artistic content. It’s all about how it is 
done, focusing on the process more than the result. 

Accordingly, the process must be shared as much as 
the result. This process must be as transparent as 

possible to the participating members, as well as the 
audience.
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We hope that this new model will continue to consolidate the 
community and will give birth to beautiful collaborative projects 
and experiments, hopefully succeeding in giving the community 
more freedom and ways to participate, with a number of  different 
formats being shared in the coming months.

This Whitepaper 2.0 is a way to close the first chapter of 
the CLM x GUN adventure, by dressing a complete overview 
of our first years of activity, but more importantly also a way 
to open a new one, full of blank pages ready to be filled with 
sounds, images, words and memories. We will try to continue 
this documenting format in the coming years, the next big update 
probably being a Whitepaper V3, but we’re unable to tell when 
that will be. Probably in two or three years at least, taking the 
time to test the ideas of GUN 2.0, evaluate them and propose 
new solutions and improvements. In the meantime, we would like 
to work on a V2+ version, an extension of open format partici-
pations from GUN members and external contributors.

As this document is more a trace of our own exploration 
than a demonstration of working solutions, there is no real 
conclusion to be made. Instead, we will leave you with a set of 
interrogations and bigger questions we will be asking ourselves 
in the near future - in no particular order : 
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CONTEXT
How can collective actions respond to the current 
trends of fragmentation and enclosure? How do we 
consider the future of music and how it is created, 
promoted and experienced?  What is the role of 
communities and community based initiatives in the 
music industry?

TOOLS 
How is collaboration inscribed in a given technical 

and technological context? What tools can be used 
to foster collective intelligence?

PARTICIPATION 
What attracts or scares people off to participate 
in or to initiate collaborative projects? How to help 
initiating something with the least friction possible?
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COMMUNICATION
What channels of communication can we use for 
meaningful and rich exchanges, all the while having 
the flexibility for anyone to get involved in the way 
they want to?

ECONOMIC MODEL
How does a contribution change when it is 

retributed? Should participants be retributed 
systematically? If not, for which projects? If so, 

under which system of retribution - per project, per 
time, per contribution, as a cooperative, an agency 

? How to implement governing principles related to 
collective expenses? Open discussions and voting 

system for all expenses? Only the important/
unusual ones?

POOLING RESOURCES
How to improve the context of collaboration by 
pooling resources? Which resources and under which 
model of sharing?
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DISTRIBUTION
Is it a good idea to diversify music distribution to 
additional platforms? If so, which ones and how? 
What is a decent pricing for a release? What are the 
alternatives to the main channels and platforms to 
distribute music?

AUDIENCE
How to reach and engage an audience in a 
meaningful way today? Are subscription-

based services a good idea? If so under which 
circumstances and model? How can an audience be 

involved in the development of a project, from the 
pre-production phase to the distribution one?

EVENTS & LOCALITY
How to organize decentralized events around the 
world? What tools and driving principles? Can a 
community develop in a decentralized, delocalized 
way? What’s the importance of physical meetings 
and shared experiences? What is the role of venues 
and spaces of experience in the creation and 
consolidation of a community?
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RIGHTS & PROPERTY
Should music and art be entitled to Intellectual 
Property or considered a commons? Are the 
Creative Commons a good model? What could be 
the equivalent of free and open-source software 
applied to music? How to implement new models in 
practice?

AESTHETICS
What is the relationship between musical creation 

and collective intelligence? Is there an aesthetic 
of collaboration? How to deal with the variety 

of aesthetics and identities in open-source 
communities?





Thanks to the Global URL Nation community for their continuous 
dedication and trust over the years. It really is heartwarming to 
see that many individuals who share our values and who are 
ready to invest time and energy in making it a reality.

Thanks to the members who actively participated in the GUN2.0 
discussion and for their comments, questions and suggestions 
that made us evaluate some aspects of CLM x GUN with a 
new eye : /pulsr_, 1.5L, 116111, alpha_rats, janomax, M, Mansa, 
Moritz Tontsch, Pacôme le Rouge, SNKLS, & Tendre Ael.
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