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tunA

Arianna Bassoli

ABSTRACT

At the Mobile Music Workshop | have presented

a series of projects exploring the theme of mobile
music sharing. The first project, tunA, is an applica-
tion that allows users to share their music locally
through handheld devices. Users can “tune in” to
other nearby tunA music players and experience,
simultaneously, what other people are listening to.
Developed on PDAs and connected via WiFi in ad-
hoc mode, the application displays a list of people
in proximity who are using tunA, gives access to
their profiles and playlist information, and enables
synchronized peer-to-peer audio streaming. The
second project, an extension of this previous work,
BluetunA, is an application for Bluetooth-enabled
mobile phones that allows users to connect to
other BluetunA users in range and share music rec-
ommendations. With this application, we sought to
use technologies that already have a mass penetra-
tion (Bluetooth enables mobile phones) to develop
a lightweight version of tunA, able to make users
aware of the musical interests of people nearby
and to thereby foster a subtle form of proximal
social interaction. The third project, undersound,

is an example of situated design, attempting to
address three different aspects of life in the London
Underground: situated understanding of the space,
localized interpersonal interactions, and emergent
large-scale flows which people constitute and
participate in. In order to achieve a unique way by
which people can use music to interact with one an-
other and the space around them, undersound uses
three distinct, but deeply interrelated, technologi-
cal pieces; Bluetooth transfer points located in each
Underground station are to be used for upload-

ing and downloading music in the undersound
network, while Bluetooth-enabled mobile phones
are meant to be used for storing, playback and
exchange of music and finally situated visualizations
providing a station-specific overview of activity
within the undersound network are to be located at
each station.

BIO

Arianna Bassoli holds an MSc in Communication
Sciences from the University of Siena, Italy, where
she specialized in mass media. She then worked

as a research fellow at Media Lab Europe for three
years, mainly focusing on the application side of
mobile peer-to-peer and ad-hoc networks. She is
currently a PhD candidate at the London School of
Economics and Political Science, UK, in the Depart-

ment of Information Systems and Innovation Group.

She is interested in interaction design, urban com-
puting, and the design of mobile proximity-based
applications, technologies that support communi-
cation and data sharing among co-located people.
Avrianna is also a research assistant at the LSE,
working on the EU-funded project BIONETS, which
looks into the future of wireless networks.

Walkman Busting

Gideon D'Arcangelo

ABSTRACT

“Walkman Busting” is a radio documentary series
created by Gideon D'Arcangelo. The idea of the
program is to puncture the private bubble of the
personal listening device and engage listeners in a
social experience. Interviews are conducted with
people who respond to the question: “Can | listen
to what you are listening to?”

A surprisingly high percentage of people asked
agree to be interviewed. Music is essentially social,
and when we listen to music, even in headphones,
it seems we are predisposed to social interaction.
For millennia, music has been by its nature a com-
munal experience, a way of gluing people together
in a shared moment. The advent of portable pri-
vate listening devices has interrupted the communal
function of music in ways we are just beginning to
comprehend. Walkman Busting re-wires the social
function of music - hijacking a one-way communica-
tion and making it two-way again.

The portable listening device enables people of di-
verse cultural backgrounds to coexist in tight quar-
ters. Modern people go about in public, each tuned
into their own cultural frequency, each connecting
to a group in another place. They share the same
space but are not really being in the same space to-
gether. Walkman Busting uncovers the cultural jux-
tapositions that are hidden beneath the surface - in
the headphones and earbuds of the listening public.
The CD played at the first MMW contained the fol-
lowing four sample episodes:

1) AIRDATE: November 23, 2002 - Union Square,
New York City

These busts include a man deeply involved in his
“Disney Greatest Hits” compilations who is espe-
cially adept at interpreting the lyrics from “The Little
Mermaid.” Another self-described “dinosaur” lis-
tens to the likes of Bing Crosby and the Andrew Sis-
ters. He calls Rosemary Clooney’s “Mambo Italiano”
rock and roll. Lastly, a man into Tony, Tone, Toni
and Earth, Wind and Fire reminisces about the days
when the city streets were filled with the sounds of
boomboxes.
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2) AIRDATE: February 22, 2003 - Metro North Hud-
son River commuter train

Busts on the train include Sister with her nephew
and niece, who were returning from Sing-Sing Prison
where they visited Sister’s son in jail. She is listening
to Jaheim’s “Keep your H-E-A-D U-P.” Also, Elijah,
a college radio DJ listening to “emo” punk, who
tells tales of the mosh pit. Finally, a man who has
just unleashed his 70s LP collection from its slumber
and transferred it to his MP3 player contends with all
the memories.

3) AIRDATE: October 4, 2003 - Union Square, New
York City

In this episode, we first encounter a young woman
listening to the one-stringed berimbao of capoeira
music. She is an avid practitioner of the Brazilian
martial art dance. Fifty feet away, we meet a couple
of rocker girls in high-school who complain about
the “weird cult-like music” of the Brazilian capoeri-
stas. They revere Korn and System of a Down. We
also here from a bonafide groupie of Frank Zappa,
who introduced him to the found sound of John
Cage and Edgar Varese while in a dressing room on
the road.

4) AIRDATE: January 9, 2004 - Union Square, New
York City

These busts include some goth-rave kids still out
from the night before, still in party gear. Morgana
interprets the tough and bleak lyrics of R&B singer
Jo, while the ever-upbeat “Seven” hips us to some
harsh underground music that hasn't “surfaced” yet.
Fifty feet away from this scene, a jazz musician born
in the same month and city as altoist Stan Getz pays
tribute to his household god.

WALKMAN
BUSYI >

BIO

Gideon D’Arcangelo is an interactive media design-
er with a special focus on the impact of new technol-
ogy on musical experience. He currently produces
the Weekend America series, “Listening In"” (http://
listeningin.org), which explores the changing ways
people use recorded music in their day to day lives.
He created the "Walkman Busting” radio documen-
tary series on Public Radio International’s “The Next
Big Thing” which ran from 2002-2005. Since the first
"New Interfaces for Musical Expression” workshop
in 2001, he has remained an active member of the
NIME community. He is Director of Creative Strate-
gy at ESI Design and teaches at the Interactive Tele-
communications Program in the Tisch School of the
Arts at New York University.
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SONIC CITY

Lalya Gaye

ABSTRACT

Nocturnal dub ambiances, pollution as echo
chambers, drumming traffic noises, singing street
lights... Scratching tramway bells by approaching
walls, grabbing metallic railing as guitar strings,
turning corners towards a chorus... With Sonic City,
the urban environment became a musical interface.
At the crossroad between urban exploration and
experimental music making, Sonic City enabled

its user to create live electronic music by simply
walking through a city and interacting with their
everyday urban environments.

Sonic City was a wearable system that gathered
sensor-based information about the user’s ac-
tions and her environment, and mapped it to the
sound processing of live urban sounds collected
by a microphone. The resulting music was output
through headphones in real time and in context,

as you were walking, which created a tight link
between the user and the city, and emphasised
their interplay.

Sonic City was tested by a variety of people in their
own everyday environments. When wearing this
system, they engaged into a musical duet with the
city: urban atmospheres, random encounters and
everyday activities all participated in creating new
live music. Sonic City turned paths into musical
compositions and mobility through the shifting con-
texts of the city into a large-scale musical gesture.
By presenting this project, this talk showed how
mobile and ubiquitous computing can enable the
emergence of new forms of music that interface
with everyday settings and practices. It meant to
illustrate the potential and opportunities of mobile
music making, in terms of creative act embedded in
the everyday.

The Sonic City project was realised in 2002-04, as a
collaboration between the Viktoria Institute and the
Interactive Institute. More information are available
at http://www.viktoria.se/fal/projects/soniccity/

BIO

Lalya Gaye is a Swedish-Senegalese HCl researcher
based in Géteborg, Sweden, who works in mul-
tidisciplinary projects at the convergence of art,
technology, and design. Her prototyping-based
research explores potentials of ubiquitous comput-
ing for everyday life aesthetic activities, and focuses
in particular on locative media and mobile music
technology. She also works in various art projects
centred on urban public space and audio experi-
mentations, as well as organises sound-oriented
workshops and small festivals. She received a B.Sc.
in Physics at the University of Geneva, a M.Sc.Eng.
in Electroacoustics at KTH in Stockholm, worked
several years at the Future Applications Lab, Vikto-
ria Institute, and is currently finishing a Ph.D. thesis
in Applied Information Technology at the University
of Géteborg. Besides being a permanent member
of the steering committee for the international
workshop series on Mobile Music Technology, she
is a member of the PLAN network for pervasive
and locative arts and is actively involved in the
NIME research community. She has presented her
work at various international conferences, festivals
and journals and regularly gives talks, workshops
and lectures at universities, institutions and events
worldwide.

115



116 2004 INVITED PRESENTATIONS

TGarden:
Wearable Instruments, Embodied Interac-
tion and Augmented Physicality

Chris Salter, Joel Ryan

ABSTRACT

We report on work done for TGarden, an experi-
mental responsive media environment where small
groups of participants from the general public can
control and play with real time generated sound
and image through improvised movement and
gesture. Development on Phase of the project
took place during 2000-2001 with support from the
Daniel Langlois Foundation and was shown as a
work in progress at the Ars Electronica Festival and
at V2/Las Palmas in Rotterdam for the European
Cultural Capital of the Year in the fall of 2001. The
focus of this presentation lies on issues arising in
the process of designing a physically responsive
mobile musical system activated by the motion and
gestures of non-experts, where no predetermined,
a priori representation of gesture can be said to
exist. While so-called “audience participation” in-
stallations are beginning to take these issues into
account, there has still been little work to date, at
either the conceptual or technical- implementation
levels on how to build a responsive system that is
physically engaging and learnable within a short
period of time while being musically rich and coher-
ent for the casual, non-expert participant.

While literature in the field of gesture-activated mu-
sical interaction is well established and, most of this
work has focused on systems designed for trained
and expert performers, dancers and musicians,
where issues of musical (and movement) nuance,
control and expression are assumed from the start.
Furthermore, much of this literature assumes tradi-
tional performer/spectator relationships, where the
behavior of an interactive system is experienced
passively by a viewer/listener at a distance. The
work described from TGarden focuses less on the
specifics of the hardware and software layers in but
rather suggests a novel approach to the total de-
sign of a responsive musical system. This system is
architected to create a coherent and felt resonance
between multiple layers: a participant’s improvised
movement, sensor input, software and the resulting
musical response.

BIO

Christopher Salter received his PhD in the areas of
theater and computer-generated sound at Stan-
ford University. He has been visiting professor in
music, graduate studies and digital media at Brown
University and the Rhode Island School of Design
(RISD) and is currently Assistant Professor in the
Department of Design and Computation Arts at
Concordia University where he also is a researcher
in the Interactive Performance and Sound axis of
the Hexagram Institute for Research/Creation in
the Media Arts. His research and artistic practice
investigates the role of real time sound, image and
technologies of interaction within the context of
responsive environments and new forms of theatri-
cal performance and he is widely acknowledged
as one of the experts in this growing field. He was
awarded the Fulbright and Alexander von Hum-
boldt Chancellor grants for research/work in Ger-
many between 1993-1995. After collaborating with
Peter Sellars and William Forsythe/Ballett Frankfurt,
he co-founded the art and research organization
Sponge. Salter's work has been shown internation-
ally at venues such as Ars Electronica (Linz), Venice
Biennale (Architecture), Villette Numerique (Paris),
Transmediale (Berlin), EXIT Festival (Maison des
Arts, Creteil-Paris), Place des Arts (Montreal), Elek-
tra (Montreal), Shanghai Dance Festival (Shanghai),
Yerba Buena Center for the Arts (San Francisco),
the Banff Center (Banff), Dance Theater Workshop
(New York), V2 (Rotterdam), SIGGRAPH 2001 (New
Orleans), Mediaterra (Athens) and the Explorato-
rium (San Francisco), and has been featured in
publications such as The New York Times, ID and
Leonardo magazines. He is currently completing
Entangled: Technology and the Transformation of
Performance to be published by MIT Press in 2009.

Joel Ryan was spawned in the first generation of
computer music hackers in San Francisco’s silicon
valley, Joel Ryan is a composer who has long cham-
pioned the idea of performance-based electronic
music. Drawing on his scientific background, he pi-
oneered the application of digital signal processing
to acoustic instruments. At STEIM in Amsterdam
since 1984, he has collaborated extensively with
artists and musicians including Evan Parker, William
Forsyth, George Lewis, Steina Vasulka and Jerry
Hunt. Formerly a Research Associate in physics at
the Lawrence Berkeley Laboratories of the Univer-
sity of California, he has taught philosophy, physics,
and mathematics. He is a researcher at STEIM in
Amsterdam, tours with the Frankfurt Ballet and is
Docent in Sonology at the Royal Conservatory in
The Hague. He has performed at the Theater Chat-
elet in Paris, the Concertgebau Amsterdam, the Pit
Inn in Tokyo, Brooklyn Academy of Music and The
Kitchen in New York. Recent work includes a series
of duets with Evan Parker,Frances Marie Uitti and
Joelle Leandre, EIDOS/TELOS, with William For-
syth and Roberto Zucco with the Royal Shakespear
Company. Other works include Or Air, The Number
Readers, Hat Moon Joy, and The Effect of Noise on
the Sleep of Children.
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Malleable Mobile Music

Atau Tanaka

ABSTRACT

Malleable Mobile Music takes mobility as input to
an audio re-mix engine enabling listeners to experi-
ence familiar music in new ways. This transforms
music from a fixed entertainment medium into a
malleable content form that enables shared experi-
ences.

A group of listeners distributed about town listen
collectively to well known pop song by Bjork. Each
listener selects a part in the music to be his musi-
cal avatar. One person might become the drums,
another the synths, another the voice of Bjork. Lo-
cation data drives a continuing, evolving live re-mix
— as people become closer, their parts are heard
more clearly. This creates a social re-mix.

Users interact with the music through subconscious
actions. Rather asking the consumer to become
creator, the act of listening is captured by a respon-
sive system. A sensor subsystem on the mobile
terminal captures the user’s reaction while listening.
This includes intensity of gripping the device, as
well as tapping a rhythm in time with the music. A
localization algorithm simulates geographic data as
the listeners move about in urban space. These two
types of data, personal bodily gesture and commu-
nity geographic distribution, drive the evolution of
a familiar song.

The music engine takes data from the listener
group and creates a single live audio stream. Time
domain re-sequencing allows structural reorganiza-
tion of the music from the high level of song form
to the low level of rhythm and melody. Frequency
domain signal processing allows time stretching at
pitch, allowing the song tempo to follow the tempo
of tapped rhythm. The source is a familiar hit song,
that is no longer a fixed length and structure, but
can be molded to fit the length of a train ride, or
can be shaped to respond to the movement of
friends about town.
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Sound Pryer:
truly mobile joint music listening

Mattias Ostergren, Oskar Juhlin

ABSTRACT

Following the widespread adoption of music me-
dia sharing applications for the Internet a growing
number of research projects have explored shar-
ing in a mobile context. Insofar these projects have
mainly addressed face-to-face copresence situ-
ations. The Sound Pryer prototype, on the other
hand, is designed to provide joint music listening
experiences among drivers in traffic. Through field
trials with a prototype application we have learned
the importance of including awareness informa-
tion but not necessarily distributing complete mu-
sic media content in order to provide meaningful
experiences.

In the Sound Pryer project we set out to explore
truly mobile activities and the impact it has on
design of music sharing applications. In essence
Sound Pryer provides joint listening experiences in
traffic encounters. It works like a shared car-stereo,
you can hear your own music, but also overhear
what other people currently play as long as they
stay within proximity. Sound Pryer also gives a shal-
low graphical impression of other users. It is not
obvious that joint music listening while driving is
beneficial or even possible technically. However,
we show through restricted field trials with 13 users
that it is both doable and enjoyable. Particularly, al-
though only hearing snippets of music, users were
amused when they could interpret the awareness
information and determine from where the mu-

sic was coming. Thus, we argue that mobile music
sharing applications should be designed to reflect
the social context and particularly illustrate aware-
ness of other copresent users and be less focused
on distributing music media files in their whole.
Despite a non-exhaustive field trial evaluation of
the Sound Pryer prototype we have collected con-
vincing evidence that joint music listening in traffic
is an interesting and promising application of mo-
bile music sharing technology. Particularly, we argue
that music sharing has the potential of being more
than the mere exchange of complete music media
content. Sharing snippets of content in conjunction
with awareness of co-located users is and enjoyable
experience in its own right.

BIO

Mattias Ostergren is a Ph.D. in Applied Informa-
tion Technology, at the IT-University of Géteborg.
Mattias holds a M. Sc. in computer Science from
Uppsala Univeristy, Sweden. Mattias research inter-
est lies in applications of mobile wireless ad hoc
networking. He has mainly been working with pro-
gramming the Hocman, Sound Pryer prototypes.
Mattias has also been involved in various other
projects such as Placememo, Backseat gaming and
Road Rager. Currently he is working with RoadTalk.
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Mobile phone music.
Sound Art and ‘mobile devices’

Frauke Behrendt

ABSTRACT

There has been quite a lot of research on the mo-
bile phone recently but the visual paradigm has
been all dominant once again: there has been no
sound-based research. Which sound-based effect
does this device have on every day life, on the ur-
ban soundscape, the personal auditory lifestyle?
And how do artists and musicians use this new me-
dium in their works of sound art?

For a research project in 2002/2003, | found more
than 100 artistic projects using the mobile phone
—but only about a tenth of these projects worked
with sound or music. From these, | chose four ex-
amples for a more detailed analysis: “Dialtones. A
Telesymphony” by Golan Levin Levin, “Wahlt die
Signale!” ("Dial the Signals!”, 2003) by the artist
group Ligna, "Kadoum” by Wagenaar (2000), “Text-
FM" (2001) by Fuller and Harwood, and “Nanoloop
i-mode” (2002) by Wittchow. | focus on the sound
of each project, and also ask which social changes
within society are reflected in the pieces. With the
increasing popularity of the mobile phone, private
conversations (calls) are more and more made in

a public environment, for example. This indicates
the blurring of the boundaries between public and
private spheres. Levin's “Telesymphony” plays with
this social change, as private ringtones are orches-
trated in a public concert hall. In addition to the
social change, | also discuss the technology of the
mobile phone itself, with its four key features: it is
mobile, always switched on, potentially always con-
nected and digital. The spreading of the mobile
phone changes the production and distribution

of music, from the desktop to the streets. Finally,
mobile phone music is discussed as Sound Art, by
looking at aspects such as intermediality, interactivi-
ty and space; considering how mobile phone music
is linking and superimposing real and virtual spaces
in new ways.

BIO

Frauke Behrendt conducts research into the expe-
rience of urban space via mobile media; focussing
on interactive art, music and sound projects that
experiment with this experience. She is currently
finalising her PhD (DAAD funded) at the Depart-
ment of Media and Film Studies at the University
of Sussex, (UK), is on the steering committee of
the International Mobile Music Workshop and Ger-
man delegate for the European Action on Sonic
Interaction Design (SID). Her book “Handymusik.
Klangkunst und ‘mobile devices'” (“Mobile Phone
Music. Sound Art and Mobile Devices"”) has been
published in 2004. Frauke's research is published

in English and German, and has been presented at
various international conferences such as NIME and
ISEA. She is a member of the “Centre for Material
Digital Culture” and of Richard Sennett’s “NYLON
Culture and Society” Seminar.

FIGURE

“Wahlt die Signale!” (“Dial the Signals!”) by Ligna,
at Hamburger Kunsthalle, 2003.
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The Intelligent Street

Henrik Lorstad, Mark d'Inverno, John Eacott

ABSTRACT

The Intelligent Street is a music installation that is
able to respond intelligently to the collective re-
quests of users interacting together. The perfor-
mance it creates is largely influenced by the col-
lective set of text commands from users’ mobile
phones. In this way, users in shared environments,
subjugated for so long to uncontrollable and often
undesired ‘muzak’, can now directly influence their
sonic environment and collectively create the aural
soundscape that they desire. We see our project as
enabling inhabitants of any given space from pas-
sive consumers to active creators, and anticipate it
has significant commercial, social and educational
potential.

The use of music, or muzak, in public places is ex-
tremely common. However, the individual within
that space has no control over the performance of
that music, and it can often become intrusive and
unwelcome. In our work we are interested in build-
ing interactive and responsive sound installations,
where the performance results directly from the
interaction of the users within a given space. This
project, known as the Intelligent Street, has been
developed collaboratively in Sweden and the UK.
The mobile phone has been selected as the con-
trolling medium for this project because of its
widespread use as a tool for communicating today,
available to practically everyone. By making use of
this easily accessible device we offer almost every
passerby the opportunity to actively engage in af-
fecting the sonic environment. Intelligent Street
seeks to explore new possibilities and unexpected
applications for the mobile phone. It is a project in
which we wish to investigate alternate ways of com-
posing music for non-linear media and attracting
participation in a creative process through interac-
tion. Another ambition we had was to demonstrate
the social need for aural as well as visual stimulation
within a well designed environment that could im-
pact on future architectural designs.

BIO

Henrik Lorstad is a composer. When he developed
“The Intelligent Street” with Mark d'Inverno and
John Eacott, he worked at the “Sonic Studio Inter-
active Institute” in Pited, Sweden. The Sonic Studio
is “Interactive Institute's” research group for sound
and music in digital media. The research focuses on
the intersections where sound and music meet nar-
rative, gaming and interactivity.

To Listen to China for One Month Without

Speaking

Davide Di Saro, Kristy Trinier

ABSTRACT

The psychoacoustics performance of the artists
Kristy Trinier and Davide Di Saro’, consisting of
aforementioned performers listening for one entire
month of the sonic environment in China, without
speaking, as to perceive the surrounding sound
without the sonic pollution of the voice; to advo-
cate the use of conceptual immaterial processing
systems.

The technological innovations in the field of wear-
able sound and new acoustic digital networks,
generated in the last 20 years, have developed new
ways to understand and interpret the sonic environ-
ment based on the contribution of external artificial
tools. As reaction, it is proposed with the perform-
ance of listening without speaking, to re-examine
the definitions of technology: [Greek tekhnologi,
teks + -logi, -logy: systematic treatment of an art or
craft : tekhn, skill; Logos, the word or form which
expresses a thought, also, the thought.], within its
original roots, to systematically process using skills
for which would form a thought, and address the
concept of the thought itself.

To listen without speaking permits for the absorp-
tion of noise in an objective and pure form of
natural sound dynamics mediated by psychoacous-
tics. The ear is a form of technology that mediates
the flow of sound waves into nerve impulses which
are translated into thoughts of sound: “while other
people hear a person’s voice carried through
vibrations in the air, the person speaking also hears
their own voice as it is conducted from the throat
and mouth through bone to the inner regions of
the ear. Thus, the voice in its production in various
regions of the body is propelled through the body,
its resonance is sensed intracranially. A fuller sense
of presence is experienced as the body becomes
attached to thought as much as the generation of
speech is attached to thought.”"

In a temporal context, the performance allowed
one to direct the process of listening to long-term
sound sources uninterrupted by producing a mind
status whereby the combining or focused isolation
of a natural sound stimulus was achieved.

The method for systematically treating the listening
of noise as art, was to select one type of noise, that
of environmental noise, and eliminate another type
of noise, that of the voice. By eradicating noise of
the voice, [composition], resulted in the byprod-
uct of participants using alternative methods of
communication, namely that of writing text to those
who wished to engage in conversation, and also
gesture, eye contact, and other non-verbal types of
communication. The primary use of written speech
for social purposes did not interrupt the processing
of sound information.

The traditional perspective of sound processing
technological devices is that of externally artificial
tools, which allow for the duplication, repetition,
and alteration of specific sounds. The composition
of Davide Di Saro and Kristy Trinier was specific
only to themselves and therefore original in its
inability to be extracted, copied, or replicated for
multiple use, and currently exists only in residual
documentation of the concept. The sounds heard
by the participants remain fixed in the original
context of time and space domain in which they
were composed.

iLongman Dictionary of Contemporary English.
i Kahn, Douglas. Noise, Water, Meat. Page 7.
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