MusicSpace: You "Play” The Music
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Figure 1: (a) Meet friends through Meeting Mode. (b) Find destination through Navigation Mode.

1 Introduction system into two levels, which are people-to-people and people-to-
environment interactions.

Hearing is one of human's five senses. In our daily life, we usually For people-to-people interaction, we encode each individual as one

3;3‘:5 f"e"zg{)z(‘;‘l'é 2;?haéngutrrr'gusnu(;;%u:géﬂg Cl?untdaﬁlsc:)nt? ngrt“ﬂp(llﬁr?é;hefeatured song, and design two modes for this application, which are
' y friend and social modes. The friend mode allows users recognizing

sounds. For example, subway stations usually hint people the doory, &ir tien s while they are nearby. The social mode allows them to
closing by an urgent sound. In Taiwan, the garbage trucks usually

broadeast one special sond. and people can iudae whether the ¢ meet a new friend in the space by checking the "playlist” which are
. . 1€ Speci 9, peop AN Judge whe a&omposed of nearby strangers. For people-to-environment interac
is coming. Similarly, we usually can recognize our familiar people

. f .~ tion, we encode each landmark or area as one featured song, and
only by hearing the sounds they generated without actually seeing o i 1o modes, which are environment and navigation modes.
them. For example, John usually bats basketball Wh'.l.e entering e environment mode helps the users to recognize where they are
the room. Hence, before he enters the room, the familiar sounds

is heard, and can be recognized. Moreover, through the sense 0]{;md the navigation mode is used for finding specific locations.

hearing, people can only use their peripheral attention to quickly However, the key is what music the system should play, because
know where they are and what happens. there might be several landmarks nearby and moreover, landmarks

. . ) might be in an area which also has its own represented music.
Music and physical space are seldom associated together. Only fewrpgrefore, if there are several landmarks nearby, we play thelsoun
work combined them. The G-series music pldykes the earth  of the nearest landmark louder. Besides, we also play the sounds of
as the disk and the satellite as the needle. The most useful waynearhy landmarks by a modified Round Robin algorithm. Accord-
is to combine the music with navigation. Warrenal. [2005] ~ inq to'the hierarchical songs, which means that broader area con-
proposed Ontrack which is a system that navigating by music. {4ins several small areas, we designed the playing algorithm accord-
Christoph [2007] proposed the roaring navigator which is a guiding g to user's moving speed. If the user moves with high speed, they
system used in the zoo. Music can also be used socially. Pedtarin - gno|d take an overview of the environment. Therefore, the system
al. [2005] performed the project with their virtual instrument in- || play the broader area’s representative song rather than the small
stalled at a train station. While people walked into the predef_lneq areas’ songs. However, by considering the most famous landmarks
areas, the sounds ware generated, and the social communicatiof, the city, the weighted algorithm also takes the assigned degree-
might be built between strangers. of-interest scores into account.
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