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0
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36) A7 AlsE T =

37) AAdE ere 25 54
ol AREE = A

38) 22 A5 XF (amplitude) & FAst] 489 A7|E WA 7= HA.

39) &gle] 54 Q4E Altel wet W3t Al Qe A

40) Cycling ‘74004 7Bdst vFd Tz g0y dof W 7t g4,

41) 2o 54 #3& Yxd FHE A3t dolH.
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Amp Envelope ~ Modulation  Filters

[Z1¥1 —16] Ableton Liveo] W& ¥ wavetable synthesis 7}42+7] meld
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@ physical modeling synthesis

physical modeling synthesis4d+= AA| 7|7} 712 48 AA 7}

Ho Beld B4E o4 muE wabste] AlEdold sht

SE

A Aot mpheba AA] kT eb wlg [FARSE AEE AT
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45) 7], 2o, 537)7], WIEA o5 W= A& 53 714
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48) AAA A= TR, F2 FFEo] AA 9 vt FHE VA= A A
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wok ¥iAg, vk A8 59 wo]l= AAV|E AFESH ambient soun

Pitch Det
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Wind osillator —> EEEEEEGECE
Theu : el 240 e 2212 R
Thru Filtor Bw

Filter Cf,Bw : ZAFI4:, LiH|

Speed : LO|Z HE &5 Roin Spood

Rain osillator —p RTINS

Lo Cut HiCut
98.0 Hz 668 Hz o

Tree Algorhytme

[729 —18] Ableton Liveo|A +&3t Tree Toned oA
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=
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7|50l ZEeo| Mg 9IgH
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7F Al A HASw pitchth $17do] mlAlEA WMslE o] e
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89 WOz oY A
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0.
i

Bit depth
(1]

"
A A
degrade~
iy
| CIX|E C|IAEM 51
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ofgd® 1 TAEAMY %}al tAd s A
gAY FAsto] g .
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@ amplitude modulation (AM)
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~
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Abstract

Creation of Interactive Multimedia Art
Using Dancer’ s Motion Recognition

— (Focus on multimedia music <Emote>) —

Han, Soo Yong

Department of Multimedia
Graduate School of Digital Image and Contens

Dongguk University

This study focuses on an interactive multimedia work that us
es the movements of dancers to artistically express human e
motions. Based on Laban's movement analysis theory and colo

r psychology, which matches human emotions with colors, the
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project aimed to concretely express emotions in the artwork.
The composition of the piece i1s organized in the musical struc
ture of A—B—B'-C—A', representing the emotions of sadness,
joy, happiness, and anger in that order. Musical expressions w
ere created using physical modeling and wavetable synthesizer
s, with sound processing tailored to each emotion. Specific em
otional expressions such as sobbing, emptiness, confusion, and
anger were more concretely expressed through sound process
ing techniques like the metallic textures of comb filters, the r
ough textures of bit crushers, the spatial effects of flangers a
nd choruses, and the modulation of amplitude modulation.In th
e visual section, TouchDesigner was used to express human e
motions through particles. The free movement and transformat
ion of particles enabled delicate expressions of complex huma
n emotions, and elements such as color, size, and speed were
utilized to create multidimensional emotional expressions. How
ever, there were significant issues with the OSC communicatio
n between the Windows computer using Azure Kinect DK and
the Mac computer processing sound and visuals. Due to the in
stability of communication between Windows and Mac, a wired
local OSC connection was used to stably receive the dancer's
data within the 5m x 5m tracking range of Azure Kinect DK.
Despite this, the instability of the local OSC communication ca
used delays in receiving the dancer's data, leading to delays 1
n sound processing or visual disruptions. Therefore, further re

search 1s needed to develop a more stable communication sys
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tem. Through the work <Emote>, the integration of dance and
digital art has presented new possibilities for emotional expre
ssion. Future research should involve additional movement ana
lysis encompassing a wider range of emotions and the develop
ment of interactive systems using more advanced technologie
s. Additionally, it is hoped that this study will contribute to th
e research of diverse multimedia interactive art that utilizes t

he invisible element of emotions.
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