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4. NIMEO4

NIMEO4
http://suac.net/NIME/NIMEO4/schedule._html
NIMEO4
HMACS( )
Wednesday 2nd ( Registration only)
15:00-18:00 General Seminar Room Registration desk Open !! (No Coffee)
Internet Service (LAN-DHCP) available in this room !
(no firewall, directly connecting to Internet)
6 2 ( ) 15-18 Registration Desk open
NIMEO4 Registration Desk
NTT NIMEO4
Thursday 3rd (day-1)
08:00-17:00 General Seminar Room Registration / Coffee Service
Internet Service (LAN-DHCP) available in this room !
(no firewall, directly connecting to Internet)
6 3 () 8 2 9 17 Registration Desk open
3 NIMEO4
09:00-11:50 Auditorium (Hall) Opening (09:00-09:25)
Paper Session 1
09:25-09:55
1A-01
Evolving Tooka: from Experiment to Instrument
(Sidney Fels, Linda Kaastra, Sachiyo Takahashi, Graeme McCaig)
Tooka
Tooka
Tooka
Tooka Tooka
09:55-10:25
1A-02
The Electronic Sitar Controller
(Ajay Kapur, Ari J. Lazier, Philip Davidson, R. Scott Wilson, Perry R. Cook)
( ) 19
Electronic Sitar controller
ESitar
(
3 )

ESitar MIDI
10



Atmel

10:40-11:10
1A-03
Sound Feedback for Powerful Karate Training
(Masami Takahata, Kensuke Shiraki, Yutaka Sakane, Yoichi Takebayashi)

( )

10
10

Report Session 1

11:10-11:30

1B-01

Dynamic Patching for Live Musical Performance
(M. Kaltenbrunner, G. Geiger, S. Jorda)

reacTable* reacTable*
Pompeu Fabra
reacTable*

reacTable*

11:30-11:50

1B-02

Aobachi: A New Interface for Japanese Drumming
(Diana Young, Ichiro Fujinaga)

Aobachi 2 5 3
Bluetooth
2

Aobachi

13:00-15:00 Public Studio Poster Session 1

(SUAC ) 1 6
13 -15
18

1C-01
Daisyphone: Support for Remote Music Collaboration
(N. Bryan-Kinns, P. G. T. Healey)

Daisyphone

11



1C-02
Modeling an air percussion for composition and performance
(Christophe HAVEL, Myriam Desainte-Catherine)

Flock of Birds

1C-03
A Survey of Real-Time MIDI Performance
(Mark Nelson, Belinda Thom)

MIDI

MIDI CPU
MIDI

MIDI

1C-04
Real-time Gesture Mapping in Pd Environment using Neural Networks
(Arshia Cont, Thierry Coduys, Cyrille Henry)

Pure Data

200Hz

1C-05
The Decentralized Pianola: Evolving Mechanical Music Instruments Using a Genetic Algorithm
(Assaf K. Talmudi)

1C-06
Don't Just Play it, Grow it! : Breeding Sound Synthesis and Performance Mappings
(James Mandelis, Phil Husbands)
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Theme Seminar Room (Open Public) Demo Session

@4 /5 1 491, 492, 493, 494, 591, 592, 593) 3 10
13 -15 1 2
1 NIMEO4

MAF2004

On 13:00-15:00 in 3 days, all Demo will be performed.

* Theme Seminar Room 491

4A-01
A Shape-Based Approach to Computer Vision Musical Performance Systems
(Jean-Marc Pelletier)

Max/MSP/Jitter
cv.jit collection

4A-02
Epipe : A Novel Electronic Woodwind Controller
(Stephen Hughes, Cormac Cannon, Sile O Modhrain)

The Epipe
2003 NIME

* Theme Seminar Room 492

4A-03
SillyTone Squish Factory
(Geoffrey C. Morris , Sasha Leitman, Marina Kassianidou)

The SillyTone Squish
Factory The Sillytone Squish Factory

4A-04
StickMusic: Using haptic feedback with a phase vocoder
(Hans-Christoph Steiner)

StickMusic phase vocoer
StickMusic
synthesis algorithms

* Theme Seminar Room 493
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4A-05
TOASTER and KROONDE: High-Resolution and High-Speed Real-time Sensor Interfaces
(Thierry Coduys, Cyrille Henry, Arshia Cont)

( ) MIDI
0SC (

La kitchen

* Theme Seminar Room 494

4A-07
Light Pipes: A Light Controlled MIDI Instrument
(Sook Young Won, Humane Chan, Jeremy Liu)

MIDI Light Pipes Light Pipes
PVC Atmel
MIDI
PureData
4A-08

Realtime Sample System for the Turntablist version 2: 16padjoystickcontroller
(takuro mizuta lippit)

* Theme Seminar Room 591

4A-10
Ensemble system with i-trace
(Tomoko Hashida, Yasuaki Kakehi, Takeshi Naemura)

HMD

i-trace

* Theme Seminar Room 592

4A-09
The Stranglophone: Enhancing Expressiveness in Live Electronic Music
(michael eyal sharon)

MIDI

14



* Theme Seminar Room 593

4A-06

The Case Study of Application of Advanced Gesture Interface and Mapping Interface,

- Virtual Musical Instrument "Le SuperPolm" and Gesture Controller "BodySuit"
(Suguru Goto, Takahiko Suzuki)

"Le SuperPolm™
"BodySuit"

Music and Audiovisual Room Open Public(MAF2004) RENCON

/ 3 13 -15 RENCON
NIMEO4 MAF2004
Rencon NIMEO4/MAF2004
Rencon
Rencon
NIMEO4

15:20-16:40 280 Lecture Room Report Session 2

15:20-15:40

1D-01

Tree Music : Composing with GAIA
(Judith Shatin, David Topper)

Tree Music Tree Music RTcmix

GAlIA(Graphial Audio Interface Application)

Tree Music
occlusion GAIA
GAIA
(: RTcmix Perl) GUI
15:40-16:00
1D-02

Recycling Music, Answering Back: Toward an Oral Tradition of Electronic Music
(Gideon D'Arcangelo)

16:00-16:20

15

RENCON



1D-03

Digital Instruments and Players: Part | - Efficiency and Apprenticeship
(Sergi Jorda)

16:20-16:40
1D-04

A New Mix of Forgotten Technology: Sound Generation, Sequencing and Performance
Using an Optical Turntable

(Nikita Pashenkov)

MIDI

18:00-20:00 Auditorium (Hall)

(Open Public, Admission Free, MAF2004) Welcome Performance

6/3( ) SUAC

Welcome Performance - Yoichi Nagashima + Tamami Tono : "MOYA IlI"

Keynote
Toshio lwai

"Images, music and interactivity - the trace of media art"

1992

1995 1996
Music Plays Images X Images Play Music

2003

Keynote
Robert A. Moog

"How do performers interact with their instruments?"

16



Friday 4th (day-2)

09:00-17:00 General Seminar Room Registration / Coffee Service
Internet Service (LAN-DHCP) available in this room !
(no firewall, directly connecting to Internet)

10:00-20:00 Auditorium Lobby (Open Public) Installation

6/4(C ) 6/5( ) SUAC NIMe04
1 imformal demo
« ) NIMEO4

* Garth Paine : "MAP2"

MAP?2 is an interactive immersive sound environment installation by the installation artist and
composer Garth Paine, developed in collaboration with lannis Zannos at The Staatliches Institut
for Musikforshung in Berlin. It was first exhibited in the Musical Instrument Museum, Berlin as
part of the Millennium celebrations, 1999/2000.

MAP?2 is a three dimensional space which can be entered and encountered, played with and played.
It is a virtual musical instrument using the movement of those within it as its raw material for
composition and sound development.

People enter MAP2 to compose music and sound by using their bodies to solicit responses from the
custom developed computer software, generating a rich, enveloping and continually evolving sonic
environment in real time. A range of different aural qualities is mapped in different qualitative
groupings to different regions within the installation space generating a multitude of aural textures
and densities. These are based on the quality of movement of bodies within that region of the
installation. The visitors' responses become part of a dynamic system of development and
experimentation.

MAP2 grew out of development work on Garth Paine's previous successful installation MAP1.
The presence of a <BODY> generates a stream of responses. The challenge is to explore the
environment in order to find a symbiotic existence, cognisant of personal presence within an

ever affected system. The choices are many and varied, being dependent upon the way(s) in

which the <BODY (S)> are present. Each experience being unique. A direct relationship between
the speed of movement, the position of movement, the mass of movement, the direction of
movement and the quality of environment is established. MAP2 explores the inter-relationship
between people, their actions and their environment. It provides a platform to consider the
relationship between the <perceived> and <actual> consequence of behavior.

MAP?2 utilises custom software and hardware developed to map the realtime video tracking
information onto realtime sound synthesis algorithms.

Go and compose, play and enjoy being immersed in the rich viscous sounds of MAP2

For more information see <http://www.activatedspace.com.au>

09:20-11:50 Auditorium (Hall) Paper Session 2

09:25-09:55

2A-01

You're The Conductor: A Realistic Interactive Conducting System for Children
(Eric Lee, Teresa Marrin Nakra, Jan Borchers)

17



You"re the Conductor

09:55-10:25

2A-02

PebbleBox and CrumbleBag: Tactile Interfaces for Granular Synthesis
(Sile O'Modhrain, Georg Essl)

PebbleBox CrumbleBag

10:40-11:10

2A-03

Gesture and Musical Interaction: Interactive Engagement Through Dynamic Morphology
(Garth Paine)

Report Session 3

11:10-11:30

2B-01

On the Choice of Mappings Based On Geometric Properties
(Doug Van Nort, Marcelo M. Wanderley, Philippe Depalle)

11:30-11:50

2B-02

The Squiggle: A Digital Musical Instrument
(Brian Sheehan)

scanned synthesis
(Smart)"

13:00-15:00 Public Studio Poster Session 2

18



2C-01
Exploration of the correspondence between visual and acoustic parameter spaces
(David Gerhard, Daryl Hepting, Matthew McKague)

As a proof-
of-concept

2C-02
The Architecture of Auracle: a Real-Time, Distributed, Collaborative Instrument
(Chandrasekhar Ramakrishnan, Jason Freeman, Kristjan Varnik,

David Birchfield, Phil Burk, Max Neuhaus)

Auracle
Auracle

Java (JSyn TransJam)

Auracle

2C-03
Thermoscore: A New-type Musical Score with Temperature Sensation
(Homei MIYASHITA, Kazushi NISHIMOTO)

Thermoscore
Thermoscore MIDI
notes-on messages

2C-04
Toward a generalized friction controller: from the bowed string to unusual musical instruments
(Stefania Serafin, Diana Young)

2C-05
ThumbTec: A New Handheld Input Device
(Philippe Stanislas Zaborowski)

19



ThumbTec

2C-06
Techniques for Multi-Channel Real-Time Spatial Distribution Using Frequency-Domain Processing
(Ryan H. Torchia, Cort Lippe)

3D "cube"

64 128

Theme Seminar Room

(Open Public) Demo Session

See 4A-01 to 4A-10 in the Proceedings

Music and Audiovisual Room

Open Public(MAF2004) RENCON

People listens to all the performances and then votes on them.

15:20-16:20 176 Lecture Room RENCON Session

15:20-15:40
2D-01
Rencon 2004: Turing Test for Musical Expression
(Rumi Hiraga, Roberto Bresin, Keiji Hirata, Haruhiro Katayose)

Rencon 2002
€)) @

Rencon

Rencon
Gnirut Test

15:40-16:00

2D-02

Using an Expressive Performance Template in a Music Conducting Interface
(Haruhiro Katayose, Keita Okudaira)

MIDI

20



40

(NIRS)

16:00-16:20

2D-03

Acappella synthesis demonstrations using RWC music database
(Hideki Kawahara, Hideki Banno, Masanori Morise)

STRAIGHT

RWC

17:00-18:30 Student Dining Hall Reception

SUAC3 NIMEO4 ( )

19:00-21:00 Auditorium (Hall)
(Open Public, Ticket=1000Yen, Student=500Yen) Concert 1

6/4 6/5 SUAC NIMEO4 NIMEO4
1000 ( 500 )

1. Jeffrey Stolet : "Tokyo Lick"

I love things that are extremely fast. | also love the spectacular density of the Shin-Juku
District in Tokyo. The result of these joint passions is Tokyo Lick, a work for two infrared
MIDI controllers, MIDI pedal controller, a customized interactive performance environment
created in Max, and an amplified Yamaha Disklavier. For this performance, | have
substituted a MIDI synthesizer for the Disklavier. Tokyo Lick has been performed at the
C.P.U. Concert Series at the University of Oregon, the Digital Arts Concert Series at Bowling
Green State University, at the 11th Florida Electroacoustic Music Festival at the University
of Florida, and the Center for Computer Research in Music and Acoustics (CCRMA) at
Stanford University.

2. Clay Chaplin : 'Stupid Thing' Improvisation

Stupid Thing Improvisation (2002) is a free improvisation using my custom instrument Stupid
Thing. In this version, sounds are randomly chosen from a collection of one hundred sound files
that are also randomly selected before the performance. The challenge of this improvisation is
accepting the sounds that are chosen and creating something sonically interesting in the moment.
I enjoy not knowing what sounds might be selected at any moment and | like having to make
spontaneous decisions about what to do with them. While pre-planning might make for a tighter
performance this improvisation is focused on randomness and sonic discovery.

3. Ajay Kapur, Phil Davidson, Ari Lazier : "Saraswati's Electo-Magic"

The Electronic Sitar (ESitar) is a digitally modified version of the Saraswati's (the Hindu Goddess of

Music) 19-stringed, pumpkin shelled, tradional North Indian instrument. The ESitar uses sensor technology,
to extract gestural data from the performer, deducing music information such as pitch, pluck timing, thumb
pressure, and 3-axises of head tilt to trigger real-time sounds and graphics. The graphics response

system is a custom built framework, known as veldt, built by Phil Davidson. Computer sound is generated by
a pure data patch written and composed by Ajay Kapur and Ari Lazier. The piece being presented is based on
Raga Jog. This is a joint project between Princeton's Soundlab, Stanford's Center for Computer Research in
Music and Acoustics (CCRMA) and University of Victoria's Music Intelligence and Sound Technology
Interdisciplinary Center (MISTIC) (Ajay Kapur, Ari Lazier, Scott Wilson, Phil Davidson, and Perry Cook).
http://soundlab.cs.princeton.edu/research/controllers/esitar/

21



4. Kanta Horio : "particle"

"particle" is a performance piece based on the device utilize actual sound. Many clips are
scattered on the top of board that electronic magnets were buried in the lattice-shaped. Control
the direction of the electricity which the electromagnet is charged with through the Max/MSP.
These conditions are reflected to the video screen on the stage through the video camera. And
sound generated on the board is taken by contact microphones, and sent to PA system. Generated
sound is complex though the structure of this device is easy. Unexpected sound texture and
rhythm is created by dimensions, materials, moments of clips and the board. The p;ayer of

this piece operate sound through the computer. But he can intervene motions of clips using

his hands. In other words, he can stop sound by obstructing movements of clips directly, and
create sound by moving clips directly. These operations are different from usual Human-Computer
Interaction. This device didn't map human gestures to sound, give physical feedback from
computer to human directly. These elements mix each other in this piece. This is the experiment
of trying to unite the sound generation and operation, divided by computer. Furthermore, it
doesn't just revolve in the primitiveness, but it is the trial of let's realize an interesting
performance by including computer.

5. Mari Kimura : "GuitarBotana"

In "GuitarBotana", in the tradition of "Paganiniana”, | showcase the virtuosity of the GuitarBot, along
with its idiosyncratic musical ability, by making it interact with a human musician via an interactive
computer music system Max/MSP. GuitarBotana was commissioned by Harvestworks
(www.harvestworks.org) with the generous support from the New York State Council on the Arts.

Saturday 5th (day-3)

09:00-17:00 General Seminar Room Registration / Coffee Service
Internet Service (LAN-DHCP) available in this room !

(no firewall, directly connecting to Internet)

10:00-19:00 Auditorium Lobby (Open Public) Installation

* Garth Paine : "MAP2"

09:20-11:50 176 Lecture Room Paper Session 3

09:25-09:55

3A-01

Aura IIl: Making Real-Time Systems Safe for Music
(Roger B. Dannenberg)

Aura

Aura

Aura

09:55-10:25

3A-02

"On-the-fly Programming: Using Code as an Expressive Musical Instrument"
(Ge Wang, Perry R. Cook)

On-the-fly / /

22



on-the-fly

ChucK

ChuckK
ChucK
on-the-fly
fly
4 @
(2) ChucK
(3) Chuck
on-the-fly
10:40-11:10
3A-03

on-the-fly

on-the-fly

on-the-fly
on-the-fly
*)
on-the-fly

Live Cinema: Designing an Instrument for Cinema Editing as a Live Performance

(Michael Lew)

Live Cinema

Report Session 4

11:10-11:30

3B-01

Synthesized Strings for String Players
(Cornelius Poepel)

11:30-11:50

3B-02

Mobile Music Making
(Atau Tanaka)

13:00-15:00 Public Studio Poster Session 3

3cC-01
23

DJ

ChucK

on-the-



Versatile sensor acquisition system utilizing Network Technology
(Emmanuel Flety)

AD

Performance Arts Technology Group

3C-02
In Duet with Everyday Urban Settings: A User Study of Sonic City
(Lalya Gaye, Lars Erik Holmquist)

Sonic City

3C-03
Issues for Designing a flexible expressive audiovisual system for real-time
performance & composition

(Enrique Franco, Niall J L Griffith, Mikael Fernstr)

(AVS)

3C-04
A Novel Face-tracking Mouth Controller and its Application to Interacting with Bioacoustic Models
(Gamhewage C. de Silva, Tamara Smyth, Michael J. Lyons)

3C-05
Measurement of Latency in Interactive Multimedia Art
(Yoichi Nagashima)

24



3C-06
ism: Improvisation Supporting System based on Melody Correction
(Katsuhisa Ishida, Tetsuro Kitahara, Masayuki Takeda)

ism
N-gram

N-gram
N-gram N-gram

Theme Seminar Room

(Open Public) Demo Session

See 4A-01 to 4A-10 in the Proceedings

Music and Audiovisual Room

Open Public(MAF2004) RENCON

People listens to all the performances and then votes on them.

15:20-16:40 176 Lecture Room Report Session 5

15:20-15:40
3D-01
LEMUR's Musical Robots
(Eric Singer, Jeff Feddersen, Chad Redmon, Bil Bowen)

LEMUR(League of Electronic Musical Urban Robots)
LEMUR

LEMUR

15:40-16:00

3D-02

EyeMusic: Making Music with the Eyes
(Anthony Hornof, Linda Sato)

EyeMusic

EyeMusic

16:00-16:20
3D-03
The Slidepipe: A Timeline-Based Controller for Real-Time Sample Manipulation

25



(Mark Argo)

The Slidepipe

The Slidepipe
(The Slidepipe )

16:20-16:40

3D-04

A Theory of Modulated Objects for New Shamanic Controller Design
(Matthew Burtner)

(modulated)

NIME

Short general meeting about NIMEOS (16:40-17:20)

NIMEOS NIMEOS
BCU 2005 5

18:00-20:00 Auditorium (Hall)

(Open Public, Ticket=1000Yen, Student=500Yen) Concert 2

1. Peter Dowling, Frieder Weiss : "ice9"

ICE9 was created in 2004. It uses 3 dancers, 2 video cameras and a PC running EyeCon is linked to a

Macintosh PowerBook running MAX/MSP.

EyeCon is a camera-based motion sensing system developed by the two principle researchers for this project,
Robert Wechsler and Frieder Weiss, especially for stage and installation art work as an on-going project of the
Palindrome Inter-Media Performance (www.palindrome.de). EyeCon permits movement to control or generate
sounds, music, text, stage lighting or projectable art. It functions via a video feed. In this piece, one camera
feed is used.

A second camera is used to create the processed shadow-effects. The shadows gain freedom by the following
approach: In one corner of the space we put a light source which is throwing the shadow image on the large
projection screen. This shadow is actually invisible, because all the visible light is filtered out. Only the infrared
light reaches the screen. A special infrared camera is picking up the shadow image from the screen, feeding the
digitized image into the computer where it is processed and then beamed back onto the screen via video projector.
The MAX/MSP program for "ICE 9", is a musical synthesis environment that provides many control parameters,
addressing a number of custom-built DSP modules that include granular sampling/synthesis, additive synthesis,
spectral filtering, etc. All mapping is accomplished within the MAX/MSP environment, and changes throughout
the work.

Control of the musical score to "Ice 9" is accomplished through a cue list that enables/disables various EyeCon
movement sensing parameters, mapping and DSP modules to be implemented centrally. Both EyeCon and
MAX/MSP software components are organized as a series of "scenes", each describing a unique configuration of
video tracking, mapping, and DSP. Scene changes for both computers are synchronized.

"Ice 9" is a music-dance performance/research work that applies choreographic evaluation methods and motion
sensing technology to music composition and visual art issues. Of particular interest are certain qualities which
may be applied to both music and dance and the application of these to multi-modal expression. For example, the
motion sensing (motion tracking) system may respond to the direction of the dancers' motion. That is, whether
the movement impulse, or overall movement tendency is to the left (vs. right), upwards (vs. downwards),

and downstage (vs. upstage). In this way, bi-polar tendencies can be identified and, importantly, easily perceived
by the observer. Each of these directional parameters may be mapped to a different bi-modal acoustic model
which is applied to the real-time generation of sound.

Needless to say, the music will be influenced and inspired by the process and style in both gesture and in the
transparent mapping of movement to music. However, the composer's role must not only be seen as
concentrating on the composition of sound sources and the live processing of triggered materials, but also as

26



determining ways in which the form of implementation -- how we go about doing this -- can be creative in its
own right. The selection of mappings, for example, is in itself a complex issue; choices must be made between
multifarious possibilities with the criteria for selection being of a cross-disciplinary, and largely unexplored
nature, i.e. involving both parameters and expression of human movement (dance) as well as those of sound
(music). It must be understood that these choices are neither cosmetic nor trivial, but are crucial to the
transparency, ergo the effectiveness of the complete sound/movement experience.

In short, the interactive (and technological) process is on a par with the composing of the sounds and the creation
of the choreography when thinking conceptually and artistically about the invention of the piece. Our performing
experiences have shown that, generally speaking, when only part of a piece is transparent and convincing in its
interactive relationships, then audiences tend to accept additional more complex relationships. They become
‘attuned’, as it were, to the functionality of the piece, as it progresses.

2. Yuriko Fujii : "Hair DNA" and "Samsara - eternal life of sound -"

Samsara was invented from the desire to portray how sound never dies after it goes
beyond man's audible range of 20 - 20000hertz.

3. Vola: "Chase"

"Chase" is a musical interface focusing on the synchroneity. The performer chases an object
escaping in a virtual space by moving a real object shaped like a small desk which contains a
laptop computer, LCD, an optical / motion sensor. The virtual object perceives the movements
of the performer and runs away according to its autonomous algorithm. The parameters produced
by the relationship between the performer and the virtual object (distance, angle, speed, etc.)

will be sent to another computer via a wireless network using the Open Sound Control. By
processing these parameters with Max/MSP and Jitter, sounds and images will be created one
after another. The interaction between real and virtual world makes intricate and unexpected
music.

4. Linda Kaastra, Sachiyo Takahashi : "You and Me"

"You and Me" (2004) arises out of explorations of collaborative music making on the Tooka,

a two-person air-pressure controller built by Dr. Sidney Fels and the Human Communication
Technologies lab at the University of British Columbia, Canada.

The melodic material for this composition comes from: binary finger motion patterns designed
into the Tooka, variations on the raga Mayamalavagowla, and explorations of gestural control
in musically communicative environments explored in combinations throughout the five parts
of the piece. The Tooka requires coordinated finger motion as the musicians have 3 buttons each
for controlling pitch and another button to capture and sustain the sound. They also bend and
press the tube for pitch bend and vibrato. The tube is hollow, so their breath is shared, requiring
fine coordination of the air pressure in the tube. Finally, the structure of the Tooka requires
coordinated musical intent for expressive play. We composed this piece to reflect the many
layers of collaboration required by the Tooka and the musical evolution of our abilities as Tooka
performers.

"You and Me" is performed in five sections. As a narrative structure, the two players begin by
establishing their own identity with the instrument. This section is scored as a set of four

tables with 01" fingering designations. Once established, in the second section, the players
develop a vocabulary between them through the use of melodic material derived from the
fifteenth parent raga, Mayamalavagowla. The players begin to merge together, as "us", in the
third section. In this section, the musicians coordinate physical movement to indicate musical
intent. It is an "inner dialog" between Tooka players expressing the theme of merging through
the collaborative musicality of the two performers. Every shape given to a sound, every beginning
and ending have to be communicated. In this section the focus is on being in the moment with
each other, working to coordinate movement and sound simultaneously. The fourth section
behaves as a transition using "capture" that sets up the last segment of the piece. In the fifth
section, a return to the raga Mayamalavagowla is used to combine musical and performance
elements of the previous section into one wholistic collaborative expressive environment. Here,
gesture, scale, and finger patterning are used to demonstrate the level of musical skill that can
be attained with the Tooka to date.

Technical assistance was provided to modify the Tooka by Graeme McCaig and Sidney Fels.
Information on the Tooka is at:

http://hct.ece.ubc.ca/research/twopersons/index.html

5. Hisashi Okamoto : "The first sailing with Limber-Row"

The "Limber-Row" is a novel electronic musical instrument which | invented as a new real time
MIDI controller in 1998. This instrument is able to manipulate plural MIDI channel parameter
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at the same time. Basically it simultaneously manipulates MIDI note-on/off and note-number,
bender-range, volume-control, and portamento-time message to two channels separately.
However, it can somewhat change the transmission messages by modifying a part of built-in
microcomputer's program code. The figure of the instrument, It has one body part, and has a

pair of upward and downward sticks and two flexible sticks. Several of the upward and downward
sticks are joined to Joy-Stick parts set in body. Two flexible sticks are also connected through
electronic wires to the cable connectors on the body part. The body part has some LED indicators
on the top and front panels to inform player of MIDI transmission status and so on. The figures

of this instrument player are..., He/She sits on chair, and grips the upward sticks at hands
severally. And he/she binds the downward sticks to his/her legs with belts. Flexible sticks are

also held with both hands. So, It's okay beginning to play at this point. Although its playing style
is maybe funny and fascinating, it is very difficult to explain the more features without showing
some pictures here.

The piece titled "The first sailing with Limber-Row" is maiden work for the Limber-Row in 1999.
It is for solo Limber-Row and "Tape-sounds". This work clearly represents the characteristics of
the Limber-Row because it has simple structure and has various way of playing. It is composed
by five short movements and each of the movement is played by different timbres. The "Tape-
sounds" is fixed material on CD made by natural sounds, like "Music Concrete". Those are using
as background and bridge for each movement.

21:00-23:00 STUDIO 1981
(NIMEO4=free, Ticket=2000Yen) NIMEO4 Club Concert

NIMEO4
(DI/NVI) NIMEO4
DI/VJ
( 2000 ) NIMEO4

* Sinan Bokesoy : "Ruins A39"

Ruins A39 tries to express the deformation and destruction of material, organic and inorganic ,
both forms. The micro-time evolutions which lead to macro-scale transformations by a complex
mapping system, unveil the invisible connections and reactions in the process of material
deformation. The first of the three parts in the piece; establishes a link between modulated
signal forms and a human voice, 'signals of a life form', and decomposition of itself in signal
space. The second part tries to express in a large time-scale, material deformations through
destruction. The last part presents a scene of an inorganic environment with organic sound
textures evolving and accompanying the invisible forms of radiation, the end phase of material
life. ( Sinan Bokesoy )

The visual art work made for the piece contains concrete ruins image also mixed with abstract
movies. For the first part; abstract movies which have texture has been designed. The second
part contains concrete and inorganic material and these change interactively with the sound
material. The third part expresses mainly the ruins material. ( Ichiro Kojima, Daito Manabe,
Seiichi Saito )

The technical realization of the piece has been made with programming customs versions of
the 'Stochos' program, which makes possible of the live interactions with stochastic synthesis
during the performance. The two computers provide the live processing power, they also send
control messages to a third computer running a Jitter patch and prepared videos for the piece.

* Jordan Wynnychuk : "Dr. Dentist and the Oral Satisfactors"

Dr. Dentist and the Oral Satisfactors is a new way to keep a fresh mouth. The mouth is remapped
with the Mouthesizer to articulate a disesmbodied voice. Audio samples and software synthesizers
replace sound from the vocal chords and the musculature of the mouth becomes a type of oral
controller of various vocal ranges, human and animal. The mouthesizer is also mapped to a sonic
3D topology, the dentist navigates through 3D cavities giving attention to acoustic objects lodged
inside this abstract virtual mouth. A close-up view of the dentist's physical mouth is projected

as it is captured on video to control the digital voices as is the 3D topology.

With the Mouthesizer, a mini headmounted ccd camera tracks the shadow area inside the mouth
using colour and intensity thresholding. Shape parameters extracted from the segmented region
are mapped to MIDI control changes. This allows one to control audio effects, synthesizer
parameters, or anything you like with movements of the mouth. The musculature of the face
allows for fine motor control of actions, and the associated cortical circuitry occupies a
comparatively large part of the somatosensory areaBecause facial action is involved in both
speech production and emotional expression, there is a rich space of intuitive gesture to sound
mappings for face action. (Michael Lyons)
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* Ge Wang, Perry Cook : "On-the-fly Counterpoint"

This piece is a study of the technical and aesthetic aspects of "on-the-fly" audio programming
for synthesis and performance. We use the new ChucK synthesis language, which supports real-
time, sample-synchronous, concurrent audio programming, and a highly "on-the-fly" style of
programming, in which the composer | performer | programmer augments and modifies multiple
programs while they are running, without stopping or restarting.

"On-the-fly Counterpoint™ begins with a blank ChucK program. As part of the performance, we
project the entire process on the screen for the audience to see and follow. We construct the
counterpoint piece-by-piece in real-time, using the facets of concurrent audio programming

and on-the-fly programming in ChucK. Contrapuntal simultaneities can be separated and
compartmentalized into autonomous, concurrent entities. We can program and reason about
each entity independently, as well as interact with other entities and with the program as a
whole

This is part of our ongoing investigation into using code as an interactive and expressive
musical instrument. It is also an instantiation of the ideas in our NIME2004 paper: "On-the-fly
Programming: Using Code as an Expressive Musical Instrument".

On-the-fly Programming home page: http://on-the-fly.cs.princeton.edu/

ChuckK, the new on-the-fly synthesis language (freely available): http://chuck.cs.princeton.edu/

23:00-25:00 Farewell NIMEO4 DJ/VJ Party

vokoi kazunovski

2000 ARch-Project
Richerd Devine Kit Clayton Monolake POLE  KID606
LIVE 2002 Cs0 2003 4 -7
EuropianMediaArtFestival 5
8 METAMORPHOSE
VJ
2004 Signal KOMET DVD
2000 2002 Discoveryfirm
CD technolama CD
musik messe 2003 7 2004 3 DiGIiRECO
HAL
yu-go
2 V3 2000 VJ
2001 FujirockFestival Opening Party VJ
electraglide2001 DJ VJ 2002 SAKUMA SUMMIT 2002
OpeningVJ electraglide DJ VJ 2003
Rude Gallery Rude Show VJ
TheeMichelleGunElephant " LastHeavenTourFinal™ Opening EndingVJ
5. NIMEO4
NIMEO4
(5/13)
20 -30

http://suac.net/NIME/NIMEO4/tour _html

NIMEO4 - Bus Tour to [ Yamaha / Roland / Kawai ]

As pre/post events of NIMEO4, we invite you to the Bus Tour to [ Yamaha / Roland / Kawai ]. On this bus tour,
all of transportation expenses and lunch are no charge. We apply and receive in order of registration. And if it

becomes a capacity (30 persons), it will close.
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There are two courses as bus tour. Please propose to participating registration separately, respectively. Since it is
the tour for NIMEOQ4 participant from overseas fundamentally, the participating registration application from
Japan serves as treatment of waiting for vacancies. An application of the other companies in the same trade
should withhold.

Tour A [2nd Wed. June] --- Yamaha Toyooka / Kawai Ryuyo

YAMAHA Toyooka factory is the prime factory of wind instrument manufacture. KAWAI Ryuyo factory is the
prime factory of grand piano manufacture, and also has a piano research institute.
Schedule[A] : 2nd Wed. June

10:25 Meeting place - Hamamatsu Station (Entetsu Department Store *Bambi Tour" stop)
10:40 Meeting place - SUAC entrance

11:20 - 13:50 Yamaha Toyooka Factory (with Lunch)

14:35 - 16:05 Kawai Ryuyo Factory / Piano Researh Lab.

16:45 Arrival place - Hamamatsu Station

17:00 Arrival place - SUAC entrance

Tour B [7th Mon. June] --- Roland R&D / Yamaha Headoffice

Roland R&D is the base which develops the electronic musical instrument of Roland, and also has the exhibition
room of all the past Roland products. Yamaha Headoffice is immediately near the SUAC and has the head office
and the manufacture factory of a piano.

09:00 Meeting place - Hamamatsu Station (Entetsu Department Store "Bambi Tour" stop)
09:10 Meeting place - SUAC entrance

10:00 - 12:20 Roland R&D (with Lunch)

13:10 - 14:40 Yamaha Headoffice

14:50 Arrival place - Hamamatsu Station

15:00 Arrival place - SUAC entrance

6. (MAF2004)
2001 SUAC NIMEO4 6 1
() 6 6 () 2004 (MAF2004) SUAC
NIMEO4/MAF2004 +
MAF2004
(NIMEO4 )
*  430-8533 1794-1
* Tel/Fax 053-457-6215
* Email nagasm@computer.org
NIMEO4 SUAC
NIMEO4
)
NIMEO4 (6/4)
LEMUR 12:00
16:00 (
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6/4 NIMEO4 )

* 2004 6 6 ( ) 14:00-17:00 (LEMUR 12:00-16:00)

0 Suguru Goto
0 Mari Kimura
0 Tamami Tono
0 Yoichi Nagashima ( )

1.
"Wriggle Screamer"
2.
( )
3.
" ( )Il
"Breather 2004"
4.
"( )" Le SuperPolm and Interactive Video
"0.m.2-g.i.-p.p." Composition for BodySuit, Sound and Interactive Video
*
( )
IRCAM /
Computer Music 2002
MAF2002
Virtual Violin Mie Coquempot BodySuit
2
Computer Music
( )
Computer Music 2
World Project
SUAC MAF2001 MAF2002
1
1
NIMEO4 3 SUAC
2
SUAC
« )
* LEMUR
LEMUR (League of Electronic Musical Urban Robots
LEMUR
2000 LEMUR
LEMUR GuitarBot)
4
MIDI 4 2
1/4
LEMUR New
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York State Council on the Arts)
www . lemurbots.org

* 2004 6 1 ( )-6 6 ( ) 10:00-17:00

* «c )

0 +
N-E-W-S (2004)

0
0
Drum*s D N A
0 + Rodney Berry +
The Bush Telegraph
0 + + + +
0
mouse master
0 +
TANGO BOX
* 2004 6 3 ( )-6 6 ( ) 11:00-16:00
*
*
o CICA OOYAMA
Fever
0 Yuji FURUTA
Plastic Operation
o Yoichi Nagashima
SoftRocks
0 Mutsutoshi Muraoka
-siki-
0 Shimizu Tomomi
no title
SUAC CG/Photo
* 2004 6 1 ( )-6 6 ( ) 10:00-17:00
* « )
*
0
0
0
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7.

MAF2004
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