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Still Music: Kinect ZH V=
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Still Music: Automatic Music Generation by Spatial
Recognition Using Kinect

KEITA MIYASHITAfT KUMIKO KUSHIYAMAT!

Abstract: Sound always exists in the space we live in. Originally space and sound are closely related.
However, when the sound becomes music, it is rare to think about the connection between music and space.
Therefore, I thought that the connection between music and space is strengthened by generating
music based on space information. In this paper, we propose a method of automatically generating

music based on spatial recognition information using Kinect.
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AR TIE, Kinect 12 & 2 22 MIFEFR B &2 T2 oMk
OO ERLHB TERT L2V AT ACONTIERD,
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Microsoft @ Kinect #FE£EUZFIH L72BIC, (The V
Motion Project[3]) ,Chris Vik |2 X % (Dance Controlled
Kinect Music (PartD)[4]) 72 ERRFons. 2 b0
NHANMOBE L FREER L AMOB) X & 58520
THNTRERS T2 DO TH 25 F712 Kinect % V7= 22 M8
PRIE WD E R A AERT DRI EE D O FEEMOER %
Ao gERoAEE/RBIAS 5. iz AfModh& 72
FCIE R ERAEOBRETRICEBET IO THS.
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RYAT LTIRIBEHOEMIZADND LI RABT 4R
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Figure 1 System Image
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2 ERIET DO DOT A AL LT ENRD Kinect &
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7 hOXEEIZL > THRED.
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Figure 2 Image recognition
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F 7Vl hDK T A —H(X,0openFrameworks 7> 5
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Figure 3 Generation of phrase.
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