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The appendices are designed to support this research and highlight the
development of a practice, fundamentally experimental, supported by
interviews with artists, authors and musicians who are currently operating
in varying genres of auditory art. Presenting ways of initiating a sonic
realm; to arenas of potentialities, forces listening to their silent voices
through vibrations and resonances of sensory experience. This is a
volume of visuality supported sonically as expositions utilised through Max
and Ableton. Initial experimentation was conducted in the Isadora program
as a predecessor to Max for the intention of patching, troubleshooting and
audio-visual experimentation. It is important to add visual screenshots of
the arrangements to give the untrained eye an expectation of what was
developed throughout the thesis. A Video showreel of the Max and
Ableton patches will be provided in a DVD format at the back of this
volume as will the author's music and sound compositions. This volume
incorporates a glossary of terms, contemporary a r t icatexfual

reference material and questionnaire data.

Sound is omnipresent and manipulatable due to the physical properties
built-in. What this volume was required to do was highlight the influence
sound has in the author's practice as well as technology used to output a
creative process. An opening of other potentialities can be inferred from
sounds capacity to transgress varying genres and styles of
post-production. What one hears, someone will apprehend something

contrary?



Appendix Il

Soundings

Interactive Artwork 1 Watching (2014)

Contributing evidence of this principal interactive artwork commences the
journey for the foundation of this amplification. The system of interactivity
manifested a particular outcome: Participators observe themselves on
screen and utilising their voice or another way of sound conception, can
'glitch’ their self-image. Any sound or noise by the participant transforms
the perception further. The Isadora software program was assessed for
reference purposes and examined for maintaining a future application. The
aim of the artwork was for testing interactivity using gesture and voice in
an exhibition format, together with other artworks and designed to
challenge sound in an elected space. The installation setup was a
computer screen, webcam and a MacBook Pro computer with Isadora
software installed. The exhibit had one computer hidden under a plinth, so
the public had only one screen to look at (to avoid distractions).
Instructions were provided, so participators knew what they needed to do
to interact between machine and human. The purpose of providing
instructions was to consent novice computer users to contribute to an

interactive installation.
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Isadora Program

Below are the screenshots of the testing required for the artwork
Watching. Highlighting all the testing conducted utilising the Isadora
program is evidenced. Isadora is comparable to the Max environment by
the system of patch cords and objects. Isadora contributes a factor of
interactivity, yet it did not sufficiently sanction all parameters necessitated
to control image and sound editing in the requisite manner expected.

CXeYe) 2 Untitled

Untitled : Stage 1 _

Figure 1

Paul McConnachie

Isadora and Modifying Shimmer Effect (2014)
Webcam Test Screenshot

The shimmer effect is measured by adjusting the parameters (changing
numbers) to enhance the grain amount, which develops an increased
manipulation of the image to test appropriateness as an exhibition context.
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Figure 2

Paul McConnachie

Video Effect and Live Capture Enabled (2017)
Screenshot
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Figure 3
Paul McConnachie
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Increased Shimmer Effect, Disintegrating Image Pixel-by-Pixel (2017)

Screenshot

Figure 3 exhibits the desired outcome necessitated to disintegrate an
image beyond comprehension. The video camera is apprehending in real-
time and maintains the expectation of the exhibition.
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Figure 4

Paul McConnachie
Envelope Generator (2017)
Screenshot
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Paul McConnachie

Testing Audio and Video Effect (2017)
Screenshot
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Figure 6

Paul McConnachie

Six Patching Objects for Interactivity and Webcam (2017)
Screenshot
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Figure 7

Paul McConnachie

Correct Parameters for all Modules (2017)
Screenshot

Figure 7 exhibits the desired outcome necessitated to disintegrate an
image beyond comprehension. The video camera is apprehending in real-
time and maintains the expectation of the exhibition and of Watching as an
artwork.



Interactive Artwork 2 Gesturing

Figure 8

Paul McConnachie

Kinect (Synapse) and Ableton Synchronised (2014)
Screenshot

Figure 8 presents the author's body, mapped, employing

the Synapse program. The skeleton composition (highlighted in red)
corresponds to the frame and is mapping parameters, granting the
program with functionality. The Kinect operates with Ableton to command
various considerations and body gestures can manage several features of
the program. The Kinect and Synapse trigger audio and video functions
together. A continuous audio track is essential, so while a participator
accesses the space, a video event is initiated, and elements of the body
will generate events at distinct times.
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Figure 9

Paul McConnachie

Adding own Composition for Kinect (2017)
Screenshot
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Figure 10

Paul McConnachie

Adding Audio Effects to Soundtracks (2017)
Screenshot
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Figure 11

Paul McConnachie

Kinect Events Triggering Different Facets of Audio (2017)
Screenshot

Figure 12

Paul McConnachie

Synapse Screen and Max Events (2017)
Screenshot

12



