I-Sounds

Emotion-based Sound Generation under Virtual
Environments

Ricardo Cruz!, Anténio Brisson!, Ana Paival, and Eduardo Lopes?

! Instituto Superior Técnico
Intelligent Agents and Synthetic Characters Group
Instituto de Engenharia de Sistemas e Computadores
Lisboa, Portugal
2 Universidade de Evora
Music Department
Evora, Portugal

{ricardo.cruz,antonio.brisson,ana.paiva}l@gaips.inesc-id.pt
el@uevora.pt

Abstract. With the new emergent interactive virtual environments,
new needs at the user interaction level demand for an answer. Building
Interactive-Drama applications where users act out their roles and build a
story in cooperation with virtual characters proposes several challenges.
One of these challenges is to build Autonomous Affective Characters
that are able to establish an affective interaction with the users. Several
approaches have been made to achieve this goal, most of them using
gestures and facial expressions that rely simply on the Visual Channel.
Other approaches use the Auditive Channel either as character’s speech
or background music. However most of these approaches use pre-defined
samples which contrast with the emergent approach taken in the Visual
Channel. With I-Sounds we want to increase the Affective Bandwidth
of an Interactive Drama system called I-Shadows, implementing a fully
emergent system that generates affective sounds, based on musical the-
ory and on the emotional state of the characters. The project main goal,
is to build a software system able to translate emotions into real-time
generated music. We want to have a ”virtual composer” able to deliver
emotional contextualized music.
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1 Introduction

Imagine yourself in a open garden where the strings of a piano are playing the
piece ”Claire de Lune” by Debussy; the initial magic and slow chord cadence
gives place to some arpeggios that climb over the keyboard and end in delicate
broken chords; you will probably feel calm, nostalgic and maybe melancholic.



