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Abstract

Interactive art is completed with the participation of the audience. Therefore, the artist should consider
various design elements to induce audience participation, and these should be designed with an intuitive
interface for easy use with simple manipulation. Soundscape is a combination of sound and scape, and it is
one of the areas that has been continuously studied in the field of acoustic engineering. The soundscape,
which utilizes white noise that can provide comfort, stability and immersion by generating alpha waves
among human brain waves, has recently been used in the design of various products and services. This
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paper focuses on "Sound Cube," an interactive art work that allows customizing of soundscape, which has
been actively researched recently in the field of auditory experience design. When planning and designing
"Sound Cube," we would like to introduce the interface design to attract the participation of audience and

present the knowledge of soundscape, features and affordance of the work.
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[Fig. 1] Interface of Sound Cube
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[Fig. 2] Rasberrypi and RFID-RC522 Reader

203



Interactive Art Creation for Customizing of Soundscape

FH0| SAE RED FFEE 27 DR WSS JD YOD, 0 MSEL 2ol 225
It ORRIE/O} SUCH RFID 7HEQ| DRMS 914 Y AR D BRAT BIYL THOM(Python)©

2 NESH2, a10] 2t=H|2| mo|o] AlRE EHE A

2 ZE(Sounderaft)2| 12XH'd M Q! Notepad-12FX2} Pioneer

[ 3] Soundcraft Notepad-12FX 2} Pioneer Monitor Speaker

[Fig. 3] Soundcraft Notepad-12FX and Pioneer Monitor Speaker

AFRE 50| QIEES OEHA BAS BMOIHE [F 219 2Lt

[H 2] AFREFEO| O{ELEHA Q4 BN
[Table 2] Analysis of the Affordance Elements of SoundCube
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