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Programming proposal


Quartz Composer is a fairly limited programming language.  It does excel in certain areas, however.  One of these areas is music visualizers.  Music visualizers are fairly easy to make and many different effects can be created using the tools in Quartz Composer.  To make my visualizer stand out against the countless others is I want to make mine interactive.


Many people have made music visualizers with Quartz Composer, especially in Europe.  These people make visualizers to project onto walls at clubs or raves.  The visualizers they make take audio inputs, and these audio inputs adjust what gets displayed on the screen.  Many media-playing programs such as Windows Media Player or iTunes also have built-in visualizers that were probably not made with Quartz Composer, but they still act in a similar fashion to what I want mine to ultimately end up like.


I also want the visualizer to be interactive, so it will end up more as an art piece than anything else.  Interactive art has always been an interest of mine, so it will be interesting to actually make a piece of interactive art, instead of merely admiring one.  An inspiration is the interactive artist Scott Snibbe.  His art pieces are apps released for the iPad, iPhone, and iPod Touch.


What I want to do with my program is to allow a user to select a song, and have a music visualizer be displayed.  The user then uses a controller like an xbox 360 controller.  This could be where the visualizer is located on screen or the amplitude of the visuals or something else.  The user then can press a button on the controller to switch to a new visualizer, which would allow for a different kind of interaction.  Multiple visualizers would be included, and the controller would allow interaction with all of them in different ways.


This differs from other visualizers because other visualizers are not interactive.  Also, interactive art usually does not have an audio component to it.  This combines the two into one fine interactive art visualizer.


The details of the features are as follows:

· Music Visualizer

· Multiple kinds of visualizers that can be switched between

· Achieved by using toggles, a multiplexer and the keyboard patch

· User selects song

· User plugs a device into the audio jack

· Joystick interaction

· User can switch between visualizers with the push of a button on the keyboard

· User can interact with the current visualizer by moving the joystick

· every visualizer would have different types of interaction

· video interaction

· position manipulation

· changing the appearance


The design of this is going to be fairly psychedelic, because there really is no other way to make a music visualizer.  Other inspirations for my design come from other music visualizers that I have seen, including the Windows Media Player and WinAmp visualizers.

 
[image: image9.jpg]



· User presses 1 for cube effect

· 2 for falling or raising pixels effect

· 3 for kaleidoscope effect

· 4 for webcam rave effect

· After the initial key press, this screen does not come back

· Users can switch between the visualizers at any time by pressing the keys
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· What happens when the user presses 1 on the keyboard

· User can manipulate the rotation of the cube by using the right and left sticks of the controller

· Size of cube changes depending on the volume of the music being inputted
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· What happens when the user presses 2 on the keyboard

· The pixels fall if the music is below 2.5

· Pixels raise if the music is above 2.5 (see next picture for reference)

· User can manipulate the position of the pixels with the right stick of the controller
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· Image of the particles going upwards

· occurs when the audio peak is above 2.5

· The screen behind the pixels also flashes in time to the music when the audio peaks

· psychedelic patch going from black to white
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· What happens when users press 3 on the keyboard

· The webcam is fed through a kaleidoscope patch

· The number of divisions is made through the result of the outputted volume peak multiplied by 100

· The position can be manipulated with the left stick
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· The A button toggles the particle effects on and off

· the position of the particle effects can be manipulated with the right stick
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· Allows the user to get his/her groove on

· colors change depending on the volume of the music

· video feed fed through the concert filter
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· The iTunes visualizer “FountainMusic”

· served as inspiration for the falling and raising pixels setting
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· The rave scene served as inspiration for the 4th setting


For this program, quartz composer was both very easy to use and also incredibly difficult.

Why it was easy:

· A lot of different effects to choose from

· I only touched a fraction of the ones Quartz offers

· the controller input patch was very easy to use

· Initially, I had problems because I wanted to use a flight stick, but the computer didn't recognize it. I think the flight stick was broken. I switched over to an xbox 360 controller after that.

· math and logic are all really easy to handle

Why it was difficult:

· Audio input

· There is no good way to get iTunes to work well in Quartz

· Rumors of working with iTunes protocol, but I couldn't find any help online

· Programs exist to help (SoundFlower) but I can't download onto the machines in the GRIDLab

· Finally just decided to feed music directly into the microphone input on the computer

·  some video filter patches suck up processing power

· I ended up not using some of the cooler effects because they were too taxing on the computer


The effects in the visualizer were all achieved by using pre-installed patches in Quartz Composer.  The first visualizer's effects were made with a cube in a lighting patch.  A video feed was then fed through a bunch of different filters including “Black and White” and “Thermal Image” and each one of these was put on to a side of the cube.  The rotation was then controlled by the sticks on the 360 controller.  


The second visualizer was done with the sunbeams patch going into a particle systems patch.  The gravity is impacted by the volume of the music.  There is also a psychedelic patch that flashes in the background between black and white, depending on if the volume of the music is loud or not.


The third visualizer was done with the video input patch going through a kaleidoscope patch.  The number of divisions for the kaleidoscope is controlled by the volume of the music multiplied by 100.  The particle system is just like the one in the second visualizer, except the sunbeams are passing through the “Blue Print” patch before being put on the particle system.


The fourth visualizer is done with the video input patch going through the “Concert” filter and then put on a sprite.  The colors are affected by the volume of the audio.  If the audio is below .1, then the color is blue.  If the audio is between .1 and .3, then the color is green. If the audio is above .3, then the color is red.


Where I plan on going with this project:

Idealistically:

· Keep building more visualizers

· allow for more interaction

· Get iTunes to work, or some other media player

· Have it put into a museum or other area

· become world-famous

Realistically:

· nowhere

