JAUK « INTERFACES

- A

MUSICAL SITUATION

UDK 781.68:654.02
Werner Jauk
Geistesswissenschaftliche Fakultit der Karl-Franzens Universitit, Graz
Humanisti¢na fakulteta Univerze Kral Franzen, Gradec

Interfaces - a Musical Situation

Vmesniki - glasbena situacija

Klju¢ne besede: virtualne realnosti, glasba, vmesniki,
glasbena izvedba, ekspresivno vedenje, digitalna kul-

tura

IZVLECEK

Vmesnik lahko razumemo kot (socialno) situacijo, v
kateri prenesena informacija u¢inkuje in vpliva tako
na poSiljaka kot tudi sprejemnika. Obstajajo indici,
da bi lahko imeli glasbeno izvedbo za paradigmo
tak$ne situacije. Tako kot je glasbena izvedba del ko-
munikacijskega procesa, ki je formaliziran v glasbi
sami, je vmesnik del komunikacijskega procesa, ki je
formaliziran v nemehanicni virtualni realnosti. Glas-
bena izvedba tako kot tudi vmesniki temeljijo na
znacilnem vedenju — s tem ko dajejo dostop, »kon-
struirajo« glasbo in virtualne realnosti. Tak$ne
hipoteze so v ¢lanku razélenjene na osnovi eksper-
imentalnih podatkov komunikacijskih procesov kot
tudi teorij glasbe in umetnostnih medijev.
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ABSTRACT

An interface may be considered being a (social) si-
tuation where information is transferred effecting and
affecting both, the communicator and the recipient.
There is evidence, that musical performance could be
argued to be a paradigm of this situation. As musi-
cal performance is part of a communication-process
formalized in music an interface is part of a com-
munication-process formalized in a non-mechanistic
virtual reality. Musical perfomance as well as inter-
faces are based on expressive bahavior — by giving
access to they "construct" music and virtual realities.
These hypotheses are argued on the basis of experi-
mental data of communication-processes as well as
theories of music and media-art.
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First mechanical devices were triggered by humans following the principle of lever. In elec-
tronic ages triggering became independent of distance. By increasing the velocity of the trans-
mission of trigger-impulses the mechanistic paradigm of time and space imploded in perception
to the all-at-Once-ness according to the imagery of auditory space (McLUHAN 1995). Early telem-
atic-projects made use of these technologies setting up situations similar to conceits where mu-
sicians played together simultaneously over huge distances, today media-ait-projects use the au-
ditory space as psychological interfaces to the net space (JAUK, RANZENBACHER 1999).

The first computers were programmed using command languages. The introduction of icons
to select made the use of computers more intuitive and therefore commonly understandable. Maybe
for commercial reasons the personal computer follows the same concept Otto NEURATH used
to make social and commercial processes understandable for not special-trained individuals.

Doug Engelbait's mouse - first introduced 1968 - made the access to machines ,,bodily". Sen-
sor pads and movement-detection-systems not only use instrumental behavior but expressive-
motion: this is where free musical performance, the instrumentarization of expressive behavior
and the free musical playing-together, the non-verbal communication based on expressive be-
havior and its conversion to sound, may become role-models for expressive instrumentarization
and collective communication mediatized in codes. Both are explored in media-aits in close con-
nection to music. The early Theremin, BUCHLA sensor pads and MOOG modulation wheels' as
well as today's conductor's jackets (MIRANDER & WANDERLEY 2006) and ultra-sonic detection
of playing movements® are paradigms of intuitive body-environment-interaction in wo-man/ma-
chine/interfaces®, collective free improvisation are paradigms of body-body-interaction and in-
formal group structuring in wo-man/wo-man/interfaces of collectivating (de KERCKHOVE 1995)
and collective processes in net-art (SCHLABITZ 1998, JAUK 1999 a, b). At least sound is used as
an affecting aspect of communication making interfaces more immersive. Immersion is an essential
part of an interface, it works as a motivational attractor (BELSCHNER 2000).

Nowadays only a veiy simple cybernetic point of view sees interfaces as mechanical devices
which make access to machines. Thereby interaction is reduced to the concept of reaction (JAUK
1995), the principle of lever. It is an action of information sending from wo-man to the machine
as part of the process of extension of man (MCLUHAN 1994). The machine reacts to wo-man, who
triggers predeteiminéd choices. Coming from the cybernetic and kinetic arts it is Frank POPPER
who consequently reports his cybernetic and kinetic understanding of interaction, where inter-
action is a reaction determined by physical processes and mathematically described as algorith-
mic processes. What he postulates could at least be seen as participation. The public interacts with
those kinetic systems and triggers complex physical movements between the boundaries of a range
of movements determined by the way the parts of the kinetic system are connected. Interaction
is the ,,intensivere und vollstindigere Beteiligung des Publikums [...], die besonders durch die bess-
er beheirschbare und differenzierte Technik enndglicht wird" (POPPER 1991, S. 263).

On the other hand BALES (1950) considers interaction being a process of communication,
where information is transferred and this process effects (and affects) the communicator as well
as the recipient. Interaction not only leads to a common product of interacting people but to a
social structure of interacting agents, a structuré 6f communication nodes (NIERSTRASZ & PA-
PATHOMAS 1990).

To give expressive modulation to a synthetic sound triggered by a keyboard while playing.
2 GRUPPE 01 uses ication pr of three ici to structure computer-music. What is played is detected by a MIDI-score-fol-
lower; how it is played is detected by an ultra-sonic-sp: ystem. Playing mov indi the emotional quality of the score. Correlat-
ing structures, patterns of common playing, are learned by the computer — the computer starts to interact with the musicians.
‘Werner JAUK, John PREININGER, Stefan STASTNY (2003). GRUPPE 01 - a live reorded interactive computermusic performance at styrian
autumn/4, austrian soundcheck. ORF/Extraplatte, Wien
BCIs, Brain-Computer-Interfaces, using EEG as artefact of action or even imagination are hardly to handle in mass-production because they
need a very complex individual adjustment.
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Based on the theory of communication interaction is the psychological part of an interface
as a social situation which leads the communication structure to a social structure and at the same
time to a common product - it is a dynamic process of interdependence of content and struc-
ture of communication.

Cognitive theory explains the effect of information-transfer to the change of the knowledgebase
of'the agents. Group psychology shows the effect of infomiation-flow in correlation to structuring-
processes of informal groups on the efficiency of problem solving.

What seems to be just criteria-based wright or wrong information is at least emotionally as-
sociated. It is evident that information transmission is embedded in emotional processes and that
even information by itself is not a sign but a signal, an emotional expression.

In some kind sound is the signal of communication structuring groups and music. Its medi-
atization leads to polyphonic music which ADORNO assumes to be the ,,Objektivation des Wir"
(ADORNO 1958).

Anthropological theories of music describe its origin in pre-linguistic communicational process-
es. Music is the process of culturation of expressive behavior (BLACKING 1977), music is the
process of culturation of the expressive sound (KNEPLER 1977), both based on an emotional
state. Because of its low mediatization, its direct connection to the body, it is a common ex-
perience and therefore has communicational function as a signal. Idealistic philosophies con-
sider the process of mediatization being a process of culturation ( CASSIRER 1964) which leads
to the re-presentation of states in signs. Digital culture frees signs from any connection to the
material being signed. Signs turn into codes, at least to immaterial codes (see LYOTARD 1985)
which could be organized deliberately. But our way of thinking about structuring codes is based
on experiences of body-environment interaction which therefore is mechanistic by itself (BERG-
SON 1941; GIBSON 1982; LEW 2000). Serial music could be considered as the formalization
of mechanistic processes.

Algorithmic processes in music are compositional rules that reduce communication process-
es (of making music together) to physical rules. It was STOCKHAUSEN who claimed this part
of compositional work of secondary interest: The primarily compositional work is to make de-
scisions about which output in a series of possible results of algorithmic processes will work bet-
ter than another. This decision-making is at least based on hedonistic values of humans despite
objective external nature based criteria - what seems to be algorithmic is at least hedonistic.

Digital music working with algorithms and/or samples is completely characterized by the choice
of feasible and available materials - generating minimal structures with copy & paste is a hedonistic
process of selecting.

Pop-music - even a counterpart to (idealistic sign-based western) culture - goes the devel-
opment of mediatization backwards. Sound is the immediate artefact of an expressive behavior,
pop-music is organized by immediate communicative processes - both are regulated by the he-
donistic value of the interaction.

Music technology refers to this. Although not very accepted in the theory of pop-music, tech-
nology is just the extension of expressive behavior. This technology to play low mediated mu-
sic is in some crucial aspects a paradigm for intuitive emotion-based communication - even in
highly mediated digital culture where our body, the base of our imagination of physical reality,
has to interact with a coded virtual reality.

First of all, pop-music is sound-music (HARTWIG-WIECHEL 1974),. The voice, ,die reine,
kleine [...] Stimme" (DIEDERICHSEN 1996: p. 107) is the immediate articulation of an emo-
tional state. On the one hand the sound of the guitar is the extension of this expressive voice
and on the other hand the playing of the guitar is the instrumentarization of the expressive
behavior.

45



MUZIKOLOSKI ZBORNIK + MUSICOLOGICAL ANNUAL XLIII / 1

The guitar-playing of Jirni Hendrix combines both and is the hedonistic use of artefacts, of
feedback between his single-coil equipped fender stratocaster and the marshall 1959 with two
1960 cabinets equipped with four pieces of 12-inch cheleston speaker each. This guitar-ampli-
fication-system is extremely sensible for feedback. To control it, body-movements shield the feed-
back in the circuit. This technique allows expressive body-movements to be converted directly
to sound - this is the immediate instmmentarization of expressive behavior. In addition this play-
ing is accompanied by musical techniques of the blues where the voice is doubled by the in-
strument and (therefore) the instrument is played in a voice-ductus which is technologically ex-
tended by the wah-wah-effect. These techniques reinforce the sound character of the guitar which,
in its tune, presents the vowels of the voice (TRAUBE & DEPALLE 2004 a, b). Open tunings are
basic playing-techniques in blues orientated music that at least could be considered being the
extension of the voice by the guitar. What was popularised by Hendrix and may be considered
being typically pop-music-playing was explored by the avant-garde e.g. in the Welkzyklus ,,Mein
Korper ist eine Posaune geworden" by Vinko Globokar (see BECK 2004).

When making music - at least dominated by an ,,Wir-Gefiih]" (JAUK 2005, 150ff) in the six-
ties - in pop-groups composing is the process of informal structuring, which refers to KNAUER's
(1996) assumption of playing jazz by interaction. When pop-music became digital music, where
only movements of the finger on a mouse-track-pad direct and drive masses of sounds (BUNZ
2001) (and as some kind of reaction-formation to expressive hot playing) cool static behavior of
the musicians became a style, while the audience called for the playing movement (WICKE 1998).

What's due to the generating of music is due to the perception too: pop-music is immedi-
ately bodily perceived and has an emotional homeostatic function - it regulates the arousal on
an individually preferred level (ROSING 2001, SLOBODA et al. 2001), it stimulates single humans
and masses.

This bodily and emotionally based music is part of an infomalization process (BROWNE 2000,
SCHULZE 2000) and a rise of hedonistic behavior in western culture. But it is not only a side-
effect of its use to lead desires for commercial profit, it is a basic essential process of structur-
ing elements which, by themselves, don't mean anything but are syntactic qualities.

Digital code as a non-meaningful code can't be structured by a logic that is inherent to a mean-
ing. Algorithmic structuring, the formalization of the (bodily) experience of the behavior of na-
ture (LEVY 2000), and hedonistic structuring, the structuring of material qualities by their perceivable
value on the dimension ,tension - relaxation", are alternative methods of structuring. The early
classic avant-gardes used algorithmic processes to create new music in the belief to free itself from
nature-based theories of composition, the ,,andere Avantgarde" (HOFFMANN 2002) refers to the
misuse and hacking of methods for another purpose and refers to hedonistic structures.

Together with subcultural political values and normes of counterculture (HEBDIGE 1979) ex-
iting high intensities (see WUNDT 1874) became a dominant force of generating pop music from
its beginning to punk, industrial and the digital music of clicks, cuts & bursts.

The experimental aesthetics of BERLYNE (1970, 71, 74) explains the structuring where the
individually preferred amount of arousal effected by the collative variables, syntactic qualities,
regulates the behavior of attention and therefore the perception and at least the generating of
digital arts. BERLYNE's (1970, 71, 74) experimental aesthetics explains the combination of both
ways of structuring - algorithmic-based structures of immaterial codes are preferred to others by
their hedonistic values. This makes it central to explain interaction in digital culture.

Digital culture - defined by non-mechanistic processes - is regulated dominantly by hedo-
nistic processes; digital culture is the transgression of the mechanistic paradigm (JAUK 2003).

The structuring of virtual realities by itself as well as the access to these virtual realities with
our bodies are regulated by hedonistic processes (JAUK 2001) - highly mediated absoluté mu-
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sic is the paradigm of virtual realities - low mediated processes of making music, "origindres Mu-
sizieren" (JAUK 2005b), is a paradigm of interfaces to these non-mechanistic worlds.

A digit is a code that has no connection to the content it is coding. Although human perception
is multimodal (de la MOTTE-HABER 2006), signs usually mean information from specific sen-
sory channels; iconic signs include qualities of specific sensory perception.

A digit is a common digit - it is not different in representing a visual or an acoustical infor-
mation. It is common to represent all possible informations and meanings. Aits of common dig-
its transgrede the sensory defined aits (JAUK 2005a). This led some authors to the re-inteipre-
tation of the "Gesamtkunstwerk" as the "Gesamtdatenwerk" (ASCOTT 1989) based on the "dig-
italem Grundalphabet" (CLAUS 1988).

The more crucial point is the fact that compositional work is done just by structuring the code
without notion of the sensory stimuli that it codes. To make the product sensory perceivable it
is converted to coixesponding analogous information afterwards. This means that the code is con-
sidered being some kind of syntactic information, structural information. Because of its imma-
teriality this code has the potentiality of being structured deliberately. Freeing structuring from
mechanistic paradigms means to free the structuring mind from mechanistic imageries as results
of experiences of body-environment-interactions (BERGSON 1941: GIBSON 1982; LEW 2000).
An alternative to this way of ,thinking" is the way of ,feeling" following the human hedonistic
system. The logic of the behavior of meaningful occurrences is based on this mechanistic way
of thinking and its generalization in narrative processes. The hedonistic way of thinking is con-
cerned with non-meaningful elements. Music is a paradigm to structure non-meaningful codes.

Let's consider codes to be similar to these apriori non-meaningful elements that are part of
musical thinking represented in musical notations. Their meaning is in one sense presentation
of physical aspects as high or low, or short or long, or presentation of feeling in form (LANGER
1953). In another sense these codes could have become signs by historical processes. Serial mu-
sic tries to free these codes from musical meanings as signs by stochastic definitions; digital code
in computer music even tries to free the notation from its representation of physical behavior of
things, at least from materiality.

Digital culture structures its codes by their hedonistic values - independent of their later con-
version to sensory perceivable stimuli.

Digital culture brings the experimental aesthetics (BERLYNE 1970, 71, 74), where the struc-
ture of syntactic elements is organized by their hedonistic value, to a new importance. BERLYNE
(1970, 71, 74) postulates an inverted u-shaped function between complexity of information® and
pleasingness. The syntactic quality of a single element or - in case of structures like music - of
series of elements defines its hedonistic value: the more information the series is inherent, the
more the series would excite. Low excitement of low informative structure would be boring, high
excitement of high informative series would be overstressing - a middle level of excitement would
be perceived as pleasing, these structures would have the most hedonistic values. In the case of
generating those structures would have highest probability being realized, in case of perception
those structures would have the highest probability being attended. The amount of information
is subjective and based on expectations depending on former learning processes (KONECNI 1977).

Structure is not only a series in time but takes account of relations in time and ,,space". Mu-
sic as "beziehendes Denken" (RIEMANN 1914/15) formalizing "the auditory logic" (JAUK 2000)
describes this information theory based understanding of structure, where relations in time and
space are considered being organized statistically. The hedonistic ,,logic" of those musical struc-
tures is basically described by the Schenkerian (1935) Ursatz.

- Information theory allows to formalize the amount of information (SHANNON & WEAVER 1949)
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Music may be considered being a role model for generating and perceiving non-mechanis-
tic virtual realities.

To interact with a world like this mechanistic paradigms fail. Musical performance is a very
basic low mediated hedonistic behavior, the instmmentarization of expressive behavior - it could
be considered being role model for interaction with virtual realities.

Conclusion

Despite just converting visually coded information into sounds, playing a musical instrument
is the instrumentarization of expressive behavior - the paradigm of a wo-man/machine- inter-
face.

Based on this anthropological approach to music expressive behavior is a pre-linguistic com-
municational situation. The content of communication is intuitively understood as a signal. This
puts expressive behavior as an interaction in a social situation® - the paradigm of a wo-man/wo-
man-interface.

Musical notation is the development of a system of codes to ,,store" the sound of a social in-
teraction - at least it allows to construct music as a virtual reality.

(Polyphonic) Music is the ,,objektivation des Wir" (ADORNO 1958). The process of commu-
nication forms a community as it brings out a common formed product at the same time. Infor-
mal communication may be considered being a paradigm of collective art.

Technological information transmission over huge (cultural) distances integrates wo-
man/machine-interfaces into telematic works, integrates wo-man/wo-man-interfaces into net-art.

Using sound as part of emotional expressive behavior the situation becomes primarily affecting:
Sound works as feedback and reinforces the interaction, it involves physically and emotionally
- sound is a psychological interface and makes the interface-situation a highly immersive one.

Until now we have talked about input-interfaces. Its bodily to perceive aspects make sound
a paradigm of output-interfaces too, of mixed realities where participants are embedded in code-
based physical environments like hearing sound in an ego-centric sound-space despite seeing
a picture on a screen in front of them. Techno-culture create multimedia environments as to im-
merse into an ,,ocean of sound" (TOOP 1997)

Considering music as a process of mediatization from the immediate expressive behavior/sound
to its presentation and representation in signs and at least its existence in codes is a paradigm
to explain interfaces, the interaction of humans with and in non-mechanistic virtual realities. He-
donistic qualities regulate these interactions and (therefore) the structure of virtual worlds, while
body-environment-interactions give us access to physical reality that we assume is regulated by
causality. We use signs to describe the rules of those mechanistic worlds - but its reconstruc-
tion is not different from its construction: The formalization of experiences in signs lets us con-
struct models of the world as hedonistic experiences with codes lets us construct virtual worlds.

At the same time this theoretical approach gives us a short insight what music could be...could
it be a code-based construction of a virtual reality where our hedonistic system works as con-
stmction-rule as well as an interface to this world?

There is some expermental evidence that emotional expression might he an intercultural behavior ( CLYNES 1977, 80; HAMA & TSUDA 1990.)

48



A\ JAUK « INTERFACES - A MUSICAL SITUATION

Literature

Adorno, T. W. (1958). Philosophie der Neuen Musik [1947]. Frankfurt am Main: Suhrkamp.

Ascott, R. (1989). Gesamtdatenwerk. In: Kunstforum-International, 103, 100-109.

Bales, R. F. (1950). Interaction process analysis. Cambridge.

Beck, S. (2004). Vinko Globokar und der performative Korper [littp://www.aspm-samples.de/Samples3/beck.htm].
Ein Beitrag zur Performance-Forschung. In: Samples. Notizen, Projekte und Kurzbeitrige zur Popular-
musikforschung: j. [Version vom 10.07.2004],

Belschner, Torsten (2000). ,Digitale virtuelle Welten". In: Josef Kloppenburg, ed. Handbuch der Musik im
20. Jahrhunden: 11. Musik Multimedial. Filmmusik, Videoclip, Fernsehen. Laaber: Laaber. 320-346.
Berlyne, D. E. (1970). Novelity, complexity, and hedonic value. In: Perception and Psychophysics, 8, 279-286.

Berlyne, D. E. (1971). Aesthetics andpsychobi-ology. New York: Appleton.

Berlyne, D. E. (1974). The new experimental aesthetics. In: D. E. Berlyne (Hrsg.), Studies in the neu' exper-
imental aesthetics (S. 1-26). Washington: Hemisphere.

Bergson, H. (1941). L'évolution créatrice. Paris

Blacking, J. (1977). Towards an Anthropology of the Body. In: J. Blacking (Hrsg.), The Anthropology ofthe
Body (S. 1-28). London: Academic Press.

Browne, R. (2000). Journal of Popular Culture. In: Comparative Studies in the World's Civilization, 34/1, 157.

Bunz, M. (2001). Das Mensch-Maschine-Verhiltnis. Ein Pladoyer fiir eine Erweiterung der Medientheorie am
Beispiel von Kraftwerk, Underground Resistance und Missy Elliott. In: Jochen Bonz, ed. Sound Signa-
tures. PopSpUtter. Frankfurt/Main: Suhrkamp. 272 - 290.

Cassirer, E. (1964). Philosophie der symbolischen Formen. Darmstadt.

Claus, J. (1988). ,,Medien-Parks-Labors". In: Kunstforum International, 97, 75-85.

Clynes, M. (1977). Senties: The Touch ofemotions. New York: Anchor Press/Doubleday.

Clynes, M. (1980). ,,The Communication of Emotion-Theory of Senties". In: Robert Plutchik; Henry Keller-
man, eds. Theories of Emotion: 1. Emotion-Theoiy, Research and Experience. New York: Academic Press.
271-301.

de la Motte-Haber, H. (2006). ,,Audio-visual perception and its relevance in science and art". In: Klaus-Ernst
Behne; Giinter Kleinen; Helga de la Motte-Haber, eds. Musikpsychologie.

Inter- und Multimodale ~ Wahrnehmung. Jahrbach — der Deutschen — Gesellschaft fiir Musikpsychologie Bd.
18, Gottingen: Hogrefe. 11 - 21.

Diederichsen, D. (1996). Stimmbénder und Abstimmungen. Pop und Parlamentarismus. In: T. Holert & M.
Terkessidis (Hrsg.), Mainstream der Minderheiten. Pop in der Kontroligesellschaft (S. 96-114). Berlin: Edi-
tion ID-Archiv.

Gibson, J.J. (1982). Wahrnehmung und Umwelt. Miinchen: Urban & Schwarzenberg

Hama, H.; Tsuda, K. (1990). ,,Finger-pressure waveforms measured on Clynes' sentograph distinguish among
emotions". In: Perceptual and Motor Skills, 70, 371-376.

Hartwig-Wiechel, D. (1974). Pop-Musik, Analysen und Interpretationen. Koln.

Hebdige, D. (1979). Subculture - The Meaning of Style. London: Routledge.

Hoffmann, R. (2002). Musikalische Avantgarde in der elektronischen Tanzmusik der Gegenwart. In: E. Unge-
heuer (Hrsg.), Handbuch der Musik im 20. Jahrhundert: 5. Elektroakustische Musik (S. 94-111). Laaber:
Laaber.

Jauk, W. (1995). Interaktivitdt statt Reaktivitdt. In: H. Leopoldseder & C. Schopf (Hrsg.), Prix Ars Electroni-
caS>5(S. 23-27). Linz.

Jauk,. W. (1999a). Musikalisches Sprechen. Interaktion - Strukturierung durch kommunizierendes Verhalten.
In: A. Erjavec et al (Hrsg.), NIV International Congress of Aesthetics. "Aesthetics as Philosophy", Acta Philo-
sophien XX, 2, part II (S. 349-359).

Jauk, W. (1999b). Gestaltung durch kommunizierendes Verhalten: Musik und Net-Art. In: J. Stelkens & H.
G. Tillmann (Hrsg.), Forschungsbericht Klangforschung 98. Symposium zur elektronischen Musik (S. 163-
173). Miinchen.

Jauk, W. (2000a). The Auditory Logic: An Alternative to the "Sight of Things". In: H. Nowotny, M. Weiss &
K. Hénni (Hrsg.), Jahrbuch des Collegium Helveticam (S. 321-338). Ziirich: Hochschulverlag Ag an der
ETH Ziirich.

Jauk, W. (2001). Digital Musics - Digital Culture. Der Korper als Interface. In: A. Bolterauer & E. Wiltschnigg
(Hrsg.), Studien zur Moderne: 16. Kunstgrenzen. Funktionsriume der Asthetik in Moderne und Postmoderne
(S. 225-239). Wien: Passagen Verlag.

Jauk, W. (2003a). The Transgression of the Mechanistic Paradigm - Music and the New Arts. In: Dialogue
and Universalism, 8-9, 179-186.

49


http://www.aspm-samples.de/Samples3/beck.htm

MUZIKOLOSKI ZBORNIK + MUSICOLOGICAL ANNUAL XLIII / 1

Jauk, W. (2005a). Multisensorische Kiinste. Musikalisierung der Kiinste des "common digit" und der "re-de-
fined body". In: S. Droschl, C. Holler & H. A. Wiltsche (Hrsg.), Techno-Visionen. Nene Sounds, neue Bil-
driume {S. 94-111). Wien: Folio-Verlag.

Jauk, W, (2005b). Der musikalisierte Alltag der digital Culture. Habil.-Schrift Graz

Jauk, W. & Ranzenbacher, H. (1999). Liquid Space: An Experimental Design. In: G. Stocker & C. Schopf (Hrsg.),
LifeScience: Ars Electronica 99 426-439). Wien-New York.

Kerckhove, D. de (1995). Kunst im World Wide Web. In: H. Leopoldseder, C. Schopf (Hrsg.), Prix Ars Elec-
tronic! 95 (S. 37-49).

Knauer, W. (1996). Art. Free Jazz. In: L. Finscher (Hrsg.), Die Musik in Geschichte und Gegenwart Sachteil
Bd, -i (S. 1384-1421). [2. Auflage, Kassel etc. 1996]

Knepler, G. (1977). Geschichte als Weg zum Musikverstindnis. Zur Theorie, Methode und Geschichte der
Musikgeschichtsschreibung.  Leipzig: Reclam.

Konecni, V. J. (1977). Quelques déterminants sociaux, émotionnels et cognitifs des préférences esthétiques
relatives & des mélodies de complexité variable. In: Bulletin der Psychologie, 30, 688-715-

Langer, S. (1953). Feeling and Form. A Theory ofArt Developed fromPhilosophy in an New Key. London: Rout-
ledge.

Lévy, P. (2000). Die Metapher des Hypertextes [1990]. In: C. Pias et al (Hrsg.), Kursbuch Medienkultur. Die
mafigeblichen Theorien von Brecht bis Baadrillard (S. 525-528). Stuttgart: DVA.

Lyotard J.-F. (1985). Immaterialitdt und Postmoderne. Berlin: Merve.

McLuhan, M. (1994). Understanding media: the extensions of man [1964], Cambridge, MA: MIT Press.

McLuhan, M. (1995). Tie global village: der Weg der Mediengesellschaft ins 21. Jahrhundert (Ubersetzung:
C. P. Leonhardt, Einleitung: D. Baake). Paderborn.

Miranda E. R. & Wanderley, M. M. (2006). New Digital Instruments: Control and Interaction Beyond the Key-
board. Middleton: A-R Editions Inc.

Nierstrasz, O. & Papathomas, M. (1990). Viewing Objects as Patterns of Communicating Agents. In: ECOOP/OOP-
SIA  '90 Proceedings, 38-43.

Popper, F. (1975). Art, action andparticipation. London: Studio Vista.

Popper, F. (1991). High Technology Art. In: F. Rétzer (Hrsg.), Digitaler Schein. Asthetik der elektronischen
Medien (S 249-266). Frankfurt am Main: Suhrkamp.

Popper, F. (1993). Art of the Electronic Age. London: Thames & Hudson Ltd., New York: Harry N. Abrams
Inc.

Popper, F. (2005). From Technological to Virtual Art. Cambridge, MA: MIT Press.

Riemann, H. (1914/15). Ideen zu einer, Lehre von den Tonvorstellungen'. In: Jahrbuch der Musikbibliothek
Peters: 21/22 (S. 1-26).

- (1975). Reprint in: B. Dopheide (Hrsg.), Musikhoren (S. 16-47). Darmstadt.

Rosing, H. (2001). Massen-Flow. Die "Rebellion der Unterhaltung" im techno. In: R. Hitzler &M. Pfadenhauer
(Hrsg.), Erlebniswelten: 1. Techno-Soziologie. Erkundungen einer Jugendkultur (S. 177-184). Opladen:
Leske & Budrich.

Schenker, H. (1935). Derfreie Satz. Wien: Universal Edition.

Schlédbitz, N. (1998). Netzwerk Musik. In: Neue Zeitschrift fiir Musik, 2, 4-9.

Schulze, G. (2000). Die Erlebnisgesellschaft. Kultursoziologie der Gegenwart [1992]. Frankfurt am Main: Cam-
pus.

Shannon, D. E. & Weaver, W. (1949). The mathematical Theory of Communication. Urbana III: University
of Illinois Press.

Sloboda, J, A., O'Neill, S. A. & Ivaldi, A. (2001). Functions of music in everyday life: an exploratory study
using the Experience Sampling Method. In: Musicae Scientiae, 5, 1, 9-32.

Toop, D. (1997). Ocean ofSound. Klang, Gerdusch, Stille. St. Andrd-Wordern: Hannibal.

Traube, C. & Depalle, P. (2004a). Timbrai analogies between vowels and plucked string tones. In: Proceed-
ings ofInternational Conference on Acoustics, Speech and Signal Processing (ICASSP'O-t), Montreal, Que-
bec, Canada, 17.-21. May.

Traube, C. & Depalle, P. (2004b). Phonetic gestures underlying guitar timbre description. In: Proceedings of
International Conference of Music Perception and Cognition (ICMPC 8), Evanston, Illinois, 3-7. August.

Wicke, P. (1998). "Move Your Body". Uber Sinn, Klang und Kérper [http://www2.hu-berlin.de
/fpm/texte/wicke6.htm], Referat gehalten aufdem Symposium "Sehen und Horen in der Medienwelt” der
Gesellschafi fiir Asthetik Hannover, 2.-4.10.i998. [Version vom 12.07.2005].

Wundt, W. (1874). Grundziige derphysiologischen Psychologie. Leipzig: Engelmann.

50


http://www2.hu-berlin.de

A\ JAUK « INTERFACES - A MUSICAL SITUATION

POVZETEK

Clanek sku3a glasbeno-komunikacijski process razumeti s pomo¢jo mehanicistiéne in kiber-
netiéne logike. Izkaze se, da bi igranje na inStrument, torej muziciranje lahko razumeli v smislu
vmesnika, ki ga avtor definira kot socialno situacijo, v kateri preneSena informacija uc¢inkuje in
vpliva tako na posiljalca kot tudi na sprejemnika. Igranje na in§trument je instrumentalizacija ek-
spresivnega vedenja, kar pomeni, da gre za »prevajanje« telesnega v zvo¢no. Samo glasbo je potem-
takem mogoce razumeti kot mediatizacijo takojSnjega ekspresivnega vedenja oz. zvoka k njeni
prezentaciji in reprezentaciji v znakih, ki imajo lahko tudi vrednost kodov (notacija, digitalne glas-
bene operacije). Medtem ko bi preprosto muziciranje lahko razumeli v smislu vmesnika, pa je
absolutna glasba paradigma virtualne realnosti, v kateri so strukturirani nepomenski kodi glede
na hedonisti¢ne vrednosti. Glasba lahko tako predstavlja model generiranja in zaznavanja ne-
mehanicistiénih virtualnih realnosti, muziciranje pa interakcijo med razli¢nimi virtualnimi realnostmi.
Taksne hipoteze so v ¢lanku razélenjene na osnovi eksperimentalnih podatkov komunikacijskih
procesov kot tudi teorij glasbe in umetnostnih medijev.
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