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Figure 6. PSOs preliminary evaluation results.

users’ actions by looking into the video-wall and use
it as reference when needed’; ‘Interacting with other
users makes you achieve different results than you
would get by yourself’. From these quotes and from
the full statistical corpus it seems that in general users
found the wvisual representation of other users’
behaviour useful, to enhance their own acoustic
awareness.

5. CONCLUSIONS AND FUTURE WORK

For over two years the Public Sound Objects project
has successfully functioned as an experimental frame-
work to implement and test different approaches for
online music communication. The system is intended
to be simple enough so that non-professional musi-
cians can engage in a collaborative sonic performance,
and in this sense the recent user study provided confir-
mation that this goal has been achieved. More than
half of the sample users considered that no musical
training or experience manipulating computer inter-
active interfaces was required in order to achieve
interesting results.

The System has a fast learning curve, since 90.6 per
cent of the sample users learned how to use the system

in less then five minutes and 41.1 per cent of this group
in less than a minute. This was mainly due to the
choice of experimental sound art as the musical aes-
thetic of the project and the fact that music is gener-
ated algorithmically, in the sense that even without a
user’s interference the ‘bouncing ball’ will trigger an
endless sequence of sounds with random tempo and
pitch.

In addition, even though the musical results of the
system do not have familiar rhythmic or melodic struc-
tures, the control parameters which the ‘bouncing ball’
interface present are pitch, tempo, dynamics and
delay, which are very basic traditional music control
parameters, and therefore fit better into what a regular
user would expect.

Further improvements are suggested by the evalua-
tions of the sample users regarding visual representa-
tion of other users at the client side, and in fact this
was the impression one received by performing at the
installation site, since it is inevitable to correlate the
visual representation of other users and their acoustic
contributions to the piece.

The network tempo adaptive latency and the
coherent sound panning, implemented in the PSOs
latest version, represent a significant improvement in
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the system usability regarding the disrupting effect of
latency.
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