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BACKGROUND AUTOMATION

In line with the Embodied Music Cognition train of thought (Leman, 2008), it has been An automatic system to predict annotators’ segmentation that takes motion data at one point as input. For example, the input can be acceleration at the hand of
argued that a person’s spontaneous movement when listening to music can reflect the the moving arm from the condition ‘dancing with one arm’. The system is an adaptation and extension of a method for data segmentation described by Foote and
person’s perception of the music. The correspondence between music and bodily Cooper (2003) and used for audio and video segmentation. The main challenge is to find a combination of kinetic features that are consistent and distinct for each
movement has been studied under the term musical gesture (Schneider, 2010). The gesture (see Wang et al., 2016). A combination of kinetic features is defined as a combination of free variables as shown below.

first stage in perception of a gesture is the identification of when and where it starts and
ends, a process called segmentation (Kahol, Tripathi & Panchanathan, 2004).
Modelling perceived segmentation of bodily gestures serves to a better understanding
of human perception. Also, it allows a computing machine to segment gestures in the
same way as a human being.

Step 1) Downsample and Compute Magnitude. Step 4) Gaussian Smoothing Filter Step 7) Nove
(e.g., acceleration at 100Hz to 10HZz)

0 — 1 1 ] / \
1 2 5 0

]
1

Free variable: Free variable:
* Window length (0 = no filter)  Threshold

AIMS

Free variable:

- Dimensions {XYZ, magnitude} Step 5) Functions Combination
Free variables:
« Arbitrary amount of outputs from Step 4
« Scaling factors

This research project is aimed to observe, model and predict the perceived
segmentation of bodily gestures induced by music. The project is composed by three
stages: Building a multimodal database, the collection of ground truth and the
development of an automatic system that performs segmentation of bodily gesture.
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GROUND TRUTH

Semi-expert annotators watch videos of the database and indicate where there is a
change of gesture. Gesture is defined as a new pattern. Thus, if movement repeats
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