Music Technology: Major Project Scope

Projects can be derived from any area we have covered in the course: studio practice, sequencing, software development, sound for moving image, music theory, music business & marketing, surround sound, synthesis. (You have also done two modules of cultural studies which we would expect to inform the research aspect of many projects, but which is not necessarily susceptible to producing a product.)

Some ideas:

1. Design and implementation of new tools for sound design and audio manipulation.
2. Human interface devices and hand-held media as studio composition and/or performance tools.
3. Interactive music technology environments for special needs as music therapy or as an assistive technology.
4. [bookmark: _GoBack]Research into surround sound/HRTF/architectural acoustics/instrument acoustics/other acoustic phenomena. Bibliographic/aural research with extensive demonstration of principles/phenomena [i.e. generating hard test data] with resulting demo CD.
5. Producing a sample CD, Reason Refill pack, or similar.
6. Fiducial tracking and multitouch digital instrument design (i.e. an AR environment).
7. 3D full-body tracking for audio and/or MIDI signal control (i.e. we have a Motion Capture system. How can this data be used to create or modulate audio?). 
8. Sound track/sound design for the moving image.
9. “Sonic arts” surround sound project.
10. Research in history of music tech/music production techniques. E.g. Stockhausen or King Tubby or Tamla Motown or Joe Meek or whoever. Bibliographic/aural research leading to systematic recreation of techniques in the studio with resulting demo CD.
11. Experimental “album” project (designing instruments/sounds, unorthodox composing/recording techniques).
12. Ballet or dance-oriented music.
13. Radio drama, radio play or similar literary-based narrative soundscape.
14. New media-based audio project (e.g. Soul Trapper on iOS).
15. Replicating an audio research project, or developing  a programme of research from an existing paper/article/book.
16. Produce a DVD for a band/artist.
17. The design, implementation, and testing of bespoke VST or RTAS plug-ins.
18. Participative audio environments for audience based sound installations.
19. Recording and cataloguing an SFX library (i.e. a Foley archive).
20. An instrument tutor package (web, print).
21. Launch a record label.



