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Music



How does the user interact with their “soul”?

Particle effects

Object cues

Haptic feedback

Glow (affordance)



Where were we last time?
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General order 
General preference 
Some randomness
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All these parts…

RestNothing
One vocal

Glow
Two vocals + guitar

Orb flows out
Two vocals + guitar  

+ six layered harmonies

Duplicate body
Two guitars +  

three layered harmonies

Environment react
All vocals layered

End
Vocal whispering +  

vocal effects



Markov Model
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Graphics 





https://youtu.be/PJIeQYWl_MM

https://www.youtube.com/watch?v=PJIeQYWl_MM


https://youtu.be/K9tyb_rE_lc

https://www.youtube.com/watch?v=K9tyb_rE_lc






Timeline?



Project Concept

February March April

Design Phase

Tech Prototyping

Execution

Refinement

Planning  
Phase

Prototyping 
Phase

Execution

Closure
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