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Ringtones
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Why do we choose certain ringtones?

• Boring?, lazy?, utilitarian?, No choice?

• Clarity, channel noise

• Urgency, immediate/early recognition

• Uniqueness, caller ID, categorical

• Self Identification, signalling , social, status, attitude

• Conditioning, mood, expectation
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• Empathetic: others state of mind, angry crowd, baby crying

• Functional: boat whistle, horn, ringtone, bats, dogs/lions

• Semantic: recognition of meaning, language, grammar,
context etc

• Critical: appropriateness, swearwords, badly tuned piano

• Reduced: perceptual channelling, focus, abstract
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Sound and meaning

Semantics (top level design)

• Shannon Weaver Chomsky, end to end negotiated/learned
semantics
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Semantics (top level design)

• Shannon Weaver Chomsky, end to end negotiated/learned
semantics

• Cultural norms, defined norms, signifier vs signified

• Semantic space: context, sequence, tone

• Signalling space: acoustics, location, channel

• Parametric space: generation, modulation etc
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What is the role of sound for each?
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Media classes

What is the role of sound for each?

• Focal media: music, radio

• Complementary media: sound for video/film

• Concurrent/virtual media: animation, games

• Audio driven applications, baby/fire alarm, speech2txt, Vox AI
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Interactive audio

System I/O

• UI Events: Notifications, Alerts, Haptic feedback, Progress,
Vibration
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Interactive audio

System I/O

• UI Events: Notifications, Alerts, Haptic feedback, Progress,
Vibration

• Transducers: electrostatic, electromagnetic,
acceleration/force, optical

• Processing: linear, non-linear, generative, procedural,
algorithmic, stochastic, synthetic
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Figure: Interactive audio systems layer 1
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