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about DMU / MTI2





• 27K students, +3K staff 
• 4 faculties: ADH, BAL, H&LS, CEM 
• Gold rating in the 2017 Teaching 

Excellence Framework



Music, Technology and 
Innovation - Institute for 
Sonic Creativity (MTI2)

•  RC established in 1999 by Prof. 
Leigh Landy (RC part of LMS, CEM). 

•  Topics: new technologies for 
electroacoustic music & sonic art.  

•  Related undergraduate and 
postgraduate courses. 

•  International research: OS journal, 
EMS21 (10-13 November 2021)…

Organised Sound: https://www.cambridge.org/core/
journals/organised-sound

EMS21: http://www.ems-network.org/ems21  

https://www.cambridge.org/core/journals/organised-sound
https://www.cambridge.org/core/journals/organised-sound
https://www.cambridge.org/core/journals/organised-sound
http://www.ems-network.org/ems21


about the project



9

https://vimeo.com/515416972 

https://vimeo.com/515416972


Can we build a virtual agent that learns 
from human live coders using machine 

learning algorithms and a large dataset of 
sounds which goes beyond the approach 
of following live coder actions (also known 
as the call-response strategy) and creates 

legible and negotiable actions?
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§Collaborative Live Coding
Allik, A., Xambó, A. (April 7–8, 2018). “Collaborative Network Music”. Rewire 2018, The Hague, The Netherlands. Organized by 
Music Hackspace. Funded by Rewire.
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§Collaborative Live Coding
CSCW matrix adapted to music systems by Alvaro Barbosa (“Displaced Soundscapes 2003)
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Chapter 2. Background 19
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FIGURE 2.2: Adaptation of Barbosa’s classification matrix for computer-
supported collaborative music [Barbosa, 2006]

understanding similarities and differences between existing systems within

network music, tangible music, and tabletop tangible music: Network music

(§2.2.2) and tangible music (§2.2.3) are two of the most common approaches to

CSCM. In particular, tabletop tangible music borrows concepts of both areas as

explained later in this chapter (§2.5).

2.2.2 Network music

Network music is a common and probably the most well-known approach to

CSCM. Here, we discuss the key terms and characteristics of network music,

such as musical networks, types of relationships, roles and control, and types of

contribution. We also present a range of examples from early co-located mu-

sical networks with analogue technologies; to the advent of computers and

their use; currently including laptops, mobile technologies, sensors, or the

Internet.

Musical networks. In computer music, the term musical networks refers to

those environments with musicians and computers connected by a network,



Machine Learning in Live Coding

• Machine listening: Algoravethmic remix system (Collins 2015), APICultor 
(Ordiales and Bruno 2017), Cacharpo (Navarro and Ogborn 2017).


• Online training process: The Mégra system (Reppel 2020), Sema (Bernardo 
et al. 2020). 


• Other approaches: Rule learning (Paz 2015), Cibo’s performance style 
generation (Stewart et al. 2020), Collaborative live coding improvisation 
(Subramanian et al. 2012), Gamification (Lorway et al. 2019). 
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Human-Data Interaction and the EPSRC UK Network Plus
The three tenets @hdinetwork

• Legibility: Making the processes of sharing data about a person, and others’ 
analysis and use of that data, comprehensible to that person.


• Agency: Giving a person the capacity to interact with their systems so as to 
control and correct the above-mentioned processes.


• Negotiability: Giving a person the capacity to interact with the people who do 
the above-mentioned analysis and use, so as to change and correct what 
those people do.
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https://hdi-network.org/about/ 

https://hdi-network.org/about/


MIRLCAuto
A Virtual Agent for Music Information Retrieval in Live Coding

• Within the HDI Network Plus Theme “Art, Music & Culture”, led by Prof. Atau 
Tanaka (Goldsmiths).


• MIRLCAuto (MIRLCa) is a project led by Dr. Anna Xambó that explores live 
coding and machine learning (ML). 


• Emphasis on how legibility, negotiability and agency can be used to 
address the tension between human creativity and system autonomy in live 
coding.
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https://mirlca.dmu.ac.uk/ 

https://mirlca.dmu.ac.uk/
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• Legibility: Show us your 
screens. Code and processes 
should be clear.


• Agency: Learning and 
influencing from situated musical 
actions. 


• Negotiability: Co-design as an 
ongoing conversation.

The Team
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Outline

• Legibility: Show us your screens. Code and processes should be clear.


• Agency: Learning and influencing from ‘situated musical actions’. 


• Negotiability: Co-design as an ongoing conversation.
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Legibility
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Show us your screens. Code and processes should be clear.



Legibility
“Show us your screens”
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https://toplap.org/wiki/ManifestoDraft 

https://toplap.org/wiki/ManifestoDraft


MIRLCRep 1.0

Legibility  
The role of the live coding language
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“Crowdsourced Eulerisms”. Eulerroom Equinox 2020. 
Streaming from Sheffield, UK. March 23, 2020. MIRLCRep 2.0



Legibility
The role of the console (Post Window)
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Agency
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Learning and influencing from ‘situated musical actions’.



Agency
The role of Interactive Machine Learning

• Interactive machine learning (Fails and Olsen 2003).


• Interactive machine learning as a creative musical tool (Fiebrink and 
Caramiaux 2016).


• ML toolkits for music e.g. Wekinator (Fiebrink et al. 2009), ml.lib (Bullock & 
Momemi 2015); FluidCorpusMap (Roma et al. 2019), and so on.


• Long-term co-design process (Fiebrink & Sonami 2020).


• Multi-user models in mobile music (Roma et al. 2018).
25



Agency
Learning from ‘situated musical actions’

• Lucy Suchman (1987)’s introduced the term ‘situated action' to refer any 
action as being linked to the context where it happens (from a study on users 
using an expert photocopier system designed to help them).


• A ‘situated musical action’ (Xambó et al. 2021) refers to any musical action 
related to a specific context (where we expect the VA to help us in that action 
within that context).


• Defined by live coders / workshop attendees as a ‘music style’, ‘music 
preference’ (Gerard Roma), ‘different instruments’ (Hernani Villaseñor), 
‘parts in the composition’ (Iván Paz), ‘snapshots’ of a musical biography/life 
journey (Jonathan Moss), other…?
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Agency
Influencing from ‘situated musical actions’
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https://github.com/mirlca/code/commits/main

https://github.com/mirlca/code/commits/main


Negotiability
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Co-design as an ongoing conversation.



The role of the concerts
29

Negotiability
The role of the workshops

Hernani Villaseñor

Iris Saladino

Ramon Casamajó

Iván Paz



Negotiability
The role of the concerts

30



§
Negotiability
The role of the code repository
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Conclusions
Why legibility, agency and negotiability matter in AI-powered live coding environments

• There are as many approaches to ML and live coding as practices in live 
coding. 


• To make a meaningful research/tool beyond personal use, these 3 tenets are 
helpful to find a versatile solution to the nature of the live coding community, 
which should align with an open culture and DIY practices. 


• It is also a way of bringing ML concepts to the live coding community 
adapted to their respective live coding environment. It is just the beginning of 
a promising area of research and practice.
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Forthcoming Events

• 29th April - Different Similar Sounds: A Live Coding Evening "From Scratch" with TOPLAP 
Barcelona members Ramon Casamajó, Chigüire, Iván Paz and Roger Pibernat at Sala 
Aranyó, UPF, Barcelona, Spain. Organised by Phonos. This concert will be by invitation only 
due to COVID restrictions and premiered online at a later date.                                             
Link to the event: https://www.upf.edu/web/phonos/noticies/-/asset_publisher/
vEIlxpLMdz5F/content/id/244759906/maximized 


• 6th May - Online participation at "Event 3. Human and AI musical performance & education", 
ARTIFICIA Festival: https://www.artificia.pro/participate/ai-music-sessions-2021/ 


• 17th May - "Dirty Dialogues" with Dirty Electronics Ensemble (led by John Richards), 
Jonathan Moss (performer), Anna Xambó (performer) and Sam Roig (Q&A moderator) at 
PACE, Leicester, UK. Organised by MTI2. This concert will be pre-recorded due to COVID 
restrictions and premiered online at a later date.
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References
Weblinks

• Collaborative Network Music workshop @ Rewire 2018: https://
media.qmplus.qmul.ac.uk/media/t/1_5l7w74um  


• They are The Robots: https://vimeo.com/515416972 

• HDI Network: https://hdi-network.org

• MIRLCAuto project: https://mirlca.dmu.ac.uk 

• MIRLCa GitHub repo: https://github.com/mirlca

• TOPLAP Manifesto Draft: https://toplap.org/wiki/ManifestoDraft   
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