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abstract

This research aims pratical uses of fluid media for musical instruments. Recently there are many
installation and interactive arts with water but they aren’t refered to the effect that water can be used
as medium. Water and Sound have common characteristics that both media change by time and are
not graspable through time. We introduce “Tangible Sound” #1 and #2 as novel musical instruments

which use water for input media. We propose some method of sensing water for enjoying music.
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