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DIPS : the real-time digital image processing objects
for Max environment

Shu Matsuda
Sonology Department, Kunitachi College of Music

Abstract

In this paper, we would like to present the set of new Max objects that handle real-time visual
image events in the jMax running environment. This set of objects, named “DIPS”(Digital Image
Processing with Sound), enables the interaction between audio events and visual events in the Max
patch, thus strongly supports the realization of real-time interactive multimedia art.
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Figure 1: DIPS objects in jMax.
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Figure 2: analyzing area of moving body.



4) bh—r—T7ANHlE

‘DMVPlay’ 7 P =MI, N—FT (A7 LD
ENUDERISNT-L—E—T7 AN VT IHF
ALZHRERL GLX arTIAMAHET5, 2D
BWRICIVESBOBIE 7 7 AV ~DT 0 F LT
TRANFETHDIN, VAT LD — 2R KE
CHBTDO o DIPS A7 Vs tTE
BEEEE2D,

FTROIDIPS F— T NAT = b 1, ZOMEH
L TRAINT,

5) DIPS F—7 VAT V=7b

DIPS X, AV AEY FIZMB OV — LNy T 7
EERTHIENHED, 2D ‘DIPS_table’ &4
S A T VNI EEOKREEDOEREL
o7 — 2% 3 RTEFNEL THS, ‘DIPS_table’
I, e RERDL—E — T 7 A NREBR T 7
ANEN=RF 4RI PHa—RFTRIENTE, &
T ETFAANDEDOMBEYT VT A LIZART
THILELRRETH D, h—E—T7AN7RENE
MERLTWBE A, o—FFEHLP LD
EEERTV, BMERBOBEBRT —F%AEY EiCR
FPLTRL (N—FU=TIZE =P BEE
INTVDRn, ZOEFEITEBINLTHLEY), =
DT —TNFT VI NI, TAFL U F N TR0,
T al T IAFXYDEHD, HHNET LA
T2 EBETIEDDOTISELTRE,
Bx 2RI R R R Th D,

Figure 3: video texture mapping on surfaces of cubes.
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Figure 4: DIPS programming in jMax patches.
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Figure 5: DIPS handling 3D model files.
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Figure 6: performance of ‘onyx fluctuation’ by Shu Matsuda
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Figure 7: performance of ‘Deep Blue’ by Shu Matsuda.
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