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A study on acquiring Kansei information in music structure
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Kansei or sensibility is a significant factor in music. We’ve focused on the system that automatically composes
music adapted to one’s Kansei. The system learns Kansei from subjects’ evaluations of tunes on the assumption
that their evaluations reflect their own Kansei. The elements of music structure relevant to learned Kansei are
represented by first order logic. The system composes music using GA whose fitness function is based upon the
relevant elements obtained in learning. In this paper, we propose a new approach, where the framework of music
and the chord progressions are considered at the same time in the learning stage.
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tune(M) :-  has_frame(M,A),
measure_four_four(A),
has_chords(M,X,Y,Z),
chord II(X),
chord_I(Z),
form_VII(Y),

inversion_Zero(Y).
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