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Shi-awase: A Five-Character Tang Verse Interface for Generative Poetry and
Sound

Zhang Peiyi
Graduate School of Fundamental Science and Engineering, Waseda University

Abstract

Shi-awase is an interactive sonic installation that allows
participants to compose a short poem by arranging Chi-
nese characters and triggering generative sound behav-
iors. The work explores how visual-semantic units (char-
acters) can function as modular musical gestures, enabling
non-expert audiences to “play” poetry and sound through
intuitive interaction. Technically, the system is imple-
mented as a web-based, dual-screen setup: an input in-
terface captures user actions, while an exhibition display
renders the poem layout and produces real-time audio.
Sound generation is implemented with in-browser syn-
thesis and loop control, and the two interfaces communi-
cate via WebSocket for low-latency synchronization. This
note discusses the mapping strategy between characters
and sonic textures, the interaction flow designed for pub-
lic exhibition, and reflections on authorial control versus
user agency in computational poetry.

1. Introduction

Shi-awase is an interactive sound art piece. Visitors can
”play” poetry and sound by moving Chinese characters,
much like playing a game. In this work, each character
is both a part of a poem and a specific sound behavior. I
designed this project so that regular visitors at an exhibi-
tion can enjoy creating art easily. It does not require a long
learning process. Users can get feedback immediately and
finish a piece of work quickly.

2. ackground and Motivation

In many exhibitions, interactive sound works are often
hard to use. Professional music controllers are powerful,
but they are often too complex for most people. I wanted
to try a simpler way. Chinese characters have clear mean-
ings and strong visuals, such as ”wind” or ”rain.” People
can choose words based on their intuition. They listen to
the sound while discovering how it links to the text.

I chose the rule of five-character Tang poems. This
length is perfect because people can finish a line very quickly.
In the music system, these five characters make one short

loop. This turns writing and listening into a repeatable ac-
tion. Users can finish a poem in seconds and then change
words to hear the difference.

3. System Architecture

The system uses web technology and a two-screen setup.
One screen is the operation interface where users pick
words. The other is a display for the poem and the sound.
The two screens connect through a local WebSocket server.
This makes the data synchronization very fast with almost
no delay.

Figure 1. System Architecture. The controller sends data,
and the display generates sound and visuals in real-time.

When a user moves a character, the system sends a
small data packet (JSON format). The display screen re-
ceives this signal, updates the layout, and changes the au-
dio layers. This setup is great for groups. One person can
play while others watch the screen and listen to the music.

4. Character Set and Mapping Strategy

I picked a small set of words from Quan Tang Shi (Com-
plete Tang Poems). To make the sound more layered, I
divided these words into four groups. Each group has a
different musical role.

This design follows the style of classical poetry. Nouns
build the image, and verbs add movement. This also works
as an ”automatic mixer.” It limits how many sounds of the
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Figure 2. Display UI. The system renders the poem and
plays the musical loop.

same type play at once. Because of this, the music stays
clear even if a user picks random words.

5. Results

The system is very stable. When a user fills all five slots,
the poem is ”complete.” At that moment, the separate sounds
turn into a full musical loop. This process gives users a
direct sense of achievement. I noticed that users usually
start with nature words like ”mountain” or ”cloud” to set
the mood. Then, they add emotion words to change the
musical color. Once the five slots are full and the loop
starts, people often pause to listen. Then, they might swap
just one word to compare the small change in sound. This
helps them understand the logic between the text and the
music.

6. Conclusion

This project successfully combines Tang poetry with gen-
erative music. By grouping the characters, I kept the art
style consistent while giving users freedom to explore.
In the future, I want to define loop behaviors for each

Figure 3. Operation UI. Users select characters and place
them into five slots to create a line.

Figure 4. Character Classification and Sound Mapping.
Different types of words affect different parts of the sound.

character with additional logic, so the system can carry a
stronger semantic layer. This will let me expand the char-
acter library beyond a small fixed set, while keeping the
sound clear and balanced.
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