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(D) “A purple music disc”

e Hl

(E) “A wave”

(F) “A bright rainbow wave” (G) “A sound bar with rounded corners”

(H) “A retro TV volume control bar”

We introduce SonoCraftAR, a wearable AR system that empowers Deaf and
hard-of-hearing (DHH) users to create sound-reactive AR interfaces from typed

input.



A DHH user types a description of their
desired sound-reactive AR interface.



A DHH user types a description of their
desired sound-reactive AR interface.

void Greet(string name)

" { // Print a greeting
'. » Debug.Log
(Hello, ", + name + "!);

}
Unity C#
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Audio Signal Processing

LLM agents generate Ul and animation code,
while signal processing extracts sound features.
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A DHH user types a description of their LLM agents generate Ul and animation code, SonoCraftAR renders a personalized AR

desired sound-reactive AR interface. while signal processing extracts sound features. interface that reacts dynamically to sound.
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Shapes by Freya Holmér



https://assetstore.unity.com/packages/tools/particles-effects/shapes-173167
https://assetstore.unity.com/packages/tools/particles-effects/shapes-173167
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Personalization vs. Effective Sound Representation

« Trade-off: Balancing creativity and personalization with clear sound representation.
« SonoCraftAR: Enables creativity and flexibility but may reduce visual clarity.
« Curated designs: Ensure clarity and polish but limit personalization.

« Future direction: Hybrid model — curated templates with Al-assisted customization.



Future Work

« Support multiple sound sources and features

« Add more input modalities like sketching and voice

« Add error recovery features like undo

* Provide multiple designs or templates for users to choose from

 Reduce latency for real-time authoring



Thanks for listening!

Let’s Connect!

Email jaewook4@cs.washington.edu

Website https://jaewook-lee.com

Twitter https://twitter.com/jaewook jae
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