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Proposal of Digital Fingerplay Game that Detects the Position of Users’
Hand Touching

MAI MUGISHIMA EMI Topo'

TETSUAKI BABA'

KuMIKO KUSHIYAMA

We have proposed a musical interface which uses position sensing system of sound source. The system
can specify points of sound source on one dimension. Therefore, it can understand which is a position of
sound source the right or the left. In this paper, We propose a game application focused on “the touch”

using claps by users as input signals.
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