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Music Puzzle: Music Sequencer that Motivated The Puzzle Solution
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Music Puzzle is the application that solving puzzle by the image and sound likened to each block of music sequencer the slide
block puzzle. The melody and rhythm is assigned to each the block, so the user can change not only the image but also the
sequence music each time the user slide the block of puzzle. The color of the puzzle is few and the pattern of the block is similar,

but the user can solve with melody of difference.
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Figure 1 User Interface of the application
WSSO AN E 7 VT T H5ETORME VS Tmz—
DERIE P EETEAL & FELE U Te N AN O #ED) B 1T )
TEIZHDHRE L EWT L TRAZENHFKS.

MUSIC PUZZLE MUSIC PUZZLE

-

MUSIC PUZZLE
[ ]
(O Y B B B B N N -ﬂ.

YRR EY -...

(I Y ) 5

MUSIC PUZZLE

2 RANOFEE
Figure 2 Type of the puzzle
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Figure 3 The exhibition of the puzzle
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