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A Percussion Learning System
Based on Phrase Internalization with Haptic Indications

HiroYUKI KANKE!'® TsuroMu TERADALZP)  MASAHIKO TSUKAMOTO!:®)

Abstract: Mastering the correct stroking order and stroking strength when playing percussion is important.
To play percussion well, it is important for learner that they internalize performance information of learning
phrase. Percussion learning systems using haptic and visual indications have been developed. However,
because learners using previous learning method are stimulated by the indications of percussion performance
information while stroking, perceiving these indications is not easy. Therefore, we propose a learning method
that presents the two phases separately so that learner can internalize percussion performance. One of them is
a phase where the learners receive the indications of performance information, and the other is a phase where
they actually practice stroking. Learners first internalize a phrase through the indications of performance
information. This paper describes a percussion learning system using phrase internalization with haptic,
visual, and auditory indications and the design of the prototype system. We also present our evaluation of
the prototype system’s effectiveness. The results of an experiment demonstrated that our method enabled
reductions in the learning time, as compared with previous learning method.
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