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Development of a conducting system for audio signal

Yusuke Hashimoto, Mitsuyo Hashida, and Haruhiro Katayose

Music is one of the most significant targets of video games, and a genre called “Rhythm action” has
been a mainstream for this last decade. But in this couple of years, music games that enable users
to compose or play music have been successfully released, and beat-oriented music performance
interfaces have been drawing consumers’ attention. Present beat-oriented music performance
interfaces are divided into controllers of MIDI and acoustic signal.  The latter has an advantage as it
allows a user to play tunes that s/he often listens to. In this paper, we discuss “entertainability” of
music video games and introduce our music conducting system for acoustic signal, called AiiM, to
which we implemented an improvement regarding sound quality at the user’s tenuto directions and a

scheduler for ensuring naturalness to the user’s tempo controls.



