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Frequency-Based Key Component Extraction

-Automatic Generation of Instruction Scores for Music Video Games-

KAcAwA TOSHIMUNE'® TEZUKA HIROSHI'®) INABA MARID'®

Abstract:

The music video game is a game that a player plays small synthesizing device following a given instruction
score to make a good ensemble with the background music which a computer plays. It is well known that
generating good instruction scores is difficult. The goal of our research is automatic generation of good
instruction scores. In this paper we propose ”frequency-based key component extraction” which automat-
ically extracts important key components from the music. Here, we assume that the phrases which occur
repeatedly are important, and using suffix tree, we count the frequencies of phrases for melody, harmony and

rhythm. Using this statistics, we extract the player’s part, and performed user’s testing.
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suffix tree of “BANANAS”
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Fig.” 1 Suffix tree of ’"BANANA”[9].
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Fig.” 2 Automatic generation system of instruction scores.
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Table 1 Comparison table of note infomationl.
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