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A Prototype of Virtual Drum Performance Environment with HMD

IsuryaMA TosHiyukr! Hasui SEIRA!  KITAHARA TETSURO!

Abstract: Many people enjoy to play music but have few opportunity to play music on a stage. With the
virtual reality (VR) technology, such people may be enabled to perform on a stay virtually. In this paper, as
the first step towards such a system, we develop a prototype system that enables the user to play electronic
drums while watching the VR space with a head-mounted display (HMD). In the HMD, the computer gaphics
(CG) of a drumset is displayed at the some position as the real space, and the VR space is synchronized with
the user’s body motion and gaze. Our trial use shows that the VR space is successfully synchronized with
the user’s motion and gaze to some extent.
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Fig. 1 Used equipment
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Fig. 2 Player position
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Fig. 3 system flow
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Fig. 4 Initial gaze in the VR space

296



05 O000000000
Fig. 5 Moved player
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Fig. 6 Motion of the gaze in the VR space
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