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A Prototype of Virtual Drum Performance Environment with HMD:
Introduction of Virtual Character Representing a Band Member
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Abstract: The goal of our study is to develop a virtual remote performance system, which enables play-
ers who are distant from each other to play ensemble performances using virtual reality (VR) technologies.
In ensemble performances, players usually use eye contact and gestures to communicate with each other
during the performance. To enable players to use eye contact and gestures, it is important to express all
players in the same virtual space. As the first step towards a virtual remote performance system that en-
ables players to use eye contact and gestures, we have developed a drum performance system that displays
a CG character representing a bass player. In the head-mounted display that the drum player wears, the
CG-based bass-player character appears. As the human bass player moves in front of the Kinect sensor, the
CG-based bass-player character moves synchronizing with the human bass player. Our trial use shows that
the CG-based bass-player character synchronized with the human bass player.
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