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Guitarist Simulator: A Jam Session System
Statistically Learning Player’s Reactions

MASATOSHI HAMANAKA, -2 MASATAKA GOTO, 13 HIDEKI ASOHT?
and NOBUYUKI OTSU*2 .15

This paper describes a jam session system that enables a human player to interplay with
virtual players, each of which imitates musical reactions of some human player. Our goal is
to create a virtual player which reacts as if the actual human player does. Previous session
systems have not been able to imitate such reactions, although those have parameters for
altering a way of reacting. Our system can obtain the reaction model of a human player,
namely, a characteristic way of reacting to the other players, by learning the relationship
between MIDI data which the player listens to and MIDI data improvised by the player. It
is not necessary to examine the target player directly: the session recording is all we need to
build the model. The experimental results show that the proposed system called Guitarist
Simulator dealing with a guitar trio can learn the reaction model of any participant from the
MIDI recording of a session.
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Fig.1 A session model in which either human or
computer can be selected for each player.
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Fig.2 Player’s reactions.
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Fig.3 Player’s reaction model.
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Fig.4 Architecture of each virtual player.
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Fig.5 Procedure of learning player’s reaction model.
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Fig.6 Comparing a ‘presence’ impression evaluated by
the system with one evaluated by a subject.
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Fig.7 RBF Network for learning player’s reaction model.
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0 8 Guitarist Simulator 00000
Fig.8 Screen snapshot of Guitarist Simulator.
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Fig.9 Transition of intention vectors of three players.
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