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1 INTRODUCTION

The recorder is an English wood-wind instrument that is made in three sections.

In the middle section, there are eight holes; seven face the front, and the eighth

is in the back and controlled by the left thumb (Dolmetsch, 1941). Because of its

simplicity and ease of getting one (much cheaper than a piano), the recorder is

usually taught to the children in their school, starting from elementary school.

Figure 1—Various recorder. Source: Wikipedia

Unfortunately, there is not much new music pedagogy for the recorder. Usually,

the recorder class happens in an offline class where the instructor will tell the

students how and what to play. Another way of learning the recorder is using

self-phase online education content where the students will learn by themselves

using the content provided. This makes the learning experience boring since it’s

happening in one way.

Given that the recorder is usually introduced at a young age, we should encourage

children to develop an interest in music and enhance their understanding of music
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through engaging teaching materials and methods rather than simply giving them

knowledge and information. Studies show that games can help students keep their

interest in learning music. The activity of playing games will provide the students

with an emotional experience and rise to the aesthetic experience (Zhou et al.,

2015).

2 RELATED WORK

Many tools have been targeting music instrument education, and here are some

of them.

2.1 Rocksmith

Rocksmith is a video game developed by Ubisoft for PC and Console. The player

will need to use a real guitar to play, and it works by listening to the notes from

the guitar and analyzing it in real-time to decide if the guitar chord or notes are

correct.

Figure 2—Rocksmith gameplay. Source: Steam

Similar tools like Ultimate Guitar, a web-based guitar tabs library, have been devel-

oped to learn guitar. However, Rocksmith gamifies this and transforms the player’s

experience from learning to playing games (Havre et al., 2019).

2.2 P.I.A.N.O.: Faster Piano Learning with Interactive Projection

P.I.A.N.O is a tool for learning piano by projecting the incoming notes to provide

a fast learning process. Developed by Rogers et al., 2014, P.I.A.N.O showed that it

introduces less cognitive load, better supports the initial learning experience, and

faster progress within one week of practice.
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