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The Kom—O-Drum(Korean Jam—O—-Drum) Design to Promote Collaboration
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Abstract

This paper will analysis the Jam-O-Drum developed for
And we
system

collaborative musical experience at first.
suggest the multi-user interactive game
Kom-O-Drum(Korean Jam-O-Drum). By combining
velocity sensitive input devices like a korean drum "Jang
Go” and computer graphics imagery into an LCD or PDP
display, up to four simultaneous players are able to
participate in a collaborative approach to game'’s
Also we introduce the device

mission. input

specifications and application fields of Kom-O-Drum.
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