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ABSTRACT

With the development of information and communication technology, various methods

have been tried to provide learners with a fun educational environment through fun and
interest. It is a good example to utilize technologies such as games and robots in
In this study, we propose an
intelligent rhythm education system using user data collection and analysis for humanoid
robot rhythm generation. To do this, the wuser selects music and
information according to the selected music.

education for edutainment and game-based learning.

inputs rhythm
The robot utilization data of this user
extracts patterns through collection and analysis. Patterns are based on frequency, and
FFT similarity comparison method is applied when past data is insufficient. The

proposed method is validated through experiments of kindergarten children.
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[Fig. 2] A data flow of the proposed system
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[Fig. 3] Intelligent robot with user—selected music
and rhythm analysis
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[Fig. 5] Music's similarity comparison case
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[Fig. 6] User Ul for humanoid robot control

[Fig. 7] Robotis mini demonstration — Robotis Co.,
Ltd.
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[Table 1] Selected songs for rhythm learning
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[Table 2] Robot dance selected for rnythm learning
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