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ABSTRACT

Drums have been with people for a significant portbof modern
history. With the advent of the digital age, druere being
reappropriated as tools for humans to synthesizesianon
computers. This has allowed drums to be used aegssible
and ubiquitous tool that can interface with modsoftware. A
specific context that relies upon drums as a todohterface with
software is in video games. Two specific gamesdisens as a
primary means of input for the player to interfadgéh the game:
Rock Band and Guitar Hero. By following specific patterns on
the screen, a player is able to experience thetioreaf rock
music from the drummer’s perspective. At the séime though,
the peripherals are inviting a certain type of plajo interface
with the music and the game, while at the same bewmming a
status symbol for gamers everywhere. This papploess this
claim through a semiotic analysis of the drum pesijals for
these two games, situated among other popular, inaehe, and
professional peripherals. This paper also explotbe
implications for design these peripherals have tioe CHI
community and for design practitioners.
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INTRODUCTION

Humans have been using drums for a large part miahnchistory.
Drums have been used for many different purposea:raeans of
communication through large battles in human hysierg. the
U.S. Civil War); a means to rally soldiers to thal of battle; a
mechanism for which new soldiers for training in roféng.

Drum have also been used as a means for humans to

communicate with each other - rural tribes of Adrigse them as
a means to communicate with each other in the taimb also to
others. Drums have also been used to celebrateefexcasions
and commemorate religious activities. Drums as® aimply
used as a musical instrument to create music fosicians to
make a living. Musicians have also used drumseeebbp the
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techniques of this art and also to inspire othaygis to keep
drumming a creative act. Writers have utilizedmsuto signal to
audiences when a punchline of a joke has beenedelly most
commonly through a rim-shot. Specifically, withiock music,
drums have been used as a structural element tgs sivom
which a constant tempo can be created and be ssadrausical
element for other musicians to improvise over. Bsthave also
been used to express certain situations from wpbple can
easily respond to. For example, a rim shot is usesignal in
modern comedies for when a joke has happened andhéo
audience to laugh.

Computing has also brought many new ideas to thddwaf
drumming. Among the many different designs useértbance
creativity and drumming, the use of computers hasight with
it new knowledge on music synthesis. This know&edws
allowed many designers to create different toolsterface with
the computer for music, sometimes knowrpespherals. These
peripherals have not only allowed musicians to e &0 work
with drums in new ways, but have also opened upatbed of
drumming to those without formal musical trainingn one
specific setting, these peripherals have allowedplgeto play
video games that are based upon using drum peaishas the
primary means of input. Two currently popular vadgames,
Rock Band (RB) andGuitar Hero (GH) allow players to play on
a drum peripheral that allows the player to perfoock music by
matching the colors on the screen to the coloresndron the
peripheral. Designers have also created othemplperals to
allow the player to interface with popular musicinthesis
software (e.g. Reason, GarageBand). For examptdani
makes drum peripherals that allow the player tongbkathe
sounds of the drums based upon how the playenrilgnst the
drum with their sticks or hands and the softwarepoads
accordingly.

All of these drum peripherals have helped changenay many
have thought about music creation, which has gtemed up the
musical world to a much larger audience. Alsoséhperipherals
are also shaping the future ways people are thinkibout
drumming and how software should respond and emhane
skills of the player. At the same time, howevehiles these
compelling uses for these peripherals have deratestia reason
to continue their use, it is my claim thédtte construction and
interfacing of these peripherals with different types of software
are constructing different ideal drummers who are benefiting
from a specialization of their talents from the use of these
peripherals. To further this claim, | will give a semiotic @ysis
of two particular drum peripherals, the controlléoss RB and
GH, situated in the ecologies of electronic drunmigtesrals.



This analysis will break down this claim by suggesgthat these
ideal drummers are being constructed from threferdifit areas
of specialization and filtering. After the anakysl will describe
how this specialization provides implications fas@yn for HCI
practitioners and members of the HCI research camitsnu

DRUM PERIPHERAL ECOLOGIES

Video Game Peripherals

Two of the main video game peripherals are forvileo games
Rock Band and Guitar Hero (shown in figure 1 below). These
peripherals plug into a gaming console or computeough
either a standard USB or wireless connection. &lggsnes are
played by a person who strikes one of the coloredodrums
(green, red, yellow, blue, and orange) at the cbtime, dictated
by a pattern from the video game. Each periphésal laas a foot
pedal attachment that connects to the back of ¢nipheral. This
foot pedal simulates a bass drum pedal the plagerstep on to
feel like he/she is playing the bass drum of a daatn Each of
the drum peripherals also is made out of plastitrabber. Each
of the drums on the peripherals has a standardet@anfapprox
127-13") used within the musical community and acdor-coded
along the rims to tell the player which drum(s) ahato the
patterns of the games. These drums also make yasumilar
sound to a practice pad when hit by a drum stitke player can
also adjust the height of the peripheral usingl#tehes on the
legs of the stand the peripheral rests on. Eaciphmral comes
with its own signature pair of sticks (branded eliéntly). The
sticks have similar weights and are similar to 5&nd sticks,
allowing the player to sacrifice power for speedimy play.

Figure 1: The RB and GH Drum Peripherals (picturesfrom
amazon.com)

While the above descriptions of these peripherélews the
common form qualities of each, there are many diffees to
them. The RB peripheral allows the foot pedal darect to the
bottom of the stand, where there are plastic pipleish fit into
the foot pedal. The GH peripheral allows the fpetlal to be
“free floating” away from the actual peripheral. néther
difference between these two peripherals is thentation of the
colored drums. The RB peripheral has four colahedns (from
left to right: red, yellow, blue, green, and orangeised for the
bass drum pedal). The GH peripheral has 3 drurosm(feft to
right: red, blue, and green), 2 cymbals (yellow arahge), and a
kick pedal, represented in the game as purple. aBsembly of

2

these peripherals is also different. The RB penipgh
disassembles into 3 main pieces: the bass drum,ghdadrums
themselves, and the stand itself. The GH periplitsassembles
into 4 pieces: cymbals, foot pedal, stand, and g&rumThe
peripherals themselves also have different weigth® RB
peripheral is much lighter than the GH peripheadihwing this
peripheral to not move away from the player duerggeme play.

These are only two of the many peripherals thatpmse a larger
ecology of video game peripherals. These periphara mostly
similar in form to the RB and GH peripherals, blsoaare used
for other music games as well. The peripheraliviare similar
in form to these peripherals are from Logitech, |G@H5, Rock
Revolution, and Band Hero. Other forms have been explored,
such as the bongos created for the g&ekey Konga, or the
taiko drums made fofaiko Drum Master. In a similar fashion to
the RB and GH peripherals, these peripherals djréaterface
with music games, some of which are exclusive totithe they
were built for. The ION, Logitech, GH5, Band Heemd Rock
Revolution peripherals are all very similar in foemd similar to
the RB and GH peripherals. One difference the a&Npheral
has is that it is made out of metal and can be tsegtnerate
music in musical synthesis programs. The Donkeynd&o
bongos and the taiko drums are also differentamfthe rest of
these peripherals in that standard drum sticks'taneed to play
the instruments: the Donkey Konga bongos are méarie
played with the hands; the taiko drum peripherahiant to be
hit with a more cylindrical stick reminiscent ofae used in
Japanese culture.

Other Game Ecologies

While video game peripherals are a well-known egplof drum
peripherals, they are not the only set of electrodiums
consumers can buy or build. Many drum periphehnalge been
homemade. These peripherals have been made thifoaigise of
knowledge of building computers and computer-liketp. Two
of the more well-known homemade drum peripheraés “tne
ultimate view” (ultimate) [11] and the silent drugsilent) [10].
The ultimate drum peripheral is a rectangular laythat has
special areas designated for different color comtimns of the
games mentioned earlier. This allows a playerlay the charts
from the guitar tracks of these games on the dremitself. The
foot pedal is then used as the guitar's whammy Béwe ultimate
is a thin peripheral composed of a sheet of mefi#th, dartboard-
like hit zones for the player to strike. Theseemare different
combinations of the colors utilized in RB and GH,tke player
can be able to play different chords with a sirgjlem hit. The
silent is a thin sheet attached to a light andraera that detects
when a player is touching the instrument with onkands.
When one starts to play this instrument in a marsimilar to
bongos, synthesized sounds come out. This allguesfarmer to
be able to play the peripheral in a very silent nen

Another important set of drum peripherals availabie
performers are professional drum peripherals. &hese
expensive pieces of musical equipment that not atlgw a
performer to play them like actual drums, but ckso &e used to
synthesize music and other sounds through stritkiag “heads”.
Four examples of these are drums from the followdompanies



TrapKat, Roland, Korg, and Zen. The TrapKat is rand
synthesizer in the shape of a half-octagon thawallthe player
to not only play the different areas of the perihevith their
sticks, but allows multiple sounds to be playedhat same time.
The peripheral takes care of this by playing déférzones that
are close in proximity to where the performer iaythg. The
Roland HPD-15 is synthesizer that allows a plageplay the
different rubber areas of the drum with their ha(atssticks). It
is capable of producing a wide variety of differeptinds and is
also capable of interfacing with a computer andfgesional
music synthesis programs. The Korg Wavedrum is3a 1
diameter drum that is capable of producing thousafdlifferent
sounds and is capable of changing sounds based hqgwerthe
drum is struck by the player. The Wavedrum has &leen
designed to allow the player to place the drum dnaditional
share drum stand, allowing one to play this petighas if it
were a traditional drum. The Zen drums are lagygpperals that
contain many different sized drum heads on them aliaw a
player to play them in a horizontal and verticahfian, similar to
marching quad toms or “quints” (quintuple toms). he$e
peripherals also have controls that can modifysthends coming
out of each of them, similar to a mixing board. eyltan take a
wide variety of different physical forms, rangingi a wooden-
veneer rectangle to a sleek-looking blue boomerangtaining
thousands of different combinations of sounds aqmeeences.

DRUM PERIPHERALS AS STATUS SYMBOLS

The RB and GH drums, as part of the community ettebnic
drum peripherals, speak as status symbols of tHerpeer who
are playing them. Specifically, the status symiobl these
peripherals are made evident through analyzing thiemugh
lenses of accessibility, the skill set needed &y phe peripheral,
the play styles that are created and rewarded fhenuse of these
peripherals, and the fashionable aspects of therseherals.

Accessibility

The RB and GH drum peripherals open the world afrdning to
the performer in many different ways. First, thegsipherals
cost around $100 USD each, which allows a persom has this
much money to be able to being playing immediatelin
addition, since the nature of these peripheralsvateo game-
oriented, the purchase of this peripheral, whicktconore than a
typical game (around $59 USD), speaks to a player i& more
likely to invest more in this peripheral and thebsequent
experience one will have with it, not to mentiore tiother
instrument peripherals that can come bundled wilese
peripherals.  Ultimately, while opening up the wiorbof
drumming to a much larger audience, these perifgheraly
create a more accessible world to those who atgvilo invest
the time and money into these peripherals, which different
type of gamer than the “stereotypical’” game player.addition,
the peripherals are also selecting those players dehhave full
use of their bodies, as in order to utilize the ¢alpabilities of the
peripheral one has to have working arms and legBhis
accessibility is also only selecting those player® are willing
to teach their bodies how to move their limbs iretegently, a
task that takes professional drummers a long torteohe. Also,
these peripherals exploit what many believe arbedca “drum

set”, which is used to not only allow experiencddyprs start
playing these games immediately, but to also hinngew people
to these games [4].

The games that come with these peripherals alsordhe world

of drumming to be more accessible to the averaggepl One
simply needs to navigate through the proper meoufind the

“no fail” setting, and the player can play to onetntentment,
regardless of whether or not the performer wantsaich the
patterns on screen. The RB and GH peripheralsabs@ the
standard peripherals for use with these games, hwhlitows

anyone who wants to buy these games to be ablkéopart in
this community. This is contrasted by the othetew game
peripherals, which cost anywhere from $100-$300 U&D
purchase and are equipped with different levelseofsitivity and
realism. For example, the $300 ION drums are rietahd

feature the full capabilities of a traditional druset and are
extremely sensitive to the player’s play style.

The Performer’s Skill Set

These drum peripherals also speak of the playeilt set of
drumming while not only playing on the peripherdist also in
what the peripherals are capable of supportinges@tperipherals
allow the player to be able to play the drum set, & a much
simpler level of sophistication. For example, theeripherals
don’t naturally allow the performer’s hands to @akiring play,
even though a performer can cross one’s hands. nWhe
professional drummer is behind a drum set, allovdng to cross
one’s arms is essential, as it lets the drummemotanly provide
a rhythmic structure to what is being played, loualso play fills
with a higher degree of difficulty. Both of thegeripherals also
only come with only one bass drum pedal (though ocoeld
purchase a second pedal if desired, but this isoffeted in the
standard bundle). While this makes it simplerleyghe games,
this restricts the type of music that can be plajedn these
peripherals. Genres like metal or samba cannotplaged
through these instruments, as the necessary hardan’t
included, and are left up to the player to figuot t make these
peripherals work in these genres.

Another important part of the drummer’s repertdinat is not
supported in either of these peripherals is rollegre a player
uses the natural bounce of the drum stick to leitdtum in a very
rapid succession. If a performer would like todide to have a
“roll” recognized by the peripheral and the cor@sging game,
a performer has to use more powerful single strdkesapid
succession to give the appearance to the periptteatik roll is
happening. This makes not only the performer nobie slave to
the peripheral, but also makes the player's soundrem
synthesized, as computers have had to do thisnalaie rolls.
This extra thought activity during the experience ptay is
foreign to drummers with experience, requiring thenfocus on
how they should be playing, not what they wolike to play.
The player also has to provide extra force to themd
themselves in order for the hit to be “recognizeay the
peripheral and the game. This takes away fromptréormer’s
abilities to showcase their dynamic (sound levalgrts: instead
of being able to play from a range of pianissimeryvsoft) to
fortissimo (very loud), the performer must treatzaw forte as



his/her piano. This type of play is reminiscenttioé cultural
symbol, Animal, from the Muppets, who is famous fat only
playing the drums very loudly, but also very spadivally. The
peripherals recognize and reward play like Animaksl even
giving the player an achievement called ANIMAL! i$hs an
aspect that is unique to this ecology of drum pesipl.

The peripherals from RB and GH also showcase tgmber-like
aspects of the player by also not allowing himAtebecome a
“showman”, which many people have come to assogvitethe
world of drumming. For example, the drums cannetntoved
during play, kicked around, or have their headsharged (an
example of this is of The Who, who are famous foodking
over parts of the drum set during play). This [®tvsome people
expect and pay to see of a rock show, which is wiege games
and peripherals are trying to draw upon. This relebw nature is
something that happens in the real world, but isohsidered
“common sense” by these actual peripherals [7]. aWVis
expected from these peripherals is a very statifopeance,
where the player sits behind the drum set andglssts exactly
what is in front of them. If this happened in @fpssional rock
concert, the band would probably be booed or nenevave
many records sold. This type of play is more espd by the
gaming aspect of the peripherals, where the pdinsimg them is
to not only match the pattern on the screen, busdore the
highest amount of points on each level (i.e. songlhe
performance of playing the peripherals in this camity then
becomes “a technical and practical accomplishmdmthwdraws
on accumulated social and cultural knowledge” (Esitey, 31)"
[1], and not one based on creativity. With thesgpherals, the
performer is always reminded and suggested thahaetay and
think like an amateur drummer.

Rewarded Play Styles

In addition to opening up drumming to more amatetingse

peripherals also speak to the different desireq sigles that
should be played on them. As mentioned earliee RB

peripheral is more like a quad tom from a typicarahing band.
It is dissimilar to this instrument in the fact thhe drums are all
the same size, and that the green tom is useccasitaal in RB,

which isn’t the case when playing the quad tomedghwould use
the yellow and red or the red and blue as “homefhdr where
patterns are played on and the others used far difid offer

effects). In a drumline for a marching band, tjygetof desired
play is very technical and rhythmic in nature, ahdwcases the
techniques and variable sounds from different typlesticking

and types of strokes used. But the RB periphasldrums that
make the same sounds and orient the player onrelitfelrums

based upon the predetermined patterns in the game GH

peripheral also suffers from this, but in a diffarevay. While

the form of the GH peripheral is similar to a drwsat, the

peripheral doesn't feature a high hat, and pladeth@ cymbals

in front of the player, instead of around the ptay&his causes
the player to lean forward all of the time to plée structural

elements of songs, as opposed to having a moreerkfaosture
and using the cymbals that are closest to his/bed®i With

these types of play styles afforded from thesepperials and
designed song charts, the performer is learningattoeng set of
skills that are necessary for a drummer to be #@bleucceed in

the “real” world. The drummer is then being playeyd the
peripheral, and not the other way around.

The peripherals and the games also are allowing foertain set
of designed behaviors for the community of gamdgy. If we

are to look at these peripherals as an extensitimeafelf, we can
see these peripherals similar to technologies ef gbIf [5].

These technologies allow the performer to use thes®ols that
allow the performer to inscribe their face and dbution to the
gaming community (their “face” to be seen as [5Pince these
peripherals allow the player to be able to perfoook music,
these are tools that are supposed to allow themmeelr to bring
out their “inner drummer” for others to see. Onaywhis has

happened is through the usage of YouTube and Adobe

AfterEffects. These technologies in conjunctionthwithe
peripherals allow the performer to have their penance lived
over and over again, and also live. On the copttéwough, the
most popular videos that feature these peripharadsthe games
don't utilize these peripherals, which limit the eumt of
exposure a performer can receive. These videoghesenore
“hardcore” peripherals, like the ION, which showeashe
performer's hands over the peripheral, while sheivaa their
technical performance in the game. This is differdhan the
advertisements for the games and videos showcasrfgrmers
who don't play on the higher difficulty levels, #sey use the
standard RB and GH peripherals. These technoloties, are
also remediating the reality of the struggle ofaatual drummer
and band: in order to get noticed, one needs mandymeans of
promotion, which these standard peripherals doffaré In
addition, when the performer is playing the periphén these
games, the in-game avatars are also playing wimttbut also
respond to how well the player is doing from an usacy
standpoint (i.e. the more accurate the player &g tore
outlandish moves the avatar does — like salutectmeera and
take their hands off the drums, even though musicstill
playing!). Therefore, these peripherals and theeagmare taking
the professional performance out of the performasfcplaying
the drums, and are relying more on the player d&edgaming
community to acknowledge if a performer’'s performanis
worthy of being acknowledged or not, rather tharsimeritics
and the drumming community itself. This is difflerén the case
of the other peripheral ecologies, where criticd #re drumming
community have more of a say as to the impact @seh
peripherals.

Fashionable Aspects

These peripherals have fashionable aspects to thamalso
reveal the status of the player and the periphiself. One
aspect of these peripherals is that they can bedetbtb allow
cymbals and stickers applied to them, allowing peeformer’s
personality and sense of fashion be made eviderthénreal
world. This also allows for a more personalizedndiperipheral,
similar to how drum sets for bands feature the ls&andme on
the bass drum, along with other fashionable elesnent stage.
This also allows for the peripheral to become liéssa controller
used for input into these games, and closer taldife drum set.
The RB peripheral actually has cymbals the perforca@ buy to
attach to the drum set, whereas the GH periphenales with
stickers the performer can put on any of the petigls in the



bundle. This is not required for the performerdim from the
game’s perspective but is something that the pergé do allow
one to express oneself as a performer, and as ergam

These drum peripherals can also be seen as atiasfiobol of
the type of gamer and their wants and desiresst,Hince these
peripherals serve pragmatically as a game contrdhere is a
“gamer” element to these peripherals, which spedka person
who spends most of his/her time in front of a tiewm or
computer monitor playing video games for most efrtfife. For
many, this is a proud symbol they are willing tmshto others
and is a source of value in playing these gameswfi]le for
others who aren’t gamers, these peripherals coelglacing a
stereotype involuntarily on them. The sign of thamer” is also
evident during the playing of the actual levelsywdmen a player
doesn’'t match up a color correctly, a sound of @rdhitting a
rim is played from the monitor, even though thefener in real
life is actually making sounds from the peripheralhis then
blurs the line between “performer” and “gamer”,ths “gamer”
can perform these songs at tournaments and coomsengind be
thought of as a drummer, when all he/she is redting is
matching colors and responding to patterns [9]thls sense, to
get noticed means that one has to “wear” the rigpe of
peripheral in their playing of levels of these gamand the right
peripheral can connotate success in this commi@jtyThe RB
and GH peripherals also are cues to what typesusfiarhe/she
likes, what bands the person is “in to”, what he/shinks of
these games and rock music, and can also be ezfléattheir
disposition and clothing they wear while playingor example,
“hardcore” players will either wear clothing similao actual
percussionists, or wear loser fitting clothing tiow their bodies
to be able to move freely during play [3]. Thesigherals,
then, are their means to become part of “the irwdfoin this
gaming community.

DRUM PERIPHERALS AS MUSICAL INSTRUMENTS

The RB and GH drum peripherals are more than jtetus
symbols and simple controllers used to interfaceh wheir
corresponding video games. These peripherals, asicat
instruments, help to construct the ideal drummeedtrespects:
their form directly remediates actual musical instents, they
bring with them the fun of using actual instrumertsd are part
of the mise en scene of a rock performance.

Peripheral Form and Use

These peripherals’ form directly suggests that theyto be used
as musical instruments for the player. The RB d&bH
peripherals are composed of practice pads (sedigume 2),
which is also the case for the other ecologiesroimperipherals.
Since these peripherals are composed of practi®, fas allows
the player to treat them as an instrument to praain. Practice
pads are also used by drummers to practice thgthmiic and
sticking skills and also to play when a drum sehas directly
accessible. Practice pads also have a signaturedso them,
which are also created when the drummer startdayp gn the
pad. This allows the performer to test their skéind talents
before moving their performance to actual drum eongnt.
These peripherals have this nature to them, aomgtdo they

have the same sound of the practice pad, but ferggherals can
be used as a first step for a performer to practieén for other
peripherals, or be tossed aside before an actudbrpence
occurs. Another aspect of the practice pad thatilzed with
these peripherals is the social and fun naturbédémt— there are
no “wrong” notes or rhythms that can be playederfything that
is created from the pad has this element to thewh,sathe same
with these peripherals. The concept of “wrong”asots only
introduced when the peripheral is connected togdrees, where
the play is being judged for accuracy. This frésyglement to
the peripheral allows more people to become agfatie music
that is created from these peripherals, which tlaesethe games
actually do quite well.

Figure 2: A Drummer's Practice Pad and 5A sticks

There is also another side of the practice padish@&mediated in
these peripherals. Traditionally, practice pads meant to be
used in solitude, and are used in smaller groupsiudicians to
not only have others learn what rhythms and soane€xpected
during the songs, but also to have the drummemIdaw to
create the right types of sounds that will work lweikh others.
This is traditionally done in the first years of deummer’s
training, which is also a targeted audience ofe¢hgsmes. This
“public” usage of the peripheral is also embedded veell,
because many gamers play with these peripheraslitude, or
with others in a collocated setting of 4 individugbr 3 other
players through online play). Practice pads aleelan element
of “throwawayness” to them, in that they are meanbe tossed
aside after sufficient practice in each sessionplafy, and
altogether once the drummer has acquired suffigkitit This is



true for the peripheral as well, as the electreggllipment inside
of them or the plastic casing breaks down and s&rdged after
some use (which is also similar to real drum heskieh actual
break after long periods of play). The peripherds also be
replaced just as easily as one of these practide as well, just
by going to a store and buying new ones.

These peripherals also produce sound when strublchwalso
makes them a musical instrument. These periphéale the
capabilities to create the sounds of rim shots rfid directly
from the peripheral itself, and can make the sowfdsms and
cymbals when connected to the gaming console. sbheds of
the toms and cymbals also disconnect the playen fitee drum
peripheral, as drums are being switched for differsounds
frequently during each song. The peripherals tiedras also are
similar to real drum equipment as well: they comtaimilar
customization latches that allow the player to atfhe height of
the drum peripheral to a more suitable height. Ty
difference is that these peripherals utilize “l&ghinstead of
wing nuts to actually adjust the peripheral, whigltonfusing at
first to someone who has experience with actuaihdequipment.
This also prevents the performer from feeling tighthess and
the “adjustedness” of the drums themselves andt caadily
customize the whole peripheral to one’s liking. e$& aspects of
the drum peripheral’s form emphasizes that theoperér who
should be playing these be there to either prattieg skills for
themselves or others in a very that allows theqoarér to be
more mobile. Professional drummers invest muchentione into
their equipment than what these peripherals argesigg, and
this is also true for the other ecologies of drusrigherals.

Peripheral Fun and Creativity

These drum peripherals allow for certain types of fand
creative behaviors, while discouraging others.stithe form of
these peripherals is practice-centered, and if doesn’t either
want to practice (i.e. want to create “real” musicwant to play
from the musical genres in placed in front of thieynthe game,
then this peripheral will not be a tool used fon.fuSecond, the
form of these drums also limits the types of soutits are
capable of being created from the peripheral. tidl player hears
from the drum peripheral are sounds of the perighand not the
sounds of snare drums, cymbals, toms, etc. Thedea” sounds
are only capable of being heard while the peridhisnased in the
only context it was designed for: with the videonga Since the
peripheral limits what is possible, the player hasbe able to
subscribe to this design of what fun is in a musamatext. In
addition, this design also removes the experierfcglaying in
front of a crowd on a stage in a stadium or musit where the
music is professional and highly entertaining. rd@thia critical
aspect of the peripheral is that there is a legreurve in being
able to make the peripheral perform to its full aaifity (i.e. play
“gut-busting” drum solos and metal music on exgartthese
games, equivalent to a “real” drummer’s knowledgeal akill
set). If one doesn’'t have time to put into the BBd GH
peripherals, or spend hours learning how to drumawigating
the tutorials or drum machine events, then the gulayill be
restricted to what they can do and not have as rwrclas they
were intended to give the player.

These peripherals offer another layer of fun whenglayer does
spend the time: earning the community’s respectthacraft of
making new content for the gaming community. Thigpes of
fun come from the social interactions gamers hawth wach
other [9]. As tools for playing music games, tharhing of this
tool becomes a ‘“rite of passage” to the upper ecisedbf gamers
who are able to play at the highest difficulty llsvand compete
in national tournaments [9]. This opens the doottlie player to
meet many new people and be able to exchangentheiral love
appreciation for music and gaming, as a resulteafding and
using this peripheral. In addition, a player candble to gain
fans, reputation, and respect as these tournamdiis. type of
learning will help the performer feel a sense afigr but will
help him/her avoid any embarrassment about usireg tdols
improperly, as these skills have already been &hand tested
many times [9]. This respect can also be generdwexligh the
use of creating content for the gaming communityitw, for
example videos for YouTube. The player can purehas
GameBridge which allows a player to take the vifleon their
console and save it to a computer, where a plamridd a video
of their play session on top of the video to prakeat he/she
actually performed the video that is playing innfraof them.
This allows other gamers to be able to view andnldeom this
content and appreciate the talents and efforthefcreators of
these videos, giving these performers an elevat@uissin the
community. To others in and outside of this comitwirthis
elevated status may be a source of anger, as pleefsemers and
merely just matching patterns on the screen. Térfopnance
may not be able to be seen for its intricacies thieth cause the
performer to be labeled as a “gamer” or “not a ceainmer”, as
the drums being used are merely peripherals used
entertainment, not “serious” music creation [9]he$e rewards
and fun are left up to the player to decide if he/svants to
subscribe to this world, accessible through thigpperal.

A Part of Rock’s Mise en Scene

These peripherals are also a critical element wfgba part of the
performance of rock music, composed of musicalrimséents.

These peripherals are worthy of being called rodtruments, as
they help to complete the experience of being mick concert.
Without the drummer, the song the audience wouldidtening

to would not “be complete”. The sounds from theurdr
peripheral help to provide the sounds necessatly imothe real
world and in the game world of the actuality of g@ng that is
being played, and allowing other musicians to bke @b play

their parts as well. This allows the player of tmeripheral to
provide the structural support needed to conviree audience
music is being played, and is part of the theattitat are
expected when one goes to an actual rock condert [8

Musical instruments also have the tendency to baiigrs into
the area of where they are being played, and thegherals are
no different. As the drum peripheral is being pldy other
gamers will know the sounds that are being playsdl want to
play as well. This is also true in the game itsae¥f the player
receives a full “crowd rating”, the sounds of theowd are
amplified, giving the impression that more peopie around and
“digging” the music [1]. This aspect also has &eotside to it as
well, as loud play during certain times of the aélf have some

fo



believe that noise equivalent to a garage banckisgbplayed,
and will want the noise to stop. Another aspecttlodse
peripherals that allows them to be musical instnoisids that
they allow a performer to fade in and out of thesiouas what
happens in rock music. The performer first receiegtention
when he/she starts to play, and when other musicaa playing,
the drummer’'s music fades into the background uméishe
colors the sound created with fills or cymbal cessh This is
readily seen by the form of the peripherals asrmthese drum-
like qualities. If a player wants to be able t@ tkese tools for
actual music creation, these peripherals definigdlgw him/her
the agency of creation and all the aspects the cooknunity has
to offer.

DRUM PERIPHERALS AS THE DRUMMER’'S PERSONA

These peripherals are also constructing an idaabpa that can
come out from the player's performance with theigieral.
Both peripherals address the new player, while blslding the
persona of the drummer that is supposed to plalwith these
games: the RB drummer is a more refined and teahnic
drummer, whereas the GH drummer is quite energeticplaces

a lot of energy into his/her play. These persoaes also

constructed out of the use of the peripheral welheof these
games and with the designers of the song (levedytsiof the
video games (screenshots of the interface are shmhow in
figure 3).

f E L n )
Figure 3: The Rock Band (highest above) and GuitaHero (above)
Interfaces [6]

Addressing the Beginner

Each of these peripherals has aspects of them alpigbal to and
construct the notion of an amateur drummer. Thepkfication
of these peripherals from their real-world counsetp allows for
an easier learning curve for learning how to pldese
peripherals. There is no high hat, extra cymhalsarry around,
double bass drum pedal, auxiliary percussion itestts,on these
peripherals, which allows a newer drummer to giaying. All
a drummer has to do is pick up the sticks that caritle the
peripheral and proceed to perform the tracks ingame. The
games also helps the beginner in many differentswaymenu
showing how to use the peripheral is presentedhengame’s
first loading, there are tutorial and practice ngdkere is a drum
machine mode which allows the drummer to practipatiern at
a desired tempo, and the default difficulty thapiesented to the
drummer is medium (which is accessible to a largdiemce).
After finishing playing, one can get a general ideav he/she
needs to improve and also appreciates the talehteodirummers
who play the tracks in the video games. Also, lieginner is
addressed through the peripheral because thektamitledge of
professional drummers isn't needed in order to afeerthe
peripheral. One can use the controller functionshe peripheral
to navigate through the menus, and then activate dsired
choices by using the corresponding drum(s). Iritemhg in order
for a drummer to play at the lower levels in themga the
performer doesn’'t need to use only their wristsstecessfully
complete the songs: the charts are at a suffidemiplexity that
the natural tendency of beginning drummers to hei irms and
shoulders to play will not prevent them from contipig a track.
Through this operation of the peripheral, it aldtoves the
drummer to feel content that he/she was able tp plaong that
he/she normally likes to sit and listen to, ratkiegain perform.
This could allow the drummer to want to play morighwhese
peripherals, or even want to take lessons on drugand play
on actual drums. The reverse of this situatioal$® possible:
even though the beginner is addressed throughetipheral and
the games, a drummer may have such a negativeiexpenwith
these peripherals that he/she abandons them fomawerthis
experience is brought to mind every time he/shes smbers
playing the games. From these aspects of thehpmdls, the
beginning drummer is being addressed when a drunsiter
down in front of these peripherals.

The Refined Drummer

The peripheral for the ganiock Band is more suited towards a
drummer who has more experience and a more refaed of
technical play. All of the drums are positionedighly on the
same physical level. This allows the drummer to¢ Imave to
worry about hitting or maintaining any cymbals agrithe
performance of a song. These drums are also aitulathe same
manner as a set of quad toms in a marching bandimmers
who usually play this instrument are given thigrmsient as they
have proven their experience in drumming, but #isoability to
maintain a steady pattern on the drums, while kngwiow to
improvise over the four different tones. This a%ige is also
shown by the structure of the colored drums on peepheral
itself: since the drummer is usually right handbd ted drum
usually becomes a snare drum, the yellow drum lysfaictions
as a high hat, the blue drum functions as a tord, tha green



drum functions as the drummer’s cymbals. The driunstions

are subject to change, as harder drum charts sttiechse of the
red and yellow drums and require faster stickingl anore

precise timing, which only more experienced drunsnieave.

This expertise is also reinforced from how close dhums are to
each other, which allows the drummer to not mowarthrms

very much during play, and focus more on the iatecpatterns
presented. The bass pedal is also in a conveloieation for the
more experienced drummer, as it fastens and loctsthe pipes
at the bottom of the peripheral. This is similarhtow a bass
drum pedal is attached to a real base drum andrfegtonto it
such that it won’'t move away from the drum and dmemwhile

playing music.

The expertise of the drummer fBock Band is also shown by the
placement of where the “home” location is for thielks to rest
when the drummer is done playing. This locatioarigop of the
peripheral, behind the yellow and blue drums. &ssibnal quad
toms also place their sticks in this same locaasnwell. The
guad toms are also seen in the color scheme ddttmel of the
peripheral. When a quad tom player doesn’t f&el siarrying the
drums on a harness, he/she places them on a ntetal. sThe
greys and silvers of the base of the peripheralcirthe same
color as this equipment, and the stand is compadepipes
which are adjustable and have roughly the sameasideshape of
a stand for quad toms. The quad toms are also dieted
through the RB peripheral in is heavy and cumbessomlift.
The peripheral is also precariously perched onabthe stand
and situated at an angle closer to the drummerhwili also like
the real world, where the drummer will take careni@ke sure the
drums will not tip over the stand. An aspect & BB peripheral
that also speaks to a more experienced drummehas it
connects to the gaming console via a USB connectidiis
physical connection means that after the drummertaken out
the peripheral and plugged it in, it means he/sh#acked in”
and committed to a play session. This is simitathe care and
effort one has to go through to take out the drantsset them up
to not only perform music, but to practice musicwasdl. This
persona is also shown through the games’ aestlastiovell,
where the player gets to play on a professionalienssage,
music hall, or night club, which is a sign of tlexel of expertise
the musician has. These aspects of the RB pesdpbaild this
persona of a more refined and older drummer who e
experience in playing the drums and is rewardet thie form of
quad toms and the ability to play intricate andidifit patterns
on them.

The Wild and Energetic Drummer

While the RB peripheral builds up a sense of refiast in the
performance of music and the player, the GH perglhsuilds a
persona that is rooted in the wild nature and gnérgt comes
out in the performances of many renowned bands Tég Who).
This peripheral is adorned with cymbals in the baekich
allows the player to be able to access differennds, but also a
much louder set of sounds. This louder set of deumas an
addictive nature to them, in that one can freedytdtitting them
and continue to create a set of sounds that aeat@th-drawing
and satisfying to hear. This gives the drummer‘fitee reign” to
“go wild and crazy” when sitting behind the drunt.séhis is

also a popular notion of what the cymbals are meate used
for as well, and is one of the aspects of drummihgt is

appealing to some players. The form of the perglhes close to
an actual drum set allows the player to have moeggy, as they
drummer has to physically cover more distance wibh stroke
of the drum sticks. This requires more energyttierplayer to be
able to maintain and sustain the music that is ngrfriom his/her
drums. The separation of the bass drum pedal fr@mactual
peripheral as well also encourages a wilder drumraerthe
energy from the action of pressing it gives thegbedotion to

start moving away from the drum set, even though dhum

peripheral itself is still mostly stationary.

The youth and energy of the drummer behind the @#pheral
is also shown in the colors used to adorn the pergd and the
materiality of the drums themselves. The GH peiphis coated
in a veneer of shiny black paint, which appealthodarker side
of the drummer. The sleekness is also speakirtheojounger
drummer, as the looks of the drums themselves acetiaal
element of the drums selected to play on at thiselleof
experience. The black is also an aesthetic brofughit the genre
of metal music, where black is used as a primariprcto
outwardly express one’s darker side of the soul alhaf the
violence and anger that one has underneath theaspht
exterior. This calling from the color of the drget also helps to
let the player know it is alright to strike the drsi quite hard and
loudly, as this is what is espoused in the musiees of metal
music. This is also supported in the materialifytlee drums
themselves, as they are made to sustain a lot mfaga from
players of most ages, while still being able tos$rait electrical
signals to the game. The GH peripheral also emgms a more
energetic drummer because it can be wirelesslyexied to the
gaming console and be separate from the conselé itBecause
it is wireless, the performer can freely take dwd peripheral at
any time and just as easily put it away. Thisvaddhe drummer
to have the choice when and where to let theiréimocker” out
for the world to see, and still be able to sepaitat identity and
put it back in the closet when the play sessioovier. This is
also espoused in the aesthetics of the game, wékehplace in a
whimsical musical realm where loudness and the laomotions
of rock music are encouraged over technical plajl. of these
aspects are appealing to and are utilized in thg pf Guitar
Hero, where the targeted audience is someone who iaggsu
and is beginning to learn how to play the drums.

Molding of the Player’s Persona

These personas are not only crafted from the pergih
themselves, but through the players’ engagemerit atiters in
the gaming community as well. In addition, thesgigherals’
personas are crafted from the hegemony that o¢huwsgh the
design of the peripheral, the use of the periphasal a
“technology of the self” [5], and also as a consawe of
considering the peripherals’ embodiment of thettlkobwledge
of the drummers in the world and the designers aieated the
peripherals.

The Persona as a Result of Engagement
As a result of playing with these games for anracéel period of
time, the player ends up learning what type of gesishe/she



should be to be able to achieve success or enjdyimethese
games. From the types of play styles and persthragre innate
to the peripherals and the games, the player begitearn what
types of behaviors are rewarded by the games, ahidhw
behaviors are discouraged. For exampleRotk Band, the
drummer will learn the importance of fills (used Haitiate
overdrive), solos (which are technically laid oat the drummer
and are worth a bonus amount of points), and wgrkiith
others both of these games (to achieve a higheratiag from
the audience, and the elusive gold star ratingl {players are on
expert). InGuitar Hero, this type of play is also recommended
by the game, but the player is allowed to just ¥haway” at the
patterns from the game and have as much as po$sibiethese
actions. These play styles showcase very cleahigtwypes of
personas are meant to be playing behind these rafitfe
peripherals, and the player must be willing to ad@p each
different persona of play, in addition to the stgfeplay and the
different charts for each of the games’ songs.if ®me doesn’t
necessarily fit into either one of these two digtiand radically
different personas, then the game will either hekp player to
become these personas through the games’ desigedj@nent
with the peripheral, or will not treat the playepsrformance in a
desirable manner (the game will “fail” the persop&rformance)
[7]1 Then the player doesn't really have all thatam of a choice
— either to adapt to the game and the peripheralp stay the
way he/she wants to, but at the cost of not perfogmvell in
these games. Therefore, these peripherals, wharected to the
corresponding games, allow a person to “wear” thensona in
the game at any time: a rocker. As such, whempénr®rmer sits
behind the drum peripheral, it is similar to anoaaracing the
stage with his/her presence, and is only allowedté&y in this
persona as long as we continue to play by the Ipergts’ and the
games’ rules [7].

The Hegemonic Perspective

These personas are also crafted from the perspeatithe game
designer’s take on what rock should be. For spentlieir hard-
earned cash, a gamer can be able to choose whiigihgml and
which avatars in the game he/she wants to rock.witihile

being able to select certain attributes of thesdaas, like name,
clothing, and the music style the avatar likes, gaener doesn’t
get to choose much more with respect to how theéaavacks,

and his/her own type of play (as the games andplperals
reward and conform the behaviors of the playerhe @esigners
have crafted these selections as their views on thaunming

and rock should be done, situating them in a rélposver over
the player’s rock experience. This allows the giesis and the
game companies to become a “ruling class” thatlasneans of
producing experiences which try to get gamers &ndpmoney
on this experience, without knowing that they aganb subjected
to a different definition of rock and being changed

accommodate this view. This is also reinforcedhsy continual
creation of downloadable content for the gamersuyp and stay
“plugged into” this experience, creating a hegemdapween
these two groups of people [7]. It is left up te tplayer to
decide who they want to be in this rock world, eteough the
designers and the peripherals are pushing hardhermplayer to
become a fashioned persona in the world of videnegack.

A “Technology of the Self”

“Technologies of the self” is a concept first désed by

Foucault, which are technologies that “permit imdijals to

effect by their own means or with the help of otharcertain
number of operations on their own bodies and sdbisyghts,

conduct and way of being so as to transform theraseh order
to attain a certain state of happiness, puritydams, perfection
or immortality. (Foucault 1988: 18)" [5] As part ofhe

drummer’s persona in these games, these periphacilsas
technologies of the self in the real world andha virtual world.

First, these peripherals allow the gamer to havely not only

earning points, but also by slowly transformingitt@dies into a
machine-like professional drummer that can be &blkeble most
drum beats. This is reinforced by the crowds dhgein these
games, transforming the player into a rock demig&kecond,
these peripherals are also the marker of the amafuaiowledge
the drummer has in the world of drumming, whictshe/can use
to not only do well in the games, but to also shaith other

gamers and musicians.

In another light, these peripherals can also be ssehe type of
“clothing” the drummer can wear to become the peaisthat
these games are suggesting one can become. Diftfxenmers
wear different types of clothing, and also serveshow what
level of fun and commitment he/she wants to havih whese
games. Some drummers will wear loose-fitting dlaghthat will
allow them the freedom to move their body to thesim@and not
prevent them from hitting all of the drums, wheredisers will
don goth-like outfits that truly allow them to imnse themselves
into the rock culture they love to listen to andaeart of. The
drum peripherals are then seen as clothing to cemmght what
the drummer is wearing and will enhance the expedethe
drummer has with these games. The drum peripharalslso
seen as the clothing of a champion, as they arepthmary
technology used for competition in tournaments, #rel drum
peripheral is the competitor's weapon of choiceaimepic rock
battle. Taken in these respects, the drum pemphs a
“technology of the self” which allows the gamer mot only
become a drummer, but to become a specialize tipleusnmer
that can transcend into “rocker”, or even “professi gut-
buster”.

Tacit Knowledge

The tacit knowledge embedded within these peripbehas
helped to craft the personas these peripheralseci4¢la Not only

is this tacit knowledge embedded in the play stglesated from
the use of the peripherals and the actual formhefperipherals
themselves, but also from the games themselves.eXxample,
the Guitar Hero games reward the performer with extra points
and crowd approval for hitting certain areas of somgs with
more force than the minimum enough to translatesitpeal to the
game (this is only recognized by realizing theatiéit interface
elements on the pattern displayed). Also, thisesezonstantly
reminds the player to “Crank it up!”, a referencethe loud
nature of rock concerts and how most televisioy phe music
at a soft volume or are not hooked up to an expenebme
theatre system.Rock Band reinforces the technical nature of
drumming, as it rewards the player with more crapgroval by
getting the bass and snare drums right, and théimgudhe other



drums on top of these two critical elements of dning. This is
also how some teach how to play a real drum sét,isgasier to
get one’s body to move one arm and one foot indegrty at
first, and then slowly learn how to add the othandhand other
foot into the playing of the drum set. Both of shegames are
also rewarding the player’'s knowledge of the tecainaspects of
playing on a drum set with these peripherals, shimgtwhich
not only takes a long time to learn, but is onlgessible to the
drumming community itself. These aspects of th@pperals for
RB and GH elicit these types of personas, in alammanner
that the other drumming peripherals.

CONCLUSION

Drumming is an activity that has been used by pedpl many

years for many different reasons: for communicatfon art, for

performance, and for productivity. Currently, dming has

been taken into the digital realm to interface witheo games
and computers as instruments of sound synthesisth e

creation of these tools, though, their productias breated ideal
users for these peripherals that will not only sglee them with

the designed and selected talents of drummingwbualso craft

a persona for the drummer to obey while playings¢hgames.
These peripherals are also changing the way soaigtws

drumming and the people who are playing them: mméo are
there drummers who can drum, but gamers are alldeebium

with the “best of” professional drummers. Thesardes are
innate to the peripherals and the games to whielptripherals
“belong” to, creating the peripheral as a statumtsyl for the

drummer, the peripheral
instrument, and the peripheral being a tool to ter¢he desired
persona for the drummer.

With these peripherals changing the nature of drimgmit is

important to reflect upon how designers can ackedgk these
changes and either intentionally design artifactthis manner or
to avoid this type of change. This type of charga be
alleviated or possibly prevented through the usetbhography
and longitudinal user studies with these periplserallt is

important to see how people take artifacts likes¢hperipherals
and not only use them in the short term, but inltmg term as
well. This can not only help to prevent any unimitignal changes

being considered as a mlusic

10

in people as a result of these artifacts, butrit azo help to see
how people are using their knowledge of this toal applying it

to different contexts. It would be a worthwhileidy to see how
users of these peripherals think about music aait ttesires to
possibly use this knowledge to create music origpate in real

bands; it would also be intriguing to see what $ypéskills these
drummers have learned from the use of these pedfshand

closely these skills match up to those who havenksh how to

play actual drums first. Above all, it is importahat designers
of these peripherals and games should be awarehedet
culturally and socially defining aspects of the exgnce they are
giving to people, and to be fully aware of whatytlaee doing and
the consequences of the attitudes of the desigrsted into the
artifacts they create [2].
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