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The Application of Guitar Practice Skills along Musical Notation through
Android Operating System
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Abstract

The objectives of this research were: 1) to analyze and design an application for
practicing guitar strum skills based on music notes on the Android operating system, 2) to
develop the application, and 3) to evaluate game performance of the application and
satisfaction of the application users. The instruments used for developing the application
were JavaScript, C#, Unity, Photoshop program, and sets of questionnaire for evaluating the
game performance of the application. Samples consisted of 30 students in grade 7 selected
by using purposive sampling method. The statistics used in data analysis included mean and
Standard Deviation.

The results were as follows:

1) In analyzing and designing the application using Cause and Effect Diagram and
Flowchart, the working order was placed as follows: application operation, application
operation in easy mode, moderate mode and hard mode, guitar using mode and sound setting.

2) In developing the application, levels of game difficulty can be chosen; the real guitar
can be used for playing the game; the notes from random the value can be seen, guitar tuning
can be made by using the application; frequency can be set in accordance with the frequency
detected from the real guitar, and the score results can be seen when finish playing the guitar.
And 3) in evaluating the game performance and the satisfaction of application users of grade

7 students, it was found that the overall mean of application was at a high level

Keywords: Application, Android, Guitar, Note
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