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Development of a Digital Musicbell with Multi-Sound
for Constraint Relaxation of the Number of Ringers

Yoshifumi Moriyama, Ichiro limura, Megumi Sakaguchi,

Kasumi Higashi and Shigeru Nakayama
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[0 1: Status example of playing “dbell” by a ringer in the developed application software
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O 2: Coordinate system and button allo-
cation of the Wii remote considered as a

musicbell
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(a) Moving to low sound for
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(b) Moving to high sound for two octaves
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[0 4: Operating examples of “Silent Night”
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