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Abstract

New issues will arise when plural robots par-
ticipate in an ensemble with human players to
attain the ”unification” at three aspects of mu-
sic, rthythm, melody, and harmony. We assumes
that every interaction should be explicitly ex-
pressed and observable among all participants,
even between robots and human. In this paper,
we identify the issues for the ensemble between
multiple-robot and multiple-human and we re-
port our approach to the rhythmical unifica-
tion. We focus on audio-visual integration for
beat-tracking by using a Kinect with its four
microphones, a stereo camera, and an infrared
sensor. The resulting system provides a highly
accurate beat-estimation for multi-player sit-
uations even if two robots use different beat-

tracking methods.
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