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Figure 4: Screenshots from the Grapher etude. The position on the vertical axis indicates note density, while the color
indicates velocity. (a) shows a repeated rhythm performed at a loud dynamic. (b) shows a player practicing an open roll
from slow to fast. The color change shows the roll becoming quieter as the player speeds up. (c) shows a player performing
a repeated rhythm while changing the accent to fall on different notes in the pattern. Inconsistencies in the shape of the
graph show how shift in emphasis affects the player’s timing,.
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Figure 5: Screenshots from the Table of Time etude. The color and position of the hexagon indicate the player’s rhythmic
accuracy. (a) shows a player performing seven subdivisions to the beat with relatively high accuracy. (b) shows a player
performing four subdivisions to the beat slightly early.

a bounciness to playing the instrument. In this way, the etude 5 Case Studies

emphasizes an objective rather than providing an evaluation or To explore VESPer’s potentials and pitfalls from a user perspec-
suggesting changes in technique. The objective is also implied by tive, we present a qualitative case analysis of the first author’s
the etude’s use of information related to zone position and veloc- (A1) engagement with the etudes. A1 used VESPer during twelve
ity, two factors that are key to sound quality and overall approach, 30-60 minute practice sessions in a month.

while timing information remains conspicuously absent.
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