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Classification of Playing Methods
Used in Shakuhachi Performance

Yosukk Utsuaif! and TsuvyosHr MoRIyAMAT!

Shakuhachi is one of the Japanese traditional instruments, and its perfor-
mance has been recorded for years for future recovery of the cultural heritage.
Yet, in order for beginners to listen to a specific playing method, Shakuhachi
specialists need to locate it in a large amount of data. It prevents it from being
pervaded to the world and even succeeding to be restored in future. We propose
a method of classifying playing methods of Shakuhachi’s only from the perfor-
mance. The method uses basic characteristics in music such as pitch, power,
and timber of the sound. Experimental results showed the proposed method
classified eight playing methods (Yuri, Karakara, Uchi, Oshi, Otoshi, Muraiks,
Suriage, and Nayashi) successfully at the average rate of 82%.
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Fig.1 Shakuhachi scale compared with Western’s.
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Table 1 The main variables that determine playing methods.
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Fig.3 The Locations of the microphones.
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Fig.2 The proposed method of classifying playing methods of Shakuhachi’s. gobooooobb -obodou-O0-00b0b000obbo0oubob 4000000002
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Table 2 The playing methods to be classified with their frequencies.
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Table 3 The results of classification of playing methods (parentheses indicate failure.).
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