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* Making music affordable and accessible. (HSV threshold) in template -

* Eliminating the need to buy a new musical instrument
every time you feel like playing a different one.
*Enabling quick design and simulation of creative and
Innovative musical instruments.
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* Making calibration robust against
lighting and background changes.
86.1 % * Increasing accuracy of hit-detection
50 % process.

712.2 % * Decreasing latency of entire process.
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