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Evaluation and Recommendations for AI-Based
Music Creation Practicum Program
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ABSTRACT

Currently, educational programs utilizing artificial intelligence (AI) are being
developed across various fields, and its use is rapidly expanding in the music
domain as well. Al-integrated music creation platforms are opening new
possibilities in the creative process, particularly by supporting non—experts without
a musical background to engage in creative activities. However, the extent to which
non—experts can "musically” intervene remains quite limited. The developed Al-
based music creation practice program was conducted with non—music majors,
and it holds significant meaning in that it enables them to become the main agents
of creation and realize their own musical ideas. By utilizing Al, the program helps
learners more easily understand and immerse themselves in the music creation
process, and the effectiveness of the class was evaluated through post—education
surveys. This educational program focuses on enhancing learners' ability to

materialize their musical ideas through interaction with Al, and it is expected that

+xs|2l OFEMIE{LIH|O|& 2 17 e it can serve as foundational data for planning future practice-based creative and
=2ED 2024108 232 production education programs.
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Table 1. Program
Program contents

1: Trends in the Field of AI X Music
2: Introduction to Text to Music: SUNO
3: Practice (MUSIA ONE) -
Creating Part A and Understanding Data

4: Future Directions of AI X Music
5: Evolution and Transformation of Music —
Modes and Modulation
6: Practice (Chord Player, ChatGPT) —
Creating Part B
7: How Al X Music Works
8: Melody Composition Techniques
9: Practice (BandLab) —
Creating AABA Music Part 1

Music is logical

Music is relative

Music is intuitive
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Table 2. Software

No. Platform Purpose of Use

To design chords for the

1 | ChatGPT-4o AABA song structure

To get a source of midi data

2 | Mus .
usia One such as chords, melodies, rhythms.

To get a source of midi data

3 Chord player such as chords, melodies, rhythms.

To transform instrument sounds and flesh

4 Bandlab
out the overall song structure
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Figure 1. The music composition process

Table 3. Composition stages by class
Class time Platform Composition stage
I Suno, Musia One Explore existing music
2 ChatGPT work begins
31 Chordplayer draft development
4t Bandlab Flesh Out
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Table 4. Surveys

No. Results

No. Type Question

7(58.3%)

I have a better overall understanding of how .

1 | Score (1-5) Al is being applied to music.

. e . 4(33.3%)
I feel like I can use the tools utilized in the

class to create music in the future. 7 ’
If you were to recommend this training to \ 1625
0(0%) 0(0%) .
: 2 B . :

others, why would you do so? o

2 | Score (1-5)

3 Check box

Of all the different platforms you've used,

which one have you been most satisfied with? Score(1) Negative ~ Score(5) Positive

4 Check box

(I would definitely use it again if I were to 70583%
create music again.)

o Briefly write why you think the tool selected aa33%)
5 | Description . . ‘
above is the most satisfactory. : I

How would you rate the overall difficulty of ) 183%)
the program? oo o I

'

6 | Score (1-5)

What are your thoughts on creating with the
help of AI?

Based on the score you selected above, please

8 | Description | briefly write why you thought it was Strong/

Negative/Moderate.

7 | Score (1-5) Score(1) Negative ~ Score(5) Positive

Did this class give you a sense of enjoyment or
9 | Score (1-5) 1SS BLVE YO . 1oy
satisfaction in creating music?

Which chassis do you enjoy creating music in

10 | Check box ;
the most?

10

Briefly describe why you enjoyed creating in
11 | Description that particular chassis, or why you are not

sure.

Wistclass ®2nd class M3rd class W4th class M Not sure

Table 5. Results for key questions

No. Results
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