YOU WANT TO BE A
SCIENTIST?

DO EXPERIMENTS WITH
FATHOM?
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To cobect data, press Turn Experiment On
button and press a key for each case

WE'LL DO THE "DRUMMING" ON THE KEYBOARD,
SO PRESS THE KEYPRESS BLUTTON IN THE
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WHEN YOL'RE REAPY, PRESS
A KEY 25 TIMES, KEEPING A
STEADY RHYTHM.
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FULL OF PATA.
TURN THE
EXPERIMENT OFF.

YOU CAN EVEN
CLOSE THE
INSPECTCR.

MAKE A TABLE FOR YOUR
EXPERIMENT . IF YOU PON'T
KNOW HOW, ASK! (OR JUST
FIGURE IT OUT)
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TIME AND KEY FOR EVERY
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HOW CAN WE TELL HOW
STEAPY THE BEATS ARE?

WE NEED TO CALCULATE
THE TIME BETWEEN THE
BEATS.
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R

YOU MADE A NEW COLLIMN.

..SQ ENTER THIS FORMULA INTC
THE ERITOR.

IGHT-CLICK ON
DT AND CHOOSE
EDIT FORMULA.
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WE WANT THE
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THE CALCULATION ...
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IF YOU DO IT AGAIN
( OPEN THE INSPECTOR

i
E PERIME ON), HOW

YOU KNO You
BE TTER?
IF YOU HAVE TIVO
DRUMMERS AND THEIR
GRAPHS, HOW CAN YOoU
TELL WHICH ONE IS
STEADIER?




