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Analysis of the influence that elements of music game
give to interest using theory of flow

HIKARU SAKAMOTO! TsuvosHr HASHIMOTO!

Abstract: Music game is a genre of computer games. There are various kinds of music games, and all
have a common point that the player takes action and gets evaluation according to the music. The player
feels refreshment by getting rhythm and sense of accomplishment. Although studies on music games mainly
focusced on music and chart, those didn’t focus on interest of the music game itself and on what settings are
interesting. In this paper, we examine experimentally what kind of element in music game is closely related
to the interest using the number of lanes and the notes by experiment, and consider the important elements
to make it more interesting. As a result of examination by experiments and consideration by theory of flow
and so on, it became clear that there are several elements related to interest. They vary by skill level. In
addition, it was found that difficulty and interest are closely related, the number of lanes is affecting the
difficulty and elements that make the game more difficult may make the game more interesting depending
on the level of skill.
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Fig. 1 General composition of music game using chart
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Human Choreography Dance Dance Convolution

B2 ASMERL 2380 () & EBER S i (h) (1 £9)
Fig. 2 Human-created chart (left) and automatically gener-
ated chart (right) (from [1])
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Fig. 3 Created game(2lanes)
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Fig. 4 Created game(4lanes)
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Fig. 5 Created game(6lanes)
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Fig. 6 Case that high speed is set to 1 (late)
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Fig. 7 Case that high speed is set to 4 (early)
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Fig. 8 State of experiment(2lanes)
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Fig. 15 Created game of 18 lanes and state of experiment
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