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Generation of Characteristic Charts Based on
Analyzing and Clustering Charts of Dance Games

2,d)

RYOSUKE YAMANISHIZ'?)  Yoicur YaMAsHITAZ®)  KEISUKE IMOTO

Abstract: Multiple factors, e.g. the frequency of action and the complexity of rhythm, may char-
acterize the charts on dance games. Those factors affect the difficulty level and fun of the charts.
This paper designs objective and multi-dimensional features concerning such factors. As conducting
the k-means clustering with the designed features, the characteristically similar charts structure the
clusters. The relationships between songs and charts are leaned for each cluster by the deep neural
network. It was confirmed that our approach realized to automatically generate the charts with the
characteristics corresponding to the learning cluster. The characteristic charts for each of diverse
“fun” could be provided.

Keywords: Automatic generation of dance games, analysis of dance games, Procedural Content
Generation
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1 XY AN =L Stepmania (2B 57 — LEHEOH]. s 4
HIZADET () ATy THEEH FH» S LEABEL, (b)
B AT Y TRERST2XA I VI TTLAYRRIGT S
NANVERBLE WS BEEITS. (o) FHtiIEEZEL WY X
LTITRENE S D EET. ATy 7OodiziE, F—&X1 3V
T2 EIAEDONRRINVERE I L 2 RTS (d) Yy v T
ATy TEFET 5. (e) NEIREIX, T ORLIAZE M g
SEATHUNGEICH 722 0% mRT. ATy TOMlE, O
T TINET HHEE (2.1.3 HilifR3) 1Tk o TET 5.

52T, ZLOT VI VIPHAVEREL S LHHES
NTW5., HHOMGEITHET 2ERIIERDH LI
TW5b., ZOHFEFlE LT, HEOTVIYDr—Lsns%
Lz s, F—L28EFHFIZL > CTRABEOHSE TH
L2 IRV ENZB/EORT, HETLAYVIZEST
BERBWSRT 4 —< VU AERFEETE 258MHD, 1Zr0dHb
TLAXIZE > TIREL TERVERTH-720T 5.
UHiln DS B IZET 2 HEN 1 22 THhIE, ¥
DTV YHLREUHGEDOEMTHNIER U T +—<
ABRFETEDIETTHS. Lizdh>T, HEITERDOE
FILL-oTHREM T 6N, ARECHZE L INT WD
HTHhoTEEINTNERDIFFEZFF->-TWDHLERS.
ZOFEE ORI, BBEIZHET L0ATIERL, i
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7= LDOHEGER THA S | I ET 5 EEE AL 720
BTV DDFHELTWS. Wehbe 51, > TV T o
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FEDBEMX R EDNT A — X 2B SE5 2 & TS E
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*1 “In The Groove” http://east.stepmania-online.com/
In%20The%20Groove%4201.zip H & ¥ “In The Groove 27
http://east.stepmania-online.com/In%20The%20Groove’,
202.zip (HfEBHEEH : 2019 £ 7 H 31 H)
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A TAIAL 652
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VYV —=ADR VA — I Stepmania 2 THER B & 5 ITHE
SNz 1B A DFEE T — AR EENTWVWS, 1HIIZD
E 45 FEHOGEE VISR I NTE D, ¥ EINMEWIEIZ
Beginner, Easy, Medium, Hard, Challenge &\ J ~)b
PGEEINTVWSE., R1IZT—XEy bOEHREZRT.
FEFEDSH 1 HOHAICEDE, §HT — X 51555
@%’Eémﬁbf’ Ry, RE< T IEEmEEE]
AR EE) (oINS, FBEREEE, RUHN
ﬂbfﬁﬁ,ﬁéé’btﬁtﬁfa’bof EULTH, BFoNLMHIEHE
& THRZES., —T, RiREE, FUficnL T
ARSI hETHNIE, RARDEETH> THH—DHE
PREoNd. WL O2OKHEEIZ Donahue 5 DGR [7]
THMNSNT WD, FEEOFIHEICIE, FEHF ORI D
ATV TINSBREDAT Yy 7T TOMS &N,

2.1 EmEEHE
2.1.1 1®H7YRTY TH
X 212, HEHFEHED ML ZINoBEE 1HHDA
Ty 7RO ERT. EE 1B T S, &S
Kéihéx%vi@&%ﬁxé_tﬁ,MT®%@%%
55.
nl WEATY TEBRDIREBIDAT v TH.
nom  IE ATV TEDRL VRSO AT v TH.
n_p EHEFHDORTOHSDAT v TEDIF.
n_o? FEHEHOETOIDDAT v TRD .
2.1.2 Sy rITRFY T
HA—DXAIVIZ2DNEDORMDPFHLET BAT Y
THB. ZHET VA VIZREINZTRTONARIVE
METHLZIE2ERLTWS., Z0L5RATY T2
(VY Y TRATFv 7| LEHTS. HrFTHEPOY YT
A5y 7ORKEEEL, UTORBEL2E5.
jor =VY VT AT Y TOEB/RAT v TR
jd =Y ¥ VT ATy TORK/EROES [F)].
2.1.3 HEERS
Box OEATHIZE 8], [9] I & DWT, HREEEREZ M
W3, INfiE Sy (EFELn>4) $52 & TRELR
LGRS E In @] LEHRTD. HEAT Y THGEHE
THARLPETREDO S bETE (T7bb n MEN) O

*2 News - Stepmania, https://wuw.stepmania.com, (Fi&H%
H :2019 4£ 7 A 31 H)
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X3 HEEONE. T/OEicEINE T4 T8 43) HESZHOD
BRI TH L. 4 PEICET2E/RE, 8 2EX 16 7
WZEET D, TOHFTHIETHS 4 HEIZGFHETIHD
LT 5.

EONINETHEEE, TOATY TR IDBITFERET
250U, N3 (DAFTY )] LRET 5. Stepmania
BWTIE, ATy 7PETAHEEICL-T, 1ok
SIZERBZMTAT Y IHRREING. ¥ 312, EEDORE
%@%%kmﬁgwmumﬁmﬁiéﬁﬁ R AT — I
B2 [AFy FI2E&bETAXIVEZRED ] 2S5 EIfE
,&%®ﬁ£ B3 [FEFCELETCHT AT 5]
EWVWSEMEIZINT B, HARERINE, BIfE21T D KL
BN ETHE LR TWR A I VT THINE S E R
HLTWa, A5y 7D EMOBEIZELTWSIZY, *
DAT v TIEEHR ) AL THERENTEY, MELIZL
WEERD. KAz, FTRNOBEIZBELTWS ATy ThH
HHELTWEEE, TNSDORATy FIHRELYTWY X
LTHBEEZS.
AEHFDZERAT Y THRE DHMEE I
UTFOREHE%255.
ly, =43BOATY TE/BAT v TH.
Is =8RFEDAT Y TE/MAT v TH.
lis =128EDOAT Y TE/MBAT v TH.
lig =16 REDAT Y TE/MEAT v TH.

B3 anaEiL,
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= 2 HMBUHE BT 3 B O 3-gram

Step1 Step 2 Step 3 | HIBUHE  HBGEmMEK
7 J - 4,457 600
) T ! 4,238 553
« 7 d 4,216 589

loy =24 REDAT Y TE/IRAT v TH.
lso =32RBDAT Y TE/ARAT v TH.
loth =1- qu{4,8,12,16,24,32} lq-

2.1.4 R7v A% 3-gram D tf — idf

HHE S 5 3 AT v T D EDMAG DTN DWW T B
EAEEF L, 3-gram &9 5. £ 212, HEEE L7 3
D 3-gram 257, ITG F—X vy A, 6,910 FE
D 3-gram BFEAL, HBUHE OHRFIX 176,279 TH -
2. 2055, MEBEHBIED 90% % i 5 HBHE AL
979 FEFED 3-gram %, SO HE Lz, BAF, 979 fE
D 3-gram DEAEZ G &L, ge G LT 5.

ENTEFND ge GIZNLT, H5 1EHFOHHBIBHE
tfy &, T—XEy FHNTHEL T 24H O df, 15,
B (1) Z#HWTtf —idf fEZFIEL, s, &9 5.

tf m
g = 72;@;?3]01@ x log, %. (1)
HA (1) T, mur Kty FAORIOB 652 TH 5.
sg 1%, gMZED WCEDHEBRBRETHLH, Thbby
@&E%@HTTV%# Y.

S

2.2 EHpRFHE
2.2.1 FViKR

ITG T—Xty MZEENIFEE T — X2k, o
TV REOBHAREEEINT WS, TV RMEDBAIZIX
BPM (Beats Per Minute) 2 WS T W5, D&
TT VRN EIT B8, ETOELEDRII VT L
ZAbBED T v REMNLREI T WS

Stepmania IZB VT, T VRN ﬁb\ ERAEEAORS
Fv TOBEEENFEL 2D, TUA VIZERNHN &
RIBZ Lz b2, —MRIIZ TV RAE D FH
bbtéﬂfbé.it,%@b¢f®7/$®x%
WEXEEEF 2T ATy TOBENEE DL E 5] il
ZLlU, FbaviceosTrHlLIoVWF I v 7 & UTIEA
5.

PRI, 7y RIZBLU CHGT 2 ReE 2217 5. HifL
X BPM TH 5. tpu%RE, NEE—NZMELAL,
BiEe LTS,

t FEEHTRD BV Z L 57 v RE.
t_s FHEPTHREEVEEEO T VRE.
t_f EEFTHRLEVEEEO T RE.
top = KA/ 2RO R X [M] x 60.
51T, TYRDOZIZBET 2 U FNORHMEES5.
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BEhEEZDOAE BN E LT v RO R & &
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2.2.2 EEMFELEFIVY
ITG F—Zt vy DWW Dh0EINIZIE, BESIN-
REDOBEA Ty 7OBE % —E13 5 FEHEEIEF I Y
71 BBEINTWS., Zhid, Bighos >y R e
[k, A7y 7OBEHEIIE(EEZDIETT LAY
EHRIXFIv I L TEREINTVWS, HEEFEEFI Y Y
2T ARMEEIX, ITD12THh 5.
pn PEHEHEIEF I v IBREI N TV B [EEK.

3. FHEBICED(ERDINEER

ITG F—&ty NHDOLTOHEIZDONWT, 2 Hiich S
TRBEEZIIFL, SMEITo72. ARETIE, RRCHEBREE
WHERZ B SN HEEICOWTOMERZ2RET 5.

B 412, nop OEFHEREZRITHOTHEZRT. Begin-
ner, Easy, Medium, Hard, Challenge & Z N Z N D# 5
FE T VD3OI 6 7z 133 Fifi (Challenge @ & 120 FEifi)
DEFER, AT —X Yy MADL 652 FEHEIZDOWT
DEFHERZRT. /2, M5IZ, T—X&vy FHND 133
BT 5 bt ts, tom DEHFR 2R ITHOTH
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B, B3N E LT, Qi —1.5(Q3 — Q) % NIl 5 1H,
BEUQ3+15(Q3— Q) % EH2EZMANEE LTHRL
TW5.

3.1 1®HLYDRTY THEY

M4&b, MBEPENBIZLENE-T, THRATY T
BOL WHPFIZOMLTEY, ATy TRIZHESDENE
WEEEL RBIEAR DN D, £, MBENENDIZLE
Mo T, WANEHE Qs — Q1 BIEMH>TWVWS., ZDOZ L
Mo, HEALRHEILEOBIMTEUZ LS BEETAT Y
THWEND—F, L VWIEE TIEEMIZE > TAT Y T8
BIZERDHDLELEEZD. 517, Medium #5 5 & Hard
HAEITIE, FNFN 1D LOHMGEDSE 3 UM LD
HEWEZRTBIAFEMSINMELE ULTHEET . 0
5D, D &b nop OBUSIZEWTIE, Yo
BELYUTIIRHEIICH L WERTHE L ARTIENT
5.

3.2 FUR

5Dt ptl k0, ITGTF—Xty bOXEFHD S
5453 D8 130~160BPM O HiIPHIZ# 4T 5 Z &b h o
2. — AT, fIAIZECT VROREMETFHET S.
“Pandemonium” 13381 % 8 L T 330BPM TH 5728,
ts=tf=330 VWO MHEERL. TOMMEIE, BZtsiZ
BV T2 NE S 72> TWB. “Robotiz” 1 t_1 = 150
7208, B ICIR 2 ITIE L tof = 1,200 ZFEkL 72D
LIZHET 52 WORRIZR > TE D, tfiZBVWThO
B KE LS LT EEN MBI T WE. DLERS,
ITG T —X v MZIX 140BPM it D 7 > ROEA A %
IPFEENTWB—FT, 200BPM 2 A 5 & 5 72 @mE T
VROEMBE DT PNFELTND Z LD RERSI N

4. VSRV Y U TICEDLKEEEm DO BEIER

2QHITHELRHMEAHAWS Z LT, HEORMEZ K
ETRKFTZZ L 2ERU A, BEE DM\ G E
+E2 252KV ITFTEILIZEH-T, T—ZkY NHD
P AR E D WAL, B ORI & ROk D%
ERBDHIENTED., JSARITIZEEERETIVE
FEXFLILIZEST, TDITAXORMEZKIRL 72
R 23 m o BB E K 2 28T 5.

4.1 FMLE : ANEEFOEmOBKRE

3HEED, HAEMEIZEWTHORETR & 2 N7
EROMEN T — Xy NIZEIET 5 2 2 DR S s,
D& D iasmE, LU 72 & RO MO E ANEIEAF
LRV AXT =R UTHNTLEDS. /A AT —4
DIFER, 75 AR) V2B WTABOTF—ZDAT1
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DD IFAREHOTUES L WS HEEZGISEIT. £
7z, WEEAERETAN ) A XTF =22 %ET L e, ERE
NBFHIZ /) A AT — X DWE ARG I KT T L
5.

IS OMBITHILT 27280, ANEEFEORMEZE D S
NUOT =Ry b SRIATSE. Ty hNOL
652 Al %2 REERT & U T, AREUERION U TRl D AR
E (p=0.01) [10] ZEML, AnfEzmBLA. 22U,
R O UOEDY 979 LR ITRE WV s, IZDWTIE, +
5350t (PCA) 2 FEHEL, %F5EEN EAL T DO LR
ITIZDBHFEHME R EM U7z, 652FEHD S B, Dial e
b 1 DOREEPHIEE RS 205 i %E, 7—X
Ty M SR T,

4.2 J9ZRIIVVY

TIAR) VT EITHIIIHTI-T, 2 HIZH T -HHE
EFAWCEEEHZRIRENY MV EERKT 5. §EEIL
12, DANOD 4 DR~ ML 2 LK 5.

n=(nlnmmnpuno?jrijd),

U= (la,l8, 112,116, l24, 32, [ -0th),

s = (sglg € G),

t=(tp,tlts, t_f,trtn, tt,pn),

7272, slE 979Gt DNRT ML &5,

TNFNORBARZ MLzt LT PCA 2 FEfi L 7-.
n, Lt IZOVWTIE, 2@TOERSZRAL, TNZTNhHE—D
R H ORI M pen,pel,pet IZE#HLU-. s ik
POLEMIEFIZRE WD, REFGEN 0% 282 5
L IZFHGEDNE OV ERS D SIEITERL, 208 IRITDON
7 NV pe_s \TEBL 7z,

pen,pcl,pc_s,pct D> HLIEHEMETSHZ LT,
WHZLIZ1 DO MVEAKT S, AfETIE, 40%
TERMEEG U 229 RITEDORY MVERWTY FAR) v
U785 RIZOWTIRE T 5.

4.1 HiCHNEL M S AR h o 72 447 FEE 2 T RIZ,
k-means {EIZ & B0 T AR ) VT kT o7, VT AREE
Z, 405 12 DHEATERELRNS 7 I AR v I &2RT
U7z, ARITI, k=8 DRERIZOVWTHRET 3.

K3, VIARVVITRERERT., 77AK1,2,4,6
1%, 25y TOBIE n_p &) R LOBHES [, (k € {4,8,16))
CENRR SN, 25AR 3 jr & jd BT AR TE
, V¥V TAT YIRS WilHBE L. 7 I A& 5%
tp WL, T YRPHE VKO AE L 2. kDX
ST, ZIARRIZE>TENENE L LM EEZRT Z &n
R I Nz,

AERH R 2 RO E 2 R L 2 IS 6T, 75
ARTETITARBIFIEBHDOANET L7 I AR LS
7. Inolk, H—DREETHAINEL 25 Z L Iid v,
WM Z R SRR O A G DE MO & 1353 -> T
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K3 IIARY VIR

HHED I 7 X9 RNEHE
ID | #%HEE | nop jor jd N Ig li6 t_p 75 AR DEME
1 133 | 3.512 7.8% 0.268 53.9% 34.0% 11.9% 140.265 | AT Y TEHL\.,
2 122 | 1.229  5.8% 0.070 95.4%  4.5%  0.1% 134.592 | AT v TEBDR.
3 82 | 1.868 13.8% 0.256 86.6%  12.9% 0.5% 143.252 | ¥ VT ATV THEL\,
4 58 | 2493  81% 0.200 74.0% 21.1%  4.7% 140.788 | AT v TEAHFLE.
5 26 | 2.397 62% 0.150 84.5% 14.9%  0.6% 185.993 | TV EAEL .
6 24 | 0.758 5.8% 0.070  99.7% 0.3% 0.1% 135177 | 4 FDAT Y TDOHEEIFH N
7 14371 11.2% 0492 36.4% 30.7% 26.2% 107.004 | “Zodiac” (Challenge) D A.
8 1]2293 1.3% 0.030 47.4% 40.8%  8.3% 127.994 | “Hustle Beach” (Hard) ®#.

Model 1 Model 2 Model 3 Model all Model 1 Model 2 Model 3 Model all

6 il “Walking on Fire” 2 &ET M AN L, Hhdhi-ik 7 %l “ Hillbilly Hardcore” 2 &ETMVIZATIL, Wl E i3k
T D —¥B. T D — 3.

WBEDIREEBRRLEZSND. SHOEEL LT, Model 1 Model 2 Model 3 Model all
Mlnlmum Covariance Determinant [11] ® & 5 2% % & ‘

AT S EmEMRILFEEZEAL, ZOMEZ R
52k ﬁ’% Fons.

5. FREDFEEBEEM

TIARIEN, BRT—KXEAN, EHT—XEH
718925 LSTM ET V22 I E72. ET )V OMEIX
Donahue 5 D%47i#5% DDC [7] LHE—D b D% HW -,

AEBD RIS N, 7T AR 1,23 2FEOMGRE L
e ZIAXZELTLHLI, GAHEETHT A, 0 B 8 ¥l “Bubble Dancer” &£ FIMTANL, & nrikim

AEHIZMEET — &%, 9FEHE T AT — RITHRD 43 1F 7=, Dt
II5AR n B#EELIEETFIVE, Model n & 44H1F7-. £
7o, SR E LT, ERl3 27 7 AKX 2TOFEET—% 192 TYTTH5. BEINLATY THIZDONWT, Model 2

MM EMEET — X 2T M A HVWTEF LAZET VR AR MiH A7 <, Model all, Model 3, Model 1 DJEIZ% <
L, Model all & L 7=. RoTWL ZEWHERINSD. F£72, Model 3 BERKL 72

6, @7, X8 X9z, TNETNHEE“Walking on FEMICIEY YV TAT Y TRL KFHET 5D, Model 1 &
Fire” (7922 157 ANT—2X) | “Hillbilly Hardcore” Model 2 AR U 7238 HI1ICiZY vy Y T ATy AR S h
(I AR2TANT—R&) ,“Bubble Dancer” (7 7 A& 2 o7z, Model all WEK L -FEED> 5, X6, X 7,
TANT—=&), “Twilight” (7 T ARITANT—X) % X Oy y VT ATy THRRSNEDo720, X 8 i
ANERT =2 LB, RETIVAERL 7255 D — BWL2hDY Y VT ATy TR I NIz, BEhs,
WERT. KT, E)ﬁi?@ihf.of:l7‘v7li‘/k VTR Model 1,2,3 84k U 72 38HE 1, 4.2 HilzidikLz2 7 &
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Model 2

Model 1

9 %l “ Twilight” 2 & TIMIZANL, HHINEHHDO—IE.

K4 BETILD F-score

Test 1  Test 2  Test 3
Model 1 0.678 0.364 0.474
Model 2 0.546  0.455 0.508
Model 3 0.676 0.401 0.506
Model all 0.662 0.444 0.517

2 12,3 DREZ ZNTNR KL TWDE EEZ 515,
FTD—HT, 32D FAXRLTAREH L7 Model all ®
AERGEENE, DTIIRELRRONZ DD, £ T ALK
DFFEDPEEL TR IIKMREI N T VARV EE R 5N b,
DABED 5.1 fix 5.2 fiTlk, KT TFILOAERRREEIIG
577 AXORMEEZ EOBERKMTETWENIIDONT,
BT IARDT A NT—RERWTEBFMEREZ1T - 72
HHRIZOWTHRAR B,

5.1 F-score IC & % 4 EEHE D

TNTEFNDI FTARXRTT AN T —RIZEI N8 %,
BETIVIZANTHILIZL-T, slHiZ2AER L. K
INAFEETAT Y TWRESI NZRL L, EfT — X
BWTAT Y IDEET 2L % LK L, F-score % §t &
U7z, RAZHEREZRT. 22T, Test nldZ7 7 2% n
POEINZTANT—XEET.

Test 1 BL O Test 2122WTI, TNETNHIET S
Model 1 & Model 2 %%, fiOEF N & D H EH\W F-score
ZnRUTz. —AHT, Test 312 L THREEWEEEZRL -
D%, Model 3 TiZ7e< Model all TH -7z, TDIZ &h
5, Model 1 8 & Model 2 1%, AF v F2EET 5
GNZDOWTDORME S FKWASNTWVWBEER S, Ly
L, Model 3122WTlE, A5 v FHERZ ORI %X
TV,

5.2 T—4%tv & BEEMREEDRELE

ZE T Test 1, Test 2, Test 3 DT — X% AN
U, F2438ma A U7z, & 51T, BRI Nz &35t
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K5 BETIVERLZEHD np, jr, j.d DFIE

n_p j-r 7-d
Model 1 4.481 1.7%  0.067
Model 2 1.736 1.2%  0.020
Model 3 3816 11.2%  0.423
Model all | 2.998 6.7% 0.181

LT np,jorjd 8L, 24 BEDFEEZ2RD1-FER%Z
RY. RHERIZRHIKTHE, nplzD2WT, Model 1
B Model 21ZFNENHEEEI FIAX 1 BLUS
FAR 2ITIEVMEZ R UZDY, Model 31275 A% 3 &b
HEHSPIZEWMEZR U, jor & j.diZDWT, Model 3
BOETFIV I D EEWEEZRLZ., BLELD, Model 1
B LU Model 21Z22WTiE, WIETE7 7 AXRDATY
THEIZOWTORMZ2, HEREXHTELER 5.
Model 3 1%, V¥ YT ATV TDRLNVEWNSITTAR I D
M E2 KM TETWE—AT, ATy THEIZOWTIES
FLFHTERDSTZDTRAEVNEEZS XD,

6. BbHYIC

ARETIE, VAT —LFEMOHSEICHET 5 R EE
BEREL, FEBIZEOWTIIARY VI R iFo7z. &
EU-REIL, BAEIZL > THEPIZELEHDZ & 2T
RBUTz. E£72, WL OO REE THINIZE MEEZ RS
EDEAET S 2 2R L. 0K S ks %
FT—=REy "POBALET, 25AX) VT EERL
2. VARV ITORER, A7y TOHEE, VAXLDHE
M, YU TATy TOHEREORMEICE & DOWTEE
HE2DETHIENTER., VAR LI ERET
NEFBXEEI LT, {75 AXDORM %2 KU 72 R
) 70 BT A3 Ak T & 72

S8l%, 77 ARY VIICAVWIRBEEEET 5 Y
UC, OGEORMEZFMIIONTT AL 2FE X TS,
E7z, ANEMPT VA YOREIFZIGUT, BUZRED
WA AR T S HEIIOVWTHERET 5.

BEE FEBROFEMIZH72 0, LAl R L0
VOl BB O 2 A7z, U THEZRT.

SE X
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