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Development of a Rhythm Game in which the Speed of Falling Notes
Changes According to Changes in Heart Rate
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In this research, we developed a rhythm game that changes differently each time by measuring the user's heart rate in real time and
assigning the heart rate within a certain period to the falling speed of the notes. With this system, the user can play a rhythm game
where the situation keeps changing in real time according to the changes in the user's heart rate, thereby reducing the "boredom"
of playing the same song. In addition, by visualizing the changes in heart rate during the song in a graph, the user can identify the

areas that need to be practiced and use this information to improve the next time they play.
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Figure 1 System Configuration Diagram.
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Diagram Showing Beating.

Figure 2
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Figure 3  Game Screen with Heart Rate Constant.
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Game Screen with Heart Rate Increasing.
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