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[Abstract]

Rhythm game content is a game genre where the user interacts with the beats in the music, typically involving higher difficulty
compared to other game genres. A recent trend in indie Rhythm games has focused on reducing difficulty while increasing the
interactions in the game. So, the content provides better accessibility for users. This study analyzes the characteristics of Rhythm
game users and non-users through a survey, and instead of creating new interactive elements, it adopts a genre fusion approach
by bringing flow elements from existing genres based on an analysis of previous examples. The study proposes and develops a
new genre, the Rhythm Beat em Up game by merging the already successful genre of Beat ’em Up games with Rhythm games,

thus creating a new genre.
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“This game screen—shot is originally written in Japanese.
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Fig. 1. Rhythm Heaven Series[1]
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"This title image is originally written in Japanese and English.
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Fig. 3. THE iDOLM@STER Shiny Colors[4], management
simulation content
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Fig. 4. THE iDOLM@STER Shiny Colors Song for
Prism[5], rhythm game content
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“This diagram image is originally written in Korean for noticing the
result to Korean users.
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Fig. 5. Content currently being played
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“This diagram image is originally written in Korean for noticing the
result to Korean users.
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Fig. 6. Most played difficulty
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Fig. 8. Responses from users about the most frequently
played content in the game

http://www.dcs.or.kr



C|X | 2El = &h5[=&X|(J. DCS) Vol. 26, No. 3, pp. 731-738, Mar. 2025

i S S ol 0 4 Crypt of the Necrodancer[8]+& 20159 &A% 8l&
sEs ALz 2 gola F2F FHS A Zrlzolt) vxE
ES =Y 45 g AYY 54 Selxe]
7t AFEA erar, o] A Ao R TRk
= AEeA s £
» A5 71E EE A 29
v 3w 0}9le) Aoz

§
tlo
N
N
=y
K
X2
)
oy
il
Nl
o

*Jféﬁ o2 3|7 x}v':ﬂ

“This diagram image is originally written in Korean for noticing the Eo} AR A EUES A 10], R FE gzl
result to Korean users. o Sol=o = ol
a7 9. 2lS Hgloz EAIS ZHXE S| g olf oA whE BPM= 7H Sehas A dlel 2 Al
Fig. 9. Responses from users about the reasons of not 9] oe Qolu} ooz AlYe] S flsi T+ A
playing rhythm game contents Zro] %] ka1 o] T2 E A= gelo =z Qs H
W A% 918 5 glen] 7%101 Yol o} ZAAE AEE
27 88 AR 2419 G4lo] B PEel ojolE nly)

wio Wskshs 27 dolal1119) Bui oz ol wrt e
W DI B0 ol o ek ol welnes e a1

Aln e S, o) mize) mage) slan A spskthe o1 o] S4o)
o] }‘]”Q‘X]'—”O] 5 Ao %/‘]% ZHl=ol| A 71 o LA Fo]glth= AL Aduk AR Ao W2Ado] oA 3] yr}
=7l SRS 25 AIgle] ol 8 R BD2 A A g ouge, aalel @z A4 AR W )
e Tt IS8 20 Ao ofele violieg 7102 sl A2urhs Ao
ke S92 12219 F 8190] dtsiSich 22 A% 71 gejesh wesn gegel Be sk gl Bk
¢ Zel== B3} 39750 tiesieith S W ch

sTte R Oy 9k WE AY TAER A8 FE 2

Q28 Zejoaln] b8 o) froll tle AFolr). AF ST

[e)
oo R SHE A OIE B B ooy o
5 %) 427} 4= Als) 94 AR oh e
91 A9 2Hx AFgAe] H4ol YriHom Hojritke
th Al o] He4e 2EAow s
(?—]_

0”\1 Crypt of the Necrodancer:= ¢]2]& & Sl

[S3e)
’é“B‘
S-ol7lell, wii= Har Al aInt Agkshd ofdy

-

-

it 2 e #2 s el e gz 0000 LS 8 R
=S el WS 1Y B A TR OIS S o wpge) waA oo kg BEsel 27 ¢ g 2
Hok ghehiz A U1 4 o} Ferd 2

2e¢} 037]0] 211 gho] A7} opd thE H2E §HIR 9
o vk ME 252 ol Agleleh ME 2335 A A9
& A% Al e F=2 ZYojo}rt v & g
HE7 B A-EE A9 16bit 2 AY7IE] Bl
AE W FH71E FHA A4 Aotk o] FE= v
S Avfslo] 20|42 Supgiths 71eksk 123} the]
A AHEES o W e T o] ZHo]ofrt Q1] B
Jo1 5 B3 AQel BJE 5 9

o

pisd
filo
4
)
&1‘
= o
rlr
3
4,
2

o]
N

=9 EH= g F shuelt12] :am o] AYe &
ofe] uixjel RAA sh= A% shtsiilel ALgAtel AL

—— 3 - 200: 5 g0 = on ]_9__ = 1
“This game screen—shot image is orlglnally written in Korean. of ME »~35 NA AT 22 AF AdolA 7HAL e

d8 10. B E 2= O Y I2HA[8] = okAlol o] #7 ¥Zd Ago|x| E9= Agsla A
Fig. 10. Crypt of the Necrodancer[8] o] Zel=9] AP w7} T AEo|A|7} B A=
g5 A ZEl=e] 31go] opd, A& B Aulshd 2H|o]

http://dx.doi.org/10.9728/dcs.2025.26.3.731 734



A7k ke AE 23 O A A9 WS A4S AU 9 19 nde] B2 AEAY w2 P
o ol FalA Sl e BY dAUZOR 4 42T 7l wAE wgeks Yol Bolt Ak B A4 75
F ol BYE o} F/1E FHE F2ok ] AL & 2o A /LT AHFOR Soe] BPM HolE S 7}
$AA 71 E AYTH: e E e B 988 F7] As) HlEe] B A% wEs} AgEle] veos

2 Bgick, olErh 71Eo] A B9k =0l PE WE 2 o]0l qlrk Al A% A%t FE AL A o
222 A AL ekl i Aol AAalo} ATk WA WS 7| L A5

& 99} o] 54 9o S ] AMEATF 5 WES
FER B gtk J&rﬂ gl ddgom uslom

e

2E J5UF A5E FANA FE /15 A} HE
& EA Rk wES S AP BelolololA A2
Fi 7150w o) FolA] gtk

Beat ‘em Up Stage

%V

- J I TE_L(VH?B _“1'3" T
/6 "R — P = )
O w1 oo G B

28 1. B2 M A5 o4 A2 we(13)

Fig. 11. Capcom Beat ‘em Up bundle[13] ‘E

3-2 22 MZLIS
38 13. #E A3E AHOIX| 74 EERAIE
Rhythm Fig. 13. Beat ‘em Up game stage flowchart
Che2 ME 233 A4 Alde] 71golth ME 2=3F 9
A Ade] 542 Z ZH|olA Qe 2he of2] 7je] ZH|olA]
comesen 7F 8lat, o] H 1 BEE As Avei vy A

2HlolAE Bt WA Om ofFold itk el Ze
el Ao Al A A Ao
sHlol AR ol F T 4 Sl 20l E e AT, o
— ool sl The 2elelA 2 o) Fas T1so TAsol
o itk whetemi Aste] Bag Tlselth Eeloloist

o) 37 W9l ool Solgke B9 the vAlel = 32 )
ol glew Felolojrt Wsl ek sk Eefolole]
| 37 99l <ol Ho] gl Th wRjell Selelolr} W52

mors vtk Ao ko 2 AN A9 Aols) e Fi= 750w of

Yes

Push any
Arrow
Keys

Damage
To

No
Player

=
} Figmal14)% 831} 7155 che —‘z.—i% AES 24313
J8 12, E I ERPKE
Fig. 12. Note judgement flowchart

] 74]01 “VEJ g] 74]01 :«'Eq]zg]_ e /\ié ou/q 74]
Zelzh 49l Zelzoltk ety 25 AYde) 7)) i
23% 94 A%e] 71%50] Bl B0t Ak A )

[ n2

735 http://www.dcs.or.kr



s ™
o o
- [ per—
[
e = | - o
E
[T - - comara.
= .
e e R o
> = -
e f—— = = sy
> “
[rv—— »
- m S

a8 14, 2Hx 7N ERPXE
Fig. 14. Content flowchart

&

cBR B RBEB -B

Orlg Est ZH X

= o

a8 15. FLE| T
Fig. 15. Content development using Unity engine

AL o AR AF-S Unity 2021.3.5.f1S A3}
. C# Zragy AojE ARgste] si=E AAsiel.
&2 Windows 113} Windows 105 X|18}= PCE ]
ﬁz st 2 glasE 7)ol Clip Studio
2 A3 7]Ee Ao r skl JE
ii‘—g— /\]»%—o]—M , Ol A 2D RE ~Eld = Tzl
Weks el \ﬂiiﬂ H3=E o] - Space
Background Generator[16]& ARg-3lo] of2] 79| 24
£ AAstaL o5 x2gate] vl sk ARtk AlY 5
83 wAEote MacOSolA AFE+E Digital Audio
Workstation(DAW)Q1 Logic Pro¢} AF&E= AZE glo|Hy
2] & A1) Splice[17]Z o]-&-alo] A28} Th
a3 162 78E AY =37 Sl A& ol
A HHbar) FEje] =E7} 1§ Qholl 2 8% ofgfel =
d 2o g oS wl HES FEY W] g E

A|2<ES A 2bslelnh 9 moke Shjshs AL Ea) wA W
A& gglete] B Aoz Y doluE W) 7|E

A5 A 2uzse wde) Wlel H 53 e,

o] 5& ofe] AbAlata Pi=x] eleARt W] Abg
AEe] s WERITE B9 140 bpm A= HEE 7R
http://dx.doi.org/10.9728/dcs.2025.26.3.731

736

I

a3 16. 2= AN Zao] A3 4
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