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i

W TR S R

BE U545 — 22 RRCHHT2MERZD 2. LrL, TIROVY T4 5 — L2 3RETET, EHEAD
BEEE# LV, BEOETA Y — 2 2FHT2MEDH 20, AR MBEW. 22 THLAE, ©F
F 75— D ERAOERRICHENR T WIS E T4 7 — 408, A= EFA T -0 54 75V ERFELR
F72, 7 — LMKERGHE, WY, BREREOXIRTY XA —22HVAIERHD, ©FA5— 1%
FATBHETIEZY X LT — LADFEENREHWV. Z I TEARFETIE, VY RXL5 —LOWENHEGZFN,
WEAY X7 =22 LTRDOLNZHEHEEANT 2. X512, afiEREHI, -7 745 —2
FA4T75VD—DOTH3, MEPEBIHHLRLT WY X L5 — L% MET 5.

1. FL®IC

IYRFAVRAY M aryPa—74 27 (EC), MK
REN, BEWRAEE, B Y OIZESEICBWT, EEBRE R
IRBBEI AT DT AV r— a7 45 — L %5
A3 205, LrL, MRETAY -2 HEETE
RV ERICRELL LD S, BEYTAS — 43K
TR MHREV. ZITEAEZ, ARCFAHLSTVWE TS
F—LBHTHEIA-TETATY =074 77 1] (K
1) 2R L. K477V, MEHEL T4y —20%
F—=FvV =2V 7 bvx7 (0SS) THRMEL, HFEMHY
TAY — L OHERBOME, v 74— ARFEO B
B, MABOLLEOEG, WFERRICBIT 2 RO MR
Y ERBE O OIEEICEHIRT 5. ZhET, MIEED=—X
ERHICEBS v VO TS — L RBE L. 2R,
BYIDXR 7 7 EFWIET AT =L 2], ST kT=
A5 — I [3] % First Person Shooting (FPS) %" — 4 [4],
Virtual Reality (VR) MO 7347 — 24 [5] B L 7-.

©Ft = a2 fAT 2RI, 7 — L ARERETME, bk
2E EBEREOXIRTY R L5 — 22T 305085
5. 2D, HFRIZBIT 2V X LT —2DBEEITE.

Z ZTCARMSETIE, MR LS T WY X875 —L0%
BET B, FOEDIT, VALY — LD HHER % H
R, MRV X L7 — 2R EREH 2T 5. Z20%E
e, RICRHALS T WY X485 - 22T 5.

LOBIRR RN S EORR TR
FIR T 4 7H A TV REK
2 HRARY AR B A T 4 T A T RER
3 =54 -77/mY=X - Vy RUBRKRH
) 5242001@meiji.ac.jp
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g B al
@ s BO w0

T 5‘% f/\l V-84 S

R DEERE 7—LORRFE RYFI-VLTHEE HROERPELERE

1 A=V TA 55— T77VDETAT—LHEK. KF
475 0F, MEMALSTVE T A2 — L2526,
M TA Y —DF 77 7 P AX Y Z—FEHIET.

2. MEAYILT—LOEHDH

WRAY X L5 — LOBHSH DI, FATHITD
MR ZHRD . AENROMIUL, TAZ by 7B
FURS—= b 7 3 VANTDV X7 — %R H LI E
L, 7457 — ZAOEERNERDAIHE R Z Y TR,
VRIAF DV X b7 — % FH LA, VL7 —2H
KRBT L7 5 2. ESE 2 S, VALF—
LOMFEAABERN ., HFEAASINLBFY X605 —48
FUBREY X257 — 2 ORMEREEEHEZ T 2. 20
%, MIRETHEL TR SN2 EMHT 3.

2.1 XL —L=EBWIHZEH

VX LG — LOWSERI R > R FANAER, FIHED
T2 =P REBROFEE ) TERAX LD b —= v FFE]
FTEEHNCEERE R AR T 22 27 A DIRE ) TEEHR) O
A FEFICKRAITE B e b o .
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2.1.1 2—AEEROFFME

I —PRERE T 2 HTY X a5 —2%2FHT 3
%038 5. #1213 Chen & [6] 1%, VRAF—LTHS
ANIMA ZBHFEL, ARV R L5 —LTH 3 Cytus*l &7 —
DTV A LT X2 HEE L. Grollmisch & [7]1%, 7 —
LANDHEHEEN T 274 v X Y MMEoRLEIRFST 5
DTS 5729, FiFRENEEZEE S — 4 TH % WiimPro,
WERTID Y XL — L TH 5 LeadBeat, VALT —LbY
BIEHEZR DO BER P HAE LY 27 — L TH 5 ComBee & H
fEL, F—2akBEHB L. Z0&511, =207 L
ALRTEERBDE Liesr — AMEBOFHIC ) X o7 — A
ZRHT 2R D 5.
2.1.2 BEIAFILOL—ZVTFE

BRZAF LD LIZ) X LT — DT LA BERA»PE S
DPEWAET 2 HIT, VALY —2%FHT 20505 5.
Gower 5 [8] 1%, VX LT —LDTEHDERR FILLH
BICEDESWEHM T 20EHAEL, VLT —LHHE
BB IHAAENDATREMEZ KR L7z, Pasinski 5 [9] 13,
VLT = LTV A YOROEIRDOFE R XD, fERD
ERM -V 7RI AR, BERICHEEBELTOROVA
CHELT, YOLShERERRONPEMIEL:. Tz,
ZOMREPHIC, VAL —ADRBRAF LD —=
TOREL 72 D155 0% FHli L7z. Richardson & [10] (Z,
VALY —2EBELTHEDON S ERAF IV ETHES 2 Fi%

EHFEL, VLT — 2P EBOEEBERLEHERIF LD
BRSO ERIELTZ. TDES51IZ, VRLT — A

BEA X NVOBFBLHEWICHOBIRTIER SN, EHA
BTOY —AREEAXILO F L —= 7 FIETOFAR
BEMEZMEES 2 BN TY X o5 — L2 AT 25035 5.
2.1.3 BEINICKEZEMT IO XTLORE
BB E2HWTY X L5 — 20X % HEIER T 5 >
AT LERET HMIEN D 5. Liang 5 [11] 1&, osul*2%
MHIZ, WAV ALY b=a—FLty bY—2%FA
LREEFNTH S C-BLSTM & fuzzy label Fik% H
WC, Hilfip HHEEE BEIAER T 2 AT LML .
Yi 5 [12] 1, osu!® 7 — LE— RO—TH 2 osulmania
PHOWTKHET — 22y bR L, BARSIENLEMH
BAERICHHAINZ =2 —F L%y b —2D—FETH 3
Transformer 12 & % U X L7 — L DEFEERTFIREREL
Jo. TD XD, HWEE R Wz BB A BT O B
REHMNZY) X7 — 22T 250D 5.
2.1.4 EEAR

RRPIERDIERIEIIR LTV X AT — 2P S
PEAREES 5 BT, UfAfwA%ﬂ@?%ﬁwﬁﬁé
Martin & [13] 1%, VANEVT—=>ary0kodil, HEKoO
BENOHEERZHETEZ2 ) X 07— A“CZ@%) Dancmg

*1 https://rayark.com/g/cytus/
*2 https://osu.ppy.sh/
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2025/2/2:

ICE ZFZE L, ZDRR%iHlliL7z. Puyjarinet & [14] 13,
62y 7 TEIET AV X L5 — 4 TH % Rhythm Workers
REEL, VRLF —LD—F Y VIR & 5 EFEE
BN X LNMEENEEDREBIZENPE S DEHFHEL
2. TDEII, VLT —LBIANE Y F— a rRiA
BIZERDE D it s 2 BT X a7 — a2 MAT
DR D 5.

2.2 WEFIBINBZBEEY LT —L

VR LY — L EBRICHA USRI WT, SmER
7= MEBRER LN L [P, AROETAT —LTH DN,
F—=T VA THDHRREEEAI, BFEY L7 — 14
ZHWID®D 5. Cassidy 5 [15] 1%, Rock Band 3*3%
AW BEROEOBR/NED X5 IEEIN 2%
L 7. Cassidy 5%, Rock Band 3 %3#&E L /-#EHIZD
WT, EEONYFOESICTLATHETH D, L%
EZ LoD, EBONY MMEBRIGEWREEZE SN, 7
LAY DOEREHANOBEMN I 2 RHETE 2 52BN
erh @ Liang & [11] 1%, osul® 7 —AE— KO—RTH %
osu!mania ¥ BMEE R WT, BT 7 A Lh o E55E
HEIENK T 2R 7 2% L. Liang 51, osul% %
ELHEHIZOWT, 1000 F A EOBFIL—F2F0oH
BBV RALT =L THDEXHRNTz. THIT, osulldA—
PV —ADET IS —LTH B0, HFRIHELZT X
FRYFTHDBEEBNZ. D Chen 5 [6] 1%, BHZ
L72U X467 — L DHERIZ, Cytus 28R L7z, Chen
5%, Cytus ZE L-BHRICOVWT, ARDY X L5 —
ATHY, DY XLF — LITHRTF LA LT VAR
Ekl7. 2ok, BHFY R L7 — 0300 — ok
BOMBDOEIR, 22—V, A—7> Y -2k YXOHENA
kb, BIFEY R L7 — 2 ERICHAT 258035 5.

2.3 MEAICEELRY) LT — LONECHBRE
BED Y X457 — 2% EBICHH LRIcBWT, E
WCEGHE{L L7 BE R 750 U X 7 — LR W50 H

5. FDOV ALY — APEORESR AT, RO T

NA ZREETEITIG) THMEE 2R Ly — o> R

FTAL]TAS— b T+ TTUARRE) 23D 5. Grollmisch

571, VALF =B ZAEEZOEADN, T

R—FA4 A MERALETE 203 0%FHE L. 7

fliicld, ¥ = AF % —R—ATDOAINHIET 2 HIEY X

LT —LEHWTZ. Yeh & [16] 1%, EROEHICBT 3

N—FZw IR R—T1 v ¥ T DO & D BEE

HEIAERL, LA YHIEELEEBERE Y 7LRA LIZ

FAILASNCHWS ) X 47— 24, AutoRhythm ZBAFEL

Jo. EBIT, ZOMERERFHES 2 KT, AR 7L

*3 2010 4EIC Harmonix #2262 X b5 — A
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0058824
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Perfect 21
8
i

14

3B-47
2025/2/2:

Setting
DisplaySetting  Judgment Range
Combo ) Judgment width is expressed in +-s.
Judge v Perfect
Bomb v) Good
KeyBeam v] Bad
IEneviey FastMiss
ThroughMiss =

Reset

2 Open Rhythm Game @ 7LV AEE (), 87 X —XiFEEE (5
NIRX—RIREBRETIE, a— FE2REE T Iy — 285 E 2 HEICAHETE 3.

JUEANRA IV eilBlahniz AN &4 I 7%
L7 Kim 5 1713, fHEEETH LA LT, R
R—=b7FTTVLAT5YRXLT —LTdH5 TapBeats
ZHFEL, BEHLHEEEES D X5 CHEO S — 4
KBEEOLNZPEHERLE. 20 X512, — &R Y X
L7 — DB IRV REFESRHREC X 2 77— A KB 2 MGEE
TBRT, BEV X L7 — 2BV ERD 2.

2.4 EfHH

AEITE, R X L5 — 212k 50 2 Bk % o
T5. BRI, VLT — A ERWIATIR RN
FERP S, UTD &S RBEFZHH L.
2.4.1 FROXEMZEFFETITEZL

FEL 2 HEER T 5 o 2 7 A FEERSIN#E O E T
T572012, (TEOEMERHATEZ X5ICTRETH 5.
At HEER T 2125 T, REDRMPE I TR, B
BRI THRGEE HEAER TEZ0RIETE S Z 2,
EHMEFHMEST 25 XA TEE LW, £/, FEEDRIOf
WEILIZE D, EBRSMELZDTO T LA IBhTL
FV, FRICERLARWEEL 5228200 H 5. 2D
B, TEOBIMTI LA TEZY LTS —LBEF L.
2.4.2 HMBOT/NA ARREREICHLAIRETH D &

) XL — DEFHRIZT AL ZATY R LT =% 1A
L72BE D5 — AMABRRE R A XL D EME % 5§ 2 H
MTRIFHENS. 207D, ZREANFIRCHIETE S
A EBZ ZRETH S, —RKNZFY X5 — LT
GHERVETIEDEETH D, Grollmisch & [7] & DHIFED &
IITHRIR R ETIETHEBRT 2 581%, 7475 —0%H
B 20EDH 570, FIX MoEw. £z, Cassidy
5 [15] 23HW 7z Rock Band 3 4% ¥ 5% Rock Band >
)=, BRERLEZEHOaY -5 TEETZY
ALT—=LTHY, TORERTED LI D 20 [9)[18].
ZDID, FRIZERE R GG RS 2 72912, L
HENCHIFAEE R A DZ I % RET 20EDH 5.

© 2025InformationProcessingocietyof Japan.

24.3 A—TFVY—RATHB_L

MFEE DR LR S A7 2 2 FE Y R L7 — AT
BAL, EBRT 25D 5720, Y—Ra—FEHHK
METEIRETH L. BREELTHOTY LT —20D
BEt e HEER T 298 ClE, A— 7YY —RTH 2 ED
5 osu! DR EHIDNZ 2o 72 [11][12). U E» 5, BFEH
VRXLT —2FY —2a— RBAHBICHENRETH D, %
HERYBRTE 2 Z e A E L.
244 AN— LTV TTLATRETHZ L

2 —F 7+ AT DY X L5 — K OWFZER T HER D D
270, A—b+7 3 THTLUAABERY X LT —L0%
FRITNETH . TN, HEREZMTC, 2>
b= ZHWT A= 7+ VOEHIRY 7 TTLAT
%) X LT — D& [17)[19] 235 5 7. HEHICE
By P2 ANTFER, A= 7+ VETY LT —
LROTEORHMTH Y, TRZ by FTAF Y L7 — A4
TWEEHTERV., DEDXSBRAS— b7 1 ENTDY
ALT —LDEEPS, Av— 7+ TH LA AJHER
VALY — LRI RETH 5.

3. MEAUXLYT—LOEME

HETOEHEMMERIL, VAT -0 %
7z, R F 4% — 4% Open Rhythm Game** (X 2) ¥4
7. RETHY -3 A =T VY =RV 7 b 27T
HYH, MIT 54> 2¥5Dd L THTHFHATE 3.

3.1 EFAT5—LOHE

Open Rhythm Game (%, EEOD L&D S NEAMD S
R—5"y M LT, BEOU XLZELETRA IV
BRANTBVRALT —LTH53. AT AT —LTIE,
ZDOR—Fv v % —1b (note) EFEFRT 2. /2, J—
MEXFT B2 LAYDATIR T/ — 2L CIEFRT 5.

*4 https://github.com/open-video-game-
library/OpenRhythmGame
*5  https://opensource.org/licenses/mit-license.php
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Good #z (2) J| Good iz () f| Badtum(®) | Baciiz(m®)

Perfect

K3 ARETA5—L1TE, FHEBEBIC, — D ER - BRI
J—tRI e ERa7EEsN5. Kofie, /— bR &
AIVITRTNRFEHELNZRaAT7HEDT 5.

F72, /7 — MIEROFN S TEE B & REAE
9. ZDF|EL— (lane) EFEFT 5. KT A7 —
LTI, ZHOV XL ANEA IV ITRINT X512
HL =2/ — b PEREIND 2D, T4 VIO
A LIZEbE — N RN RBEDRD .

3.2 JL—ILEIRT &M

AEFFT =L TIE, TLAXYDT LA ZFHlIT 5 16HE
L TRa7 (score) 3H3. K547 —r0HNIE,
EVBEVWRa70ERTHS. BVWRATEFDIEDIZ
X, Mo TL %7 — b23% /7 — b OHIEHEBICTESICE
7ot BN 2 — PRI BE D H B (K3). 7 — +%H]
{RAIVIPTND LEERa 7L, HE» 5K
XN B e IRMEL RS,

T/, RETFTATF— LTI, HEHT/ — FEINT7=[E5
Y, 2R (combo) EWHEERH B, KT 45—
LFHERET ) — PRI ¥, F— AHEEICHRE SO >R
BHFRENS, ary R RHEICR S L a Yy RiFk
Wi, aryREEowy ey hEhB. 2L, arR
BIIR a7 B2 5 2720,

7 —=2N%, TV A ENCERE LR BE KD % 3t
WHKTS5. =0T, BELELRa7HPRREN,
A AT IIEDSSFHERR RS NS.

3.3 NS A—RIREHKEE

RETATF—0IX, F—LNNRT X=X EIFELETE S8
T X — RARERRRE (K 2) ZfHA 5. AHEREIC X D, FHRER
BICADE TS —LANDRRI XA — X2 HBICRETE 3.
AERETIRETEZ 237 X=X B FIIRT.

e /—LrHEX

o HEFZ7E Y K

o 7T X—yarvAI7ty

o /— b DHIEXH

o HRUIDEZ

o B —FA U&7 2—ADFRIEFRT

© 2025InformationProcessingocietyof Japan.

3B-47
2025/2/2:

M — b TlX, HEHEEEH? S FERAMD»S / —
FOEXBEETES., ZOB, /— bO#XEIELT S
W/ —bOMML 24 I 73UV, J— O %
EFzy, /- rBHBEL TN T TORMPEL %
5. xhiz, /—bOHEIERNTFEE, /= HELT
P ETORBENEL 235,

MHIEA 72y by TlE, /7 — bOBRERNRHAEEX A 2
VIORRETEL. HELS 7Ly PEIEDOHEICKEL T
3y, YEEHrERZENC — 2N Tidk sk
V., IZ, AOHMNCKEL T3, HIEFEREEX-o
7218127 — MR L T s k.

[7=X=>ayF 7€y b T, /—FOAEKREA 2
YIERHFMITES. ZOK, J—FOHERA I EE
boiw, 7ty FERIEOHENCKELTBE, /— b
DEBPRE LD, AR/ —F RN AL IV —
FAVHPEREI K D b NIChE T 5. KOS, ROFAICK
xL{TBt, /- OEBDPENZ D, KK/ —bEM
{ERA I/ — o HEHERE D b FiciET 5. D
Fh, J-FORDPIDMNER2EETES.

M —rOYEXMEY TiE, HEZ & OFFARR % a0
TE3. ZOXREFTRTOHEICH L CHHMTE 3.
Z1X, Prefect DHEXEZILL 35 L, Perfect DHIED
b3 ks, i, HIERMZL §5 &, Prefect
DHEHEDIZ {125,

MAMEIY B2 T, ¥Y— ol % 2D sy 3D
RTUIDEZ 6N 3. 2D HATIE, K3DXSCE LY
SRTNATHMALRD, SDHERTIE, K2DX5 128D
PORTATHEAL RS,

(Ba—HFA R 72— ADERIEFRR] TR, ©—24
TLAFRDL—H A V&7 2 —RAB2FRREIEBRT DB
ABND. ZORETEaYER, /—bEINWEROHE
IT7x27 b, F—VL-—LOFREIERREHRETE 3.

3.4 FEEORMB KUEBmDFTHAH

AREFAT =213, EEOEHBXUER TS LA TS
3. FH#EE, o EIR e 3EH T — X 28 L7z JISON
T 7 ANERET AT — MHAAEEE 2T, TED
BHRPFEH T AL A TE S, E2, F—2NOEHEHT T 4
Ripb, Y725 JSON 7 7 A VL EMRETE 5. ATt
2202, WIMEE 2 W TS 2 BB S 258035 o 7.
AETFFHT — MIERDBMTT LA TE 720, HEO
W TIRBI AT L2 ZAMICTHIICE 3. £/, EBRS
N D7 — LK E SIS 2 2T Clk, ZEeh & 3% o v
ML k& 2 EBRBINEOENEIIHITE 3.

6 B -T2 AN, FL—-YiERIhEZT 727 b
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3.5 EEDRETNA I DES

ARE 745 —nl%, OSC (Open Sound Control) 5D
ZUOREATED, EohE52 AL LTIKZ 3.
Z070, TEOBIETANA AL LELNBZEEEHWV
T, Y=o L ATES, TR, EEPEEL
TR T NARTY ALY =22 T VL AT 5012, &
AoV X7 =% BIELIMER D72, RETH T —
21X, OSCEBEDOXZIIO%H27d, EEOBRIET L R
ERRT 27007457 — A aX F2HIRTE 3.

3.6 AX— L7 x> TOFLAIZHIG

AETFF T —2lE, A= 7+ THTRT by ThR
LRSIV ATE S, BTH5EIE, TAZ by 7DV
ALT—LPEF TR, A= 7+ VANTOY X LT —
LERWEMES HoTe. RETAT —LDRAS— k7 4
SADHIRIZE D, A=+ 7 VAT Y X L5 — L %F|
AT 2R TOFRIILZIONS.

4. BBHOIC

AT, MRICHAHALSLTVWI XL =2 1LT
Open Rhythm Game Zi{fEL7. K745 — o2 ilflE
TRICHIZD, FATHIEL 5 U X457 — L OIFFEFIH &
VERAN, i LB ERICE T A S — 2 BERE L.
SH7IE, ALTFTY —LDI—FRAXT 4 BTV, W5EH
VAL =L LTOEMREEREZHL2ICT 5.

i

A2 1E JSPS B E JP22K12336 OB ZZ1T -8 D
T7.

(NE=3

A =T eTA T —2154 75V GitHub
https://github.com/open-video-game-library
F=TLETHAT L5747 7Y Web B4 b
https://openvideogame.cc

BE R

(1] BRI, SRR, SEFEG}, FEISE, e,
BEK. AT ETFA T —L T4 T PIERE
BICFRIH LR T WE T A5 — DR 7 — A AR
FUIVRTFAVRAY AV a—TF 4 VT UE
D7 L 2024 FSCEE, 5 2024 %, pp. 1-10, aug 2024.

[2] RAdEt, IS, MORE, EEEK. R LT
CEHENEZHIELIEE T4 — 203G e FIR. —
VERFAVRAY AV a—T 4 VI VEIT A
SMSZEE, B8 2021 2, pp. 181-186, aug 2021

© 2025InformationProcessingocietyof Japan.

3B-47
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SRR, R, ISR, ST, EE R, i
HREVHALR T WA =TV BRAR=Y 57— LD
fE. 4 &5 7> a 2022 TRLE, feb 2022.
MR, MR, ISR, EEEE, 2K, Fps
F— ANDBEZESE FICEDS A —F Vs fps 7 —
L DB, Technical Report 11, mar 2022.

SeHDE, ATHR R, SR, PO, GRS, 18
B EHEOHNATENE Lt =T vr 7 —
LDFIME. £ V&5 7 a > 2024 TRIE, mar 2024.
Chun Han Chen and Chien Shun Lo. The develop-
ment of a music rhythm game with a higher level
of playability. In 2016 International Conference
on Advanced Materials for Science and Engineering
(ICAMSE), pp. 132-135, 2016

Sascha Grollmisch, Christian Dittmar, and Gabriel
Gatzsche. Concept, implementation and evaluation
of an improvisation based music video game. In 2009
International IEEE Consumer Electronics Society’s
Games Innovations Conference, pp. 210-212, 2009.
Lily Gower and Janet McDowall. Interactive mu-
sic video games and children’s musical development.
British Journal of Music Education, Vol. 29, ; 03
2012.

Amanda C Pasinski, Erin E Hannon, and Joel S
Snyder. How musical are music video game play-
ers? Psychonomic bulletin & review, Vol. 23, pp.
1553-1558, 2016.

Patrick Richardson and Youngmoo Kim. Beyond
fun and games: A framework for quantifying music
skill developments from video game play. Journal of
New Music Research, Vol. 40, pp. 1-15, 12 2011.
Yubin Liang, Wanxiang Li, and Kokolo Ikeda. Pro-
cedural Content Generation of Rhythm Games Us-
ing Deep Learning Methods, pp. 134-145. 11 2019.
Jayeon Yi, Sungho Lee, and Kyogu Lee. Beat-

aligned spectrogram-to-sequence generation of
rhythm-game charts, 2023.

Anatole Martin, Jean Farines, Pujana Paliyawan,
and Ruck Thawonmas. Dancing ice: A rhythm game
to control the amount of movement through pre-
recorded healthy moves. In Proceedings of the 12th
ACM SIGGRAPH Conference on Motion, Interac-
tion and Games, MIG 19, New York, NY, USA,
2019. Association for Computing Machinery.
Frédéric Puyjarinet, Valentin Bégel, Christian Geny,
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[15]

[16]
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[18]

[19]
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Bella. At-home training with a rhythmic video game
for improving orofacial, manual, and gait abilities
in parkinson’ s disease: A pilot study. Frontiers in
Neuroscience, Vol. 16, , 2022.

Gianna Cassidy and Anna Paisley. Music-games:
A case study of their impact. Research Studies in
Music Education, Vol. 35, pp. 119-138, 06 2013.
Tzu-Chun Yeh and Jyh-Shing Roger Jang. Au-
torhythm: A music game with automatic hit-timing
generation and percussion identification. IEEE
Transactions on Games, Vol. 12, No. 3, pp. 291-
301, 2020.

Joy Kim and Jonathan Ricaurte. Tapbeats: accessi-
ble and mobile casual gaming. In The Proceedings of
the 13th International ACM SIGACCESS Confer-
ence on Computers and Accessibility, ASSETS 11,
p. 285-286, New York, NY, USA, 2011. Association
for Computing Machinery.

Kylie Peppler, Michael Downton, and Eric Lindsay.
The nirvana effect: Tapping video games to mediate
music learning and interest. International Journal
of Learning and Media, Vol. 3, pp. 41-59, 02 2011.
Daniel Miller, Aaron Parecki, and Sarah A. Douglas.
Finger dance: a sound game for blind people. In
Proceedings of the 9th International ACM SIGAC-
CESS Conference on Computers and Accessibility,
Assets '07, p. 253-254, New York, NY, USA, 2007.

Association for Computing Machinery.
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